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- Zine Register

described “zine that helps the hobby look
at itself.” This is the 20th issue of Zine
9 Register (sort of), and my second. I'm
preity sure this issue will be better than my first—more
people have helped out this time with reviews of zines
they receive, and we’ve added some “sidebars” on var-
ious topics of interest. Hopefully these will prove inter-
esting ta/veteran and novice alike, and should help to

“break up” the sometimes monotonous “tombstone’

look of double-columned page after double-columned
page (though I doubt irl). S

~ This issue is coming out one month later than I had
hoped. Completely and totally my fault, of course. When
I took over this job I stated that I wonld try to maintain a
five-month interval between issues, figuring that in prac-
~ tice this would work out to no more than once every six

. months—iwo issaes per year (about right, I think, for a pro-
Ject of this scope). As it turned out Issue #19 hit the U.S.
Mails last November 1st, and this issue will, barring
calamities, be subjected to the tender mercies of every-
body’s favorite governmental service by June 1st. That’s
‘an interval of seven months—more than I'd planned for,

definitely, but within experimental, error. I'll probably-

shoot for a six months interval next time—~giving us
Decemnber 1st, 1992 as the publication date for Issue #21.
This issue is dated “Summer 1992™; next issue will be
“Winter 1993,” despite being published in 1992. I will

. probably send out Publisher Information Sheets some-
time in October—Ilook for them then. If you hear of
any new zines starting up, please let me know ASAP.
And if you start up a new zine, start sending it to me and

I'll send you #21 when it comes out. ZR works best-

when it trades with as many zines as possible; ZR trades
also help publishers because I distribute their zines
- through the NAZB (see “Hobby Services™).

Bruce Reiff recently sent me a big box full of free
copies of Supernova, the “novice packet” produced by
Bruce Linsey about a decade ago. It’s a lintle dated, but
still covers the basics of the postal hobby—practically
required reading for any hobby newcomer. I iow have
enough on hand to include with copies of Zine Register
(and North American Zine Bank packets) that go out to
~ novices. This is just great—a Zine Register/Novice

Packet combo is how I was introduced to the hobby
back in 1986, and I'm glad we’ll be able to start doing
- that again. Thanks, Bruce! o ,
- The systemn that I set up last time to produce issue #19

has proven to be & tremendous help this time around, and
has eased every part of the editori uction process.
In particular, sending out the two rounds of Tnfo Sheet
request letters (at the beginnings of April and May) was
made much easier by the database that I already had in
place from last time. On the other hand, it’s not a real
database, only a clumsy MS Word “mail-merge” kludge.
. T was going to stick around with this job much longer
it might have been worth it to acquire a real relational
database and go to town. (Besides, that would be a good
way to really get Macintosh databases under my belt!)

As it was I had to struggle for several hours to get the

main zine listings “merge document” to work-—I must

not have saved quite the final version of the thing last

Ocaober. Oh well. Those of you who work in the elec-
tronic environment might or might not be surprised at the
number of different “ZR #20” files that are scooting

elcome to Zine Register, the self-

' of each zine have been

attem
*“nasty” (although I feel this issue has been blown utter-
"1y out of pro

around my hard disk these ciays-—it’s a wonder, réa]ly,

that I could even find that damn “merge"” document!
One new development this time was using my data to
produce “mail-merged” Publisher Information Sheets.
Each pubber received sheets for their zines with most of
the information already filled in—all they had to do
was confirm that I still had the correct information, or

- scratch out what was there and put in new stoff. This idea
“was the suggestion of, if I remember correctly, Eric

Klien, although it’s possible that others urged this course
as well (Bruce MclIntyre maybe?). At any rate it seems
1o have helped me get info sheets back from more pub-
lishers than last time, and I think the data in these pages
is about as good as we can hope for. Certainly there are
very few zines that I've never seen or that have almost
centainly folded listed herein. With very few exceptions
all the zintes in the main listing are either going concemns.
or have just started their death agonies—we don’t have’
the large number of “dusty carcasses™ hanging around |
like in #19. - : I

In ZR #19's reviews, I generally covered a zine’s
physical appearance, the manner in which games were
adjudicated, whether maps were used and how clear
they were, speed, turnaround, and things like that. Some
of this emphasis was not welcomed by some publishers;
many suggestions were made, some more politely than
others. One was that I specifically say how many issues
published since the last issue of
ZR—to use “hard data™ instead of “impressions” and
“anecdotes.” Both Eric Brosius and Tom Swider urged
this course of action on me, and as you’ll see I have
adopted this, when I had the necessary information.

Anotheridea, which I had wanted to do last time but
never got around to, was providing an “average™ game
fee for each zine—how much it costs to play a game in
each zine, by combining gamefees and sub fees. When
Brad Wilson urged this course on me I knew 1 had
another winner. What I've done is assume that the “aver-
age™ game of Dip will take 9 or 10 game years (some will .
last far longer, but it seems that many finish more quick-
ly), which means, generally, 20 issues for those zines that
charge a sub fee rather than a “pay one price” policy. For
all zines that run Diplomacy or Dip variants, I used the
following formula to determine the “average™ price:
(sub fee per issue x 20) + (gamefee). ' :

H there’s a theme to this issue, then, it’s those two fac- .
tors: regularity/turnaround, and cost. In the main I have
to make the reviews more “friendly™ and less

ion—go back and reread some of the -
Nash ZRs and you'll see that his stuff was hardly kittenish

in comparison to my thoughts). That doesn’t mean I’'ve

gone completely milk-toast, or any less “TurboPhreak.”

As you’ll read through these reviews you are sure to get

a sense of me, and the other reviewers, as thinking,

feeling persons with strong opinions. Welcome to the

postal Diplomacy hobby! ' :

(This seems an appropriate place to interject this
caveat—all reviews are the opinions of those who wrote
them—use the “Acknowledgements” that follow as akey
for the other reviewers. My initials are GS—anytime a

‘review is followed by those two letters you know that it’s

me talking [invariably, I get the last word]. You can take
it or leave it. I think I'm as fair as any human being can
be. But there are some hobbyists who have attacked
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_ me,scmetnnesfornooﬂmrmasonthanbmzsel‘medu
ing this dumb publication! I think that’s unfair, and

vicious—and yes, it sometimes gets in the way of my .|

objectivity. I may use a computer, but I’m not a machine.

- H you cut me, I will bleed...)

-I had thought this issue would be smallerthanlast
ume.OhweJl.Imllygotatranendousmnmmofsmﬂ’
from a huge number of people, but of course the
plumped-up bulk is my fanl, pure and nmple—-—-l just
mntshutup

I'mki]hngﬂlepagefootcnﬂ:nsnmearmmd.leanuse
the couple of extra lines per column, or four lines per

page, or more than 300 lines in total that this economy .
achieves—the equivalent of more than two pages.

Instead, the folio (“folio” is a fancy, jargon-y word that
the publishing trade uses to mean "pagemnnbus”-—dm t
ask me why we just don't say “page numbers,” but
that’s jargon for ya!) will be put in the nmmnghead.
Before I regained my head I was almost going to do this
“thing without folios, Collation would have been fun!
For those of you who care, the “Zine Register” type
on . the front cover is Helvenca Black, stretched and

mampulated in TypeStyler. a really mfty type manipu-

.The image was saved in Adobe IMlustrator
format and placed in FreeHand, where the other stuff was
adde’d.Thcwholethng.s sort of (by defanlt, trust me)

in a “Constructivist” mood, which was an artistic move-
ment that came out of the USSR during the 1920s, 1
think. In case you haven’t noticed, Constructivism is

“making a bit of a come-back—presumably because it’s

reallymmp]ctodoonhecomputer(mdwd, th trick with
computer art is to mof make it look Cons™-uctivistl).
Hopefully you saw the subliminal message {sort of) on
the front cover, but check it again if you didn’t. And
suppose you could say that the “cow-catcher” bit at the
bottom represents the “choo-choo™ leg of our hobby,
while the circle around the price is maybe symbalic of
a soccer ball, for the United sub-hobby. You could say
that, but like the best symbols, they were unconscious-
ly developed (once I saw that that's what was happen-
ing I wentback mdmedtoﬁgure omawaytomakethe
“Zine Register” section relate to Diplomacy, but trying,
for.instance, tohaveanpmapappearms:detheleﬁm :
Just made an ugly mess).

Otherwise, type specs for this issue are 1dmmca1 o
issue #19 (if_ it ain't broke, don t fix n:l) 8 pt. Times on

-Admowledg‘ments
Mymcereappreaaum andheutfehtbanks got.hz fol-
to ensure that this issue would have the broadest pos-

ly reverse alphabetically:

Lisa Gaughran My friend and mate, for being a lit-
sle lot more understanding this time around. -
Russell A, Wallace (RAW) For subnnttmg brief
reviews of several zines.

English zines, plus a funny bit about internationalism
which T'm using to lead off the “Overseas Zinies"” section.
John Schultz (JS) For submitting reviews of no less
than 22 zines in the very month that his own zine,
Martha, had 1o be postponed due 10 time pressures—
what a champxon great guyl -

Phil Reynolds (PR) For submitting very compre-
hensive reviews of 15 zines beginning with A-D
before ninning out of time.

Bruce Reiff Forsendmgmeagrcathugeboxﬁﬂlcd"
Supernovas. I'll be bundling these with issues of Zine
Register that go out to newcomers to the hobby Thls
is a big help!

Conrad von Metzke (CVM) For writing up the
| “sidebar” for Railway Rivals.

JhnMelnel(JN]) For sending reviews of severdl zines,
and sending me a copy of The Armchair Diplomat.
Brent McKee (BMcK) For submitting reviews of
several Canadian and one Swedish zine.

Dave McCrumb (DMcC) For reviews of 18
cument zines and 2 folded zines—and the 12K file arrived
on r disk! What more could an editor want?
George Mann (GNI) For submitting a review of
Niccolo.

Michael P. Lowrey (MPL) For sutxmtung revwws
of seveml Umr.ed zines.

'Roberthco(RL) Forsuhmm.ngremwsafsevml

lowing people. They helped out in a variety of ways

sible participation, and therefore the greatest possible

utility. In no particular order, exceptofoan-sevaguc : rmmyz:nes(lastfaﬂ),wlndxl’mﬁnallyablctousethxs

James K. Goode (JKG) Forsubm1mngbnefsmppets 1
Pete Sullivan (PS) For sending me reviews of several’

- Is Bound For Glory.
-The Home Office, and a descnpnon of Dip activities

| Kevin Brown (KB) For submitting reviews of sev- .
_eral Unned zines, and for wrmng up the sulebar"

Eric Brosius (EB). Forsubzmmng about 12rev1ews

1 Jason Bergmann (JB) For sending me reviews of

zines, including an F.nghsh zine and one that had
folded. .
Paul D. Kenny (PDK) For submitting rev1ews ofa
number of zines. -

David Hood (DH) For sending me reviews of a great

issue; recently he also sent me copies of The Home
Office and ;GOL!, which I hadn’t seen.

Ken Hill (KH) For sending i in bnefmmms of sev-
eral zines.

on just about every United and “choo-choo™ zine.
Pete Gaughan (PG) For submitting reviews of 22
North American zines, and 8 overseas zines, and for |
sending me copies of Suicide Squeeze and This Tmm

Drew Franz (DF) For séld:ng me several cop:es of

on Prodigy.

El Pico Coffce Fortheusual—mthnn ssupporlthls
zine would not have been necessary.

Buz Eddy (BE) For sending in reviews ofanumber
of zines.

Scott Cameron (SC) For submitting reviews of sev-
eral United zines, several Railway Rivals zines, a cou-
;ﬂeofDxplOmacyanes,mdtwozmesthathadfo]ded.

United.:

of zines (mostly RR and United).
Claire Brosius (CJB) For submitting reviews of
Bruce Linsey’s two sports leagues/zines.

several zines.
And 1o the hobby generally, which, with a few notable

exceptions, has provided a great deal of support and
encouragement over the past seven months. -0
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8.5 pt. leading for body copy; zine name appears in
11.5 pt. Franklin Gothic Heavy; the information on each

In an exciting development, the next issue, #21, will
probably be my last. I am actively soliciting a teplaoe-
ment as of this moment (please see separate sidebar
somewhere in this issue). I make no promises, I may hang
on for more of this...uh...fun, but this is a killer job, no
doubt about it. If I can find a solid replaeement, some-
one motivated enough to do the kind of job this hobby
deserves, then I'll gladly pass it along, and concentrate
on Upstart

- Now before certain segments of the hobby break out
in cheers, let me make one point perfectly clear: I am
dumping ‘this job solely for my own reasons. While this
issue promises to go a lot more smoothly than Issue

#19, 1t will still have taken up more of my time during

April/May 1992 than is aliogether healthy, either for
" me, my ‘marriage, or my relationships with other people
important to me. It has also consumed a not inconsid-

erable amount of money, thongh I knew this was part of
the deal and was prepared for this. Actually T was pre-
paredfortheumehn as well, but I'm finding that as a
process, doing ZR isn tallthatmuchfun,lthmk com-

‘pared to adjudicating games, creating maps, and laying.

out a dipzine. 'Course when I'm doung Upstart 1 say it
the other way round, but..

North American Zines
[[Okay, I think we're rehdy to get cmckmg on the zine
listings. I hope you've taken out some insurance on

your eyes. Assume a reclining position. Do not attempt
1o read this while operating heavy machinery.J]

NEWINEWINEWINEWINEWINEW!
36 Miles of Trouble

Paul Gardner, 5 Tlmbor Lane, Brattloboro, vT
05301

$3.00/10 issues; open page; typed masters/xerox
primted; 2 pages; freq.: 2 weeks; cire.: 14; first Jan.
T 1992; last: Apr. 1992 (#6)

- Runs: Diplomacy (2), Railway Rivals (2), Acquire (1).
Openings: Railway Rivals (hopefully with map made
by Paul), Acquire ($3.00 fee, both games)

-36MT is a zine for very fast postal games. I am open to
othcrposmbﬂltles e.8., Snowball Fighting, 1830, or any
suggestions dependmg on interest. Expect to see some
left-side political commentary, but only occasionally,

and letters will be rare, if at all. A zine for people who

want to play Acquire or Railway Rivals, mainly. PG
is a new zine which carries leway Rivals,
Diplomacy, and Acquire. Paul is a good GM so if you'd
like to get in on the ground floor of a new RR zine, this
is a good place to do it. ' SC
I'm sare you've received plenty of mformanon about
36 Miles of Trouble, Paul Gardner's new zine. He's

running ]lplomacy Acquu'e, Railway Rivals, and maybe
a few other games. The issues I've seen are typed in the
Gardner fashion. Not much to look at, but Paul's always
been a very reliable GM and publisher. KH

36 Miles of Trouble is fast and accurate. = JKG

1 think the idea behind this one was for Paul to finish
up some leftover games from his now-defunct zine Not

'NewYork(zeponedasfoldedmZR#IQ) But Paul is your

typical publisher and couldn’t resist opening up a few
new games as well; 36 Miles of Trouble was the result.
The “every two weeks™ frequency appears to be pret-

.ty accurate, asthetwomsucsl'verece.wedﬁ'oml’mﬂ(#l

and #6) were just about twelve weeks T'mnot sure

-how Paul plans to do things-—it looks like some of the

games will actually be run on a two-week deadline
cycle, which if he can keep it up will make this the
absolute fasiest place to play games in the hobby! Rail-
way Rivals in half a year, who needs PBEM! On the
other hand, several of the games listed in #6 indicated
“orders on file from XXX and YYY" with the deadline
listed as the next issue two weeks hence—maybe the idea
herelstotrytodotlnngs every two weeks, but if all the
orders aren’t in, wait for four. Or maybe the Railway
Rivals games will be super-speedy, but Dip a little more
relaxed? Request a sample and see for yourself! -

As far as the price of an “average” 20-turmn game of
Diplomacy—it’s hard to beat Paul’s prices. You should

0 - expect to pay $9.00, putting 36 Miles near the bottom of
-the scale when it comes to game costs. But...there are
' no openings—always a cloud in every Eden, eh?

* At this point the “zine” is little more than a flyer (both

. the issues I’ve seen were but a single page), byt will

probably flesh out a little as time goes by. Still, I
wouldn’t expect this to ever grow into-a big, chatty
zine—the focus is obviously going to be on games
played wicked fast. GS

Absolutel

Paul Kenny, 75--A Maple Ave., COIImwM ‘NJ
08108-1008

$3.50/10 issues (50¢ for back issues); open page;

(ancient) xerox printed; 12 pages; freq.: monthly to
5 weeks; circ.: 35+; first: “Standard Deviation™—Aug.
1987 /Absolutel—Apr. 1991; last: Apr. 1992 (#10}
Runs: Diplomacy (2), Gunboat {2), Northem Ireland
Dip variant {1).

' Openlng None.

Free opumcns in an enslaved world—no subje.ct is wo
loathsome... No, seriously, this is a gamers’ zine. Now
that Wilson's Vertigo has cleaned up its act, Absolute!
is probably one of the ugliest zines in the hobby, but it
gets the job done. Games do come first, but there have
been some very interesting articles and essays that one
will not likely see elsewhere.

As for the games, there are a lot of new players grac-
ing these pages, sothisisa good place for someone 10
play their first game of |

And yeah, a big topic here is the situation in Ireland
(your peace plan is always welcome here), but so is the
freedom and liberation of the individual in general. 1 also

. would like to return to my other real love...computers
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and electronics. Maybe I should explain what NMR
really means... (BTW, 1t s “Nuclear Magnetic Reso-
nance.™) - PDK
'[heD)pzmeforthosemtemstedmImland Paul runs

a couple of games, standards and variants, and several
of letters on politics, with all the latest news on “the

. pages :
- Troables.” He has an extremely level head on the issue,

and although he has opinions he does notrantandrave
and he lets readers get their say. PG

Absolute! is a reliable zine dabbling in- D:plomacy
variants, and pohncs Paul has a specxal interest in
Northem Ireland, so it’s not g that he features

Northern Treland Dip (his own design) and news updates-

from the Emerald Isle, including the latest clashes
between the IRA and the British Army. Each issue
‘averages a page of Paul’s thoughts on politics home and
abroad, as well as a page or two of readers’ letters,
mlhtoplcsmmemtlssuesrangmgfrmnthe German
Reich to abortion.

Paul is a good GM---he rarely makes mutakes. he

“keeps the games moving, and he encourages press, occa-
sionally inserting his own. Sometimes maps are inclnd-

‘ed in an issue, bat this seems to be dependent on avail-

able space. Lately, Absolute! has been published regu-
larly every five weeks. Each issue averages 10-12 pages
~and is photocopied from typewritten originals. Sometimes
the copy quality isn’t too good, but the final product is

always readable-—even if you have to squint a lintle. A |

small sacrifice, all things considered.
Obviously, Absolute! caters 10 active subbers, appeal

ing to the gamer and the reader alike. Game openings.
~ come and go—it’s hard to fill variants sométimes—s0
- purchase a sub, m_]oythechat and wait for the next

opportunity. PR
Well, if you® renotplaymg herenow you']ljust have
to wait for your chance to get into one of the genuine bar-

gains in the hobby—with no game fees and 35 cent

* issues, how can you go wrong? A typical 20-tum game
of Dip will cost.you about $7.001 Of course Panl has been
- hit by inflation like everybody else~—last fall this thing

‘'was gaing for_1ust300¢mts SnIl, who’s going to notice
another nickel. ..

Absolute! is a litdle below the “ average * when it
comes to turnaround/regularity. I've received four issues
gince the last issue (I should have received five, but
Paul must have forgotten to send me issue #8), which

means we reahtﬂelntoffthesmed“mmthly‘ pace.I'd
- say about six weeks is Panl’s usual

Paul’s been playing around with including maps. :
but threw them out in the last issue I received (#10). But

since he used the space to min my “Zine Bank™ adver-

tisement, I'm not sl.gpposed to complain. Hey, who's |
3

compla.tmngl For
card, really... -
_While the focus mAbsolute'xs on the games, there is
. quite a lot of reading material, usually on the situation in
" Northern Ireland. i McMahon continues to hold
high the banner of the Third Reich in the zine, though late-

'd be lucky to get a post—

ly he'’s branched out into comparing “ Abortionists” and.

“Slaveowners.” Somehow this position comes as no sur-
‘prise. At any rate there is usually some give and take in
the letter column, which can be fairly lively.

'In short, this is a good zine for playing some Dip or
variants, for about as cheap as you can find. But you also
get some chrome in the form of the letter column/com-

- ing about music. Even so, I find it interesting

ments section, and in Paul’s focus on things Irish (the
Mamh:ssmcameemlosedmafhmesemtgmmwveﬂ) '
Check it out, go on Paul’s standby list, and be first in line
when he opens up some more games. -GS

The Abysuman Prince

Jim-Bob Burgess, 100 Holden Street, Provldenee, '
Rl 02908-5731. '

$.50/issue or $5.00/12 issues; open page Xerox
printed; 16-24 pages; freq.: 3 weeks; circ.: 50O; first:
March 1984; last: Oct. 1991 {(#1086) : ,
Runs: Diplomacy {4), Gunboat (1). Black Hole Dip (1).
Openings: None.

Fim-Boob Burgess® Music Zine. This guy p\m eveqaﬂ:ling
in a zine that one would want, not 100 much extra, and
is very timely. He is doing it right. He runs something
like 6 or 7 games, which is about his stride. He loves to
encourage press and one can have a lot of fun with the
black press that Jim allows. TAP has got to be one of the
bestpmssmeslveswn Also, his zine has hoards of
letters on music, which seems 1o attract everyone’s opin-
ion at some point and never gets people pissed off. He
will have 6 or 7 letters, on a nice copier, and with
all that, he gets TAP out like clockwork! You want to
play Dip? Play here! Highly recommended!" PDK

By...“the Boob.” What can you say about “the
Boob™? Well...he loves to be verbally abusive and that
in itself is a great reason o sub. But he runs a pretty good
game. He separates every season so be ready to play
awhile. His neon sign is the Music Review Secton. -
Everyone seems to agree he’s very knowledgeable in this.
a:ea.and whoamItoa:gue smoeIknowabsolmelynog:-

S

Also known as, J im-Bob Wannabes In Space. There .
is acuhofperscna]ny growing here, and I don’t like it.
Back when Jim was just our little secret it was fum to read
about all kinds of esoteric music that I'd never experi-
enced before; fun to play in games where the goal was
to develop the most sly and slick insult-press you could;
fun to bash the hobby’s #1 masochmt. But now every-
body's in on the actl .

Jim’s got an unusual deadline system, separau.ng all
seasons but running them quickly so you get, in effect,
a six-week span between Spring and Fall. In the early
going this is a huge help to a game——just a smidge more

‘negotiating time can mean the success of an alliance, and -

more accurate moves due to the elimination of condi-
tionals. But into the midgame what you wind up with is -
a six-week deadline, and the c¢hance to lose interest
(also, some press gets disjointed as not everyone has to
send orders every issue).

Soit’ sagoodthmgtheleuemolmfascmanng Justm :

case your game is getting qld. A great read (but thank

ghod he doesn’t handwrite his zinel). PG
Idon’t think of Jim as a Poll-basher. He has serious
concemns about what he sees as the harm the poll does,
but he deals with.them in a constructive way by com-
municating with me, not by simple bashing. EB
The Abyssinian Prince is a very reliable zine, pub-
lished every three weeks like clockwork—sgive or take
a day. (Hey, you want to make something of it?) While
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this shouldbevmy appeahngtothegmne-playmg Speed

freak, it should be noted that Jim-Bob always separates
Summer and Winter seasons. Thus, a game-year should
- be completed every 12 weeks. This isn’t so bad when you
consider that some zines take that long to publish two
combined seasons. At least in TAP you know you won’t
have to write conditional orders. Maps are in every
‘issue, as well as alotofp:ess from both Jim-Bob and his
players. The operating rule for press writing is: “Abuse A

attract more veteran players, which usually produces
very interesting games.

The other primary feature of TAP is ahuge letter col- -
umn onmusm, accounting for half of the zine’s content
sometimes. If you're really into music—end the more off -
beat the better, it seems—then you'll want a sub to TAP.
The games alone, however, have been enough to make
this one of my favorite zines for the past few years: PR
ccstothecontmry this is not a “Turbo-

the GM at least as badly as any player{” 7AP tends to

Phreak zine. Even though it looks terrific, uses maps,

The Game of Postal Diplomacy
One of the names for this pastime is “postal Diplo-
macy.” With good reason. Diplomacy is the common
denominator of our hobby—almost all players or pub-
lishers have played or gamesmastered Diplomacy at
one time or another. Some people are involved in all
three “legs™ of our hobby: D:.plomacy, rail games, or
Umted leagues
omacy is supposedly set in fin de siécle Europe
(though the pohucd boundaries are those of 1914). The
- game starts in 1901. Each of the players takes control

land, France, Germany, Italy, Austria-Hungary, Rus-
sia, and Turkey. Each country begins the game with
three “dots™ or “supply centers” (Russia gets four).
Along with 12 “neutral” supply centers, including
such small nations as Holland, Serbia, Portugal, etc.,
these 34 supply centers provide the economic su-ucture
of the game. To win, a single player/power must gain
control of at least half (18) of the 34 centers.

. Diplomacy was invented in the late 1950s by Alan
Calhamer. At first it was distributed by Games
Research, Inc. A gorgeous, oversize mapboard, qual-
ity wooden pieces painted a variety of pretty colors,

‘and a simple rulebook that still allowed for much
subtlety of play, combined to produce an immediate
hit. The Avalon Hill Game Co. was also getting start-
ed during this period; during the 1960s the populari-
ty of Diplomacy paralleled the rise of the “hex™
wargame hobby.

Avalon Hill tock over Amencan rights to Dxplo-
macy in the early 1970s and has published it since
them. it remains one of their most popular titles, draw-
ing buyers from cutside the “hard core™ hex gamers

these days. After ASL, the D)plomacy tourney had the
most paxtlmpams at last summer s Avaloncon, a very
~ good sign for our hobby.

In 1963 John Boardman decided to try runnmg a
gmneofl)jphmacybymaﬂ.msprovedtobeﬁeway
to play it. Negotiations can take place in complete

" secrecy—indeed, it is impossible to know who is talk-
ing to whom. In face-to-face play you may not be
able to hear what Germany is saying to Italy, but you
probably know that they’re talking to each other, and
can draw your own conclusions. In postal Diplomacy,
on the other hand, reality is just an illusion you help
create.

John Boaxdman s pioneering game was played in a
zine called Graustark. That immensely successful
effort has spawned a host of imitators in the almost

- these pages demonstrate that many are still alive and |

of one of the seven “Great Powers" of Europe: Eng-

'S1mp1yput todowellmD:plomacy especially as a

who seem to make up much of Avalon Hill’s market

‘your hands on one of the “novice packets.” These

three decades since then—incredibly, John Board-
man continues to publish to this day and he recently
put out his 600th issue! As many as 900 zines have rin
Diplomacy games—most have long since faded, but

strong. New zines appear on a regular basis; just as
regularly, old, tired zines fade out and die.

One of the features of postal Diplomacy games is
“press”—little articles and comments written by the
players, generally about the game (though not always).
Press items often poke fun at other players, at the
gamesmnaster, at. other players’ “bonehead” moves,
etc. Before you know it everyone is joining in with
puns, jokes, jabs, etc. Press is like the good-natured
banter that surrounds face-to-face gameés; you could
play quietly and- seriously, but why?

Another feature of postal Diplomacy is negotiations.’

relative novice, you must write every player in the
game, particularly those who are your neighbors. If you
write frequently, intelligently, and diplomatically,
you are almost guaranteed to at least survive till the end
of the game. And somebody s got to w1n—m1ght as
well be you, eh? Since novices often have more time
to devote to their game than “veterans™ (who are prob-
ably playing in too many games, or publishing a zine,
orothmmsenotabletoﬁ:ﬂyomcamaxe on the game),
a novice who keeps his or her cool can do quite well
at this game, if they can avoid the dreaded NMR (No
Moves Received). ,

An ability to lie successfully, steal withcut remorse,
ruthlessly stab your erstwhile a]ly—and solid tactical
play—all are necessary to do well in this game. And
a little Inck never hurt anyone!l (But note that there are
no “random” events in Diplomacy—luck only enters
mtoﬂnngs when you try to “outguess”™ your opponents.
If you're a “nail-biter’’ you may not end up with any
fingers left!) _

If you are new to the postal world, you should get

discuss many facets cfplay-by—maileplqnaqrmxdare
essentially required reading if you’'re thinking of giv-
ing PBM Dip a shot. Masters of Deceit is available
from Tom Mainardi for $1.50 and Supernova is avail-
able from Bruce Reiff for S_l.(X); see “Hobby Ser-
ces” toward the back of this zine for addresses and
more deta:ls. (Thanks to Bruce Reiff’s generosity,
you may have received a free copy of Supernova with
this issue of Zine Register.)
So give Diplomacy a try! After all, that's probably
why you got this issue of Zine Register in the first
place, eh? : GS
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puts final pos1nons in capital letters, is “obsessively”
timely and regular, and the editor holds strong opin-
ions and is unafraid about expressing same, don’t be
fooled. This is mot a "Tmbo?hreak"zme Why? Because
Cal White says so.

I’veonlyseenonecopyofthuthmgmthelastha]f '

a year, and that one was just after ZR #19 came out. So
Idon’t have anything new to say. I expect Jim is just as
‘prompt and regular as ever—nothing I've heard would
‘suggest otherwise. No game openings, apparently, but if
you offer to standby Jim will probably let you on the sub
- Hist. At $5.00 for 12 issues this is a real bargain, but since
seasons are always separated, the price of playing a
game here ends up being a lot closer to the hobby norm
than you’d think: around $15.00 for the submd$5 00 for
the game for a total of $20.00 foran * averag * game of
Diplomacy. When Jim has game openings, that is.
- Unless Jim has shortened up his issues (doubtful)
“you get a tremendous amount of reading material (almost
all of it about esoteric, beyond-the-fringe music), and.

- some of the best press around. This is one of the better

‘Zzines going, even if it ism’t a '“'_l‘urboﬁreak" zine. GS

a Aeropolls -

: KaﬂHoﬂmn.zaol-larrhSt.Ds, Eastsu'oudsbufg.
PA 18301 ‘

. $.75/issue; digest; “I'm. back to typing”; 24 pages;
freq.: 5 weeks; circ.: 30; first: Oct. 1989 iast. May
1992 (#27)

Runs: Diplomacy, Gunboat, Deviant variant.
Open!ngs None (| think). ‘

- Jim Green is out of Acropolu Just me now. Smalllet—
ter column. Not much talk othef than games. KH

. Acropolis has reached a fork in.the road and will be
uavel]lngmanewd:lred:m.'nnswas by the

resignation of Jim Green as co-publisher/GM. Jim cited |
* external pressures and a declining interest as reasons for |

the change, leaving Karl Hoffman as a one-man show.
- Jim’ s games are being rehoused in other zines.) It is
uncertain what the ultimate effect of this will be on
Acropolis, but my giless is that we will see a more main-
stream zine—well GMed games but less personality
@.e., the direct of Jim’s style). Karl has stated
that hie will continue the letter column, assuming subbers
- write to him. Acropolis probably will be published more
_frequently and more regularly than before. Game open-
ings won’t be available until some current games end, but
when they are, they probably won 't include the off-beat

 variants Jim offered. We’ll just have to sit back for a |
" while and see how the situation resolves itself, but poten-

tial players should keep on eye on Acropolis. - PR
In the Iast issue of ZR I suggested that Karl “lad:”(]’im

- Green (his erstwhile co-publisher) “sideways” into a -

subzine, since it seemed that Jim was losing interest in

publishing and was slowing down their combined effort. |

. -For one reason or another, something like this hap-
pened, thoughmtheend]’imdemdedtotakeapowder
altogether. _

Karl is apparently unwilling to take over GMing
Jim’s games, and so Jim’s games will be going to Eric
Ozog, the orphan custodian. I"'m not sure why Karl’s Pub-

' hshm'lnfOSheethsted DevmntDlp”asawrrmtgame

in Acropolis—ithat game was being run by Jim and pre-
smnalﬂywi]ibegomgtoEncalongmﬂlTnn s other two.
But maybe not, we'll see next issue, when we'll have a
iot better idea what the “new" Acropolis will look like.
As far as I know Jim Green was the one responsible
for the fairly sha:p “look™ of the “old” Acropolis (as well
as most of the “writing™; Karl’s “I'm back to typing”™
comment above suggests that a “downscaled” look will
be the result of Jim's abandonment of the zine. However,

thhepnceofgetngAcropolzsbackcntmckuashghl

ly cruddier physical pmduct, and Iess reading matcnaL
I'm all forit.

Acropolis used to be very prompt-and reliable, but
over the past year it has had some problems. I've received
only four issues on my trade since the last ZR was pub-
lished seven months ago. The “5 weeks™ schedule report-
ed above is not much more than wishful thinking, at this '
pmm.HopefnﬂlyonceKaﬂgetsnsedtodomgthetthg
by himself he'll get it back up to the kind of speed that
once characterized this zine. When there were open-
ings in this zine, they were free,:fthatpohcy is contin~
ued in the future you could expect an “average™ gameof'
Diplomacy to go for $15. OO-—shghﬂy below the gomg

‘rate for the hobby

[Issue #27 just made it in under the deadline, so my
guess is that with Jim gone, the speedwi]lmfactplck
upalmle The zine pretty much resembles Karl's half of
the “old” Acropolis, a.lthoughhc s kept the “trademark™
colored covers.

[All of Jim’ sthreegames will appmﬂyberehoused
in Richard Weiss’ brand new start-up Zero Swm, includ- .
ing the game of Deviant Dip. But Karl munered some-
thing about maybe running a game of that in the “new’
Acrapolis, which explains why he kept it on the Pubber
Info Sheet—but no official game opcnmg was
announoed 1 - .. GS

Agam:tTheOdds

cralg A. Reges, 13 codar Lane, SUocasunna, NJ

07876 '

$3.50/10° issues, open page° xerox printed; 6
pages; freq.: 5 weeks; circ.: 14' first. Apnl 1989

last:. Apr. 1992 (#17) S

Runs: Diplomacy (1) =

Openlng. Dtplomacy (free)

‘Wasn’t ranning any games—I think Reges dropped out

of the hobby. PDK-

Fred Davis tells me Agamr the Odds is at #16 in_
March 1992. I've never secen a copy, but apparently
CraigRegesisinMensasoFredisupmhis wh?;i‘

Okay,here 8 the straight ainst The Odds is

_still in business, and the latest issue is #17, which I

received a c:ouple of weeks ago (it’s the only issue I've
cver seen). In the last issue of Zine Register I reported
that this zine was in “hiatus™ awaiting a new Mensa
Dip-SIG game. This. semnstoberelanvelytypcalof
Mensa zines which have not broken out into the wider

world of Diplomacy fandom—if they're only nmning

one game they suspend publication while waiting for
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Mensa Dip-SIG Chair Fred Davis (see Diplomag) to
fill another game for them. At any rate, Craig’s new game
has reached Fall 1901, -so we should be seeing this one
for at least another 10 or 15 issues or so.

Craig is now offering two gamestarts (you don't,
' apparently, need to belong to Mensa to play in these
starts) O we can expect ATO to become more “main-
stream,” oratleasttobeaoonﬂstentpresmoemthe
hobby. Several other Mensa zines have picked up out-

- side players and have become quite successful.
‘There is not much here besides the one game, which
is surrounded by ample white space. It would appear that
nglsmomthanmllmgtomakcspaocforyourgame,
should you decide to make this your zine. He provides
a full-page map and the adjudications are clear and
readable. At just 35¢ per issue and no gamefees it would
be hard to find a cheaper place to play (just $7.00foran
“average-length” game of Diplomacy). If you're look-
ing for a game this could be the spot. Not much in the
way of chat, though I suppose tlns could change as
more people join the zine. - GS

AIpha&Omoga

~ Lee Kendter, Jr., 367A Wlllowbrook Dr., Jeffor-
sonville, PA 19403

$. 75/issue' open page; ‘xerox printed page count
varies; freq.: quarterly; circ.: 20; first: May 1983;
‘last: Feb. 1992 (#26)

Runs: None. - _

Openings: None.

The official zine of the Miller Number Custodian (QWINC).
Game starts, ends, official notice of abandoned games,
and other MINC related matérial. Also includes a listing
~ of all changes to the NAVB. Future plans include the

printing of ratings systems. If you have a ratings system
for varants, please send it my. way. I am always looking
for end-game reports, and have a computer database
that can show the status of any zine. LAKJ

“The published report of the Miller Number Custodian.

Everything you always wanted to know. about Diploma-

cy variants but were afraid to ask, and nothing more. JSV

Alpha & Omega has passed from father to son,
Lee Kendter, Jr., adding Miller Number Custodian to
hobby resume. I'm not sure what the riew schedunle will
be, but A&QO should be pubhshed at least quarterly,

including Miller Numbers, variant gamestart rosters, and -

end-game stats. Additionally there is‘the North American
. Variant Bank news, since Lee manages the NAVB too.
Essentially, A& O is a reference guide for variant GMs.
There are no games played here, and there are none of the
usual trappings of hobby zines. It is useful,however 1o
see what variants are being played and who is playing
them. Lee should be a very capable MNC. PR
During the winter the “official” MINC changed hands,
from Lee Kendter.to Lee Kendter! Or rather from Sr. to
Jr—father to son (the only parent/child combo in the
hobby, now that the Christies are history—7). Not that
the title is hereditary or anything, I guess Lee Sr. just felt
‘that Lee Jr. would do the best job. Besides, it makes a cer-
tain amount of sense because Lee Jr. i3 already handling
the NAVB (see “Hobby Services” at the baek of this

issue)—probably best to have all variant-related ser-
vices under one roof.

Lee tock no time in putting out his first issve as the
new MNC, which means I've received no less than
three issues of Alpha & Omega since the last issue of

ZR—prenty damn good for a mere “service zine”l

From the look of things, Lee Jr. is doing a marginal-
ly more comprehensive job than his father (not that
Lee Sr. was any slouch when it came to the MNC-ship,
mind you). Very soon after Lee Jr. took over he sent me
a letter asking about end-game stats for a game I must
have forgotten to send in—I was very impressed by his
willingness to follow t.hmgs up and gather missing
information.

There is not much here except gamestarts and end-
game stats, so unless you” rennuestedmthatsn:ﬂ’ Ican’t
think why you'd want this. GS

Nsmmmnsmnsmmmusm
Angst United

| Dan Stafford, 3284 Atlin Ave., Dublln, OH 43017

free to players/standbys; ,open page; xerox printed;
68 pages; freq.: monthly; circ.: 30; first: don’'t
know; last: Apr. 1992 (#39) ‘
Runs: United Soccer league (24 teams in 3 tlered '

divisions).

Openlngs $7.00 per season, ask Dan about

openings.

AU is undoubtedly 'the most Eurq:ean of all the U.S.
United leagues. Dan is a well-respected hobby burnout,
and AU is usually quite timely (unlike many U.S. Unit-
ed zines). I like Angsz, and if you like United then you
will like this zine too. KB
Dan Stafford’s United league has the reputation of
being the most challenging in North America. A complex
set of rules and as good a bunch ofplaymasaGMoould
hope for makes Angst what it is. Also comes out regu- .
larly, which is somewhat rare for large leagues.
. Angst is a well-run, reliable United zine. Of all the
maprpostalsoccermes,AUhasthebestfeelofm actu-
al European soccer league. The rules de-emphasize (but |
don’t eliminate) the financial of the game and add
a fatigue/finjury rule which requires players to be rested
periodically. The zine is well-produced and each issue
features an updated roster for your team—a useful item
for managers who are lazy about keeping records. This
league was originally known as K-League and was car-
ried in K-Zine, published by Bill Becker. When Bill
folded, Dan took over operation of the league. sC
Contains an occasional music subzine, a respectable -
press section, and an occasional lettercol. EB
Angst United is published by a friend of mine, Dan
Stafford. It definitely exists and is active. It’s a United
Soccer zine that has one league running and usually
about 2-3 pages of chat with the game reports. The last
issue was #34 (1 thmk) and, as faras] know, he doesn’t
have any game openings. KH
A well-run league with rules similar to the British -
leagues. It is not a new zine. It’s been pubbed for a con- -
ple of years now by Dan Stafford. The league was actu-

MPL
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ally begun by Bill BeckermK—Zme andnls the oldest

PBM “United Soccer’” league in North America:. JKG
Well, it’s really not “NEW!,” but it hasn’t appeared

in Zine Register recently, and if I could only find some
of my really old back issues, I'd be able to confirm that
it has never appeared in ZR. But Ican’t, soI won’t. At
any rate I've only seen one issue of the thing, so I'11 have
to assume that the “regularity” reported by Kevin and
Michael above is accurate, Dan reports that he's using
dBase IV (the first upgrade since Borland took over
Ashton-Tate) to keep track of everything, with Word-
- Perfect to do final formatting. Pmsmnably usmg the
computer for record keeping helps Dan mmntam both

high speed and accuracy.

AU is an attractive product, with a very clear layout. -

From the outside it looks like it would be pretty easy to
pPlay here. The player roster is truly amazing—a collec-

tion of some of the oldest and fartiest hobby members

around | Even Bob Olsen (at least I assume that the
“Olsen” Dan lists is the famous “Sludge” Olsen) can be
found in these pages, along with another one-time hobby
splash, Bruce Geryk. (And others 100, of course.)
I don’t know if the issue I saw was typical, but there
was ‘very little here other than the United report, and
about a page of press. T suspect Dan will have some open-

' ings after the current “season” ends, but the way these

: ﬂnngsusuaﬂywmkmﬁxatopmspmsgomstandbysﬁtst.
‘Definitely worth a sample mquest if you re looking to
gchmtedauy GS

- 'The Appalaehlan General

. David McCrumb, 3636 Oidtown Road Shawsvllle
© VA 24162 -

'$1.Q0/issue (free to players and standbys). open
" page; xerox printed; 8 pages; freq.: monthly; circ.:
- 15; first: Aug. 1983; last: Sep. 1991 (#100)
Runs: 7 x 7 Gunboat (2), 1499 (:I.), United Soccer
League.
Openings: United Soccer (gamefee of $10.00
“includes Season B sub).

United Socceris the ulnmate TNAnAagers game. Not only |

do you create your own team, but you coach it and play
. it according to your own philosophy, be that offensive-
ly or defensively minded, or a combination of the two.
TAG’s rules focus on the bu.ildmg of a whole team con-
cept, though the rules do allow for superstars to be cre-
ated and excel. There are several new rules being added
during Season B to expand the managership of the
league. The tactical rules are very similar to many of the
other United leagues at the moment, but once 1 have
determined that the new rules work, there will be tacti-
cal rule additions for Season C. = -

United is a very enjoyable game. You can put as
-~ much or as little into it as you wish. I would be happy to
help anybody leamn how to play. If you are interested,
why not try it for one season. If you hate it, fine. It
takes about 15-30 minutes per month to fill out a line-
up sheet. And if at the end of the season you decide you
want to drop out, there will be no hard feelings. (How-

ever, 1 do not look favorably on people dropping outin

the middle of a season.)

Sogiveitatry. You mayﬁnd out that United is your
favorite postal game! DMcC

Timely and accurately GMed, TAG is excellent. Cur-
rently TAG has only 8 teams, however, and expansion
(which is planned for the summer) often does harm to the
accuracy and timeliness of a United zine. David should
be able to handle it—after all TAG was a fair-sized
dipzine for a while. Of all the United zines runnng now,
TAG is the one that I think will be around the longest.
Besides, expansion slots in established leagues are not
tobelookednponhghﬂy Most often standbys are left
with dreadful clubs. So get on David’s stand-
by list and grab a spot before they're all gone. KB

A couple of years agoDaveMchnnbwaspurungom
a waﬂousey Dip-and-variants zine called The Appalachi-
an General. Then the dread United bug struck. Dave is
largely lost to Dipdom now as he runs his last few games
down to an end. The main focus now is United (the
UnnedandepandwhamvuelseDave:s rufning go out
in separate issues of TAG, generally 1o players only). The
TAG league is modelled after Kevin Brown’s Pilot Light,
but with some significant differences. Like Kevin, Dave
is also timely and he is looking to expand in his second

-season, which could start shortly. Eadussuealsomchdes

a write-up of a Civil War battle. MPL
This zine is one of three North American United zines. -
ﬂ;atarecmrmﬂymgoodhea]ﬂ:. The Angst United league
is in Season 6, the Pilot Light leagye is in Season 4, and
the TAG league is up Season 1. The first season
included only 8 teams as Dave eased into the job of
Commissioner, but expansion is planned for Season 2.
"~ Dave’s rules are based on Kevin Brown's rules for.
Pilot Light (both zines break from United tradition by
eschewing the use of team money) but they include

‘many well-chosen variations—players of SL greater
 than 10, a unique college draft system, good play points,

and a less effective longball option, to name just a few.
The TAG league doesn’t yet have the sizzle to me of

-a mature United league—the nvalncsatesn]lyovmg But

give me another season of staring up the league table at
wunderkind Jason and his Indonesian Nation-

-al Team and I'm sure I'll be frothing at the mouth! Sign

up for an expansion team and get in on the fun.

(By the way, TAG is numbering all flyers in the same
sequence. The United part is simply the biggest pan,
which is why Dave sent it to you last fall.)

Dave McCrurnb’s zine recently reached its 100th
msue,am:dstahnostnofanfme.'ﬂnsmnotabug surprise,
since the zine is not nearly the must-see Diplomacy
hobby pub that it once was. TAG was always a ware-
house, but one of the most reliable places to play vari-

_ants. What Dave has essentially done now is change

the zine into a United Soccer league. There are still
TAG issues going out to finish a 1499 Dip variant game,
but that one will be over soon as well.

As a United zine, I can say that TAG has been tremen-
dously successful. It is very timely, and the rules are well-
designed. Since Dave will be expanding his league soon,

_thlsmhlghlyreoanmendedasaplaoetoleamUmtedas
‘anovice. That’s what I am doing. -

As far as Diplomacy is concemed, we may not see any
openings in TAG for a while. It was a great place to play
while it lasted, though. DH
__ This new league is still trying to find its niche in the
United hobby Its experiments with the rules are mming
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out to be quite enjoyable, and the kinks should be ironed
out by the time the league is ready for expansion. David
claims that he wants to expand the league by up to twelve
teams from Season One to Two. At that point we shall see
whether this league is here for the long haul. It is my ini-
tial impression that it will be. The league is now the
quickest United league ranning, suggesting that expan-

-sion may occur sooner than I first thought. This league -

filled its current eight spots less than three days after Dave

announced its startup. There are already abwtfwrpeo—-

ple sngnedupas standbys awaiting next season’s
expansion. If the new places go as fast as the old ones,
you'd better get your dibs in there quickly.

Team compositions have been included with every
issue, including player statistics. David uses scouting

" reporis as a means of evaluating the strengths of players

in the “draft,” but has altered what many have argued
‘were the main problems with Pilot Light’s scouting sys-
tem. His solution has been quite effective and balanced.
I'1l be interested to see how the rules get finalized, but
so far I like what I see. At this point T have a team with
the best record in the league, so I can’ trea]lysay anylhmg

* that's too bad.

The Appalachian General has narrowed its interests .
over the past year to focus on a United Soccer League.
For those of you who are still clueless, United simulates
a soccer season with player—cmaﬁed}managed clubs going -
head-to-head in competition. The owner (player) dis-

“tributes points among his club’s players which have

different positions, and ages, drafts college players, and
makes trades with other owners. Matches are resolved in

a relatively simple way, comparing clubs’ strengths at dif -
ferent positions. The season progresses, following a

| pre-determined schedule, until the playoffs are held to

crown the league champion. Owners then look ahead to
the next season with their teams.

Based on an issue I've seen recently TAG appears 10
be published every 4-5 weeks, consisting of match
results, press, and Dave’s writings on college soccer and
the Civil War (the latter was always a consistent theme
in earlier issues of TAG). The zine is laser printed and very
reliable. David seems to be a good United GM. If Unit-
ed is your game, then you should check out TAG.. PR

Simple rules. good for a novice JKG

I haven't seen anything of this since last fall, when
Dave sent me a couple of issues of TAG, so I can’t real-

What Is Gunboat Diplomacy?
A popular variation on plain vanilla Diplomacy is
Gunboat. When 1 started playing postal Diplomacy
several years ago, I kept running across references to
“Gunboat” in my copy of Zine Register, but nowhere
did I find any explanation of what it was! So to spare
you the embarrassment of trying to find out for your-
self, Gunboat is, very simply, anonymous Diploma-
cy. The kind of direct, secret negotiations between
- players that is the hallmark of postal Diplomacy is not
only 1mpossible but against the rules! '
That’s the only change between Regular D;plo-
macy and Gunboat But it does make a big difference.
‘ Generally Gunboat. games are a little more “cut-
‘throat”—"game-long alliance play’ is less frequent,
andpeq:le are more willing to stick the knives in. Gun-
. boat games are more likely to end in solo victories than
Regular D]plomacy Coordination between players is
a lot more difficult to achieve, but can be devastating
totheotherplayers:fywcanptﬂlnoﬁ' ‘

There are two major kinds of Gunboat—with and
without: press. Some Gunboat players hke playing
without any press—this way “negotiations' can only
take place through the extremely limited venue of
umits’ orders (and “impossible” moves—i.e. France
orders “F MAO (S) RUSSIAN A Mos-Ber’—but
note that some GMs won’t even allow these kind of
“negotiational moves™). I'm no fan of so-called “No-
Press Gunboat,” but it does have its adherents.

A “richer” version of Gunboat allows press to
flourish, but none that includes “direct negotiations.”
For instance if you urge “Russia—please move your

would either cut it or alter it. But they might allow
some long-winded piece about “the need for Russia to
confront the Germanic horde in their home bases,” that

sort of thing. The game here becomes see how ‘much
you can get away with™]

"{and commm)reasonmnme—RegularDlplomacycm

- deal, the GM can wait a week or two. P]ayersteg-

‘Army Silesia to Munich in Fall 1903,” some GMs

| lot of GMing resources on just seven players]. GS

Finally, there's “no holds barred” press Gunboat—
say whatever you want as long as it doesn’t give away
your secret identity (or help to reveal it). I much pre-
fer this kind of Gunboat—it often leads to spectacu-
lar press games as the players go on and on about their
plans and strategies (which often leads into the more -
interesting “Golden Age”-style press—i.e., press that
has a fictional component and which only incidental-
ly has any direct bearing on the’ game).

Why play Gunboat? There are several reasons.
One reason is that it’s a change from the routine—if
you find you're getting a litle hored with straight
Diplomacy, give Gunboat a shot. Another very valid

eat up a lot of time, especially if you'’ re a conscientious -
player and write a lot of letters. Gunboat allows you
to write just one letter, to the GM. If you can’t do

hobby smﬂ'nghxawayuponmcmptofthenne,noblg

ular Diplomacy, however, have to be “stroked” imme-
diately, orthey may go off the wire; any delay in get-
ting your negotiation letters in the mail can be fatal.
Finally, for those players who suspect that there is too
much “cross-gaming” and “meta-gam.mg in our
“incestnous” little hobby the anonymity of Gunboat .

provides the opportunity for the players to approach
each game asg if it was the only game, unencumbered
with fallout from earlier games. -

{No discussion of Gunboat would be complete
without mentioning another “version™ of the thing: the
“Round-Robin Gunboat Tournament” or “RRGT.”
This involves seven players playing seven linked
games of Gunboat [almost always “No-Press’ ’]—m
each game they play a different country. The winner
of the tournament is the player who ends up with the
highest overall score. RRGTs were very popular a
couple of years ago, but there are fewer openings
these days [if only because any one RRGT expends a
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ly add anything to the large number of “rave reviews”
above. Tt does sound like a perfect place to try

United; if I had a little more spare time, I'd probably do -

justthat.lfymarelodnngtoplayhm I'd contact Dave
right away—I don’t know when his second (expanded)
. season will sta.rt,but“real soonnow"is a good bet.

Hoptoitl: : GS

Eric Broslus. 41 Hay\vard St., Mlli‘ouf MA
01757-3554

$5.00/10 issues {will recalculate if prioe changes), :

-~ open page; laser masters/xerox or laser printed;

: 8—10 pages; freq.: 3 weeks; circ.: 23 (incl. 2 sam-
ples); first: Sep. 1989; last: Apr. 1992 (#47)
Runs: Empire Builder (1), Railway Rivals (3). =
Openings: British Rails or EuroRans ($10.00), Rail
way Rivals {($4.00).

'wkmﬂymmagmofnmshkﬂsmdqmmﬂy
has openings for another. The “speed game™ approach

" allows me to complete a game in two years or less

' (compared to four or more under the old system).

I have also taken over a pair of Railway Rivals
orphans (but not from Gonzo Rails) and have opened a
. Rivals game of my own. The Rivals hobby has seen a lot

of 8 recently, mnd I welcome mndbys who are
willing to help with abandoned positions. EB

This is the prettiest as wellasthemostmhablemenm-
ning Empire Builder type games. It also began running
a few Railway Rivals games this past year. If you are not
playing here, you are playing in a second rate zine:
E:npureBlﬂd:rgamesmkeonehe]Iofalongnmetoplay
bat if you keep up with what is the orders take
about 15 minutes every three weeks (or less if you do like
me and send orders for six months at a time). DMcC

ark is the choo-choo zine that stacks up best against
Diplamacy zines. Most of the rail hobby is warehouse;
- although Eric rms a small zine that’s mostly games, he

. makes a real effort to get play-of-the-game articles and
personal feamres into his limited space. He's compulsive
about quick and accurate GMing (his own and other
people’s!) so it’s a great place to play, but don t sub
unless you ’re in a game. PG
ark is about playing the Empire Bmlder series and
Railway Rivals. Each issue typically contains the tam
results of a few games, some press, a page of hobby
. news and other items of interest to Eric, and the occa-
. sional “choo-choo™ strategy article. The zine is laser
- printed and includes a map for the EB game; it is pub-
_ lished every 3—4 weeks. Eric is a good GM that makes
occasional mistakes (who doesn’t?), but then you know
he must be trying hard if he’s awarding free issues to
readers who find errors! ark looks like a good place to
begin for the novice PBM EB or RR player. As one
myself, I have phoned Eric a couple of times, and he has
always been friendly and patient. ' PR

Eric is speedy and accurate. ' JKG

This has to be one of the most dependable zines
around. I’ve received no less than eight issues of this thing
since the last ZR—and I should be getting the ninth
before this thing gets mailed. [[Nope!]} Eight issues in

ihaps not with the “

.may lose out—request a sample todayl.

seven months—that’s about as good as it gets! When Eric
says “three weeks,” he almost always means it! Anoth-
er way of looking at this statistic is to realize that the zine
is not even three years old—yet Eric has produced 47
issues! You won tbeleft ‘wondering if the publisher for-
got about you with this zine, that much is certain.
Moreover ark is one oft.hepretuest zines around-—
Eric has worked up some “macros” to simplify the print-
ing of his Empire Builder game reports, and the results
are to look at—I can only imagine how easy
thcy must make playmg here. The layout is clean and

‘crisp and definitely m\mes the reader/player to check

things out.
- (Eric is supposedly wodcmg on a Pascalprogmm that
will generate PostScript code to produce his EB/BR/ER
maps. I've suggested to him that once that project is com-
plcted a full-blown Diplomacy map gen-
will be the logical next step. The question
is afocm.rse,mIl for color maps be included? Per-
reware” version, eh Eric? Heh.)
While the focus is definitely on the games, Eric

‘almost always includes at least a page of hobby

news/gossip, sometimes more, space permitting. I sup-
pose some would prefer to see more of Eric here, but as -

far as I'm concerned games are rightly Job One in this
hobby; I applaud Eric’s dete:mmanontokeeph:s games
front and center. ‘

- Eric is a very highly regardedGNL and if you're
lookmg to give the postal “choo-choo’ hobby a go, 1
think this would be one of your best bets. Don’t let
those gamestarts percolate too long, though—Fric wise-
ly keeps a cap on gamestarts, so if you wait too long you
' GS

The Armchair Diplomat

Ken Hill, 6199 Rockiand Drive, Dublin, OH 43017,
conpusom UID: 70357,431

.Free, except for on-line connect charges, electron-

ic; N/A; 6-10 pages; freq.: weekly; circ.: 40-50; first:
Feb. 1983; last: Oct. 1991 (#454)
Runs: Diplomacy (11), Gunboat (2), Get Them Dots

Now (1), Fog of War (1), Perestroika (1), Wool-

worth {2}. _
Openings: Diplomacy, Gunboat and other variants
have continuous game opemngs new RRGT is be:ng
formed now.

TAD (and its subzmes “'Ihe Eccentnc Dxplomat“
[“TED”] and “The Blind Wars" [“TBW™]) are the offi-
cial publications of the Diplomacy hobby on the Com-

puServe Information Service computer network in the
Play-by-Mail Games (PBMGAMES) Foram. Players
can access CIS from practically anywhere in the world .

including the U.S., Canada, Europe, and Australia. Sev-

eral British players are now active.

TAD is the cldest PBEM zine and has been the home of
quality Dip play since 1983. Games are run on weekly or’
bi-weekly deadlines with a lively open message area that
features some of the best chat and letters in the hobby. Since
the esteemed publisher of ZR felt in ZR #19 that Tom

' Nash, Dick Martin, Jack McHugh, Douglas Kent, Tom

Swider, EncBmsms et al. werenothobbyndables Tcan’t
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with a clear conscience mention that they participate.

Bob Aube is now the official editor of TAD while Don
Croyle has taken over the operation of “TED.” Both of
these guys (along with our stable of reliable GMs)do a
great job of keeping the games moving along nicely.

Interested players must have a personal computer with
a modem to access CIS. Players can offsetthearoonnw
time charges by GMing games in TAD, “TED,” or “TB
Please contact the publisher for more information. KH

I have seen Issue #454, dated October 22, 1991. This
issue was 8 digest pages, laserpnmed. Four games were
- on in this issue, and Bob Aube contributed an
article on Opemng Strategies for Turkey.” A “Dead-
lines” section listed 9 PBEM games with deadlines.
Ken Hill is the editor. When 1 wrote asking about his
zine, he seritme a sampleandafreemuoductoryCompu
. Serve membership 30 he is obviously contributing a lot
- 1o getting people to play by electronic mail. JM

In ZR #19, Garret expressed his preferences for pub-
lishing on paper (“beauty, satisfaction of a job well-
done, control of what the final product looks like™).

- Other publishers might express preferences for pub-
lishing on whife paper ("beauty, clarty...”). Bither way,
publishing on paper is enviroomentally whether
you use recycled paper or the white stuff. Younot only
use up paper; you also contribute to the pollution caused
by postal vehicles.
- E-mail publishing is not only faster and cheaperthan
publishing on paper, but it saves on resources. I'm not

" one to deny the joy one feels from using paper, _but
sometimes there’s a better way!

" Eric has a good point about the environmental eﬁ'ects
of using paper, although I am sure that he is aware that

- substantial quantities of CFCs have, until recently, been
required in the manufacture of circuit boards and inte-
grated circuits—and that the electromics industry today -
continues to use large amounts of CFCs. I submit that use

_of recycled fiber (especially if not deinked or bleached):
can minimize these environmental side effects, though

it will never eliminate them. (A potentially bigger prob-

. lem than the paper is the plastic-based toner that is used

for the printing of almost all Diplomacy zines.)

Jim Meinel passed his copy of TAD along 1o me. I can
confirm his commenis about the thing, although I note that
there is very little press. No maps, obviously. Still, the
price is right, assuming you already have a computer.

Well, I do have a computer, and a modem, but I'm still
going to stick to paper. To me a real zine is something
that comes through the mail—I hesitate to call this “E-
Mazil” thing “publishing.” I think it’s something radicaily
different. Not necessarily something inferior, just d:f-
ferent. Still, I bet nmakes for great games.

The Assassin’s Bbdé

JohnDavidet,?Od.WolehRd#szs,PaloAlto,cA
- 94304-17056 _
- $5.00/12 issues, will trade; open page, xerox print-
ed; 1012 pages; freq.: 58 weeks; circ.: 25; first:
- Jan. 1989; last: Mar. 1992 (#31)
Runs: Dlplomacy (?), Character'Dip Il (1), Fog of War
Dip (1).
Openings: None.

The Assassin’s Blade has been struggling in recent times.
What was once a reliable monthly zine has become, after
a ten-week lapse, a slightly less regular publication that is
trying to stay in operation. The cause of all this seems to
be external problems, rather than, say, bumout. John has
promised that if he can’ t keep publishing regulardy, he will
rehouse the games, but he is trying to hang in there. .
TAB features a handful of games with lively press. John

. has an interest in off-beat variants, some of which he runs.

John is a good GM, but he has made several mistakes in
the early going of the complex Character Dip, game.
Large and clear maps are provided in issues copied
dot-matrix originals. Although I know John would like to
have other features, TAB is a warchouse zine which
makes no pretensions. John has considered other
games, such as Cannibalism II, but at this time he just
wants to assure that the current games keep running
without distraction. An admirable attitude, all things
considered. If TAB canrebomd,jdnthefun. PR
As Phil notes, John is having trouble staymg on his

_schedule. Almost three months separated issue #28 and

#29 (John had been laid off along with 25 percent of his
fellow workers—and I know how demoralizing that can
be). John was then able to pump out two more issues
within five weeks of each other, but since late-March——
nothing. A1l told we’ve seen three issues of TAB since
ZR #19, not exactly a stellar performance.

John never returned either of the Publisher Info Sheets
1 sent him in April and May, which is also not a very good
sign. Consequently the information printed above is most-
lyﬁom]astnnle,wlﬂ:smaddlumSWmeﬁomhlszme.

John is apparently not going to open up any more
games until he gets things under control. That sounds like
a good idea. If you’re interested you might try bugging
him and ask to be put on the standby list or something,
but no gamestarts for now. I do that John figures
out how to get back on track—he had a good zine,
which, while pretty much a. warehouse ran some inter-
esting games. Besides, any zine’s death dnmmshes me,
for I am involved in zinekind..

With any luck I'll be able to come back here right
beforeIgotopnmtoletyouhmwthatI’verecewﬁ#SZ
of TAB. [[Nope...]] : GS

NEWINEWINEWINEWINEWINEW!
Autumn Madness

Bruce lLinsey, 170 Forts Fen-y Road, Latham, NY
12110

check with Bruce for prioe-—available only to league
members; open page; laser printed; 4 pages; freq.:
weekly during football season; circ.: 24; first: Sep.
1991; last: never seen '
Runs: Gonzo Foothall (1 Ieague)

Openings: Yes—-lnfo on joining is available in free.
starter packet.

Autumn Madness is the pubhcauon for the resulis of -
GonzoFootbal],agmnemwhldl own teams

participants
" consisting of NFL players. Game results are based on

players’ real-life performances. Team owners can trade,
sign free agents, and juggle their lineups in an attempt to
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- reach the Gonzo Bowl championship game. Lots of fun!
 Ask for your free Gonzo Football starter packet.  BL
" This is a timely and efficient zine for the avid football
games player. Since a weekly sport demands a weekly
zine and a precise GM, Bruce really rises 1o the tagk and
does a superb job. The format is easy to read and he is
careful about details. Bruce uses his computer to down-
load the stats from USA Today Online to guarantee the
_accuracy of the results. The Gonzo football leagues are
'mnmdﬂaatscommgfromateamﬂ:mtdxdnotmakethe
Gonzo playoffs. We'll get ‘em next year, guys! CJB
- I've never seen this zine; consequently I really have
. nothing to say about it, except that it sounds like it

could be fun for football fans. Bruce has some free
“starter packets” for you to take a look at, so if you.
other than United Soccer, why not give
Bruce’s effort a shot? I would guess that now is the

want o try a

_.- correct time to join up, given that fall is when the real
~world sta.ttsplaymg football. - GS

’ Batyville Gazetto
 Ralph Baty, 4551 Pauling Ave., San Dlego, CA
92122

Free to players; openpage dotmatmmasters/xerox
" printed; 6 pages; freq.: monthly; circ.: 15; first:
Oct. 1990; last: Nov. 1991 (#91)

Runs: None (7). o

Openlngs None (?); check with Ralph.

'Asfaraslcmdeternnne.ﬂns zine is mlnams Int.helast
- issue of ZR I
. games, and looking for players for several new games.
In the Mensa Dip-SIG zine/newsleiter Diplomag #104,

Fred Davis reported that both games had ended; in #105, -

no mention was made of Batyville Gazette or Ralph.
Ralph did not respond to my “repeated requests™ for
information. Sooo0, I think the best bet is that Ralph
' neverﬁ]ledthosegameshehad open, and upon con-

clusion of his two running games, decided 1o either fold
or go into hiatus until receipt of another Mensa game
from Fred Davis.

If anyone else has any information, please get in_

touch with me. If I have heard nothing from Ralph by the
- next issue of ZR, or from anybody else aboutﬂ:us zine,
I'Il list it as a fold in ZR #21.

(On the othér hand, it’ sposmtﬂcﬂ:atRalpl:l will be tak-
ing over a possibly orphaned Mensa game from The
Spindle, which has now been AWOL for several months.
_ Fred mentioned this in the most recent copy of Diplomag.
Stay tuned for more details as they develop.) GS

Mark D. Lew, 5390 Broadway #2, Oakliand, CA
- $.80/issue to U.S., $.90/issue to Canada,

$1.45/issue elsewhem' open page; xerox printed;
10 pages; freq.: 2—6 weeks; circ.: 35 (approxi-

mately); first: Dec. 1981 (as subznne}, July 1985 (as |

zine); last: Apr. 1992 (#87)

that it was running two Diplomacy -

Runs: Scrabble (1) (open to klbltzers)
Openings: None.

" 'This one ain’t much in the way of gaming, but if you

want some honestly interesting discussion on political
views, this is a great place to read. It’s got a fine letter
col,sothepolmealnewsyw see aren’t limited 1o the
publisher. I recommend it for the read. : JS

" I continue to wish that Mark published more often, and
I am less and less convinced that his schedule is any parnt
of his charm. Now that Mark has dropped out of the work
force, I hope he has time to devote 10 mailing pages of
Lewspeak to his pleading andience. Among Dip editors,
Mark has the most encyclopedic memory and one of the

_best senses for the logic of an argument, making his

essays nearly always authoritative. If you argue here, you

better be good atit! - PG
Benzene is back.. .or so we're being told by Mark.

After about a five-month lapse, Benzene was published

'ﬂnsMarda,wnhMaxkpmmmngmoreumetodcvoteto

his zine this summer. After that, who knows, so maybe
you should enjoy Benzene while you can. Just don™t
send a lot of money for an extended sub. -

"Editorials and letters on politics make up Benzene.
Mark used to run games of Monopoly and Scrabble,
but he seems to be wanting to get away fiom that and
concentrate on that which interests him and his readers
most. Mark’s wnungs are very articulate and well-
researched. If you’re looking for a snmulanng conver-
sauon-by-mml get a sub and start writing. Benzene's
March issue featured several pages of Mark’s thoughts .

- on the Democratic presidential candidates. The next )

issue should feature readers® responses and new topics.
Benzene isn’t fancy. It is straightforward bi-column

" dot-matrix 9-point type—and lots of it. Hobbyists hung

up on locks won’t appreciate the job Mark does, but alot
of others will. Benzene is one of a dozen zines or so -
which features a significant letter column, and one of a
few (at best) which runs no games—a dying breed of zine
in our hobby today. I hope Mark can persevere. PR

It has been my view that fifty percent of all zines
have the same fold policy: “All subscription money will
be confiscated if and when the zine folds.”™ At least Mark
is up front about it. He is a]soupfmntabanthefactthax
sometimes he takes some time off from publishing. At
least he isn’t nmning any garmes that are messed up by it.

I wholeh: disagree with Garret’s assessment of
Benzene (published in ZR #19). Benzene is only boring
when he feels obliged to print mostly boring letters
from subscribers. Under peer pressure from types like
Garret, who absolutely have 10 see their own opinions in
print, he prints issues with letters in them. Many of the
leuers are worth reading, but there are some which are
not. When Mark refuses to edit those long discussions
about insurance that subbers send in, then it gets boring.
Thebestpanofthe zine is the random Lew babble that .
goes on for six or so pages before the lenters even make.
their presence. While you may not enjoy reading what
he has to say for himself, many of us do. We appreciate
a page-long history Iesson about the different cultures in
the Hom of Africa or whatever else he writes. I have
never been bored reading Benzene, unless I was readmg :
Scrabble results or someone else’s letters. .

Does it not mean anything to you that his letter col-
umn is backed up as far as it is? It indicates to me that
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many people have things to say about what he says. I find
that to be the ultimate compliment: that his readers are
willing to keep sending submissions.
Mark has just started publishing again and it has
been a pleasure to start reading his zine again. ~ JB
Gee, Jason, I must have rubbed a raw nerve or some-
thing! I would like to respond to just a few of your
* points: (1) Mark himself was responsible for most of the
. “boring™ insurance discussion in Benzene; (2) Mark
solicits letters (indeed, his “colophon™ says Benzene
“consists primarily of a dialogue between the editor and
_the readers™) and as such bears some responsibility to
publish them; (3) so if somebody tells you they’re going
to rob you up front, that makes it okay? (4) Mark can toco
be boring, all by his lonesome.
Happily, with Mark’s recent abandonment of gainful
. employment, we should see more of Benzene, and less of
the “boring” insurance discussions, which came out of
Marks previous job (he was a typesetter for an insurance
industry organization, I think). I'm doing my bit to help
qnwnhdnoveﬂoadof“bonng”msbynotwmngmy
- 1 think Jason has a point about where the
Benzene is, at least for me. Mark is m)tathlsbest,lﬂnnk.
when ing to the readers. I really enjoyed issue
#86, which had virtually no letters in it—it was just
Mark doing his thing without having to argue with the
readers. I have noticed that Mark is a skilled debater,
which often means he ignores points he canmot dispute,
and shi&s the arguments to those areas where he can
“win.” This may fool some people, but it doesn’t fool

me—1I'm pretty good at that tactic myself and I recog-

nize it a mile away. I have always enJoyed Mark’s litile
- geography or history lessons, and given a choice I'd
always prefer those over Mark demonstrating why heis
the one true smart person left in the hobby.
_ Benzene has apparently retumed from two back—to-
back five-month hiamses. Since the last issue of ZR
there have been at least two issues of Benzene, perhaps
more if Mark has ced issues that have come out
. after #87 that he did not send me. This seems to be an
appropriate place to make “explicit” Mark’s policy that
all sub money will be confiscated in the event of a fold.
As Jason points out, that often happens anyway when
irresponsible publishers fold (and to tell you the truth, I
- think it’ SJustMalkbcmgMaﬂt—I'dbewﬂhngtohetthat
in fact he would refund sub money!), but that “explicit
pohcy“ is the main reason I refuse to sub to Benzene—
it’s just plain ,wrong.

- But if you're willing to take a (shght) risk, Benzene
is one of the best reading zines in the hobby. Mark
won't push your buttons each and every issue, but over

- time he is ‘certain to both amaze and enragcyou. He’'s
definitely worth dlec.k:mg out. G

Blade Wars

Chuck Lietz, 1825 SE 146th Court, Vancouver, WA

$8.00/season includes game fee, free to standbys;
page; xerox printed; 12 pages; freq.: 5 weeks;

circ.: 12; first: Nov. 1989; last: never seen

Runs: United Hockey League.

Openings: Don’t know.

. were on a hockey teamn until last summer. -

| expanding soon.

An offshoot from the United Football hobby, this hock-
ey league should be enjoyable for all those fans who
know what “icing,” the “penalty box,” and “power play” -
mean. It is also enjoyable for those that don’t know a

. thing about hockey. While the rules are a bit complicated

(I still haven't figured them out compiletely), the players
contending for the top spots (not me) are having a good

time. There is a lot of press, but Chuck tends to run it al

together, making it hard to determine where one state-
ment ends and ancther begins. If Chuck could correct this
problem and improve his turnaround time (seems to be
getting worse and worse), this would be a great place to
play. Beﬂdcs. I can guarantee you a few wins next sea-
son since I didn’t even know how many players there
McC
. United converted for Ice Hockey. Unfortunately, the
oonversion doesn’t really work and you miss a lot play-
ing this compared 10 a soccer league. Chuck has been
attempting to fix the rules, but so far the basic construc-
tion difference between Ice Hockey and Soccer has
proven incontrovertible. On the good side, the press is
lively and Chuck’s commentary is always humorous Gf
not always intentionally s0). The zine has an up and
downhlstoryasfarasregulmtygoes When it’s coming,
it"s very prompt, but there are occasional hiatuses (hiati?)
that make it secem a lot slower than it really is.. KB
Chuck Lietz’s zine takes United, a soccer management
system, and applies it to (what’s more natural when
yoa live near the Canadian border)...hockey! The results

areaoomplexbtnmcmngnﬂe system (and game). This -

isa falrly slow zine, though, so don't hold your breath
waiting forrcsu]ts—theup side is thaltheleaguemﬂbe
. MPL

This is aUmtedhockeyleague.'Ihlsle.aguewas orig-
inally known as the Mist County Hockey Association and
was run by Scott Hanson. The MCHA featured a sim-
plistic and inferior set of rules and folded shorly after
completing its first season. Chuck took over the league
after the fold and, under his administration, the rules
have been substantially changed and greatly improved.
The emphasis in BW is on the tactical aspects of the
game and there is an attempt to make the game system
play as much like real hockey as i$ possible within the lim-
its of a United-based system. Lately. BW has become
somewhiat irregular (I think the latest issue was sometime
last year) but it is apparently still in business. ~ SC
Having serious schedule problems (six issues in the
past year). The most recent issue was #17 in November;
I'm sure Chuck plans to continue, 'EB
Blade Wars isn’t the prettiest looking United zine, and
it’s also not the fastest. It does, however, have quite a few
things going for it. It is the only place to play United
hockey. Those of us southemers who see snow only

once a year and have never seen hockey have done just .

as well as those familiar with the sport, so there is no need

| to worry about inexperience with hockey.

Additionally; there are many “perks” which make
Blade Wars a good place to play. Player statistics are
printed in every zine, and every zine also includes a

player roster. The league is about to expand (September?)

and at that time there should be room for any new play-

ers. There are also some mxaesung rules additions slat-
ed for next season. JB

Claims to be an ice hockey league, but really United
Soccer adapted to fit ice hockey terminology. Some of the
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“ rules are a bit complex; published semi-regularly. JKG
- TI'venever seen it. Chuck didn’t bother to respond to

my two requests for information last fall, and similarly -

ignored two requests this spring, so the information
above is from Tom Nash’s ZR #18 and getting moldier
by the month. Maybe you’ll have better luck if you ask
-about admittance to Chuck’s league, bmlsm'ewouldn t
- hold ymr breath. GS

Blind Ambition -
Fred Hyatt, 60 Grandview Pl., Montclalr, NJ. 07043
Don't know price; don't know format; don't know how
“printed; don’t know size; freq.: don’t know; circ.:
don’t know; first: don't know; Iast. never seen
. Runs: Don't khow.
Openings: Don’t know.

Blind Ambition is the collective name for three Fog of
“War Dip games being run. I’'m in one of the games, but
what I get every month are the results for just that
game—ino more. This consists of one laser-quality page
of slghnngs and other info, and a map with color-coded

units the player sees. 'l'hat s it. My game has been min-

ning smoothlyandFrcdhas done a competent job, so 1
~ bhave no complaints. This is all BA was meant tobe. If
you aren’t playing, I assume yon can’t receive it, since
you wouldn’t have anything to see or follow! Watch for
future game openings, though. : " PR

Fred’s another sweetheart who figures no information
is good information—I’ve neither seen this zine (or
rather flyers, assuming Phil’s information is correct), nor
received anything from Fred despite “repeated requests™
for information (twice last fall, and twice this spring).
You think Imind? Naw...I"m just changing the name of
this*thing...to Blind Register (kind of appropriate when
you think ‘about it).

So anyway, if you want to try Fog of War Dip, which
is a “hidden movement” variant that our very own Phil
Reynolds invented, why not pester Fred and see what you
get. Hey, it’s worked for me, hasn’t it?1? GS

48221 . . _ .
. $12.00/17 issues; free to players; open page;

xerox printed; 10-12 pages; freq.: 3 weeks; circ.: 65;.

. first: Sep. 1971, last: May 1992 (#335)

Runs: Diplomacy {6).

Openings: Diplomacy ($15.00 for 1st game, $10.
‘subsequent games, includes sub).

Boast caters to speed -freaks and hobbymts mmsted
in the latest gaming industry news. It has been pub-
lished cverythrec weeks, witha of insignificant
exceptions, formepastZDyears Ithink it’s a safe bet that
you'll be in and out of an average Dip game within two
years if you are a Boast player. Few zines can make that
claim. The games—all Regular Dip—only have a little
press, but itisn’t becanse Herb discourages it. I think it’s

because the players are so focused on playing the game.
While Boast isn’t a social hothouse, it does have its
hardcore supporters.

Herb isn’t the best GM, but if you can tolerate gen-
eral sloppiness, you won’t mind much. Each game is on
its ownpagewnhafa:rlylargemap. A game’s tc.xns
typed around this in a haphazard fashion, overl
maps at times and laced with typos. Obviously, Herb
doesn’t pay much attention to form and appeamm—he s
just looking to get the job done fast.-

The gaming news makes this a useful zine for non-

't players, though much of the info has 1o do with role-play-
'mggames miniatures, and other things which will be of .

varying interest to members of the Dip hobby with nar-

rower interests than Herb.

With over3001ssuest01ts credit, Boast is a zine
that deserves attention. PR

Let’s see, I've received c:ghnssues of Boast since ZR
#19 came out-—--md Herb must have forgotten about me

| fortwo other issues, which I don’t seem to have received.

LastnmeIreportedthatxssue#SZS was the last I'd

seen; now, seven months later, fully Zen issues of Boast
have come and gone! That's really pretty incredible—I'm
still on the “Bs,” but I"'m pretty sure thatvery few other -

.zmescomcclosetol—lerbsspeed.

Youmlghtbcoonom-ncdabom.playmg Dtplomacy in
a zine with only three weeks between deadlines.
Although Herb has really excellent timaround (the zine
is often ed the day after deadline), sometimes
three or four days m]lpassbeforethezssue gets mailed.
This may not leave enough time for negotiations between
the players——or may force players to resort to the tele-
phone, either for their negotiations or for their orders, or
both. Don’t get me wrong, a one-to-four-day tamaround
in a 4-weekly or monthly zine would be excellent, but
given the present abysmal state of the U.S. Postal Ser-
vice, I'll bet that three weeks is often too short a dead-
line interval to keep a well-fought game strictly postal.’
On the other hand if anyone can make this work, my
guess is Herb Barents is the man for the job.

Herb recently raised his rates per game from $12.00
to $15.00 (though he cuts you a break on your second and
subsequent games), meaning he joined the somewhat umi-
versal trend observed over this past winter toward high-
erpncesmthehobby Still, 15 clams is pretty cheap for

an “all expenses paid” game——at this point you can drop
$50 for a game in the most expensive zine in the hobby,

. ' : . ’ " | when all costs are considered.
Herb Barents, 17187 \Mldemgre, Detrolt, Ml

Herb's zine almost seems to exist in a “vacuum.” It

| is decidedly mot a “fannish™ zine, whatever the heck

that means. Herb’s “gimmick” is writing about the gam-
ing industry. In each and every issue he discusses allthe -

latest releases—I agsume that he owns a hobby store or
in some other way is involved with the industry as he sure

sees an incredible amount of stuff. Herb’s writing “style™
can be a bit impenetrable, which is too bad; with better
writing most of us would probably find what he has to

say a little more interesting. Just about every new game

is described as “really good, just really excellent quali-
ty all around,” etc., etc.—aftcrawhﬂemyeyesstanto
glaze over and I flip the page. -

. Boaszhasbmaca:seddbemg‘ugly and “sloppy.”
Acmally, I think it’s neither. The maps are quite large ahd
presumably useful to players, and the adjudications are
noworseﬂ:mmanyothermes—mdeed,eachmnnshst-
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. ed on a separate line rather than “run-in,”'which should
make figuring out what happened easier than in some
zines. The spe]]mg is preity bad, yes, but unless you're
a gaming mdustry nmutcase, you're here to play games. My
bet is you're having a pretty good time.

" The hobby was founded, nurtured, and sustdined on
zines like Boast. It is on the solid bedrock foundation of
zines like Boast that it continues to the present day. If you

want to try playing in a real “hobby classic,” a veteran -
of 20 years ofpostalplay,thmaskHerbfora sample and’

,maybeugnupforagame GS

WNEMNEMNEWINEMNEM

| Boris the Spider

Paul Bolduc.zoabomcm Ft\\'altonm FL
32847-3110

- $6.00 for 12 issues via USPS; $100per12 issues
- via E-maill; open page; dot matrix; 8 pages; freq.:

- monthly; circ.: around 20; first: Mar. 1985; last: May
1992 (Vol. 4, #2)

Runs: Diplomacy (2), Kremlin (1), Magic Reatm 1).
1830 (2)
Openings: Diplomacy, 1835, Gunslinger (all free)

I've recently expanded Boris from a single Dip game
*zine. The page count and circulation have not yet sta-

‘ bﬂlzed.'lhemsuethatlsemyoulsonlythe secomdm.’
PB

the new series

A very promising new zine which is running Dip
and a variety of other games. Paul is encouraging press
mtnsgamesandeachgamehasasecnonforwhue,gmy
and black press. Worth almk:fyou'dhketouygamcs
such as Kremlin, Gunslinger, Magic Realm, etc. -~ SC

Here I am trying to think of something to say about
this new zme,butalll’ve got going through my brain is

“The Who singing “Boris the Spider.” An occupauonal
hazard, I guess.

This is an interesting expemnmt. About half of Paul’s
subscribers are getting the thing through various E-mail

- services (GEnie, Iniernet, CompuServe, etc.), while the
rest use the good old slo-poke U.S, Mails. My guess is
that the proportion of “snail mail™ subbers will increase
as the zine gains subbers, if only because E-mail hasn’t
- really hit full force yet (another year or two, maybe), but
I could be wrong. Atanyrate,lfyourea“snallmml“
‘subber you can expect to pay an average price of $12.00
for a full game d‘sz—ahn]elessthanﬂlegomg rate
. these days, it seems.
-~ Paulis rmmmgquneavanetyofgames already—
either he was planning this zine for a while now, lining
up players behind our backs as it were, or he has had
"tremendous luck filling his games right away. Many
new publishers have to suffer through a-slow start,
sometimes going through two or three issues before
thezrﬁrstgamefllls But not this one—it’s off and run-
ning at top speed with no looking back.

There are still some openings, but if the speed with
which the initial games filled is any indication, these
openings will not be around for very long. Paul is clear-
ly aware of the danger of unchecked growth (a good
thing, all things considered!), and once these openings

Games

‘fi]l, that will be it unul some games end or priorities get
switched around. (Vacations? Paying job? Who needs

‘em...I'll just open a couple more Dip games!) Soif you
want to play here, and you should (from the look of
things Paul is a conscientious and determined GM, for

“instance he’s willing to make collect calls in order to

avoid NMRs), you'd better get on the stick and request
those samples foday (if not yesterday). . GS

m

Buckeye le Gazette

Ken Hill, 6199 Rockland Drive, Dublin, OH 43017

Free (sub donations encouraged; $5.00 gamestart
donation requested); open page; laser masters/
xerox printed; 8-10 pages; freq.: 3 weeks; circ.:
25-30; first: Feb. 1990; last: May 1992 (#21)
Runs: Railway Rivals (13).

| Openings: Opening new games vety soon (June

1992); standby positions sometimes available.

Buckeye Rail Gazette is a zine dedicated to the pursuit
of Railway Rivals and is the semi-official zine of Ros-
theme Games (publisher of RR) in the U.S. A standard
mmmcludesafewpagesofchatandnews with the rest
containing game reports.

Due to the volume, the games are split. Approxi-
matelyha}fofthr.gamswﬂlappea:m any givenissue.
The zine has run much more smoothly since the last ZR
averaging about one issue per month or so. A number of
games are about to finish. My plan is to have BRG -
down to about 6—8 games running on 3-week deadlines

by Fall "92. 1 will have a new game opening or two

this summer. New blood (even if you've never played RR.
before) is encouraged. and will be given preferential
treatment. : KH

My definition of warehouse is a zine that holds
linle or no interest if you’ mnotplaymgmagame This

is a warehouse zine, and in dividing the games between

this and The Coach Express Ken helped ease his own
load by extending deadlines—not a step forward. PG

After a lengthy disappearing act over last summer,
BRG has gotten back to a regular publishing schedule.
This is the best looking of all the Railway Rivals zines
and is currently carrying more games than any other RR
zine (although Ken is trying to cut down to a more man~
ageable number). Since Ken is also the official Rostheme

lisher of RR), BRG is a good place to pick up the latest

news on RR and other Rostherne products (not that -
there’s been much RR news lately, but when there ever

is any, BRG is the place to read about it first). The zine -
has a warehousey feel, but there is’ always a page or two
of game news and other ndbns. Ken is a good and

improving postal GM. sC
Ken is slow, but he is starting to Ica.mhow to GM
RR games. : JKG

I've only seen three izsues-of this zine smcethe last
ZR, hn,acconhngtothensuenumbers Ken has put out
seven issues in as many months. In other words he’s

~about a week off his desired 3-week schedule. Obviously

that’s not too shabby, but note that because generally only
half the games run in each issue, this often means two
months separate turns in your games. Railway Rivals,

representative in the U.S. (Rostheme is the pub- |



- done. The layout is clear and

Issue No. 20

17

which can take as short a time as nine or ten months in -

a prompt zine like ark could drag on for two years here.
That said, in the latest issue of BRG all the games had
the same June 5 deadline. I don’t think Ken is going to try
~ to do them all at once, this is probably just a coincidence.
Physically, BRG, like Coach Express is very nicely
open, with ample white
space. I've never played here so I obviously cannot
speak from experience about Ken’s GMing, but he
seems to have a good reputation. There is little in
the way of reading material, but the point of the zine is
to run Railway Rivals, period.
The sole drawback. may be the “speed thing.” Ken
' seems to know that this stems from foo many games, but
judging from his Pubber Info Sheet he seems unwilling to
. do what needs to be done and actally cut back by not fill-
ing new ones when current games wrap up. Soc000, if you
waint to try some Railway Rivals, played relatively slow-
1y, glvenashot.Ibetyou'llhaveagoodnme GS

The Canadian Diplomat

Robert Acheson, #1510-10883 Saskatohmn
Drive, Edmonton, Alberta, CANADA TEE 4S6

$1.00/issue; open page; xerox printed; 40-50

pages; freq.: Quarterly; circ.: 100; first: Sep. 1987;
last Feb. 1992 (#37)

Runs: Diplomacy, Gunboat, Anarchy, Stonehenge,
Colonia, Cline-9, Youngstown, Sea of Despair.

Openings: Diplomacy ($4.00), Gunboat ($4.00), |

Anarchy {$1.00), Stonehenge ($2. 00), Cline-9
($2.00), African Dip ($2.00).

TCD'is a huge, sprawling *zine with loads of gsmes fun-
Jooking variants, and great filler. It’s slow, so the games

proceed -at a leisurely pace. There isn’t much of a letter

column, possibly on account of the long tum-around.
Issues tend to lose their urgency over time. It is fun,

to read sports predictions as the playoff races are

winding down. It's only a dollar an issue. I don’t know |

howhedoesnatmchalowpnce.tﬂnalaofD:ppers
are glad he does, including me.

Bob- Acheson produces a big zine. Bob Acheson '

also produces a relatively inexpensive zine. Bob Ache-
son also produces a zine where you can always find a
gamestart. Coincidentally, they are all the same zine. At
one dollar, issue #37"s 44 pages is priced at less than
2-1/2¢ per page. Despite all of this, the thing that
comes up most when The Canadian Dlplamat is men-
tioned is the fact that there is usually a long time

between issues. This may help to explain why the -

gamestarts haven’t been filling as rapidly and why
new starts haven't kept up with the number of games
coinpleted. Sull, I thmk it is a fairly good place to
play. Bob is a good, if not spectacular GM (and a bet-
ter player) and the long peuod between issues means
that there is plenty of time for negotiations. Siill if
you want rapid turnaround, maps, and all the rest, The
Canadian Diplomat can be frustrating. The letter col-
umn has gotten awful sparse in the past little while,
" although at one time it used to be quite healthy. This
may be a side effect of not publishing as swiftly as oth-
ers. Bob does publish articles taken from newspapers

as well as cartoons that catch his eye. In the past he used
to run brief absurd statements made by absurd celebri-
ties. I'miss those. BMcK

'Bob Acheson’s mammoth zine is in a class all by
itself. Extremely lengthy delays between moves (like 4-5
months!) would seem to make this zine a players’ night-
mare; and yet there are lots of players filling up Bob’s
continual game openings. The answer to this is that the
GM and players have an understanding, and expectation
that the games will be over sometime after the year
2000. No one complains, because they know the deal
going in. At any rate, the .voluminous reading material
makes this zine worth getting. In addition, the price of
$1.00 per issue is a bargain for what you get. If you are
swamped with too many games, sign up for one in TCD
anyway. Ifyouarechmnp]ngatthebntostanancw
game, don't do it here. DH

At one time this used to be the world’s biggest zine.

.But no more (apparently); Manriac’s Paradise has been

P out * issues lately, while the last issue
of TCD weighed in at a relatively puny 42 pages (1).
However, with the possible exception of Vertigo, it stll
remains one of the very slowest zineg around.

You may take this as your official warning: Bob puts
this thing out no faster than quarterly—just two issues
have been produced since the last issue of ZR. If you're
not bothered by the prospect of a five-year game, then
by all means check it out. Bob has continual openings,
so you’ll always be able to find a game. While $1.00 is

pretty cheap for all the paper you get, an average game -

could end up costing around $24.00—there are cheap-

" er places 10 play. There is a fair amount of reading

material in the zine, but much of the stuff that Bob is
responsible for is cut out of newspapers and the like—
there seems to be little in the way of original writing from
the publisher. This lack is remedied, somewhat, by

- including a subzine or two.

I personally cannot-understand the appeal of this
zine. Even in speedy zines, Dip games take way too

. long as it is, and good, wcll-ﬁmght Dip games can last

farimoasecond(orevmaﬂﬁxdl)decade.Onecfthebest
games going in Upstart has made it to 191735 mmns!
Start a game like that one here, and David Hood’s slight-

-1y wry statement about games lasting till the year 2000

suddenly won’t seem so funny anymeore. ,
I guess I just don’t get it. The “packaging™ and
“chrome™ that is around these incredibly slow
games just doesn’t seem all that special to me, and not

| worth the expense or the molasses-like speed. But there

seems to be plenty of people who think this zine is just
dandy—diff’rent strokes and all that, I guess. Who
knows, maybeﬂnsmtbcmelsforyou.Whynotrequest

GS

a sample and see for yourse]f?

Canyon
SQanJ.an SZOSwﬁVeMOStNetApt K,
Flagstaff, AZ 86001 '
$.75/issue; digest; laser masters/xerox printed;
20-24 pages; freq.: 5-6 weeks; circ.: N/A; ﬁrst: Sep
1991; last: Feb. 1992 (#5) - .

Runs: Diplomacy (4), Gunboat (2).

Openings: Diplomacy, Gunboat (both free).
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‘Sean runs a prety good game with neat little maps.
His publication is as neat as his maps. Well put togeth-
er. For comic relief he offers a subzine by Jonas John-
son. The irreverence here keeps things interesting for me.
The small but vocal letter column heats things up pret-
ty good too. : _ JS

The Bad Boys are reincamated as less smart, less
sarcastic, and less hyperactive college students. This

zine has the potential for 2a new clique, but has yet to real-

ly take off. These guys are too devoted to nothing yet!
If they want to really take college, comic books, grave-

- yard shifts, and beer seriously, they could be a great |

source of new biood in the hobby. .
Sean and Co. talk about giving Upstart a rum for its
money, but friends, Upstart is spell-checked; Upstart is
about real life; Upstart has Don Williams. Folks, Canyon
is no Upstart (at least, not with a capital “u™). -
- Canyon is a good zine that could be in trouble. Afte
five issues pablished every 45 weeks, this promising.
new zine has been MIA for three months. I don’t want
‘to write an obituary for a zine that isn’t officially dead
a combined case of doing too much too soon, and bad
~ timing. Sean quickly took on half a dozen games while
still in college, and I inderstand very well how that sit-
uation can spell disaster. T hate to say it—and I hope I'm
proven wrong—-but I saw it coming. ' S
When published, Canyon features regular and Gun-
boat Dip games (including a couple of orphans); the sub-
zine “Sorcerers and Strategists” (by Jonas Johnson)

which is responsible for the letter column, drinking.

games, and other ramblings; Greg Doyle’s music review
column; informative pieces on many Arizona locales;
and more. Probably the best thing about Canyon is its
sense of humor, best illustrated by the “revelation™ that
. SeanBrowndoesn’treally,eadst.bmiSapemmacmed
by Jonas Johnson and John Kakritz to wreak hobby
havoc. (I got a really good laugh -out of this! I began
wishing it was true after hearing and reading how some
people had reacted! Some hobbyists need to lighten up
in a major wayl) = o '
Sean is a decent GM, but sometimes he’s a litle

- _careless, like replacing a player but forgetting to mention

why (after a tum has gone by, no less). His formaiting
style is somewhat haphazard, too. Articles start on one
- page, continue for a bit on another, and then another...
Obviously Sean & Co. don’t have a lot of the hang-ups
* that other hobbyists have. They’re just here to have a
good time. If you liked Jesse Severe’s When the Lights
Went Out... a couple of years ago, you'll get a kick out
of Canyon—if it’s ever published again. PR

This one does have the smell of Diplomacy Downs,
doesn’t it? The similarities are quite striking. In five
quick issues, Sean opened up no less than six games,
- quickly plumping up his digest zine to its intended ulti-
mate size of 24 pages. Then he goes and opens his own
comic store business; it’s a rousing success almost
immediately. Finally, to top it al off, he buys a house (or
.condo, I'm not sure which). With all this it’s no partic-

ular wonder that the last issue we've seen of this thing’

came out over three months ago. .

On the other hand, Sean and subzine editor Jonas
* are now (if only temporarily) out of school, so they'll
have a few months off to figure out what to do with this

thing. I suggest that publishing something, anything, is

PG

a place to start. The last time I talked to Sean was about
a month ago—at that time he was still hoping to have an
issue out in a couple of weeks: Obviously that didn’t hap-
pen, but I don't think thése guys have given up yet. I sure
hope they haven’t, they had a really fine zine going and "
it would be a damn shame if it folded now. :

(If they do come back and keep on opening games,
you could expect to pay $15.00 for a game of Diplomacy
of “average” length—just a touch below the average
cost for the hobby.) ' '

I’m willing to chalk all this delay up to a lot of crazi-
ness attended by the move and the uiter distraction of
house-hunting (some of which had been described in ear-
Lier issues of Canyon). I remain optimistic that they'll pull
out of this, but also aware that many zines do end up fold-
ing before they reach the end of their first “decade.” Let’s -
keep our fingers crossed. ' - )

[Very, very late word: Just talked to Sean on the

- phone and he told me he just dropped Canyon #6 in the

mail; those of you who sub to that zine will probebly have
received it a few days before you get this. Apparently no
games are in it, just them touching base with their sub-
scribers to let them know they're still out there. Sean said

_that he’s still living out of boxes, so the move craziness

isn’t over yet, although he did manage to get the com-
puter up and munning... : '

- [At any rate, while we may not be out of the dark yet
with this one, it’s very good to hear that something’s hap-
pening. Hope you make it, Sean...] =~ - -GS

cmlina Command and

Michael Lowrey, 3005 Kenninghall Court, Char-
$1.00/issue; digest, with subzine "DIDOES” open
face; laser masters/xerax printed; 20 digest pages
(CCC), 2 open face pages (“DIDOES"); freq.: month-
ly; circ.: 70; first: Oct. 1987; last Sep. 1991 (#42)

"Runs: Diplomacy (6), Gunboat (1); Viking Dip II (1),

Snowball Fighting (1). . , ,
Openings: Diplomacy ($5.00), International Regular
Diplomacy (free), No-Preéss Gunboat ($5.00). Com-
ing soon: Smallish Dip variant, Dune, Destroyer.
Captain (fees on these 3 to be decided); Snowball
Fighting {free). = - ,

Backmahyeonsago.DavidHoodhadazmmneéptfor

‘true hobby happiness. This became CCC and involves

many rituals: 1) The playing of Diplomacy and its vari-
ants; 2) The playing of same other games to add fiber;
3) The use of the terin “y’all” for little apparent reason;
4) The worship of David Hood for no apparent reason;
5) The publishing and discussion of politics and inter-
national relations material; 6) Much hobby news and
such for absclutely no apparent reason; 7) There is no
seventh ritual; 8) The reading of “DIDOES,” Steve
Moore’s witty satirical fake-picture subzine. So it is and
so it shail be. : o _ MPL

A very good zine. This is how a game report should
be laid out. The only objection is that with Mike’s dis-
like of press, there is very little. What there is is usual-
ly crap. This zine attracts a lot of Libertarians, who,
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while having a wonderful phﬂosophy, don’t understand
how life works. But they can usually be ignored if you
concentrate on the articles. This is a perfect counter to
- Upstart. Receiving the two should help keep any read-
er on an even keel. - DMcC

When will these guys ﬁgure out that what we really’

want is twelve pages of “Statecraft Shorts™? PG
. Iused to publish this zine, which Mike Lowrey now
does much better. It is essentially a games rag with
some political discussion, but since Garret and Mike
get along so well I'1l let Garret review this one. DH
" So send me some samples, guys, how the hell am I
supposed 1o rexiew something I haven’t seen in about
eight months?1? (I presume Mike is still pubbing this

thing, havmg no evidence that suggests otherwise.)
Oh, just in case you were wondering about this one,

. Cal White has issued a proclamati

" 'is not a TurboPhreak and CCC is not a TurboPhreak
zine. Whew! I was gettin’ kinda nervous therel GS

_ ,
Cheesecake ,
. Aindy Lischett, 2402 Ridgeland Ave., Berwyn, IL
Free to players and standbys, generally unavailable
- otherwise; opep page; xerox printed; 8 pages; freq.:
5 weeks; circ.: 60; first Mar 1979; last Apr 1992
(#135) -

Runs: Diplomacy (9)

Openlngs None. -

No..

“Andy is a good GM. Sohd, predictable, accurate.
And the page or two that’s filled with stuff other than
game reports is consistently fun. But some credit has to
be given to the players (excludmgyunstruly).'lheytake

‘the game seriously, negotiating and playing to win.
Along the way they mamgetopamdwtagameortwo
with a good press war. . . PG

Cheesecake has the reputation of bemg a well-GMed
and reliable warehouse zine—but it’s more than that.
True, the games are the primary focus—there’s no mis-

' that—but each issue does contain a page or two
of Andy’s thoughts on this and that, and the occasional

 strategy reprint or other feature. Cheesecake is pub-
lished every 4—5 weeks, but becausc 1I: is so regular it
seems like a shorter :

You’ll find a lotof well-known veterans p]aymg reg-
ular Dip in Cheesecake. You'd think this would make for
a lot of great press games, but the truth is only a few
games qualify as such. 'I‘h:smlghtbe due in a small way
to the fact that Andy rarely interjects with his own
press—a common practice by many other GMs. Of

_course Andy does a fine job with ad_;udwanon. He does .

not publish maps, however. Cheesecake is strictly text 95
of the time. Still, Andy keeps being voted as one
of the best GMs around, sohelsdomg something right.
 Cheesecake is a pleasant zine in which 1o play. If
you're looking for a no-fuss game, this is the zine to get.
Game openings come and fill up quickly, so play close
attention. P
. Cheesecake is fa.lrly dependable. The standard dead-
- line interval is five weeks; although occasionally an

tion that Mike Lowrey”

AL

‘ting: your foot in the door...

extra week is thrown in (for instance dpﬁng the Christ-
mas/New Years period this winter)..I've received five

.issues of Cheesecake since the last issue of ZR came out,

and I'll probably just miss getting a sixth, due to arrive
here right at the start of June (and this is one zine that you
can change your calendar by).

- Tumaround is superb. Andy gmerally gets it in the
mail a couple of days after the deadline. Granted there
are no maps, letter columns, or other extraneous time
sponges, but still two days to get nine games adjudlcat-
ed, laid out, printed, collated, and out the door is pretty
gooilﬁlbetthatpiayersnegouatewnheasemghthe

- USPS—in fact they can probably send and receive sev- '

eral rounds of létters in the course of one turn.

- For such a “warehousey’-looking zine, there is a sur-
prising amount of press in many of the games.Iamibms
this mostly to the regularity of the zine, which keeps

imerest and excitement high, but also to the quality of the

players; many hobby stalwarts play here. ,
Andy is one of the most respected GMs in the histo- -

ry of postal Diplomacy. He always scoreg high in the

Runestone GM poll, and was ranked “frst” two con-

' 'seamveyeersb?ckmthelm 80s. So what's holding you

backfrmnplaymg,agamehm? Well, um, there are just
no games available at this point. I don’t know when
Andy will have more openings, but my guess is some-
time before the next ZR comes out. If you want to play

" here my advice would be to offer to standby—all GMs

can use standbys—this way ycm']l be ready when the
inevitable games open up.
As far as the cost of playing out an “average’ game, .
I'm at a bit of a loss. As Andy had no openings, he
didn’t put down anything about gamefees, but note that
under “sub price” he lists it as free to players. There was
nothmngR#w cither. In Nash's last issue of ZR (#18) '
‘game openings are advertised at $.50 (1), and the zine is
still free to players. This sure sounds like a typo—I
mean 50 cents for a life-of-position sub? ‘both-

er?l? No mention of gamefee in ZR #16 (#17 was the

“fake™ issue), and if we go back to #15; Nash states

| pretty unequivocally that the thing is free all-round—no

gamefees, no sub fees. Two of Ken Peel’s ZR issues (#14
and #13) make no mention of game/sub fees, and if we
go all the way back to Simon Billenness® issue #6 (the
oneIgotm 1986whenljmnedthehobby)—-rﬁllnomm
tion of gamefees or sub rates! : :
At the risk of making an error, I‘]lbetthatgamesm
free, and you do get jt for as long as your game is run--

" ning. Maybe Nash’s $.50 is a typo, and games are real-

ly $5.00, but who knows. No matter what, this thing is
one of the deals of the centary! The problem will be get-
‘ GS

The coach Expross
Ken Hill, 6199 Roockland Drive, Dublin, OH 43017

Free (but sub donations encouraged; $5.00 per

gamestart requested); open page; laser mas-
ters/xerox printed; 4-6 pages; freq.: 3 weeks; circ.:
10-15; first: Sep. 1991; last: Apr 1992 (#7)
Runs: Bus Boss (7). - .
Openlings: None presently; new games will start in
Fall '92
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The Coach Express is a spin-off zine from Buckeye Rail |

Gazeite and is dedicated to the play of Bus Boss, anew
game from the designer of Railway Rivals. TCE is strict-
ly a warehouse zine, usually containing only ‘game
- reports. Occasmna]ly, game-related chat (rules ques-
tons, etc.) will appear.

Games will be run on strict 2-3 week deadlines. So
far, I"ve been able to publish this about once a month. All
games are running smoothly and most should be com-
pleted by the end of the year. Some new games will open

once the early games have run to completion.
- This is a- Buss Boss zine which looks a lot like Ken’s
RR zine, Buckeye Rail Gazette (Bus Boss is a variant of
Railway Rivals and is published by Rostherne Games,
- as is RR). Coach Express is purely a warehouse pubh-
cation with little or no non-game material. It is very
gimilar to BRG in appearance. ‘ SC
: Sconsstat@mmtprenymudlsumsthlsmeuplts

similarity to BRG is no accident; it essentially sprang

from that zine. There is nothing here but games. Ken has

managed to pump out six issues of this thing since the
fall, and for all I know may have gotten a seventh out by
now—issue #7 had a May 1st deadline. So he’s about a
week slower thian his 3-week desired schedule, not too
bad considering that unlike BRG, alltthusBossgames
are running together in this zine (i.c.; the games are
- going about twice as fast). Funny, I always thought
umnswentfamrthanbusses

KH.

-New Order East Coast

_conform to hobby norms. He likes to

‘Comrades In Arms

Tom Swider, 75 Maple- .Ave Apt A, cOIIIngswood
NJ 08108

$1. OO/:ssue; open page/3-hole punched; xerox
printed; 16 pages; freq.: 5 weeks; circ.: 43; first:
Aug. 1986; last: May 1992 (#45)

"Runs: Final Conflict (2), Dune (1), Northern Ire- .
‘land Dip (1).

Openln'gs: Diplm}vinn. 'Blood & Iron, Cohtretemps {all
freel). T, ’

CIA makes a nice stockmg stuffer. Unless. you're a
Diplomacy-only snob, or a United deadhead, you'll
probably enjoy the mix of games and articles. b3 Tom
Nash signed up for my recent Final Conflict game dur-
ing his exodus, it puts it right up there with Vertigo.
BTW BradandelanonouﬂasnngGrmfark.sogam
ontheyoundﬂoorwhﬂeyoucanandbe m"wnhthe

AnythmgmecgularDLp Tomnsgames :
Tom will be Tom.. hlsmgwﬂlbed:ﬁetmt,Yetsn]l :

and dick
around with graphics smff and his ink jet printer. There-

fore, he puts out a pretty xny. But it will be within the
hobby standards, fulfilling his need to conform differenly.

How About Someﬂling' Else?
" Had enocugh of Regular Dlpl
trying something different? You've got a lot of choic-
es! Gunboat is always a popular choice (see the “side-
bar”” on that Diplamacy variant). Railway Rivals and
United Soccer leagues represent two distinct subhob-
bies that nonetheless maintain close ties to the Diplo-
macy hobby that to some extent they grew out of (see
the “sidebars™ for each of those games). But as a brief
glance through these pages will reveal, there is a pletho-
ra of other games played in this postal gaming hobby.
The Diplomacy game system has proven to be
adaptable.Ahnostmethousmdso—called“van
ants" of the basic game have been designed since the
1960s, by almost as many different people. Lee
Kmxdter Jr., the current North American Zine Bank
custod:an (see “Hobby Services” at the end of this
issue) has rules and maps for most of these variants on
ﬁleandxshappytoprovﬁcthuntoyouatoost. Only
a small fraction of these variants are in play in the

ferent gamesl
Some variants are more vanable" than others.
Some use the basic board but attach different rules,
while some use the basic rules, but change the board
in some way, Or give you an entirely new board to fight
over! Some decrease the number of players down to
as few as two, while somemcrea.seﬂmnmnbercfp]ay-
ers to 15 or more! (The “Anarchy” variant can be
played with as many as 34 players—one for each
center on the boardl) :
" Variants are definitely worth checking out. Even
‘though D1plomacy is a tretnendous game, and the six

>y? Thinking about |

-postal play. That doesn’t mean that people don’t try,
butit usuallymms the hobby goes through a “craze”
, with many zines offering starts in a particular game,

hobby at any one time, but that’ ssu]lqm:eafewdaf—'

-mnmngasecnonofn,theothermtostanymrown

other players provide a different experience each time

you play, after a while you may want to try something
ahttlehtncw Atﬂmtpomn: s time to look for a vari- }
ant. Luckily, you won’t have 1o look very far, since
most zines in the hobby seem to run at least one vari-
ant (not counting Gunboat), and some run only vari-
anis. hunting!

What if you don’t want to play Dip (or its varianis)
at all? No problem! If you're willing to dig a little you
can find a number of other commercial multi-player
games offered for play. None of these games seem to
have the staying power of Diplomacy, since in many
ways their game systems are not as perfectly suited to
postal play as our beloved Dip. Inpamcula.r games
requiring a number of different “phases™ or substan-
tial amounts of player interaction are ill-suited to

which then peters out somewhat. Die-hard publishers,
however, will do their best to keep their favorite non-
Diplomacy game alive. In my six years in the hobby
I've see a Titan craze, a Kremlin craze, small crazes
for Civilization, Britanmia, and Machiavelli, plus any |
number of different “crazelets.” Right now I would
guess that the “hot non-Dip games” include Snowball
Fighting, 1830/35, and, if I might be so bold, Merchant -
of Venus. (Actually, that’s just wishful thinking on my
part—I’ve been beating the Merchant of Venus gong
for a couple of years now!)

" And if you can’t find a game you'd like 1o play you -
candomothmgs One is to bug your favorite GM into

zine or flyer and run one yourself! GS

TS
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A lot of subzines (ch, excuse me! subxyns!) are housed
here: there’s a “View from Japan,” Mark Strouthes’
“Reginald Maudling’s Elbow" Mandling was
some stupid Brit), Jack McHugh's page, and my “Stan-
dard Deviation,” the variant (and nicer) part of Absolute!

Tom publishes his zine when he gets around toit. It
will either speed up to a regular schedule this summer,
or it may fold. Tom will be Tom. : PDK
" For.a while, CTA was the best variant zine around, with
a wide selection of different games to play and an edi-
tor, Tom Swider, commitied to putting out the zine in a

- timely way. Now, though, CIA has slowed down some-

what and has lost some of its sparkle. The zine is still .|

probably a good place to see neat variants, but I don't
think it is the superstar it was about two years ago.
There is some reading material that is
and there,
and so forth. Right now I would give Tom a little more
nmetogetbackonarcgdhrscheduleb&foresetmngoﬂ'
for a sample. . - DH

Tom is perpetually onmeedgeofbreakmgmnofhu
- speed up/slow down cycle, but never quite seemns to
make it. Last fall T suggested that a “led " cruise was

“leisurely’
likely with CIA. Tom bristled at this, and in a posicard to .

»mesuggeswdthatlmcludemformanmwnheachzmc s
writeup saying how many issues of the zine I've received
since the last issue of ZR. I thought this was a greatidea,
and when Eric Brosius made essentially the same sug-
. gestion, I decided to institute this idea in this issue. Those
~of you who’ve gotten this far have probably noticed that
- I've been inserting that sort of information where appro-
. Therefore—I"ve received four issues of CIA smce
. the last ZR, which means Tom publishes on more of a
seven week deadline interval than his stated five weeks——
which, of course, is exactly what I said in ZR #191 But 1
also said at that time, if the
cares. And I that the players here don’t mind—
this has the feel of a basically good zine.
CIA runs some interesting variants. There musua]ly
a fair amount of reading material too-—some little short
bits by Tom himself, and some longer pieces by his
subzine editors. The zine is attractively laid out, and has
gottetibéﬂer,lthirk,overthclasthalfayearorso.

The price of a buck an issue is about average these

days—despite the lack of any game fees you can still find
cheaper places to play, but you can definitely find more
éxpensive places too—an average-length game of Diplo-
macy would cost you $20.00. Tom provides maps for all
his games, a thoughtful touch for variant players. =

There’s one thing I don’f particularly like about CIA
mdﬂxa:sTomspdlcythataﬂermsue#SOhewﬂlno

" longer provide sub refunds in the event of a fold. Idon’t
" like this here any more than I like it in Mark Lew’s Ben-

zene. I fail 1o uhderstand why such a “policy™ is neces-
. sary. Yes, many publishers just fall apant when they fold,

but to plan to have a messy, ugly fold? What's the deal? -

So if you don’t mind a slightly slow playing experi-

ence, and also don’t mind Tom’s plan to abscond with:

_ all the funds when he (mewm;ahly) folds by all means ask
him for a sample and maybe give one of his variant
gamestarts a try. Just don’t say Ididn’t wam you.

. [Last minute note: CJA #45 just arrived here on May
23rd, meaning Tom managed to put out five issues since

the last ZR was published, and is therefore publishing at -

more of a six-week pace than seven weeks.] GS

pretty good here -
about new games on the market |

players don’t mind, who

Concordia

Tom Malnardl, 45 Zummo Way. Norrlstown, PA
19401-3139 ‘

$.45/issue; open page; Xerox pﬂnted 10-12 pages;
freq.: 6-7 weeks; circ.: don’t know; ﬁrst. May 1290;

last: Apr. 1992 (#17)

Runs: Diplomacy (4), No-Press Gunboat (2) Diplo-
macy Bourse (1).

Openlngs None (but check with- Tom)

Tom Mainardi runs a tight zine. The biggest attraction
mhlsNo-PressGunboathp 'Ihatmthewanypshmﬂd
be played. PDK
Tomanarrhsnnenaboutayearandaha]fold,_
and has gotten a reputation for timeliness and GM skill.
He is running just Dip and Gunboat, along with a Bourse
game tied 10 one of the regular Dip games. (Alright, so.

- what that socialist Garret is kicking my capitalist ass in

that game—it’s probably some government conspiracy
or something.) Tom has been looking for new players
recently, so if you want to play Dip or Gunboat, drop him
a line. 'Iheznnehashﬂetoofferthcnon—p]ayer.lhough,
so if yon want a reading or hobby news “type zine, then
go elsewhere. DH
Cancordlalsessmnallyawardmlmemethatfeamms
half a dozen games (primarily Dip and Gunboat Dip), a

‘bit of chat, and same pasted-up cartoons. Clearly, people

get this zine to play or to enjoy Tom’s remarks on this-
or-that in the hobby. Tom is a hobby longtimer and he lets

_you know it, often relating what the hobby was like a

decade ago. Other hobby veterans frequent the zine, too-
Tom puts together a nice-looking zine, though it’s not

“flashy. Each game has its own computer-generated map,

with moderate amounts of press spilling over from page
to page. Tom adds his own occasional pieces of press,
usually humorous one-liners. Lately, Concordia has
been published every six weeks, if not longer. Howev-
er, it is very regular and, seemingly, dcpendable. Justbe
a little patient in between issues. :

Several months ago Tom gave me the 1mpress10n

_that he would run another game of Bourse once the cur- .

rent one ends (along with some other games, perhaps),

-0 keep an eye on Concordia is you're interested. PR

Tom never bothered to retum my “Pubber Info Sheet,”
so the information above is gathered from his pages. I
don’t think there are any game openings, but maybe if
you bother him he might consider it. Some of the current
games seem to be winding down.

Tom has a bit of a slowness problmn He’s fairly
consistent, but, unfortunately, consistently late.
his info sheet for last fall’s issue of ZR claimed a five-
week interval, he’s been averaging more like seven
weeks, with one nine or ten weeklapsefrom December
1o Febmary. (He’s produced a total of four issues since
the last ZR). This sort of schedule is not “ideal” since you
never know if it’s the mail that screwed up, or Tom
just being late again. For me this problem has been
compounded because the mail actually did screw up
once (in fact, for some reason, mail from the Norristown
area takes far longer to get to Brooklyn than from just
about anywhere else—I"ve had smﬁ arrive quicker from
Germany!) ‘
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That said, I like Concordia a lot. I've definitely
enjoyed playing in the Bourse game, and have laid in a
good stock of champagne to celebrate my imminent
victory over any number of capitalist swine-dogs who
thought they knew how the free market worked. Hal I
say, and Ha! I say again! Of course the Bourse is not yet
over and things are starting to close up; stay tuned.

Tom’s product is definitely attractive and easy to

use. There’s not a whole lot of reading matter here, but .

Tom throws in the odd cartoon for filler. Unless you want
1o play, there is probably not too much reason to get this
one. But if you do want to play, an average game will
cost you just $9.00, a really good deal. On the other hand
it could take three years to finish, so... - GS

The Continual Crisis (continued)

Tony Doussette, 530 A Bruton Bends, Richard-
son, TX 75081 S

prbevartable(lflmdellrious it's free. Iflmharea-
sonably good mood, all | ask is a SASE. If you wish
to subscribe, | suppose about $6.00 a year is rea-
sonable; I'm also willing to trade); open page; dot
matrix originals/xerox printed; 4-6 pages; freq.:

occasionally every 5 weeks, but usually later; circ.:

10; first: June 1988; last: Apr. 1992 (#31)
Runs: Diplomacy (1).
Openings: None.

Devoted to my ravings on any subject that captures my
- interest. So far I've entertained myyself with my own polit-
ical theories and opinions re: health care, and I hope I
- haven’t bored my readers to any great extent. I see
' myself as a Paleo-Libertarian (don't ask me to define it;
it just has such a nice ring that I gotta be one!l) and, if I
build up my courage a bit, I may take on the Politically
Correct. Who knows? Maybe I'll rename this flyer “As
- Politically inCorrect as I Wanna Be...” with apologies,
of course to 2 Live Crew. - ™
Well.. .ﬂhewmtobemoonw,lsupposethat s his
privilege. ILuckily he’ll be ablctoﬁnd;ﬂmtyofoanpauy
in this hobby...
TonynmsoneMensa

D:plomacy-SIG ga:ne, sohe’s

part of the whole Mensa “sub-hobby” (see Diplomag). -

As far as I know this is the second Mensa gamé that he’s
run, and probably his second postal game ever. Five
issues of the zine have appeared since the last issue of
Z'R—-nothmg spectacular in the speed category (con-
sidering it’s just one game), but certainly adequate.
Over the last six or eight months, TCC(c) has gone
through at least three distinct formats; the one Tony
seems to have finally settled on (for now) is apparently
produced using Word for Windows on his ultra-high
speed 50 Megahenz 486 system. (I'd be willing to drool,
but this is a Mac I'm typing on, after all.) The zine is
nicely put together, with ample white space and clear
adjudications; a map is provided. It’s presently running
Jjust one game of Diplomacy, and has no openings, but

it somehow transcends being a simple game flyer—-

Tony included almost two pages of “ramblings” in the

last issue, rangmg from discussions about his new com-

puter, to the impact of an H. Ross Perot candidacy.
He’s devoting a considerable amount of ume, energy,

- wait, sign up.

and space to this one game. For instance issue #31 had
a full-page table showing every S.C. center and who's
owned it in each year, plus on the last page was a pret-
ty fancy 3-D bar graph showing who’s doing the-best.
Obviously he’s completely enjoying his new toy! :
Tony seems to have no interest in starting up anoth-
er game. While it would appear that he’s got the time to
burm, maybe he just doesn’t want to. In a hobby full of
people who take on way more than they can realistical-
ly handle (ahem), perhaps he’s found the true path to
hobby happiness and e.nhghtenmem. Still, why not write
him and bag hlm about opening up another game? GS

Costaguana

Conradvonm 4374DonaldAvo Sanl)lego,
CA 92117

Free; open page; xerox printed 10—12 pages; freq.:
monthly; circ.: 21; first: Apr. 1965; Iasl: Apr. 1992
{(#218) _

Runs: Diplomacy (3), Gunboat (2)

Openings: None; see below.

Caiﬂahasbeenmmdfomver.hhadit‘sglwdays,andr
the o}d flame still flickers at times, but in the meadn it need
not be amongst your top priorities. In any event, Costa
now confines itself to finishing up games orphaned else-
where; it does not start new games nor accept subs or
trades. The Golden Age is done, and you missed it. For
five bucks I'll send you a sympathy card... CVM
Cmnadmoonmmnmallyumbletonotwwsh He
is mot “running down to a fold.” Rather, he has been try-
ing not to publish. He’s been doing so mther successfully
for two or three years now; he’s only putting out three
hobby publications rdight now.
I-Ilspmblanlsaggravatedbythefaathathemmore
interesting when he types out an address list than T am

| on my best day! This means anything he publishes tends

to have 100 subbersa:thedmpofahat In a way, your
request for info for ZR is like askmg an alcohohc if he
wants a drink.

Playing in one of Conrad’s games is aumqneexpe-
rience. You very quickly get to feeling the publisher is
an oid friend. It’s not to be missed. However, novices
should probably avoid these games, since there can be

.substanualde]ayswlnleConradutr)ungnottowbhsh

Once you’ve gotien to the point where you're happy to
EB

A good place to practice being nice. With no subfee,
Conrad only sends it to people he feels “have a need,”

“but usually if you ask (politely) you can be included.

Costaguana has almost died lots of times and has had
more formats than Word Perfect. Sometimes you read.
Conrad and wonder why he wasted the ink; sometimes
he can be truly profound. BE

Costaguana seems to be on the rebound. My impres-

,slonandreoollecumlstbatConmdwasmndmgmattem

down a short time ago, perhaps due to real-life con-

straints. However, with his April *92 issue, he has taken
on a few orphan games, and more could follow. Already
nmmngareonegameeachofregularandGlmboatDIp
Conrad might be going to slightly longer deadlines (a
month?) becanse of reported postal problems. Conrad has
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been in the hobby a long time, both as a player and a pub—
lisher (over 200 issues of Costaguana to his credit, plus
other zines), so I think it’s a good bet that he’]l be
around for years to come.
_ The most recent issue includes a tirade on smpid
houserules, which, it seems, were quite in vogue (unin-
tentionally so, I'm sure) several years ago. Also, there is
aletter from a British hobbyist on state churches, and a
query to readers on how (not whether) the death penal-
ty shouid be applied. Conrad makes a reference to a
former trivia contest, 100. Castagmm. therefore, seems
to be a good-blend of silliness and seriousness. Subs are
free, so you can’tlosel = PR
"Tom Nash called this one perfectly, when he said in ZR
#18: “my prediction is that at least once in the 90s, Costa
will make a full-fledged comeback as a 40 page zine and
the sublist will zoom up to around 100, winning all sorts
of awards and acclaim...” Last issue of-ZR Conrad
reporied 6 subbers—now he‘s up to 21. Sdll got a cou-

ple more “doublings” until Nash’s prediction is proved

out, but it's pretty clear that there’s life in this one yet.
... Costaguana, the zine that refuses to die, lives on
" through vampire-like feeding off of old, tired games.
Conrad has this arrzngement"wnhorphancustodmn

. Eric Ozog—Eric sends him innocent orphan games; -
- Conrad drains them of all life, and finally drops them,’

dead, nnotheevilctutchesofBNCGaryBehnm Nota
pretty picture.
Conmdmntstaxtmg:q:anynevvgames at least not
yet. Hang around, though—for the triple-digit predictions
of Nashtrodamus to come true, Conrad will have to get

" around to it eventually. Besides, with Eric Ozog doing

snchabang-up_]obonthcorphansccne.(:onradmaﬂy

soon run out of lukewarm bod1es andbe forcedtogath-

" er in his own unfortunates.

' Costaguana is fun. IdeﬁmtelyagxeemlhEncthat
Conrad is not to be missed—+hough he raked me over the
coals for what he felt was tic treatment of his
several zines in ZR #19, we were quickly able to come

‘toare
hands on this issue...heh!

As Buz notes, Conrad is never content to repeat

wha;'he did the month before. Each issue of Castdgua-

equiprnent, it seems to me that Conrad enjoys playing
around with the printed page. The latest issue even
showed up as a digest zine—but don’t make the mistake
of thinking this is anything permanent—the next issue
ujustashkelytoshowupprmtedonA4(European)

- paper as anyt.hmg else.

Conrad is not an “obsessive™ publisher. There are
‘occasional gaps in his publishing schedule, as happened
-with his last issue which bore a postmark 6 weeks after
his deadline (but this is really not typical, usua]lyhe sa
1ot better; more often than not an issue goes in the mail
‘within a few days of the deadline!). He has produced six
issues since the last ZR,

The only way you’ll be able to play here is if your
orphaned game ends up here (you should be so lucky),

_or you volunteer to standby. I'm sure Conrad can use
standbys, and as the price is better than right G.c.,
FREE), how can you go wrong. I guarantee that you
will enjoy receiving this zine, and you’ll also be helping
the hobby clear up same messes l@ftbylrresponﬁbleplb-

' lishers. Check it out.

- pretty). CM is populated to a large

understanding.- At least until he gets hls |

Countermeasures

‘Blll LaFosse, 65 Barbara Street Trenton, Ontarlo,

CANADA K8V 1726

Free to players, no trades, no samples no non-ptay—
ers; open page; xerox printed; 6 pages; freq.: month-

-ty; circ.: 15; first: don’t know; last: never seen

Runs: Diplomacy (3).
Openings: Maybe

Countermeasures is basically a big, fnendly flyer. Work
commitments have cut into Bill’s ability to put out a "zine
g0 he responded by stripping down his already modest-
sized ’zine to a players-only publication. This is a shame.
Bill is a fine GM and his maps are large and clear (if not
extent by the crowd
you meet at CanCon. It’s a functional *zine that accom-
plishes exactly what it intends. Manyhobbgnstshcpemat“
Bill will be able 1o expand it some day. RL

Tobehonest,ldmtknowwhatlcansayabmnm
one. It is ugly as sin, comes out when publisher Biil
LaFosse{ano]dumeratthemncpubhshmggame)has

‘the time to put it out, which currently isn’t that often, and -

when it does come out it carries a little bit of writing by
Bill and a couple of games. I think it currently features
a couple of orphans. There is no inforimation about sub
ratés or game fees. Bill never seems to send in any
information to Zine Register so you probably won’t be
able to find out much more here. I just don’t know what
is going on with Countermeasires beyond the fact that
an issue occasionally arrives in themail. =~ BMcK
Say, I actually have some updated information for this
zine! Robert Lesco was kind enough to provide what
appears above, which, since it does not come directly

 from the publishe, shmﬂdbeccnﬁmmdwnhBﬂlLaFosr

se before sending him any money.

. At any rate, I've never seen the thing (one of only -
three zines listed in these pages that I s&ill haven’t man-
aged to catch a ghimpse of); I"ve nothing to say about it.

"Good luck getting a sample out of Bill; he does not
_ _ ‘i appear to be looking for new subscribers.
na is unique, and in spite of his “primitive” computer | ° ' T

-GS

Crimson Sky

Michael Gonsalves, Estreasurol.ake, DuBois, PA
15801

 $.60/issue; open page xerox prlnted 16 pages-

freq.: monthly; circ.: 47; first: Feb. 1990; last. May
1002 (#26) =

Runs: Diplomacy (6), Gunboat (1), British Rules
Gunboat (1), 1499 (1). -

Openings: Diplomacy ($3. 00), British Rules DIpIO—
macy (free), Gunboat ($3.00). '

Crimson Sky is first and foremost a place to play Dlplo—
macy. I strive for a fast, accurate tumaround. This is not
a zine that will ever win the Poll. I have a good solid base
of players so Crimson Sky is a very good place to play.
T also am one of the few North American zines which
offer the British style of retreats and builds, as well as
Regular Diplomacy. . MG
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Everybody knows about Michael’s spelling problem,
though I believe it has improved somewhat. He’s been
known to make an error or two on the games as well. It
ain't the prettiest publication around, either. But I'l1 tell.
ya...I love Crimson Sky. Some of these things just have
personality and CS is one of them. I wouldn’t trade CS

for anything. JS

Mike Gonsalves has developed this zine into a classic

warehouse, with no frills but good games service. Given
his popularity in the hobby, the games are filled with some
of the top players. The competition looks. to be rather
fierce. Mike is also offering several variant games, includ-
ing one of 1499 in which yours truly is wallerin’. The zine
could use some help in the layout department, but trust
me when I say that anything is better than trying to read
Mike's handwriting. Mike is a tough competitor at tour-
naments and by post, and this same determination is
exhibited in his zine. I recommend this as a good ware-

house, with little to no-danger of it folding out from -

under you as others have done over the past year. DH
Mike is a definite asset to the hobby. He plays in many
mws.xsastm&ﬂ:ymaboutumany and afine
zine for playing Diplomacy. Oh sure, there’s a few
problems (the maps not being on the same page as the
game was always my biggest gripe when I was playing
hue),butovem]lymcmﬂdlookfarbefmﬁmhngabu—
ter place to play some Dip.
Mlkemaveryrehablepubhsher.He'spmoutwven

issues since the last ZR, meaning he's just a tad off the

“monthly” schedule he shoots for, but you'll never
noncenunlcsshkemeymcamfuﬂytmckeveryume.
Mike’s focus is very definitely

now and then he lashes out at the U.S. Congress, and
there’s an ongoing debate in the pages about the relative
merits of Union and Confederate commanders. 1 like to

feelIsonofhalped getﬂmtpamuﬂardmpmegomgm:h‘

my ground piece several years ago en
“Stonewall Jackson’s Feet of Clay.” (Don’t remember it?
:Oh well...). Mike also includes some cartoons and other
Listle bits. .
AtGDﬂissueandSB(ngefee.youmexpect

mpletegametoeostraxghly$1500—probablyah1-
. tle bit lower than nonmal. Remember, this one’s for
playing games. If you’re interested in a “reader’s zine,”
tlwnlooke]sewhere.Bmlfnsagameyouwmt,smd
offthatchecknghtnowi GS

The Curator

Jim Melnel, 2801 Pelican Drlve, Anchorage,
99515-1364

Free; open page; laser printed; 6 pages; freq.: pub-
lished on as-needed basis (about every 4-6 weeks);
cire.: 28; first: May 1991; last: Mar. 1992 (#8)
Runs: None.

Openings: None.

'Hze,CwatarisﬂnesewicezinBusedtooooﬁnateﬂneplms

for publication of the Encyclopedia of Postal Diplomacy

Zines (North American Edition). This will be a publica-
tion which will lst, alphabetically in an encyclopedia

" format, every postal Diplomacy zine every published

from the hobby’s beginnings in 1963 to May 1992. It will

on the games, but every -

be over 100 pages long and contain more than 800 entries.

-Included in the Encyclopedia will be side articles on var-

ious hobby services and characteristics particular to postal
play (subzines, fakes, etc.). The Encyclopedia will also
have an index of individuals® names to assist in finding a

"person's publications (over 500 names indexed so far). It

will be open faced, use laser printed masters, and be spi-
ral bound with hard stock covers. The following is one of
the shorter entries that will appear in the publication:

Black Frog

Jack H. Masters

October 1979

Valencia, CA

LKI: #6860 October 16, 1982 ‘ '
A digestsize zine which quickly became immense-
ly popular In the hobby as a literary zine, finishing

first in the 1981 Runestone Poll. The publisher’s fall
. from grace was just as precipitous; it was discovered

he had plagiarized a famous author’'s work and .
passed it off as his own in the zine. Needless to say,

the zine’'s days were humbered after that revelation.
Jack ran his Diplomacy games in a separate publl-

_cation, East of Eden.

The Encyclopedia will be avmlable July 15, 1992
and will cost $12.00 (first class postage paid). You may
order copies at any time by contacting the editor at the

above address. JM
Apparently Jim’ splmsmﬂforthu zine to fold when

_the Encyclopedia is published, which may mean that it
will be too Iate for you to get this zine; I mther doubt that

Jim, with his awesome July deadline beginning to stare

-hlmmtheface,wiﬂbcthmkmgabwtpnningoutany

more issues of The Curator!
Hmm,nmnottoolaxemhekpoutmﬂxdzelincy

' clopedia project. Many submissions still need to be

written, and Jim will be accepting them up until June 30,
1992. Me, I plan on taking a brief breather after getting
this issue onRandthennmedmterfollowmgmsmof

Upstart out the door, then I'm going to send as much
stuff to Jim as I can possibly manage. I urge everyone,
especially those who’ve been in the hobby for awhile, to
help out. I'm tremendously excited by this effort of

-Jim* s-—-ItbmktheEncyclapadm will be a tremendous-

ly invigorating influence on the hobby. :
Without a doubt the Encyclopedia will be tl:e most

1 exciting hobby pub]ication of 1992. Make sure you

GS

.
Dipadeedoodahl . ‘
Phil Reynolds, USF #4286, 4202 Fowler Av.,,
Tampa, FL 33620, (May 2-July 17: USF #4270,
4202 Fowler Av., Tampa, FL, 33620; July 18-Aug.
15: 2896 Oak Streot, Sarasota FL 34237)

3. 5¢/page + postage; open page; laser mas-
ters/xerox printed; 24 pages; freq.: 4-5. weeks;
circ.: 45; first: Jan. 1989; last: Apr. 1992 (#23)
Runs: Diplomacy (2), Gunboat (1), African Dip (1), Fog
of War Dip (1), Middle Eastern Dip {1), Character Dip
IR (1), Deviant Dip (1), Gunboat Showball Fighting (1).

Openings: Toxic Dlp ($1.00), Fictionary chtlonary
(free). _

reserve your copy today!
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Itry to do a little bit of everything in my zine. Regu]ar.fea- ‘

mres: lively press-abundant games (with maps), especially
_ variants that are difficult to find elsewhere; reprints of
variant rules and maps; strategy articles; the Ms. Diplo-
macy Manners advice column for players; humorous
pieces, such as comic strips (including the provocative

- *MR. MOON & Nub-Nub™); logic problems; contests;

.science fiction and horror excerpts; a brief letter col-
umn, sometimes directed by que.snons of my writers;
~ the. odd quote, statistic, or bit of trivia; hobby news
announcements, services, plugs, mfommuon, issues, €
_ednor 3 ramblings.. uh,deIforget anything, Gam:t?
One new feamre I'm promoting is hobbyists” original
ficuon and poetry. I"'m sure there are other hobbyists,
besides me, who dabble in creative writing. I would
A.hkctofeamrethebestworkthehobbyhastooﬁer,
gend your original writings to me! '
Also, I am looking for columnists with something
interesting and unusual to say. If you have an idea for
- such a feaare, and, morexmpoﬂanﬂy,you,arewﬂlingto
. doit yourself, please let me know." -
Games I'm considering running once a few end:
- Junta, Family Business, Food Fight, MegaDip Kremlin,
- Cosmic¢ Encounters, Nhtoncmp and Downfall Dip.
I"'m open to other suggestions, 100, I hope you'll find
something above that will motivate you to subscribe to
Dipadeedoodah!, the goals of which are to entertain,
inform, and educate hobbyists. If you can’t, then you
~ mightas wellmdypurpatheﬁclinlciifenow!‘ PR

1 hundred issues from now. -

I love this zine because it is full of varianis, a vast
improvement over all those lower class zines that run
only Diplomacy (many try 1o pan off Gunboat as a vari-
ant, but I don’t buy it since many games of Diplomacy

_are-that way to stant with). His politics, however, are

something else. I can tolerate almost anybody’s views

- (including Garret’s), but Phil’s go to such an extreme that

there are some times that I cannot enjoy the rest of the
zine. The past couple of issues have been more tolera-
ble, and I enjoyed them. I hope that trend continues.
Phil’s turnaround time seems to be improving again
riow that he has decided on a course to follow in his life.
If you like variants, give it a try. .
Once upon a time 1 believed this was going to become -

| the premier publication of the hobby, Then Phil sorta
slipped away from the typewriter and everyone was

the death bells. Everyone assumed bumout and -

fold. I'm glad to say it wasn’t so—Phil is back as good .
as ever. I've been with him from about the very begin-
nmgandlhopel’msﬁllﬂ:ereattheend .aooulﬂeg
1 can’t undersitand why he’s having a hard time fill-
ing games. Oh, sure, he was erratic for a while, and
s&llmtthefastestmecntheplmAnd,yes,Mcan
beapoorman s Larry Peery—hyperexcited over every

project and zine and game while maybe half of them

come to something. But here’s a big zine with editorial
content, a subzine that likes controversy, and variant
ope.nmgs you can’t get elsewhere. Maybe Phll is so

Give Railway Rivals A Spln...

D1plomacyusedtobeﬂ1emlypostal game in town.
No longer. The Number Two game these days (in

England it’s Number One) is “Railway Rivals,” orig-
inally devised by a Welsh schoolteacher as an instruc-

dlessly varied strategy adventure for 3 to 10 play-
. “Rivals™ won the Game of the Year award in

and in the U.S. by Laurier. -

There are no moving parts and no batteries. You
simply take a map—there are over 50 different ones
to choose from—and build a railway line. Using sim-
ple rules, your job is to plan the best line you can to

' serve as many of the cities on the map as you can, with

- the shortest possible distances between them. Of
course, your opponents are doing the same thing
simultaneously. After a time, track-laying ends and a
series of races, contracts, is offered; you then strive to
fulfilt theseconuaasbeforeyouroppanemscan Kin
‘the course of racing you discover a few flaws in your
track, you do have the opportunity to make adjust-
ments—ifor a price, of course. Under certain conditions
players may make deals to run races jointly, or to use
one ancther’s track in competition. In fact, if your
own track isn't the best route, you can always use
someone else’s track for pan of your race—again for
a price, of course.

And if you goof, and build a rotien track and get
creamed? Hey, it happens! And youcan always play
again, on the same map or one of the others. Games
only last twelve rounds, after all; by mail, they nor-

mally take about a year, and on-line they can be over

nonal aid, but long since refined to a fascinating and -

- shops—it’s known to be available in New York and
..Gennany(1984) and is about to be reissued there | .
{ agent, Ken Hill (sce Buckeye Rail Gazette); he can sell

in a month. And if, despite all the different maps, you
want to try scmething even more challenging, there are
three or four variant rules that change the strategy
completely without altering the basic game system.
H you want to play now, without waiting for Laun-
rier's new release, you may be able to find the older
release (from Games Workshop) remaindered at some

Baltimore for $10.00. Or write to the designer’s U.S.

you a “mbe” version of the game made in England,
plus as many additional maps as you can stand. ,
Postal play: Look up the listings for these quality
*zines: BRG, Encounter, ark, Rails By Mail, and Pedro -
in the Rain Forest. (There are a few others, but these
are where you start.) Electronic play: CompuServeis .
running games, as is Intcrnet, and Iam told (but can-
not verify) that Prodtgy is about to as well. Electric
Trains will fill you in.

Andwhmyouvedmeallofﬂmt,guesswhat?ﬁey
we've got ratings and orphan games people and rules
discussions and number custodians and all the rest, just
like Big Brother Diplomacy! (See “Hobby Services”
toward the end of this issue.) And this is no fly-by-
night fad, cither; “Rwa]s”hasbeenplaycdbymaﬂ
since 1972 (in the U.S. since *86), and Pedro in the
Rain Forest recently started the one-thousandth postal
game on record. .

Join us. The more new players the better. More than
that, the more new fiiends, the better; thus far, we have
managed to stay feud-free, andwehope tokeep it that
way. Somehow, it’s more fun _ CVM

DMeC .
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busy pushing the hobby (in ZR and Pont) that he hasn’t
had time to recruit for his own rag. -

Of course he could have pushed just a little bit hard-
er this time on ZR ¢he only got to about the “Ds” before
he ran out of steam), but you think I'm going to com-
plain? No way, Jackson, on a project like this I take any-
thing I can get! '

Dipadeedoodah! is one , of the more interesting zines
around. It’s big, it’s got a lot of stff going on (and Phil
is pmnnsmg more), it mcludes a wide variety of inter-
esting variants, the press is pretty good, though not

' spectacular (note: this is not due to “Brer Phil’s” lack of

effort; he responds to just about every release), there’s
some reader feedback in a nascent letter col, it’s attrac-
tively done, and uses maps. I give it an enthusiastic
thumbs up. (And if Jack McHugh wants to call that
“toadyism of the worst sont,” well, there’s no shutting him
up anyway; I'll just have to risk it.)
_ The one place where it falls down is on speed. Phil is
obviously aware of this, indeed, he scratched cut the “5-6
weeks™ he had last time for frequency and put down “4-5
weeks”™ on his Pubber Info Sheet. This has to count as the
most extreme kind of wishful thmhng—Phil has actu-
ally managed to produce just four issues of Dipadee-
daodah’smceﬂxehstmwnemn,sﬁ'equmcyﬂmt s
a lot closer to 68 weeks in my book. (He may manage

to squeak another issae in under the wire, in which case -

I’llcmn_ebackandoonectdﬁsinfonnaﬁm.bnnl’mnot
holding my breath. [[Nope—as expected,. it didn’t
show. J]) Phil is afun-nmcsmdent,andngenthestag—
. gering amount of effort that goes into Di,
it’s hardly any mystery why he has difficulty staymgon
his desired deadline. If over the past year he has been
unable to approach a 5-6 week deadline interval, I fig-
ure there is zero chance of him making a 4-5 week
. schedule anytime soon. -

Tomllya:ﬂ;elruh,lfeelphﬂshouldfmgetMUy-
ing to stay on any kind of schedule, opt for a majorly
relaxed “Canadian Diplomat™ style, and put the thing out
when he damn well feels like it. Otherwise he’s on a
direct collision course with burnout. What’s a little wor-
risome is that a year ago Phil had a close brush with zine
death; he comrectly warmns other publishers of the dangers
of trying to do too much. Yet he utterly disregards his
' .own sage advice! Unless he focuses his effort there is no
way he will be able to stay on schedule, unless it’s by
blowing off his classes—not & wise move.

To play a game here is not cheHapadeedoodaM
is one of the more expensive zines in the hobby (gran:-
ed, you get a lot of bang for your buck). The last sever-
al issues have cost $1.36; couple this with the standard
$5.00 gamefee (for Dip and variants) and you’ll find that
-you are expected to cough up over $30.00 for one game.
(Admittedly there are more expensive places to play, but

not many.) Given that Phil charges by the page, I per-
colomns

sonally could do without the from pun-
dits such as George “I Am A Royalist” Will—I just
sonof“bhp”overﬂ:em.lreadenmghsmffby pro-
fessional” pundits as it is—I'm a lot more interested in
seeing what hobby members have to say about things.
But I suppose some readers find this stuff interesting,
which is all Phil can ask for.

'Ih1s one is deﬁnnely worth checking out, especm]ly

if you're interested in variant Dip games, but don’t
expect super-speedy games service. GS

PG

Diplodocus

Plerre AF Touchette, 74-1/2 Falardeau, Hull
(Québec), , CANADA 18X 3E2

$.75/issue to North America, $1.00 to overseas;
digest._ xerox printed; 16 pages; freq.: 5-6 weeks;
circ.: 50; first: 1986; last Jan. 1992 (#12)
Runs: Diplomacy {4).

Openings: Diplomacy ($2.00), Gunboat ($2.00);

check with Pierre for latest information.

Diplodocus is the only bilingual zine published in a - -

country which, nommallyatlcast,zsbllmgua]. Pierre
doesrr’t do this from any illusion of promoting “Nation- -
al Unity” in Cmadabmﬁomahopeofmacbmgamder
audience. One thing that you'll find if you subscribe to -
Diplodiocus is that the audience that it does reach doesn’t
write a lot outside of the games, no matter how much
Pierre would like them to. ‘What reading material there
nlspmwdedpnman‘lybythermdentexpmonalmost
everything, Agent- Orange. Some people might be
deterred from Diplodocus is partially -
pnbhstmFrmdaandthea:uclesam 't translated—
you have to work at it. Still, many of the people who sub-
scribe and play here aren’t found any» else in the
North Amencanl}xpianacy hobby and provide a win-
people who aren’t what
hite, middle class, mostly conser-
vative English speakers” vmhoutevmgomg outside of
North America. BMcK
North America’s only bilingual zine was going strong
in October 1991, with Pierre Touchette trying to bridge
thegapbetwwnCma(hstwolmguagegroups (A few
of us Americans are allowed in as well.) This is largely
‘a warchouse, concentrating on cross-fertilizing the two
groups through intemational games, etc., but there is also
a series of interesting political colamns done in both lan-
guages by someone with the pseudonym “Agent
Omnge”lhketogctthzsasawmdowofsonsonﬂle
Quebec issue, since Agen:()rmge usually talks about
something related to its relationship to Canada proper.
Notawholclothue,thmgh,sopmbablynotforanyme
who isn’t also looking for a game. DH -
Diplodocus could be dead, from all indications. Only
two issues have been published since last summer, to my
knowledge; before that, however, Diplodocus was pub-
lished quite regularly every month or two. If the zine
hasn’ tfdded,thmattheva-yleastn slurching along in
an unhealthy way.
'I'hemamgmmmkofDaplodocmmthatnlsabﬂm
gual zine, published in English and French (as one might
expect, since Pierre hails from Quebec). Of the handful
of gamies being run, only one is in English. However, there
are letters and features in English (as well as French), so
most of us can read some portion of Diplodocus without.
a French dictionary. My advice would be to inquire first
before sending sub money to Pierre. If he can pub-
lishing, so much the better for our inbred hobby. PR
‘Well, I finally saw an issue of Diplodocus, but this
time around I never received an Pubber Info
Sheet from Pierre, so the information above is a little old.
Phil’s comments suggest that Pierre is having trouble get-

ting his issues out (though Diplodocus #12 promised' 9
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issues in the coming year at a 5-6 week rate). Probably
“better to find cut what the story is before you pan with

your hard-eamed cash.

. 'The one issue that I did see, #12, was a rather s]lm zine

of 12 digest pages. More of the zine was in French than

in English (including three of the four games). Maps were

provided for some (but apparently not all) of the games.

It was an attractive little effort, if just a little sparse.
“Agent Orange” checked in with two pieces, one in

French-in-High-School-20-years
ty impressive performancel!
- I suppose by the next issue we'll have a clearer pic-
- ture of whether thls zme is l1vmg or dying. GS

years-ago reader was a pret-

- Diplomacy Digest

mmumswmnmsnmm
MD 20902

$5.50/10 issues; digest; offset printed; 12 pages;

freq.: 5-6 year' circ.: 59' ﬁrst. July 1977' last: Oct.
1991 (#130)

Runs: None.

Openings: | doubt .

'Ihlszsnotau:ed,hxmgmxe——ﬂnsulnseverymsmayle
and he's over 100 issuesl Oh, occasionally there’s a real
time article, but Mark’s service is 10 do what many of us
- have failed at: theme issues. For most zines a theme issue
m,say,Russ:mnavalstrategyuonc,two—pagepaece,for
Mark it’s 12 or 24 pages. Variety of
izontally and 1 in time, is better
his zine than anywhere else. DDspenﬁca]lycantbe
judged by the same standards as other zines; there never
will be witty press, a lively lettercol, or quizzes. PG
Pete’s bit was written shortly after the last ZR came out,
and responds in part to comments I made about DD in the
last issue of ZR. Since that time I have seen no new
issues of DD, and Mark never returned the two Pubber
Info Sheets I sent him requesting information. Further,
nobodycﬂaedupanyrmunconmmtsorrev:ewsmﬂm
- zine. Consequently, I don’t have any new information! I

- don’t think that it’s folded, because DD has been around

long enough, and Mark has been a “big” enough hobby
personality, that I assume I would have heard about a fold.
Moreover, Mark is a player in the Diplomacy World
_danogame,andhcham t dropped out of that or anything.
'So it’s a safe bet to assume DD is still in operation.
However, before sending any money I would check
with Mark to see if he is still in operation. And if any-
one has any current information on DD I'd appreciate
hean.ng about it. GS

Diplomacy Worid

‘David Hood, 2905 20th St NE, Hickory, NC 28601
$10.00/4 Issues; open page; offset printed; 32
‘pages; freq.: quarterly; circ.: around 200; flrst.
1974; last: Winter 1992 (#65).

Runs: Diplomacy Demonstration Game (1).
Openings: None.

t,bof.hhor—-

‘ble staying on time

. DW is dedicated to articles and featurés on the game and

hobby that surrounds Diplomacy. Each issue will con-
tain strategy and tactics material, variants, demonstration
game reports, zine reviews, hobby news, hobby history,
and any number of other thmgs The zine is intended to
be a compliment to the games-oriented zine, i.e., read
about Dip here and play it elsewhere. Everyone in the
hobby who wants one will receive (or has already '

‘received) a free issue.
French and one in English—which to this two-years-of- |-

The winter trial schedule really pmtlns zine off track,

‘but I hope to go regular again through the summer. Thave
- switched back to regular paper, but have kept the open-
‘page format. Any of y'all who want ‘to write for DW .

should contact me pronto. DH
'Ihebestsomceo:freadmgmatenalabanmegame of

Diplomacy. Its major advantage is that everything is -
‘brought together here. The writing is not any better than

mmyotherme.hnﬂmfomsmthemmpmm.'ﬁnhy-

‘out is much better than under past editors, and while there

msﬁilsmneednonaloanmmt.nmlessmtmmc.De.f

initely not a piece of junk mail. . - DMeC
- This is the Wall Street Journal of the Diplomacy
hobby which will be clear when you see it. There’s a lof

| of participation from a lo# of the hobby biggies. My .
- only complaint and please note it is a personal thing of

mine...when I read it, I don’t feel anything. To me it
lacks personality...but hey, no one has ever acmse.d
me of being bouncy. and bubbly either. ;

I fear David will settle down too far. Aﬂ:rlh:Peuyslnp :

nwhmevmyonchltmeandtwoorﬂzmodmm

abanallthewﬂdldeasandmpramcalpro;m Davidis
overreacting. The zine may become too milk-toast, rehash-
mgddsuateglesmdtedebmngoldaxgmmWhemam
the ideas on recruiting? Where are the artists? Atleast the
S&prcesa:esﬁllmovanveandhdﬁuL PG
As David notes, his “quanerdy” zine has had some trou-

—almost five months sepa-
rated #64 from #65. In the last issue I've seen (#65), David
revealed a plan to get back on track, which involved
#66 in “late April/early May,” fol- |

very quickly publishing
lowed by #67 in July. Well, #66 hasn’t shown yet.

Not that a zine like Dip World, which is almost entire-
ly madmg material (it also reports on a single “demon-
stration game"butthatls being nn outside the zine on
flyer—and David is none i0o with that ejther!),
really needs to worry that much about quick mmaround
and obsessive speed. Even if it only averaged three

~mnesayearﬂ1atwuﬂdpmbablybem1ghformostpeo-'

ple. There’s no pamcula.r benefit to rushing reading
matter, especially if it's about the game of Diplomacy
generally (political and/or hobby matters, however, do

'beneﬁtfromategu]arandspeedyschediﬂe)

While many may have applauded when Dav1d
switched back to regular white 8-1/2 by 11 paper and
Xerox printing (at Ieast, I think it’s xerox, although -
David let “offset printing’ stand on his Pubber Info
Sheet), 1 felt this was a step “backward” (though I cer-
tainly understand the economic considerations that forced
the change). Before, it locked really professional, truly

a “flagship” zine. Now, even though the design is iden-
tical, it feels a lot more like many other open page zines
in the hobby. Personally, I"d prefer the thing printed on
recycled paper—this would set a good example to the

“hobby as a whole. However, the chance of this happen-
‘ng with Dav1d at the hehmn is, mfomma:ely. nil.
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Pete’s point is somewhat valid, but I'm not sure what
any “reading zine” editor can do about it.'At least when
you're running games, if you’re having an off-month (or
an off-year!) you can lay back on the reading content and
just run the games, and get your enjoyment that way. But

_writer's block and “staleness” is an ever-present reality
for those who make “reading” matter their thing. (And
this, I am sure, is the reason that those who are whining
abowut “TarboPhreakism™ find so few successful “fanmish™
zines in the hobby: not because they get hounded out of
the hobby as they claim—indeed, editors and publishers
who can write and entertain us are
supported by everyone in this hobbyl—buat because
consistently entertaining and valuable writing is one of
the hardest things hobby publishers do.) -

I know that one of the reasons I'm willing to relinquish
this particular “bully pulpit” is because even after two
issues I'm discovering that I may have said all I need to
say, though I'll drag myself through one more issue
after this one. Meanwhile, David Hood has done a real-
ly fine job in one of the most visible spots in cur hobby.
If his recent issues have lost a little sparkle, well, 1 think
that's probably inevitable. : : '

-In his demo game flyer “The Game,” David has let us
know that he is enjoying running the game, and is think-
ing about running more, maybe after he’s done with

. Diplomacy World. If David’s “real” job continues 10
- cut inroads into his hobby time, my bet is that a chang-
ing of the guard at Dip World could come sooner than
later. Whether David moves on in two issues or twenty,
" his siuccessor will have a very difficult job matching his

" fine work. S T . '

_ If you still haven’t seen this zine, request your free
sample, and join the hobbyl GS

Diplomag = ' R
Fred C. Davis, 3210-K Wheaton Way, Ellicott
City, MD 21043 '

_open page; xerox printed; 8 pages; freq.: bimonth-
ly; circ.: 65; first: July 1976; last: May 1992 (#105)
Runs: One demonstration game of the Atlantica IV
variant; participation limited to Mensans and invi

tees. :
Openings: None.

The service and genzine for the Mensa Postal Diplomacy
SIG. We set up games for Mensa members, and intro-
- duce them to the Postal hobby. (We also recruit people
for Mensa. At least half the people in the hobby are eli-
gible for Mensa membership, as the only requirement is
amlQ.of 130 or SATof 1250. It ides news on var-
ious hobby services and publications for the bemnefit of

novice readers. It also includes a running account on the |

progress of several all-Mensa games. Occasicnal articles
on the hobby and postal procedures. Regular games

are farmed out to various Mensa publishers. Anyone.

may subscribe, but only Mensans may vote on SIG
business. : : ' ' FCD
Another not so pretty publication but what the

hey...that’s not what this one’s all about. Fred is one of

the elders of the hobby and he runs a great game. This

cherished and |

$5.00/6 issues or $9.00/12 issues (2 years);.

-Mensa have

one is Mensa oriented and gives Battle Reports on other
Mensa games being run in the hobby. Also full of hobby
news. I wouldn’t want to do without it. ~ JS

This is primarily a report of the activities of the
Mensa Diplomacy-SIG, whose members publish sev-
eral warchouse zines and run games in them. Editor
Fred Davis is a serious hobby veteran, and this is the last

.place you can get his writing given his fold of

Bushwacker. If you are a Mensa member, write Fred for

- a sample. If not, then you should probably look else-

where for a new zine. ‘ DH

A very regular and reliable zine, though its bimonth-
ly schedule means you won't see it all that often. Sull,
four issues of Diplomag have arrived here since the last
issue of ZR—that's as good as some so-called “month-

ly” zines. .

The point of this zine is to report on the Mensa
Diplomacy Special Interest Group (SIG); Fred Davis is
the chairman of the SIG and it would appear that he is
doing a super job in this function. The Mensa Dip-SIG
is almost a sub-hobby within the larger hobby, and
Fred provides good solid support for the zines that are
associated with the SIG, acting sometimes as ombuds-
man or an custodian as the case requires. The last
time I looked there were eight Mensa Dip-SIG zines,
including: Against The Odds, The Assassin’s Blade, .
Batyville Gazette, The Continual Crisis (continued),
Rambling WAY, The Spindle, The Tactful Assassin,
and War Fair. See each of those individual zines for fur-
ther information. oo i 7

The way things seem to work is that Fred finds seven’
Mensans who want to play some Dip, and then assigns
them to one of the above zines. There doesn’t seem to
be quite enough Mensa players for all the Mensa pub-
lishers (sound familiar?), so usually there’s no more than
one Mensa game runming in each Mensa zine. This
“game hunger” (surely felt by any publisher worth his- -
or her salt who's running just one game!) leads these
Mensa publishers to open up non-Mensa games; the
whole hobby benefits. 7 .

Fred is to be commended for his tireless efforts at
hobby promotion, and I"m glad that I've leamed more
about this “Mensa thing™ over the past six or seven
months. Many of the zines that have been bomn out of
proved to be very worthwhile, mainstream
zines that have developed followings completely outside
the Mensa Dip-SIG. (On the other hand, some are not

- much more than flyers that go into hiatus while waiting
| their next Mensa game.) It's hard 10 know whether Fred

finds Mensa or postal Dip more “important,” but my bet
is that we here in the hobby derive greater benefit out of
this “school for publishers™ than does Mensa!

Fred’s non-Mensa hobby news ‘is first-rate; I plan
on “fact-checking” my list of hobby services and cus-
todianships against the list he provided a while back in
Diplomag #102. :

Do you need to sec this zine? That depends, I guess.
There are no game openings contempiat is Zine is
just not for playing games in. So if that’s what you
want, go elsewhere. There’s no fiction or political com-
mentary or hobby feud material either. But if you are
interested in the hobby as an institution, and need to be
in touch with someone who is very much in contact
with the hobby as a whole, then you’ll find this zine very
interesting. _ ) ' ‘ GS
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Dippy
Jim Benes, 417 S Stough St Hlnsdale IL 60521

' $.50/issue; open page; dot-matrix printed; 2 pages;
freq.: 3 weeks; circ.: 19 (Dippy is a supplement to
- the Western Starfost-Free Press, which is a week-
ly newsletter); first: 1972
21, No. 7)

Runs: Diplomacy (2).
Openings: Dlpiomacy ($5 00)

I read with interest and en oymem your desmpuon of
Dippy in Zine Register #19. 1 thought perhaps you’d
~ appreciate an explanation:
Long, long ago the Star (that's the accepted shonen

ing of the Western Star-Post-Free Press among its read-
ership) began as a way of keeping tabletop sports league -

members up to date on league information. It gradually
grew 1o include real news about le, and real reviews
about books, mowzs,'andthehke,andalsoavehldefor
all sorts of silliness, whether seen in newspapers or on
the newswires or what-have-you. As you can see in a
recent issue, anmnbetofStarbonvwantswmtmnto
dinner together, just to do it.

The cannnnnty"d:eS:arsefvs:s ddinedbynsmad-'

ership; and anybody else is wel to ' ' '
you = welcome 10 join: S0¢ DT | o onrad von Metzke, 4s74nona|dAve.,samlago.

week plus an occasional contribution. Strangely encugh,
some of our sports game players began as Dippy players
‘but now play only the sports games exclusively. - JB
SmpnselDappymlcngerholdsuﬂeasﬂwug]m;mb-
lications in the hobby. Jim got himself a real

Isﬁllcmthehavehowneatdnsthmgmliesﬁllnmsthat-

Western Star-Post-Free Press thingie that I still don’t

understand, but for prompt, nearly errorless games that are

cheap, you just can’t beat this guy anywhere. - JS

Jim Benes graciously put-me on his sub list after I
wrote him about my Encydopedia project, and now I
think I know what is going on with his publishing efforts.
His main zine, The Sunday Weslern Star-Post-Free Press
nawed:ly4—pagenewslenerthatmustgotoaughtc1r-
- cle -of his friends, as it is loaded with idiosyncratic and

provincial mateual from his Midwest neighborhood. |

Every three weeks, Dippy appears with two Diplomacy
. games. Jim has obtained a dot-matrix printer of late; the
. zine's readability has increased tremendously. " JM
' 'When Jim Benes says “long, long ago,” he means it!

I guess T didn’t realize it till now that this thing has

been around for years, like 21 years! I assume he’s been
pubhshmg pretty much at his 3-weekly rate (he managed
to get 16 issues out in 1991) during most of that time,
which puts him somewhere above 300 issues for his
lifetime stat. Preity solid work!

Meanwhile, nine issues have rolled in like clock-
work during the rather brief period that I've been frack-
ing him, which puts him in the same league as Boast or
ark. Granted, Dippy is not much more than a flyer (it’s
never over two pages), but if anyone wants to question
Jim's publishing “credentials,” I suggest they check out
that Star- , which came out no less than 45 times

in 199111 can think of no pubhcanon more “fanmsh”
than the Star, come to think of it...

Tumaround, always critical to the success of a 3—
‘week zine, is really pretty good—almost always jast

I.ast: ‘May 1982 (Vol.

CAD/CAM elitist he is.)

one or two days Jim rmght be _]ust a little bit faster than
Boast in this department.

. Dippy is helped, marginally, by Jim’s recent switch to
dot-matrix printing from the old mimeo. I say “marginal-
ly” because I was never really bothered by the mimeo—-

ugly, sure, but it got the job done. But if John Schultz

(who is playing here after all) appreciates the new print
job, it probably aids the players and that’s the importarit
thing. There’s never very much press in these games, big
press games just don’t seem to be the culture here.

-At 50¢ per issue, and $5.00.for gamefee, a typical
game could cost you $15.00—a little less than the aver- .
age for the hobby these days. Two things are certain if
you play here: (1) You'll be playing in one ofthehobby s
fastest efforts and can expect your game to finish up.in
a little over a year; (2) Jima will almost certainly not
fold out from under you.

3-week games may not be for everyone (no matter
how fast the publisher there may not be enough time to
conduct fruitful negotiations exclusively through the
maﬂs).butlfyouwanttou'yphymgpostall)zpasfast
as humanly possible, Mslsoncd‘ymr ew options.
Request a sample. , GS

Disoriented Expross

CA 92117
Free; open page; Xerox printed: 10 pages; freq.: "in -
due course”; circ.: 28; first Oct. 1986 (in its orig-
inal form as a flyer attached to Costaguana), last:
May 1992 (#24) :

" Runs: Railway Rivals (8)

Openings: Railway Rivals (various maps) (free).
Caters strictly to Railway Rivals w::h an international

- (mainly British) flavour. There are no frills; frills cost

money, and I need 1o stock up on fish food. In fact, the
ink in my pen costs money, so I think I'll just let Garret
tcllyoua]laboutthuneo—(hlnstafﬁrmauonofstmﬂity
(Note: if he makes any snide remarks about layout or
physical appearance, just remember what a fucking
- CVM
Conrad is North America's “old hand” and resident

“expert on RR. He adds entertaining comments between
' game reports. He also has the most British participation

of any American RR GM. This is where RR players
should start in order to leamn the game. JKG

Damn! I was all set to crank out another “putrid™ -
review of this horrid looking neo-Cubist affirmation of
senility, but what the hell, Conrad’ has anticipated and

-| deflected my little asnides. As he points out, ink costs

money, as does the paper and toner this thing is printed
on, soI‘]ikeepmy comments to a minimum. (Um just
what is a “CAD/CAM elitist,” anyway? Or a “neo-
Cuabist affirmation,” for that matter. What the heck does
Cuba have to do with Railway Rivals?) :

T've seen a couple of issues of this thing since thelast
ZR came out—the last issue arrived in early February. I
know this goes to an international audience, so it runs
approx.lmately twice as slowly as Conrad’s other zines,
but it’s possible I've missed an issue somewhere along
the line. I guess Conrad is still opening games here,
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although in the latest issue of Pedro in the Rain Forest,
Conrad’s other Railway Rivals zine aimed a1 the domes-
tic market; he was essentially pleading with his readers
to ease up on him a little. He's been mopping up aftera
series of fairly messy folds in the Railway Rivals hobby,
and is suddenly loaded down with orphan games—-per-
haps more than he was bargaining for. If you're interested
in playing RR with some overseas players, this may be
the only zine in the hobby forthat. . .

And it’s FREE, what more could you ask? {(Conrad
is going to hate me for that, I know!) (But at least I didn’t
mennonthesuongresunblancebetwemlﬂszineandea:
litter box liners.)

[Issue #24 just rolled in under the deadhne. and so I
_had missed an issue—the one I got in February was
#22. Obviously Conrad is doing a preity good job keep-
ing to his schedule, despite the extra delays inherent in
nnning “international” games.

[This is the third of Conrad’s zines that have arrived

‘mdlgestformat,sousbegmm.ngtolooklikehes--

decided to “go digest”—a move I heartily applaud!
(Now watch—just for that the stubbom old fool will go
and change backl)] . GS

D.0.G.S. '-of warl

Kevin M. Kinsel, 21561 Oakbrook. Mlsslon Viejo,
CA 92692

$1. 25/issue' open page; xerox printed; 15 pages;
freq.: monthly; circ.: 75; first: Nov. 1989; last: Apr.
1992 (#25)

Runs: Diplomacy (2), Gunboat (2), Britannia (2),
subzine “Hounds of Hell": Machiavelli (3), Mer-
chant of Venus (1).

Openings: Diplomacy ($6.00), Britannia ($7.50),
Acquire (free—un on flyer), in "Hounds" Dune
{$10.00). - . .

'IheDOGS.othar!lsafastandloosegammg club
with its own namesake zine in Southern California.
Maintaining a diverse bent, Panzer Leader/Panzerblitz
(blind), Machiavelli, Britannia, Merchant of Venus and
other strategy games join Dip and variants in the
D.O.G.S. domain. Led by El Coyote and other nota-
bles, the D.O.G.S. are howling...(woof).

Check into the D.0.G:S. of War! for the latestm
Opponents Wanted, the DOW game club, and other
gaming madness...... EC/KMK
- And now a word from our subzine... Welcome to

_“'IheHamdsoschﬂ."ICezbems your guide, we will
first go through the Machiavelli section. Don’t mind the
bodies and take care not to slip on the blood, there’s
been a stabbing here recently. Now we stop off in the
Mercharit of Venus section. Watch out for those hazards,
they can be costly. Now we go past these wrecked bat-
tleships to the Midway section. Ah, we arrived just in time
to see the Akagi sink. Now, if you will just walk this way,
we will go through the Stellar Conquest section. You say
you can’t see anything? Well, it is a blind game, after all.
* Finally, we direct you to the Dune section, which is still
-under construction. We hope you have enjoyed this tour
of “The Hounds of Hell” subzine. We now take you
back to your regularly scheduled review.

. you think.

(Bythe way, I plan on running anoiherMoV game as
soon as “C Dogs™ is over.) -CH

D.O.G.S. stands for “Diplomats of the Great Stab.”
BTW, there was a previous (mn-elated)DOGSofWarpm_
out by John Daly. EB:

I like to think of this zine as an “infectious” zine—
infectiously humorous! I always get a kick out of seeing -
what “El Coyote™ has cookedupforusthsmonth. In
case you haven’t figured it out, the “gimmick™ here is
dogs—everybody has a different dog name, ranging
from “Doggosaurus” and “Wolfman Jack™ to my own
rather insipid “Baskerville” (what can 1 say, I was
pressed for time). The “dogs” theme is played with"
throughout the zine.

- Kevin Kinsel must enjoy putting this thing together.
His covers are unique works of arn (mostly)—the one for
issue #22, which coincided with the S0th anniversary of
the Pearl Harbor raid, was an especially dramatic draw-
ing of Japanese torpedo bombers circling over the
exploding U.S. battleships—and printed onbngh:l: cher-
ry paperl '

This zine is mostly about the games, and to help

" keep the DOW game club together and up to date on

fumre meetings. But there is some reading material
here—mostly Kevin’s thoughts on the political pro-
cess. He's one of the few pubhshers to actually pay -
much attention to the primaries, and to passionately

plead the case of one candidate (Jerry Brown) over the - 7

others. Kevin also interlaces cartoons (both political

‘and dog- related)mxhthegamereportstohe]pbmakup :

the pages.
The players all seem to have fun’ here, and Kevin

" and Chris Hassler (*Cerberus™) run a nice mix of Diplo-
‘macy and non-Dip games. D.0.G.S. is the center of the

Britannia hobby, and Chris’s “The Hounds of Hell”
subzine runs as much Machiavelli as the rest of the
hobby put together (I think...). .

These guys are nof obsessive when it comes to time-
liness. I've tracked four issues since the last issue of ZR—
which is definitely off the stated “monthly” ftequency
Kevin works as alandscape architect, so I imagine that
a speed-up during the npcoming summer months isn’t
very bikely.

At $1.25 per issue, and $6. 00 and up for gamestarts,
playing here is not cheap—you could drop $30.00 play-
ing a basic game of Dip. There are more expensive -
places to play, but not very many. Sull, this zine has
many positive aspects that more than outweigh any
negatives, at least for me. Request a sample and see what

' GS

Down At The Mouth

Vince Lutterbie, 1021 Stonehaven, Marshail, Mo
65340-2837
Free to players; dlgest, xerox printed; 8 pages,
freq.: every two months, games on flyer in between
issues (and moving to 5 week deadlines); clrc
55; first: Feb. 1989; last: Mar. 1992 (#28) -
Runs: Diplomacy (3), 7 x 7 Gunboat Toumament (1),
He-Man Titan 1), Gunboat Titan (1), Kremlin {1),
Acquire (3).

Openings: Diplomacy ($8.00).
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This is a warehouse zine, sometimes with good press. I
try to take on an orphan or two. I don’t have much time
for letters, but I'll run them and hobby news when they
are presented.

‘The zine should get periodic facelifts as T beoome
more used to my computer and leam to handle graphics
programs. I'll always try to start a new game of Dip as
others begin to wear down. VL

Regu]anlylsnnprowng Imtmorsmadpdwanmsam

increasing, too. I found eight errors in a recent game. It

‘never was a pretty zine, and with the quahty droppmg
‘even more, I'd pass it by.

- DATM is a relatively uifrequent shm chgest zine

‘(three issues, by my count, since the last ZR). Vince is
very fond of Titan and Acquire, and both are featured in-
7. the zine, along with perennial favorite Diplomacy.

~ DATM is not the prettiest zine oul there—sometimes the |

reduction is extremne as Vince squeezes stuff in. :
Vince doesn’t charge for the zine, as he uses a “pay-
one-price™ approach. Diplomacy costs $8.00, which

means DATM is one of the cheaper places in the hobby

to play. Most zines charge (in the end, when combined
sub and gamefees are considered) more than thJs—
sometimes a lot more. :

DATM is strictly ganies With the exception of the._
occasional bit of news about Dipcon (which Vince is.

helping host this yearmK.msaany), and the odd flyer
- for this or that con or hobby activity (ie., the Hobby

Awards or Runestone Poll), that’ sa]ltherels.Youdoget

maps for all the games that need maps.

- The regularity has gotten better-—the string of three

mmsrvemomﬂymoe.wedsmnedanhemdoﬂastyear
s0 just taking those into consideration, Vince isn’t doing
. -too badly. Indeed, just four weeks . ted the given
deadlines mmsues#%and#fﬂ However, the last dead-
line was April 12th, and it’s nowMay 23rd—no sign of
DATM. My guess is that Vince is mvestmg his presum-
‘ably limited hobby time and resources in the
—ml:huthatorhe's forgotten that we’re trading.
. At the risk of Vince, I don’t think this is one
of the hobby’s best efforts. Yes, the price is dirt cheap,
but you don't get very much, either. ] think a relative
- newcomer might be happier in one of the more
“involved” zines, where one has a better chance of feel-
ing oneisa part of a largerhobby. But considering that
the zine for nine months between last March
and December, things have gotten better, a lof better. The
- trick for Vince will be to keep the momentum up and
keep things moving in a positive direction. - GS

NE W!NEWINEW!NEWINMNEWI |

'Election HeadQuarters

Kriss| Linsey, 170 Forts Ferry Rd., Latham, NY
- '$25.00 game fee includes sub to EHQ for the life
of the game;. open page; laser printed; 4 pages;
freq.: 3 weeks; circ.: N/A—new zine; first: will start
imminently; last: not yet published
‘Runs: None, yet...new zine
Openings: Campaign Trail—as many as t tan start
{$25.00 includes life of game sub) :

-

DMcC

Election HeadQuarters (EHQ) is a zine dedicated to
the play of postal Campaign Trail, an exciting game
which represents a presidential election. You control
Presidential and Vice-Presidential hopefuls in their cam-
paigns throughout the United States, stopping in cities -
and towns from coast to ceast as they try to drum up sup-
port for their bid for the White House. Along the way, .
influential people may show their support by endorsing
your campaign or even by campaigning for you them-
selves! Use an air ticket to fly your candidate when you
need to do some last-minute campaigning in a far-away
state; acguire as manymedm shares as you can to aid in-
the frannc media campaigns on Election Day; you may
even gettodoahtdemudshngmgtocutmtoya:roppo' _
nent’s support. It’s up to you to decide what sort of
campaign you’ll run! ;
Each issue of EHQ wﬂloomamthe resulis of your
game: The movement of the cam , the number
of popular votes gained in each state, and the results of
the event options chosen during the roumd. Also, each

_player’s popular vote totals, number of states, and elec-

toralvotctotalsazehsted.A othnmgtheSOsta!cs
is a]somclndedwlﬂleachusuesoﬂlatyou can tell at
a glance which player is currently leadxng in every
state. KL

This is a new start-up zine-—as far as Iknow issue #1
hasn’t been pubhshed yet. But unlike the Ishkibibble
“debacle™ of last issue, I think this one is a pretty irm

- bet. Anyway, rfltsappemanceheremllhdpngetoﬁﬂle

ground, so much the bemn'. -
These presidential cam: games always seem_to :
be utterly devoid of “issqes"; they focus solely on the -
mechanics of campaigning. In this they are like most of
the election coverage you read in the newspapers, which
almost totally avoids why you should prefer candidate A
over proto-crypto-fascisto candidate B. On the other
hand—wargames dre that way too. Perhaps. that’s why
players have often preferred playing the German side in
WWII games—you get to move those nifty Panzer divi-
sions around twice as fast as everybody else, but you -
don’t need to concem yourself with whathappenstothe

poor souls who inhabit the regions you've taken over,

‘whose lives are now forfeit to the SS.

This is nothing more than a late-night side comment;
I"'m sure this will tum out to be a good zine. The flyerI
received was attractively presented and laser primted.
$25.00 seems a little on the pricey side, but I don’t
know how long Campaign Trail runs—for all I know it
could be a deal. If you’ remterestedmnymg'ontapm-'
idential campaign game (and it is 1992, afu:r all), why

not request a sample? GS

Eloctric Trains

Ken Hill, 6199 Rockiand Drlvo, Dublin, OH 43017
CompuServe UID: 70357,431

Free, except for on-line connect. charges; elect'on- :
ic; N/A; 6-10 pages; freq.: weekly; circ.: 20-25; first:
Oct. 1989; last: never seen

Runs: Railway Rivals {2), Bus Boss (1), 1830 (1),

| 1830 Reading Variant (1).

Openings: Contlmlousgameopemngs in RR, BB, and
1830
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ET is the official publication of the Rail Gaming hobby

on the CompuServe Information Service computer net-
work in the Play-by-Mail Games (PBMGAMES)
Forum. Players-can access CIS from practically any-
where in the world including the U.S., Canada, Europe,
and Australia.

ET feawares wcekly deadlines in most games with a
lively open message area. Dick Martin, Tom Swider, Eric
Brosius, Craig Mills and the editor are the current GMs.
Some very lively games of 1830 have been completed
recently. Since the games are run on weekly or bi-week-
ly deadlines, they take a great deal less time than your
average PBM game. The RR games have also become

very competitive. If you’ve got access to a computer and

a modem, please drop me a line. Players can also offset

their connect time es by GMing games in ET.

E-mail publication works well for Diplomacy, but it

really shines when you're running Railway Rivals

gamesl These games require minimal player interac-
tion, removing one of the few drawbacks of E-mail
play. Rivals games on l-weck deadlines take just 3
months to play, and one game was over in a month
(running 3 rounds per weekl). -

The zine also runs 1830, 1830 variants, and Bus
Boss'C.'h.usAc:mannmulhng ovcranEmpneBnilder
game, EB

I’veneversemthuone,butlfyouremxoli-mail
“pu " and “choo-choo™ games, this one’s a nat-
ural. I'd check it out if I were you. -

I heard from some guy who wummhngMga-
ting an E-mail version of Merchant of Venus going on
CompuServe-—any word on its fate? I suppose this

“zine” would be the logical place for such a game. A

 “text-only” gameofMoVwaJlﬁmdeedbemcky but if

players were willing to do a lot of “record keeping”™ by
themselves, Isupposenoouldbedonc.

Eléei:r_onic Protocol

" Eric Klien, 8124 Bridiopath Way, Las Vegas, NV |

89128

Free; electronic (online service); no printing; 40K
characters; freq.: twice a week; circ.: 385; first. Oct.
1988; last: ? (#246)

Runs: 50 games, including Diplomacy games in Ger-
man and French, Regular Diplomacy, Gunboat, Chaos
games, No-Press Gunboat, Warp No-Press Gunboat,
Round Robin Toumaments (7 x 7 RRGTs), the 1914

variant, Youngstown Diplomacy, crowded rules,

layer Diplomacy, and a few other variants.

VOpenlngs All of the above.

I don't alow N'M_Rs; but I do allow nonhuman GMs. 1
am currently even running a few No-Press Gunboat
games where nonhumans are allowed to play. By the
way, my nonhuman GM, Judge, has been dating Marge,
Garret's mail-merge program. Wish them lJ:lck!
The best way to play Diplomacy. You can commu-
nicate with the other players several times between
moves, the games progress at a much faster rate, andyou

- don’t have to spend 6-10 hours in one day to play it.

However, join new games only in the fall. Many
players are oo]lege students who lose their accounts

term “nonhuman player.”

when they go home for the summer, throwing many
games into disarray with all the replacements. But dur-
ing the school year, it is wonderful. Games usually pro-
ceed fast enough that they end before the next summer, -
so if you time it right, things should be okay. The arti-
cles are hard 1o read on the screen, but many are classic
reprints and worth getting a hard copy to enjoy at your
leisure. . DMcC

So that's why I’ve been having trouble gemng this fer-

‘ shlugginer mail-merge function to work. “Marge™ always

seems to be taking the weekend to buzz off somewhere
over the net. I sure hope Eric’s adjudications have been
as screwed up as my recent merge trials have been!

I wonder how the “nonhuman players™ do in their
games of Gunboat. No-Press Gunboat is the first step, I
suppose, in getting computers to play Dip. On the other.
hand, once that hurdle is passed, I could easily imagine that

'-mcy’ddOMrmRegularDlp (even if they were unable

to negotiate), since the tendency between players will be
to go for each other’s throats and ignore the “nonhu-
man”—at least that’s my experience with the EMPIRE
computer game which allows humans and the computer
to play against each other simultaneously. Humans always

machine.

- seem to want to fight each other and ignore the

As a side comment, I’mnotespeczaﬂyfondofthe
Computer programs are not.
“players.” They are programs—their actions are com- -
pletely dictated by the person who programmed them
(perhaps filtered through random processes). To call -
such “nonhuman players” seems to me 10 elevate the
imere passage of electrons through cascading silicon
gateways to something close to humanness—and that I
reject. Computer programs are just sophisticated
machines; they are our tools. Period. ‘
‘With my recent hookup to Intemet E-mail, Electron-.
ic Protocol is the one E-mail “publication™ that I should
have full access to. Maybe over the summer I'll try to fig-
ure out how it all works, and maybe even try out playing
against Eric’s “nonhuman players” (presumably some-
thing different from the rm-of -the-mi]l “inhumane” play-
ers you run across in every game of postal Dip!). GS

Empire

John Boardnnn, 234 East :|.9th Stroot, Brooklyn,
NY 112268302 ‘

Free to players, $10.00/9 issues for non-players,
back issues as available for $3.00/10 issues;
open page; mimeo printed/covers occasionally

| xerox printed; 10 pages; freq.: 4 weeks (occasion-

al interim issues); circ.: 35 ﬁrst. Nov. 1974 last:
May 1992 (#340)

Runs: Pax Britannica (1), Brittania (1), En Garde (1).
Openings: Brittania, possibly Pax Britannica ($30 00

-game fee for either).

At present Empire carries a EnGardecampugn
whachwx]lsomend.OnepostnlgameofPamen
nica and one of Britannia, are in progress. New games
of Briitania are begin organized, andancwgameofPax

| Britannica soon may be. The game fee for each is

$30.00, which covers the entire game and includes a
subscnpuon ) JB
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As you m1ght expect wnh a John Boardman publi- |

cation, Empire is one of the most regular publications in
the hobby. Seven issues of Empire have armived since the
- last issue of ZR went out, which means John is right on
~ top of his 4-week schedule (even more on top than this
statistic reveals—since his October 1991 issue [#333]
waspubhxhednghtbeforeZR#wwemom,andhe’llpst
" miss getting #341 to me before this issue is finished).
No Dip or Dip variants here—for that you have to play
" in John’s companion publication Graustark, which has
a rather similar “look and feel.” John recently purchased
a (low speed/low quality—7) copier, so the cartoon

“collage™ covers which Lisa and I find immensely enter-
taining should be seen more frequently. The bulk of the
-zine is still printed

sion of Dippy John is perhaps the last North American
publisher still using mimeo technology! This means
Empire is sometimes a litle messy and sloppy, but no
worse than several other xeroxed zines.

Games here are a little on the pricey-side—8$30. 001s

more than you'll have to pay in most zines in the hobby.

Still, who else is mnning Pax Britannica?

You probably get more of John’s superb writing mr

Graustark, but as you might expect he lets the non-

;Dippersenjoyhiseommentsonavarietycr_ftopies,bm,
- especially the attack of certain “Christian™ fundamen-
talists on Dungeons and Dragons role-playing games (and -

by extension, all imaginative games, inclunding Diplo-
macy). This goes mderthegeralodmnncﬂled “Dun-
geons and Christians.”

John is generally willing to send Out samples, so if

you're interested in checking cut Empire, be sure to get

intouchwilhhim(orleansupplyyou with a copy

through the auspices of the North American Zine
. Bank—see the “Hobby Services™ section toward the
back of l.lns z:ne) : GS

'lhe Eneounter

James K. Goode 2:[.1Maplomere clarlctvme TN
37040-3558

- Free to players open page; xerox printed; 8—-12

pages; : 4-6 weeks; circ.: 18B; first: Dec 1990;
last: May: 1992 (#14)

Runs: Railway Rivals (9).

Openings: Railway Rivals.

The Encounter specislizes in Railway Rivals games on
maps developed by Americans. Discussion of PBMRR
rules continues to attract attention. . JKG

Anocther good place 1o play railroad games. RAW

- Along with Buckeye Rat[ Gazette. The Encounter is
. ene of the two main Railway Rivals zmes. The Encounter
features primarily American-designed maps and Jim is
willing to include a number of different variant fules, if
the players in each game agree 1o use them (BRG pri-

marily uses British-designed maps. and seldom, if ever,
- uses variant rules). Jim is a very good GM andthe zine
is about as punctual as any RR can be (one of the draw-

. backs of postal RR is that a single NMR by a single play-
er can ruin the whole game for everyone. So a GM must
pormally wait for all players’ moves to get in before
- doing the zine. , SC

by mimeo—with the recent conver-

James has a reputation as an a:tremely punctual GM;
but has had a terrible time recently. One possible cause

-for The Encounter’s lateness is that when orders are

missing for a RR game, he has been waiting for them to

_amveramerthanp:bhshmxhoutthem.'[hscanleadto

ﬂgmﬁcant delays. EB
“Hmmm.. Seottmenncn.s James Goode's “punctaal-

1ty,"butthathasnotbeenmye.xpenence——1veonly :

received three issues of The Encounter since the fall, and

"nothing since February (.e., over three months have

now elapsed since the last issue arrived). We've been
officially trading zines, so I don’t think that James has -
just up and forgotten about me, although I suppose that
could have Seottsecmmentabovea:uved;ust
acoupleofweeksago though, and if he hadn’t seen The

_Encounter in almost three months I doubt if he would

have remarked on James’ “punctuality” (if only because

- Scott runs two of the most pers:stenﬂy prompt zines in

the hobbyl). -
Pethaps because I was smdmgtbemtoanoldaddtess

James never returmned the Pabber Info Sheets I sent him -

over the past two months. He’s still living in Clarksville

. (the address given above is, I believe, the most recent—

I got it from the back of his February issue), and pre-
sumably his mail was forwarded, or picked up by
James—at any rate the Info Sheets never came back in
the mail tome. - -

James recently passed his Disease City United Jeague
over to Don Del Grande (Don will run it in ;Gooooo-
7)), bat I've heard nothing about an incipient fold or
anything like that with this zine. Still, I'd exercise a lit-
tle caution, and try to find out what the situation is.

before sending him any money.

The Encounter is nicely pat together, and Iames has
a droll sense of humor. Blg and little pictures of trains
inctuate the layout and remind us what the whole
gﬁ:g is about, and help to break up the monotony of

| straight game reports. Assuming this thing is still oper-
‘ational, I bet it’s a fine place to enjoy a Little live steam-

ing. Check it out (but don’t send any money. um:ll you

ﬁnd out the story!).

[Scnmchmostoftheaboveteuew atieastthosepans
that refer to massive delays! The Encounter #14 just
showed up—I don’t know what happened to #13,
although I don” tthiuknWasmyfanh—-soﬂ:ere s no more
mystery, James has now * * published five issues
of The Encounter since last fall—not a stellar perfor-

mance, but centainly passable. At any rate, I'd say your

sub money is safe now—no real risk of a fold. And he sent
me the Pubber Info Sheet—dwhat a guyl] -GS

Excelsior

Bruce Mcintyre, 6636 Dow Avo #203 Bumaby,
BC, CANADA V5H 3C9

- Postage (U.S. copies sometimes mailed from WA)

plus $.02/page (Canada) or $.0175/page (U.S.),
over 32 are free, overseas subbers charged
$1.00/issue, samples free; digest; xerox printed; -
page count varies—usually 28+, often large (40+);
freq.: objective is 9/year but average is 6-7 /year;
circ.: 55 (many of whorn | don't hear from toco
often); first: Feb. 1985' iast: May. 1992 (#43)
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Runs: Diplomacy (2), runmng questlons on baseball
rules, contests

- Openings: Diplomacy, No-Press Gunboat, Seismnc
Diplomacy {$3.00 NMR deposit for all games).

I'm slowly learning desktop publishing techniques,
which means XL is changmgnslookm every issue—in
#43 Tused ]argm'than ever type in a classic screwup and
turned 32 pages into 44 at miy own expense. Eventual-
"1y the look will setle somewhere and I'H go back to con-
centrating on responding to letters and writing about
- what interests me, which is not necessarily hobby-rele-
vant—but it's odds-on you’ll enjoy it. Stll looking for
players—with many on my sub list no longer respond-
ing and three games open, this would be a good zine to
check out if you h"kcabltofevery‘tinng
Now Garret, be genile... BMcl
It’s big. A mdevanetyoprlcsam:oucheduponm

‘McBruce’s chat and his large lettercol. XL is a very

_ personal zine. Bruce relates incidents in his life, opin-

-ions on current affairs (and solicits the same from hig
readers) in an engaging style. Onthe down side, it shows
up sporadically. He’s regular for a while and then no
issues for months. The last issue I saw came shortly

soon after someone’s lament over XL’s hibernation sees
print, so here’s hoping.) I don’t play here so I won't com-
ment on the games except to say that I find his maps‘hard
o follow. You don’t have to play here 1o enjoy the
*zine. My hobby involvement confirms my wife's sus-
picions that I'm a mat, but she e enjoys XZ as much as I do
- and more than anything else I receive. I hope Bruce
gets his zmeoﬂ’andnmmngsoon.lt’sm:ssed. RI.

- Imake no bones about the fact that this is the sort of
zine that 1like, one with plenty of reading material It is

anneIwouldanddosubscubetoeventhoughIamnot '

involved in a game here. The annoying thing about
about Excelsior is that while some issues are produced
right on schedule, there are times when the zine will not
appear for three months or more. Many of the prob-
lems that Bruce has in filling his game openings prob-
ably stem from this. If he could find a schedule he felt
comfortable with and could maintain it, the perception
that the zine is notagoodplaoemwhlchtoplaymght
eventually disappear. Actually, Bruce is quite consci-
© entions abomn'ymgtorunthegamesonumeby send-

ing them out on flyers, even when the zine is on an |

- extended vacation, as I think he has let you know, Gar-
ret. Still, the best thing about the zine is Bruce’s writing.
He follows the deceptively simple rule that faculty mem-
bers of every writing school tries to drum into their stu-
dents: write about what you know and are’interested in.
He is enthusiastic about the eclectic subjects he writes
about and it shows. (By the way, Bruce what happened
to the LeCan'é senes?) BMcK

1 enjoy every issue of this zine. Over several days.
‘The information is packed in so tight that it gives one

aheadadle:fywn'yandreadtoomuchatonenme. But |

it is still enjoyable. This is one of the few zines I
receive that I don't worry about the time schedule. I
know that Bruce will send out the next issue, and that
I will enjoy it. ' . ‘DMeC

Garret be damned. XL is azmeIIookforwardto

very much. It’s entirely his business how often he pub-

lishes. Like so many great readmg zines Bruce gets an

_baseball fan. With his new

| idea he’d like to talk about and tears into it—with linle

regard for how welcome it will bel His latest essay on
Mandelbrot sets had me unable to put the zine down—
and math was the only subject where I got a C in college!

Of course, it helps that McBruce is intelligent—i.e., a
i and skills improv-
ing, XL is ready to move into the Dipzine elite. PG

Hmmm...where did I say I didn’t 1ook forward to this
zine? I enjoy XL as much as the next person. Itis one of
the very best “reading” zines in the hobby—t is truly
packed with features. Bruce enjoys playing around with
the look of his zine, and has recently purchased a 25 MHz
386 PC to help with the page layout. He reports having
trouble with PC PageMaker, but I suspect the prohlem
(as always) is with the Windows OS.

Bruce’s interests range all over the map, and that is
one of the main reasons for getting this zine. Bat I'm
going to stick to my guns and repeat that if you are
lookmg for a good, fast-moving game, there are better
zines around. Bruce reacted somewhat strongly to my
assertion in the last ZR that people would be “crazy” to -
play here due to the slow speed of Bruce’s zine, and

_noted that, contrary to my susplclon, the games were
being run on flyer between issues.
after DipCon. (Bruce has a habit of putting out an issue |

Okay, I'll grant that point, but I still ingist that there'

are not too many GMs that run garnes slower than Bruce
| does. To avoid getting attacked again for paucity of

data, this time I went back into my “dusty file drawers™
(I've got to do that anyway, to prepare for writing up sub-
missions to Jim Meinel’s Encyclopedia) and dug up a
couple more back issues of XL. The earliest issue with
game reports that I could find was #38, pubhshed in
November 1990. Going by the game dates in #38 and

#42, 1989CE, now in Winter 1906, has advanced by
- exactly three game years, while 1986CC, now in Spring

1912, has advanced by exactly four game years. 18
months separated those two issues, meaning that mams are
taking, on average, from two to three months to process.
Bruce is no speed demon when it comes to GMing, that
much is clear, although perhaps not as slowasmyoom
ments implied in the last issue of ZR.

Bruce’s XLent writing is why most of us are getting

this zine-—if he can fill his games and crank them out to

- the satisfaction of game players, so much the better, .

but not if it will diminish his achievement in putting out
one of the hobby’s top reading zines.
- [XL #43 (a:nd Pubber Info Sheet—thanks, Brucel)
just arrived in time to be noted in this issue: the fastest
turnaround I"'ve ever seen Bruoce pull off—bang on time!
And it’s obvious that he's domghlsbesttoangimazethe'
games—he’s putting them right in the centerfold so
when the zine flops open, there they are, maps and all.
As Bruce notes he had some copying problems with
the maps this time, but give him another issue or two and
they'll be as big and bold as you could want I'd still like
to see Bruce maintain this pace for another issue or two
before committing myself, but for now I say that Bruce
ismakingamalstabatbeingthenextCanadim“Tu:bo-
Phreak.” (’I'lnsisrea]lygoingtopiss‘ some people off
back east...)

[It is a measure, I think, of how enjoyable this zine can
be that, despite the crushing workload in the week ahead

- necessary to get this dumb ZR finished and out the door,

as soon as I saw I'd received XL I kicked off my shoes and
settled down on the couch (a reclining position, of course)
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. and read it cover to cover. Some things are more impor-
tant than finishing ZR on time; clearly, reading XL is one
- of them. (Cynics will point out, of course, that much of
XL #43 was taken up with a lengthy letter I sent Bruce,
possibly explaining my eagemess to read the thing. Yeah,
but they're cynics, need I say more...) : GS

Eyewitness News

John D. Kirk, P.O. Box 1284, Searcy, AR
Free to players, $.75/issue to non-players, trades
accepted; digest; xerox printed; 20 pages; freq.: 10
issues/year; circ.: 40; first: Aug. 1991; last: Nov.
- 1991 (#3) ) - : ' ‘
" Runs: Empire Builder Speed Game (1), Railway
Rivals (4), Snowball Fighting (1), Acquire (1). -
_ Openings: None, probably. _

Probably folded. T have not seen an issue since #3 last fall.
Tt’s too bad, too—John was very imaginative. RAW

" This hasn't been officially folded, so I still have
hopes it will resurface with a little streamlining done. It
like 10 broke my heart when EN quit showing up in the

mail. I believe it had (has?) the potential to become one.

of the very best in the hobby. And John Kirk is one of
the world’s truly nice people. 1 miss him. JS
The last thing John said to me about his zine was, “It’'1l

have to get smaller, and I'll have to get out of some of

the games I'm in, but I really wamt to keep it going.”
About the time issue #4 was supposed to come out, a
squad of workers at his software firm left, increasing his
work load from 40 to 60 hours per week. Then a huge
bug developed in their product, and because it's 2 tax pro-
- gram, the company has 1o fix up records for tons of
customers who were stung—make that 70 or 80 hours.

Keep praying for him; we can’t afford to lose this one.
(Later: Conrad von Metzke has started rehousing the |

rail games from EN [depre
offered 1o take the Snowball Fight but I was in it and I
may be the only player who wants to continue.) PG
Late word seems to be that this zine has folded. The
latest 36 Miles of Trouble reports that the Railway
Rivals games John had been camrying are being re-
housed. This was a very promising looking zine and it
is very disappointing to be reporting it as a fold. Pethaps
one day John will be able to get back into publishing on
a scale he can mapage. '
(Later: It sounds pretty definjte that Eyewitness News
has folded. The Railway Rivals and Diplomacy games
John had been carrying have already been re-housed. I
presume the other games will just be dropped.)  SC
Add EN 10 the list of folded zines. CVM
My last issue is #3, November 1991. John said he’d
send me issues to help out on my project, so my guess
is this was the last one??? A tremendous amount of cre-
ative energy put into his issues, - ,
You should list Eyewitness News in the folded or

missing category. Nobody in the RR hobby has heard

from John Kirk in months and his RR games are being
. continued by volunteer GMs. It’s a shame because the
zine had promise but I"'m afraid that John bit off more
than he could chew. :

gsing story, ain’t it?]... I've -

JM

KH

Will John continue pubbing? T hope he will. JKG

Well, I'm allowed a few judgement calls in this ZR
business, and so I'm keeping Eyewitness News here in
the zine listings. I think it’s about 98 percent certain that
Eyewitness News is a goner, and after only three issues
(sob), but there’s still a tiny flicker of hope that some-
how, someway, someday, John may manage to struggle -
back. From the comments received above it is obvious
that he is greatly missed. o

Eyewitness News was perhaps the most creative zine
started (or published, for that matter) in 1991. Obviously,

. many hours of effort went into making this zine a “seam-

less whole,” rather than just a collection of game reports -
and letters/comments. John’s “gimmick™ was to model

_his zine after an evening’s “entertainment” on your

favorite TeeVee channel. Instead of page numbers, we
got times running in the page footers (ie., “9:17-9:197).
We even got the beginnings of a cartoon show featuring
“Clyde” and “Nancy,” since John discovered that the
“Clyde” space on his Dip map he was rendering for the
zine résembled a human head! (A side comment: does
anyone else see the face sandwiched in between St.
Petersburg, the Ural mountains, and the Barents Sea?
Yeah, that’s the ticket, it's defined by the dark green and

light green “contour™ colors!) : E

Unfortunately, this one’s probably gone. I'm not
even sure if it’s worth wasting a stamp to bother John— -
he has not responded to my requests for information, and -
several other publishers likewise report coming up blank.

' Believe me, if John Kirk and EN ever retarn, you will be

sure to hear about it. Come on back John!
But if nothing has happened by the next issue of ZR,

“this one will definitely be reported as a fold, although I

imagine many of the comments printed hiere will suffice
as post-mortems. . -GS

Dick Martin, 17601 Lisa Drive, Rockville, MD
20855-1319 : , R
‘Free; open page; xerox printed; 12 pages; freq.: 4-5
weeks: circ.: 60; first: Jan. 1990; last: Jan. 1992
(#23) . o

Runs: 1830 (4).
Openings: Probably not.

No “guest reviews' from anybody about fast trax, no
Pubber Info Sheet from Dick Martin, no copy of the zine
since January. Is this a fold? :

I don’t think so. I just took a quick glance through a
couple of other 1830 zines (Frueh’s Folly and Loco
Motives) and there was no mention of anything out of the
ordinary with Dick’s zine. And Dick seems to be con-
tinuing to play out his games, at least in Frueh's Folly. -

Since it’s free for the asking, all you're risking is a
stamp to ask Dick about any possible game openings, and
who knows, maybe he’ll even answer your query! Dick
has finished his education (for now), so he has fewer
excuses than ever for not staying on time. Um, I suppose
there’s always a final, debilitating, massive case of -

'hobby burmout...

If fast trax is still a happening thing, you could getto
be a part of a great game, if only as a standby (the Jan-
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uary issue said no openings here for at least six months,
though that would mean July if the zine has been running
in the interim). Dick has been one of my favorite pub-
lishers, and while the focus of the two issues I've
received since the last ZR has been on the games, you
generally get at least a page of chat from Dick. There is
nobedy who does it better, in my humble opinion. Issue
#23 also included two and a half pages of “Rail Mail”
(letters). And while many other publishers have adopt-
ed desktop publishing software and laser printing, Dick
was one of the earliest adopters and his zine still locks
great. Indeed, I was thumbing through some old issues
of Retaliation recently and I was reminded that Dicko
. was one of the first to use the “Copperplate” typeface—
a’broad, elegant face with delicate, ahmost unnoticeable

serifs. Now, of course, open any magazine and there's

Copperplate smacking you in the face, but I like to think
Dick was there before anybody else. Perhaps he’s fig-
uring out what the next big non-Dip game will be and
. preparing te construct its bandwagon...

: [After writing the above, I received the following
helpful message from Eric Brosius via E-mail—the sit-

uation looks considerably grimmer than my optimism |
) GS

above seems to merit:] : -

‘Yes, I am playing in fast trax. Yes, there has been just
the one issue this year. Dick put out about 16 issues in
1990, about 6 in 1991, and 1 so far in 1992. I don't know

what the cause of the delays is. - - EB
m - :
Frueh'’s Folly

Mark Frueh, 1128 Olympus Drive, Naperville, IL
e0sa0 -

Free; digest; xerox printed; 18-20 pages; freq.: 4

‘weeks; circ.: 52; first: April 1991; last May 1992

. (#14). .

- Runs: Diplomacy (1), 1830 (3), 1830 Reading vari-
-ant (1), Kremlin (2), Acquire.(3); in subzine: 1830
(1), 1835 (1). ‘ : - S
Openings: None. '

Nothing special—just a game zine with an occasional
editorial from guests and me. Unfortunately, I'm not real-
- ly looking for any miore subscribers at this time. - MF
This is a fairly no-nonsense gameszine put out by
Hobby Old Fart Mark “Puppy” Frueh. The focus'is on
non-Diplomacy games like Acquire, 1830, and Kremlin.
It is too carly to tell how this zine will tum out, except
to say that we will at least be kept up 10 date about
Mark’s job and travel plans... So far, the games service
has been superb and timely in the two 1830 games I am
playing here. _ _ DH
- This one is obviously a lot more regular and reliable
than fast trax. Mark is utterly dependable, and with the
exception of a five-week interval around the end of the
year, he has managed to keep exactly to his four-week
schedule. I've received seven issues of Frueh's Folly
since the last ZR. :

7 Uptillthclasz'issu'e.FFwﬁsplnoutinopenpagefor-'

“ mat, but #14 arrived as a digest, along with the usual
apologies.-As many of you know I'm a big fan of digest
zines, and I'm not bothered one bit by seeing this thing
in digest form: Mark uses 1830 maps provided by Dick

Martin (T'm a little unclear as to whether Dick actpally
produces the maps each issue, or has just provided mas-

ters for Mark to update). In general this is a good gamers’

zine. Mark runs one Dip game, presumably to maintain
some ties with the larger hobby, but the focus is very def-
initely on non-Dip games, especially 1830/1835. Mark
shies away from reading matter, which in the main is pro- .
vided by a subzine or two that appear somewhat irreg-

‘ulardy. Definitely a zine for playing games in, and for that

purpose, practically ideal. : ,
* The ome hitch: no game openings. (I suppose that
makes sense, eh—great playing zines have a tendency to
fill up on games, 30 you often have to wait for a game
to end before the GM will open another.) Apparently

. Mark isn’t expecting any game openings for a while

either—probably for the best as it will allow him. to
keep on track. If you want to play here, I'd try to sign up
as a standby. (Since it's FREE, you really can’t go
wrong!) Then when a new gameé opens up you'll be
right there, ready to go. GS

The Gamer’s Zine

Earl E. Whiskeyman, Jr., 27 Mark St., Milford, CT |
$11.00/12 issues; open page; xerox printed; 12
pages; freq.: monthly; circ.: 45; first July 1981; last:
May 1992 (#1.66) ) o o
Runs: Diplomacy (1), Gunboat (1), En Garde! (1).

Openings: Diplomacy, Gunboat, Machiavelli (all .

‘games $3.00). - '

Up until a month ago, this zine was very regular and reli-
able. Earl did 2 fine job of keeping to his “monthly”
schedule-——usually the deadline was four weeks apart,
with occasional five-week deadlines to make up for the
“ratcheting”™ effect due to the non-integral number of
weeks in a month. But I haven’t seen a. copy of this

since March—the deadline for the next issue was April

18th, so Earl is now about a month overdue. Further, he
did not return either of the Pubber Info Sheets I sent him
over the past month or two, also a litle odd. _

Perhaps he’s forgotien about our trade, but I don’t
think so: Phil Reynolds® May issue of Pontevedria lists
several “April” issues for various zines, but also shows
Mar. '92 (#165) as the latest he’s received of TGZ.
Frankly, I've no idea what could be the problem, there
was no indication of trouble on the horizon and right up
to the March issue Earl had been about as timely as
ever. I doubt a fold is involved here, more likely there has
either been an error, or computer malfunction, something
of that sort. Very few zines just up and disappear with-
out giving some indications in the months (and in some
cases, years) beforehand, with longer and longer delays

“between issues.

" TGZis a fairdly small, dependable zine, focused almost
exclusively on the games. There are some openings
available (see above). At $11.00 per 12 issues it isn’t the
cheapest thing out there, and as it rarely exceeds 10
pages in length, I don’t think it's the best deal going. You
could expect to pay over $20.00 for a complete game of
Diplomacy or Gunboat. Last issue I might have said
that paying what amounts to a premium for a slightly dis-
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- appomtmgeﬁ'o:twmldbewmhn,gwmﬂaﬂ s “obses-

sive” . Now, however, I'm not so sure. With
: anyluckl'llgetanothenssueofthxszmebe.foreIgoto
press and be able to come back here and bang in some
1ast minute corrections. 'Ihedelay:squneoddandmn
of character.

[Late note: TGZ #lﬁﬁjust showed up, with Earl's
announcement that his mother died in April, which of
course delayed the zine. Our regrets and condolences go
to Earl, that is a tough thing to happen to anybody.

[Iknewnhadtobesomeﬂnmghkethls—-TGZm one:

of the most regular zines around. In other news, the En
Garde! campaign is finally restartmg—-the “guest” GM

who runs that game has been involved in selling, buying,

and moving into a new house, and that process
taken much the entire time I"ve been running ZR'!
' GS

hGotﬂiemDotsNowl

" Lee A. Kendter, Jr., ‘376A Wilowbrook Drive, .Iel--

fersonville, PA 19403

$6.00/10 Issues (back issues: $. 50/issue) open
: g-;g:e laser masters/xerox printing; 8-10 pages;
May 1992 (#44)

 Runs: Diplomacy (4), Gunboat (1), Youngstown (1).
Get Them Dots Now (1). :

Openings: Diplomacy; Land Bridge il Dip ($5.00
NMR. depos?tfor either).

GTDstazmevm.hanemphms onspeed Thezmeu
_;mbhshedtheﬁrstFndayofevcrymonth. and is usually
in the mail on Sunday. Most issues include a varnant,
with about 75 percent of those reprints of popular vari-
ants. You will also find some reprinted cartoons, and
news articles that I feel are humorous. Articles about
variants, and game play in general are included from
-time to time. LAK]

Clear, concise, reliable. What better praise can you

'glvetoa warehouse zine? After all, that is what this -

- hobby is based on. You have all these pretty wordy
zines that most le like, but games, games, games is
- what it is really all about. AndG'IDN’lsoneofthetwo
best at delivering just that. DMcC

‘A streamlined publication with very well ran games-

and a few cerebral cartoons thrown in to add a little
- humor. Some varant game rules are always included, so
if you’'re looking for something newtotryyoumlght
want to take a look. -

GTDN, the zine, is regular and reliable. Leehasbeen
hitting his monthly .schedule without fail since the last
issue of ZR—since adjusting from his previous 4-week
interval to monthly, Lee hasn’t been late yet! I've seen

~ six issues of GTDN since the fall—and becanse I just:

barely managed to see issue #38 before ZR #19 went out,
and will just miss seeing issue #45 before this issue of
"ZR goes 1o print, he's really produced almost seven
. issues of the thing in the last seven: momhs. Regulamy
- is just'not a problem here.
It’s also pretty cheap to play in GTDN—-:f you never
NMR you could play out an average gaine for about
$12.00. Considering the speed and general “user-friend-

| 1992 (#3)
monthly;- circ.: 35-40; first: Oct. 1988; last:

hness”ofthezme(bmnomaps sadly) that’s a real bar-
gain, I think. -
Dontmbmhsonerfymrca]:eadyplaymgm
‘encugh games and you’re looking for some good read-
ing material. There just isn't very much of that here,
although Lee always includes a few cartoons and some
text filler bits here and there. (This also makes it an
attractive and accessible product.) De sub to this one if
you Wanttoplayagood. swift, cheap game run by a
competent and senousGMAtﬂnspomuLeehaspsttwo
games open. My advice would be to jump on these.

Lee will not let game overload slow him down, soonce

these fill you may have to wait for a while if you want
to p]gy here. Get them game openings niow! ‘GS

NEW!M’WINEWINEW!NEWIWWI

' ]GOOOOOOOOOLI.I.LLI.LI.I.I.I.I.I

Don Del Grande, 142 Elisec Drive, Greenbrae, CA
94904-1339

$8.00/year; open page; xerox printed; — (?); freq.:
4 weeks; circ.: — (.?):'ﬁrst: Jan. 1992; fast May

Runs: None, yet.

| Openings: Unitedleague($8005easonfeemk|des

subscription)

jGOL! (the short name—Spamsh for goal” the long

name represents how your average Latin American’
- aANNOoUncer re

3 to a goal being scored) will be run-
ning the “Daily Samn™ United league; rules-available upon
request. There may be a delay, as there is talk of my tak-
ing in the Disease City league from Jim Goode. DDG
Too early to tell much about it. I've seen the first two
issues, both were dominated by rules (which is custom- -
aryforbegmmngUmmedzmes) That makes them read as
fairly dry, but there's no telling what it might be like when
Don has more to use. By the time anyone sees this
it will probably be too late to get in the first season, but
if Don is like most United GMs he’ll expand between the -
first two seasons so. write now to get in on the funl KB
Com: e set of rules. ;GOL! is taking the Dis-
ease Cny “United Soccer” league. — JKG

This is the newest United zine in North America.

The very latest word in ;GOL! #3 is that Don is taking
over James K. Goode’s Disease City United league—
lock, stock, and barrel. (So the newest United zine will
end up running one of the oldest leagues!) :
There were a few new players for iGOL! who were
not playing in Disease City, and Don is apparently
going to form a “mini-league’ with these relative new-
comers (along with some DC standbys). The upshot is
that Don will probably have no standbys available once
things get really rolling, and will therefore need a linle
new blood to help him get through the season with a
complete roster. The way things generally work in these
United zines is that expansion teams generally go to
those who are willing to standby for the previous sea-
son (i.e., you gotta pay your dues). Whynot seeif Don
needs any standbys? _
Don t ask me how many “Os” and “Ls™ are in this
zine's name! Every time I see anything to do with
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/GOL!, Don’s got something different. If I remember I'll

-probably just add or subtract “Os™ or “Ls” from the

line of big bold type at the head of this review until it just

fills the space provided. Come to think of it, I think {

that's how Don does it too! (Not that it matters; Don tells

‘us that “/GOL/!" is sufficient, especially for those who

don't have the “upside-down exclamation point.”)
Obviously, there’s nothing here but United—proba-
bly no reason to get it unless you’re looking to play
thatgame It’s still 100 early to tell how Don is going to
“spice up” this zine, but those who get Lemon Cirry,
Don’s Diplomacy zine, are probably expecting som:
a little out of the ordinary. Consequently, /GOL! should
provide a comfortable home to the Disease City league;
that “infectious publication” was one of the more bizarre
zines I reviewed in the lastissue of ZR. - -GS

Gonzo Rails

‘Doug Brown, 25:!.7!ndlanWelhRd Piacenville, cA
95667

$100.00 per issue (Price rumoredto have increased

to $500.00 per. Actually, though, that’s the fuilyear
savings package and it's still only $100.00 per
issue.); open page; xerox printed; 4-5 pages; freq.:
God only knows! Mostly in non-hibernating summer
months; circ.: 15; first: July 1985; last: never seen
Runs: Raijlway Rivals (3). i

Openlings: Are you kidding?! No wayl! g

. My *zine has been underwater for several months and no

air has reached it. Brain damage is a centainty—but the
patient has yet to be pronounced dead. Hopefully new
issues will be

(Some of my publishing wit was found in "ANALy-
sis—a sub-zine in Eyewitness News, but that *zine has

' since folded. I"ve had offers to take on *anal YSIS,” in
other ’zines, but as of now I've avoided that temptanon.)

A]lplayersmmygamesplayforfme—:floozﬂdjust
get one paying subber I' d be sure to keep publishing, but
some people have complained (certainly non-readers) that
my sub prices are a bit DB

I believe Doug is foldmg. I haven’t seen an issue in
several months and it’s possible that it has already been
folded. But I would expect that Doug will finish cﬂ’ the
games he had been running. At least I hope s0. SC

- Doug continues to claim that he’s going to quit pub-

JKG

" bing. I believe he'll stay with it :
I've never seen this one, but apparently it soldiers on,

desperately trying to finish up its few remaining games.

. Personally, if a zine is good, I'm willing to pay any
amount of money in order to see it. If Gonzo Rails has
what you want, you’d gladly pay $100.00 (or even
$500.00, if that’s what it takes) to get a glimpse of the

thing. Hell, I know that if ] ever win the lottery the first

thing I’H'be doing is sending ol’ Dougie five C-notes.
Seriously, there’s no reason to bother Doug any-
more. If you want to interact with him, check out just
about any Railway Rivals zine in the hobby, where he is
apparently one of the more prolific players. If someone
could just inform me if/when he finally folds; that would
be enough forme. GS

. sionally xerox printed; 12 pages

- man is unusual *cause he’s lef?, not

during my non-teaching months

~ and games will be completed.

Graustark
John Boardman, 234 East 19th Street, Brooklyn. :
NY 11226-5302

Sub is included in game fee, $10 00/9 issues for
non-players, back issues as available for $3.00/10
issues; open page; mimeo printed/covers occa-

; freq.: 4 weeks; cire.: -
70; first: May 1963; Iast Apr. 1992 (#603)
Runs: Diplomacy (9).
Openings: Always a gamestart of Dipbmacy ($30.00,
Includes sub).

Game fee is $30.00, which includes a subsmpnon for as
long as the game lasts. Players may send in preference
lists on which countries they’d prefer to play. JB
Imdpeq:lesaymcdywhm:hcyﬂxmk.lohnBomd
right, wing. EB
I disagree with your assessment (in ZR #19) of John's
costs. Oh, sxue,nsupfrcnt, so it looks big, but the
average game there is going to last three years (39
issues—John almost always separates Wmtcr, and DIAS
does mean slightly longer games), by which time you will
have paid less than $1.00 per issue. Considering most
zines charge a game fee, John’s cost on a comparable
basis will be about 65¢ an issue! What percentage of the
hobbymllrmagamemtha$500feemd65¢sub—
scriptions for all you get in Graustark? PG
' Professor John has always exhibited a certain pro-

prietary feeling toward Postal Diplomacy—perhaps with

- centain legitimacy; he's the originator of the Boardman .

Numbers that has given this fragmented disarray of
game players a sense of order, and has been publishing
for nearly 30 consecutive years. His games are DIAS

(“Draws Include All Survivors™) and he says that per the

rulebook if it isn’t DIAS it isn’t Diplomacy. I sm remind-
ed of Isaac Asimov watching a preview of the movie

. 2001. Asimov, of course; wrote a whole series of stories

basedonﬁle'lhmel_.awsofRoboucs.WhﬂeZOOI re-pre-
sented the “evil” robot. Asimov stalked up the aisle -
with his friend snorting “They” n:breakmg the First Law -

of Robotics!!™-

His friend smiled and sald “We.]l str.lke. them with
lightning, Isaac!l™
‘But Graustark is worth the sub pnce because it is

always a well-crafted literate oomposmon. Boardman's |
‘command of the language and exercises mm logic (some-

times sound, sometimes fallacious) make Graustarkan
exciting read. BE
JohnBoarthnanxsthesmndardbywknd:all mherpub-
lishers must be measured when it comes to
he has compiled a “perfect record™ since ]ast
fall’s ZR, without 2 single delayed issue. This means I
have received seven issues on our trade through the
beginning of this month—an eighth issue (#604) that had

- a May 9th deadline is probably in John’s hands waiting

to. be mailed to me. Since I'm not playing here he gen-
erally bundles Graustark with Empire, Dagon (his
monthly “APA-Q" zine), and Anakreon (his quarterly
“APA-RIK™ zine) and mails them all to me at the same
time. Yes, the man is a publishing fiend!

Pete can say what he likes, but $30.00 for a game of |

Dip puts John on the lngh end of the price spectrum—
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right up there with Pete's zine Perelandral (And, um, due
to my new, higher prices, with Upstart, too) But if
" there was ever a guarantee of “never folding,” it has to
be Graustark—John recently published his 600th issue.
This is a record that will never be matched by any pub-
lishing effort (excepting electronic so-called “zines’)—
indeed, as I pointed out last time, with John’s incredible
rity and swift 4-week deadlines, he continues to

gain on all but a handful of zines in the hobby.
John does make errors more freqmmﬂy than you’d
. expect fmm such a long-lived GM, and in general the
games service could be a little better (i.e., I'd prefer
maps, andacomxmhnmttonma]lpressmd:emomhn 8
.received). But overall this is one of the top places to play
' D:pmthehobby andyouowentoyoursc]fto;ﬂayhere
at least once in your Dip “career.” Some of the phyem

don’t play anywhere else.

- Don’t make the mistake of thinking this is just a
warchouse, though., John always includes some gab in his
M:mst.ry of Miscellany” column, and. often includes
book reviews, political commentary, and the like. I
enjoy his writing immensely-—indeed, when I joined

the hobby in 1986 it was exposure to John's publications |

that convinced me the hobby was not filled by a bunch
of nght—wmg fasc:mds and that space for a left-wing
viewpoint had been secured through his efforts.
In my own modest and likeable manner Ihave agempt-
ed to extend his gains.

' John always has opemngs for Regular Diplomacy
(indeed, he rung nothing else in Grawstark), so if you

want to see the stuff of which legds are properly
: GS

made, Tequest a sample.’

Heroes ofOIympus’

Steve Nicewamer, 1310-11 Ephesus Church Rd.,
Chapel Hill, NC 27514

$1.00/issue; open page; xerox printed; 10-18 -
pages; freq.: 6-10 weeks; circ.:: 30 (?); first: Oct. -

-1989; last: May 1992 (#16)

Runs: Diplomacy {2), Rail Baron {1), Emplres of
the Middle Ages (1).

Openings: Pax Bntannica, 1830/1835, Empires of
the Middle Ages (standbys), United (don’t know
gamefees for any games).

Heroes’ main c]auntofamels nmmngtheonly Empires
game in North America. If your taste tends toward being
absolute mler of all you survey (and getting the GM to
do all the work), then Heroes is worth alook. I try to run
a wide variety of games, and the turnaround problems
should be over now that sstunmer is here (no more home-
work, no more books, yéah!). Some different games, a
little chat, and my neo-libertarian rantings—what more
could you ask for? Subscribe now, and receive the sec-
ond annual swimsuit issue! SN
Steve Nicewamer has begun this second CAD-con-
trolled gameszine to go. along with Mike Lowrey’s
CCC. Though the zine is still in its early stages, there
is a great deal of promise. Steve began by offering
lots of exotic games lke Search for the Nile and Down
with the King, but they did not fill as quickly as he had
hoped. Now that he is offering things like Diplomacy,

This brief article is intended to provide you with a lit-
. tle information on United, since most of you know lit-
e, 1fanyr.hmg about it. Before I get into it, I should

ferent rules. Thus the information here is very gener-
alized. I would highly recommend that you send a cou-
ple of stamps to a few United p'ubhshc.rs to get their
nﬂesbogetarealfeelfont. ‘

United is a postal soccer managanent ‘simulation

‘designed by Alan Parr. Each player acts as manager of

‘tactical match situations.

United works on two levels. First there is md1v1d—
ual match management. Each turn (called a session),
the manager submits lineups for each of his club’s
matches (geherally 2—-5 per session). The manager
divides his players among the five areas: Goalkeeper,
Sweeper, Defense, Midfield, Forwards. The three out-
field areas (defense, midfield, and forwards) are com-
pared to the opposite area on the opposing team (for-
ward to defense and vice versa, midfield to midfield,
etc.) 1o determine the namber of shots on goal for
each team. For example, if team A’s forward area is
8 greater than team B’s defense, then team A gains 8

. shotsmgoal Forundﬁeh,thed:ffermcels halved and
for defense it is quartered. The shots are then tested

mine how many of them score. Outfield players can

‘caution you that each United league has slightly dif- -

his own club, a]lr.hewayfmmbalanclng the books to '(olderplayerslosemorel_evelstbanyamgercnes).h

 rently four U.S. zines
some info these (Angst United, The Appalachian Gen-

against the opposing sweeper and goalkeeper to deter- -

play out of their normal position at a slightly reduced
lzve.l,sotheplayls quite fluid. Some leagues also offer
tactical options that alter the shot formulas, giving
an advantage in one area but creating potenually dev-
astating disadvantages in another. -

United also operates on the general management‘
level. This includes acquisition of new players through
trades or free agent signing (hopefully without
bankrupting the club!). The manager must also decide
which players to coach. Coaching older, higher skill
player can reap great benefits in the short term, but will
be costly when the season ends and the players age

some leagues there is the option of purchasing addi-
tional home advantage, a better coaching staff, or

even a mmorleague team, all while still operating from
a limited income. ,
. All in all, United is a Iot of fun. The smallest
leagues have at least'8 chibs, the largest U.S. league
currently has 32; as you can imagine, the press volume
is usually quite high. Even if you hate soccer, you can
still enjoy United. I know several avowed soccer
haters that play United and have a good time with it.
Just think of all the people that dislike warfare but play
Diplomacy, and you’ll understand.

‘With the recent fold of D_ismg City, there are cur-
United. There should be

eral, ;GOL!, and Pilot Light) elsewhere in this issue
of Zine Regxster : KB
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I expect his mailing list will swell over the next year.

There is already a great deal of international partici-

pation in its pages—are we looking at the next Ewropa
Express, or something? At any rate, the cover art has
been superb as of late, and the ﬂnng comes out regn-
larly. Heroes does have the distinct accomplishment of
being the only zine to be published from Saudi Arabia
during Desert Storm.. : DH
David's assessment of this zine wasg written last fall
(his stuff just failed to make it into ZR #19 by a mat-
.ter of days); I wonder if he still feels this is a zine
with such great promise. Heroes is definitely put togeth-
erin an attractive manner, the covers are quite excit-
"ing (though I'd put my money on Kevin Kinsel's

- D.0.G.S. of War if it came to-a “cover showdown™), and

the game adjudications are clear with plenty of white
space. A zine with lots of promise, but unfortunately,
not much else. (Steve didn’t bother to send back either
-of the Pubber Info Sheets Imhtm—-bmhe did update
his “blurb”—-so I've filled in the data as accurately as
I can from the copies of Heroes that I've received in
trade. I think Steve charges for his games, but I can’t
find that info.) :
Heroes does have a timeliness problem. Over the

last seven months I've received four issues of the zine,

with intervals ringing from six to ten weeks. For all this

slowness it's still relatively reliable; I don’t think we're

looking at a fold or anything, at least not during the
- upocoming summer months.

As far as unfulfilled “promises” go, issue #16 of this
zine was somewhat typical: the cover had a dramatic pic-
wire of a sword-wielding Ninja bear, with the legend

. *Attack of the Turbo-Freaks!” Oh-kay I thought, this

. looks like fun—Steve is going to say something inter- |
* esting on the hobby “crisis” that’s been manufactured by

Tom Nash, Brad Wilson, and Cal White. But inside—
" nothing! Not a single word on “TurboPhreakism.” What
- a bitter disappointment! :
Well, I suppose Heroes is slmv enough to qualify as
“fannish,” but there’s just not an especially huge amount
-of reading material. A page or three in each issue-is
. about all we get, then the rest of the space is taken up
with game reports. If Steve truly wants a “fanmish™
zine he’s going to have to put in a lo¢t more time
"on this thing—which, barring a brief interlude during
the summer months, he Just may not have in reqmsne
- quantities,

Final analysis? I’]l wait and see. The true test will
come next fall when I believe Steve will be retuming
to his school books and teachers’ dntylooks If the zine
is going to be mainly games, and it’s mainly going to
" be late, then there are other, better, places to play

(unless you want 1o play Pax Britannica or Empires of

the Middle Ages, in which case your options in the

hobby are pretty limited). If Steve starts putting more

original writing in the zine, develops a letter col, gets

some subzines, etc., then the “fans™ won’t muc.h care -

‘if it only comes out ﬁve or six tunes a year (the games

don’t count). I sincerely doubt this will ever become a
‘zine that will sausfy both players and “fen” (whoever
they are).

But what the heck, request a samplea]ready (or ask
for Heroes to be included in your NAZB packet). It
may not be perfect, but it’s got promise... . GS

| would hate it.)

'rhellomeorﬁee

Fred G. Hyatt, 60 Grandvlew Place, Montclalr NJ
07043

$9.00/12 issues; open page; xerox printed; 10—16
pages; freq.: 4 weeks; circ.: b7 (’?), first: Mar.
1986; last: Apr. 1992 (#66)

-Runs: Diplomacy (3), Colonia Vil {3), Eurasian Dip
(1), 1499 Dip (?) (1), Landbridge IIi Dip (1). '
Openings: Diplomacy, Gunboat Colonia VI, African
Diplomacy, Yourgstown N {no gamefees, Ithhk. for
-all games)

The best playing zine in the hobby. It runs games,

games, and games. It has a teaser each issue giving the
biography of various people throughout history, but
not to such an extent that it takes away from the main

- focus. The only fault with this zine is that the scope of

variants is a little narrow. But for those who love mion-
ster variants, you couldn’t ask for better. Fred has to be
dermged to run these mega-games, but he has proven
that he is not certifiadly insane, so I guess he will be

. around for a while. He even offers Diplomacy for you
McC

sticks in the mud.

Fred Hyau is a great GM. Anyone who runs as '

many Colonia VII games as well as he does deserves
a medal. Fred Hyatt is also a great goy but you don’t see
much of him here. What you do see is a lot of well-run
games and a mini-bio of a different historical person-
age every issue. Full of great hnle quotes tmicked here
and there as well. JS

Yet another good warehonse is this zine by Fred

Hyast. This one comes out like clockwork, with few -
- GM errors, and because.of that is every Dip player’s

dream. There is even some entertaining tidbits of read-
mgma:enal the zine, including Fred's patent-

throughout
ed“ i-Bio™ features on famous military leaders. The
focus here is on variants, with some regular Dip as well. -

You shouldn*t sub to the zine without trying a game of

Fred’s monster variant Colonia VII (which was pro- .

filed in DW #62). With nine Powers and over 100 cen-
ters, it is definitely an experience. 1 have nothing nega-
tive 1o say about THO except that it is not attractively
laid-out, and there are nomaps. (In other words, Garret
DH

Excuse me, if you don’t mind, 1 think I'd like to
speak for myse]f here. Harnmph! A]nght, here goes: 1
hate it!

Naw, that' sjustajoke ofcourse Mmdyou,oonsnd
ering how much attention Fred “I will ignore you for-
ever” Hyatt has lavished on me since I took over ZR, I'd
be man of marble, or steel, or something, if I didn"t

appmachth:sremwm:hlessthancompletelyposmve -

impressions. But I'll do my best. (Thanks, by the way,
to those of you who sent me, collectively, no less than

. five back issues of THO—a big help!)
players might gramble, but screw ‘em anyway—they |

As everybody says, this one runs games—a lot of
games—a lot of big world-busting variants like Colonia

VIL The zine presents the games clearly and, as faras1 -

know, accurately. There is not very much here besides
the games. Every i issue, apparently, Fred writes up some
military guy in a “mini —in the issues I saw this
included Sam Houston Sgt Alvin York, and others, all

-
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. American. I don’t know if he's ever covered Major
General Robert C. Schenck, who just happened to com-
-mand a brigade at First Bull Run and was soundly beat-

en by “Stonewall” Jackson at Cross Keys/Port Repub-

He—but he should! (Just an idea, of course...)
- In addition to the “mini-bjos,” other material, gen-

erally on a military, diplomatic, or historical theme,
apparently runs from time 1o time. All this stuff is inter-
esting, and undoubtedly adds to the the players’ enjoy-
ment of their games, but the essential point of the zine
is to play some Dip variants (and some Regular Dip, too)
and have & good time. Judging by the comments from
" some of the players above (and from end-game state-
ments that have appeared in the zme), they've been

doing just that.
Smmlhavmtbemmcmmgthlsthmgevetymonﬂ:,

I can’t speak to Fred's turnaround or regularity. No, |

_wait, that’s ebody sent me issue #57, wh1d1
" bears a July 1991 date. #66 bears a date of April 1992,

Assuming these dates are each as accurate as the other,

this suggests that Fred has managed to put out nine
issues in nine mont damm good! And games
come fairly cheap here, an average 20-turn game of
Dip will cost you about $15.00—maybe a Yinle below the

. going rate. My one worry wmldbetha’tmany of the

same names seem Lo appear in every game—this could
 mean that cross-gaming may figure into alliance struc-
tures. Sorneone in their end-game statement did complain
-of a lack of a “kill” mentality among the players (ie.,a

- - willingness to accept large dmws).

‘Worth ch out if you’re looking for a _game,
: y of Colonia, Youngstown, or other variants. I
-Justhope. Fredwﬂlrespcmdtoyourmqmnes GS

-Hood'wi‘nk '

MMWMMDMAMGA '

30324

. $.70/issue; open page; laser masters/xerox print-
. ed; 12-14 pages; freq.: 4-5 weeks; circ.: 45; first:
-Sep. 1990; last: Apr. 1992 (#20) .
Runs: Diplomacy {4}, Gunboat with Press (2).
Openings: Diplomacy, Gurboatwmpress(%OOﬁee
for. either, include preference Iist) S

“A Dip Zine for Punsts ' my motto. Prompt as clock-
work, great maps, clear and accurate game reporting
(us:lng double-underlining for dislodged umits instead
of Zine Register-recommended all-caps method), lots of

game-oriented press, and lots of good players involved -
SC

In some very interesting contests. :
- Tthink this is probably the cleanest little publication

in the hobby. I guess if Stven stapled the thing I'd have.
It continues to climb the lad-

to call it damn near
der of personal favorites. Well-run games. Good maps.

Good editorials. Very small but thoughtful letter column
and wonderful press. JS

Pretty, regular, and well GMed. Best of all, he doesn’t:

conform to the “ZR-, ved” final position crap. Stven
tries to make his players think about their game rather
than coast through it gunboat style. Unfommalely, many
‘people have complained about this and he has given in
to a few of the lazy bastards’ demands. Hoodwinkhas a

very good anonymous discussion about each power.
His own comments don’t say a whole Jot, but this may
be a ploy to elicit further responses. Regardless, thisis
a good nnemplaymandtoleamfran Unlessyouarc
prone to seasickness, that is. DMcC
(Damn, which sxdeofbed did David roll out of, any-
way? Cheesh! To think that 1, as a player in this other-
wise excellent zine, am out of line when suggesting, as
I'did in ZR #19, that Stven should tell the players, explic-
itly, which powers have to build and which have o dis- .
band... As the French would say, “Phfphouou” [ie.,
that sound they make when they purse their lips andblow
out with a slightly explosive sound indicating disdain and
ridicule]. Happily Stven appears to agree with me,
David; he’s started to include that information with the
game reports.
( suppose we could just dmpense with the ad;udmm

- tion altogether—sure, let’s have the GM just publish all -

the moves and let everybody figure out what

all by their lonesome! If David is interested in having the

players “think about their game rather than coast through

1t gunboat style,” why stop half-way? Let’s make the

playem really work for their fun. Yeah, that’s the tick--
. Besides, David should make up his mind. Is it

“-many people” or just a “few lazy bastards’?1?

(Whew, glad I got that off my chest. Sorry about
thatStven,Justhad to pistol-whip this arrogant cus once
or twice. He should be ckay from now on.) :

'I'tnsxemmnscnedmyﬁwonmemes and if anything,
it’s gotten beuter. Happily it is not a “TurboPhreak”™
zine—I can’t remember if it was Brad or Cal who anoint-
ed Stven—but let me tell you, I sure am glad. I know I
wouldn’t want to play in a zine that put too great a pre--
mium on timely tarnaround, “obsessive” regularity,
appearance, accurate GMing, and all the rest of those

pesky Turbo “sins.” I'm enjoying myself toc much here
to think about quitting or anything. I’ll have tokeep my
eyesopmfromnowon,though -any hint of “Turbo-
Phreakism” and I'm ouita here!

The basic purpose of this zine is to play Regular
and Gunboat Dlplomacy (and along the way some
“Scattergories,” a word-maiching game, though for
some reason Stven left that off his PubberInfo Sheet).

.Sure, Stven includes some reading matter in the form of

this and that—little hobby outtakes, H_oodwmk sur-
veys, and strategy discussions. But the focus is most def-
imtely on the games.

Actually, it’s been several issues since we’ve had
any good strategy rhubarbs, which is too bad; 1 always
thought they were some of the most interesting writing
in the zine, other than the press. (Oh, I forgot to mention
the press, which is threatening to overwhelm even -
Stven’s “rubberized” type specs.) :

AmcemaddmontothemelsStvmrepnnnnghls
“Yer Blues™ a one-sheet submission to “ALPS,” which
is apparently a music-oriented APA (amateur press asso-
ciation). Here it’s running as a kind of subzine. Unfor--
tunately, much of it is Stven's replies to other publish-
ers’ submissions to ALPS, and the effect is a little like
listening in on a phone conversation where you can
only hear one side. My guess is that Stven, feeling some

-heat from the bullshit “TurboPhreak™ controversy car-

rently brewing in several of the hobby’s so-called “fan-

-nish” zines, decided to bring in some “fannish™ materi-

al from outside, and prove to those who are busily
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attacking dependable and conscientious GMs that, see,
I am “fannish” wo. Lose it, Stven, it doesn’t work.
Bring back the S&T stuff.

. Let’s see, statistics time: before the tum of the year this
zine was out on a four-week basis more often than not.
But since January or so, five weeks has been more the
norn. But either way Stven has been just as “maniacal”™
_mhlsmmarmmd——thxsthmgmusuaﬂymthemaﬂs
within three days of deadline, which is preny damn
goodmmybook. At any rate, I’ve received six issues of
this zine since the last ZR (which for.some reason

neglected to mention a late-arriving issue of Hoodwink,
- issue #14). I'll just miss getting a seventh, which has a

- deadline of June 1st. You could expect a typical game of

Dip to cost you, all things considered, about $19.00, pret-
.ty much the median level for the hobby.

I Lieartily recommend this zine to anybody interested
in playing Dip—get your sub fee in now, before Stven
decides he’s had enough and closes down the game

openings. GS

Kathy’'s Korner

Kathy Caruso, 636 Astor smet Norrlstnwn, PA
19401

- $1. 00/issue; digest; xerox printed; 24 pages, freq.:
5 weeks; circ.: don't know; ﬁrst: Jan. 1979 (?);

last: May 1992 (#180) _

Runs: Diplomacy (7).

- Openings: None.

You don’t pick Kathy.. shsplcks you And 1 feel sorry
for those left out in the cold. I believe Kathy has her fin-
ger on something about the hobby that alot of others have
forgotten. It's ed to be FUN. I haven't received
a KK yet that didn’t have me rolling before I was done.
Don’t nobody tell her, but I'm in Juv...even if she is a
Mets fan. Don’t get to thinking she’s some delicate lit-
‘tle sweet thing, though. She’ll bite off your head and spit
down your stupid open neck if you leave her an opening.
Take a risk if she’ll have you. JS

Reqmred reading if you're going to do more than.

dabble in postal games. You won’t get it at first—accli-
mation may take a year. But XX represents the longest
continuous trend in Dipdom: the sport of verbal abuse.
The entire zine, letiers, subzines, and games, is inbred.
Everyone in the zine has an “us vs. them™ mentality
about something. But respect is given to anyone, on
any side, who has the balls to stand up for themselves in
public. (And even some

ultimate DnD game—play any part you like.

1 hate taped zines. Otherwise, I can’t find any fault
with KK other than the Mets psychosis. PG

My personal favorite of places 1o play. In the back
pages we play postal D1p in the front we play “abuse
everybody unmercifully.” Obviously this isn’t all play-
- ers idea of a great time. ] guess my suggestion is that if
you like Don Rickles and Howard Cosell you would

- - enjoy all of KK. Youcanplayhe:emexceﬂemlyGMed

games against some of the best players in the hobby
(when there are openings), and some folks just flip past
the first ten pages. .

people who lic down and play -
dead, right Bob?) Think of the “Ask KK” section as the

Kathy dehberately doesn’t respond to your requests
for information because she doesn’t want more sub-
bers. EB

When I read the shocking news, my first impulse
was: “FAKE!—and a damn good one, too!” But then
I realized that inside the zine Kathy's husband John
Caruso had included his orders for a game he's play-
mg in my zine, and I realized, no, t.hls is no fake, this

1s Teality.

Yes, Kalhylsplmmngonfoldmg not.nghtaway,
even necessa:ﬂy soon, but in the furure. For now sheis
chopping all the “gossipy silliness,” the GMing questions,
and the readers’ contests out of the zine and is muming KX
into a warehouse to finish up her seven Diplomacy
games. Kathy, the penultimate (or ultimate, take ydur
pick) standby is not about to orphan her charges—she
will either polish off the games or find GMs to take
them over—she says the orphan director won't have to
worry about this one. 7

This has to be the saddest news I'm announcing in
this issue of ZR. I personally feel a tremendous sense of
loss. My own zine Upstart was born as a subzine in
Kathy's Korner, and other zines have started there as

| well {at least Acropahs, to my knowledge). Anybody

who has worked with Kathy in 2 game knows that yes,
she can be abusive to those she decides are her enemies,
but if she wants you as anallythere:snobody who can
be more helpful, even if you're the greemest novice
around. .

Kathy says she wants to stay on in the hobby asaplay- _
er and as a standby—it’s the GMing and pubhshmg
that she wants to dump. Her stated reasons are the
usual-—no time and no energy. After 180 issues, she

-deserves a break today. Okay, it may take a year or two

to fiffish up the games, but Dipdom’s onfy grandma
will get her break...eventually.

Okay, so that’s that. Nomalneedtobug Kathy about
trying to get on her sublist now, although she’ll prob-
ably continue to need the odd standby. 1 don’t believe
there will be any more gamestarts, unless the tumult
from her legions of loyal fans proves more than even she
can withstand and she agrees to return (and please,
count this review as my contribution to a “tumult™).
Actually, I don’t think that will happen; her statement
sounded pretty definitive and hardly spur—of-the-
moment.

This is not the end of KK. We will continue to list the
zine until the formal md;mg. for the sake of form, but
as they say, this one is “winding down to a fold.”
Kathy, you will be very much missed, make no mistake
about it. _ . GS

Kempeloen’'s Turk

Brent Farha, 3980 E. Central, #2, Wichita, KS
67208

Three stamps or one dollar; open page; xerox print-
ed; 10 pages; freq.: 6-8 weeks; circ.: 12; first: “|
can't.recall (believe it was Jan. 1989)"; last: Mar.
1992 (#12) '
Runs: Gunboat Diplomacy (3), Russian Front Diplo-
macy variant (1).
Openings: None.
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- To answer two questions posed in the previous issue of
Zine Register, 1 run a Diplomacy magazine because A)
it’s a good excuse to keep in touch with a handful of high
school cronies, B) I am resigned to the erhhoodthatI’]l
never enjoy face-to-face board or war gaming again,
C) I have a perverse ego, and D) I want to make my mark
in the Diplomacy world. I run a Russian Front variant
because A) the topic interests me, B) normal Russian
Front games tum me off, and C) there is no way I could

ever1alk any of my friends into reading Russian Front .

game rules (even The Russian Campaign is toomuch for
most of them). Russian Front Diplomacy involves a
- fraction of the regular units you’d find in any other
Russian Front game, and it doesn’t involve dice.
. Iwanted very badly to design both a Dune variant and
a Roman Gaul variant, and while time restraints have pre-
vented this, my original theory regarding such variants
still stands: szlomacy as a hobby needs to get away

from cross-gaming and puppeteering. We need 10 merge

(at least on an abstract level) with role-playing games;
not so much in the way of rules or how a game is played,
but rather, how a player can win. New Diplomacy vari-
ants need toproudeformulnple winners (and not the so-
called “draws” present in regular Diptomacy games).

'The Diplomacy zine that mfluenced me the most would

very definitely have to be Doug Kent’s Maniac’s Paradise

(wnthkMamn s Retal coming in a close second. I com-
pare Maniac’s Paradise to Chevrolet Chevettes; laugh if
you will, but I still see those suckers everywhere, and they
continue ta draw good used car prices. They get you
from point A to point B—no hassles, no frills. .

My two biggest influences as far as players go are
- Bruce Roberts and Bruce Reiff. Robens is like the alien
in Alien; he has no pretenses:when going in for the kill,
and doesn’t whine when it's his mimn to get stabbed.
Reiff never quits a game he’s in (I don’t blame him for
his Diplomacy Downs debacle; ten games was 10O many
* to start with), and he can think three or four turns ahead
(90 percent of the people I meet think that Italy and
" Austria should attack each other the first turn). BF
So who's laughing at Maniac's Paradise? _ '
No game openings here, so I'm not sure what to say.

Brent has about said it all. I’ve only received issue #12

since last ZR (when I had only received #9), so I can’t
say very much about regularity, etc., except that going
from the listed deadlines, Brent has cranked out three
~ issues in about seven months, not exactly world-class
pace. Still, that seemns okay, as long as his players are
happy with the zine.

This zine seerns a hintle bit out of the mainstream and
caters to a pretty select bunch of players—Brent’s high
school buddies. On the other hand, his: sub list has
_ mmasedbySOPerocm over what he reported in the last
_ ZR somaybe he's getting some subbersftmnhls appear
ances here. Who knows?

Lemon Curry |
Don Del Grande, 142 Eliseo Drive, Greenbrae, CA
94904-1339

$.65/issue; d@est. Xerox prlnted. 16 pages. freq.:

5 weeks; cire.: 33; first: June 1980; last: May
1992 (#122)

Runs: Dip!omacy (2}, Klngmaker (1), 1830 (1), Triv-
ial Pursuit (1).

Openings: D:plomacy Kreml:n. Klngnaker Tnv:aIPur
suit (all games free).

Okay, so Lemon Curry doesn’t run as many games as
Rebel or have as many letters from readers as Kathy’s
Korner orisn’t as big as Diplomacy World, but there's
a variety of games, the universally acclaimed (ahem)
slightly popular “Dip Warz"” saga, Intemational Diplo-
macy Toumnament Ratings, miscellaneous ranting and’
raving (which may or may not be hobby-related), amd a

- free Holy Grail with every new subscnpuon (subjectto .
DDG

avm]abuhxy) -

Donisa sannst, wnh mterests all over the games,
sports, entertainment, and pop culture lot. If he’d just use
a smaller font so we could get more of his humor, it’d
be ideal. PG

Don Del Grande has been putting out this zine for
many years, albeit not under the same name. Mostly this
is a warehouse zine, fi ing some Diplomacy as well
as other games, from 1830 to Kingmaker 10 postal

. Trivial Pursuit. He also has some writing material in

there, particularly in his subzine devoted to his Inter-
national Diplomacy Toumament Ratings. (The IDTR
has always been kind of a big deal abroad, but most
Americans don’t seem to know about it.) What Don
needs more than anything else is some new players. I
believe he has openings in Dip right now, with more
games certain to follow. DH’

. Gee, I guess traders don”t get the Grail lhmg huh?

Lemon Curry is an attractive lintle digest zine that
doesn’t try to do too much, and consequently has man-
aged 1o survive for 12 years and over 120 issues. That’s
the way to go for Dip longevity, folks!

- As part of a general trend throughout the publishing
mdustry (and not just in Dipdom, mind you), Lemon
Curry is the first zine to inclode color photographs!
Don Del Grande was one of the only U:S. participants at
the recent World Dip Con held in Australia and came

-back with (at least) a couple of pictures, which he was

kind enough to share with us. Color photogs! Hey, that’s
pretty cool...

Don reoenﬂy traded in his Atari 1040ST for a “no-
name” 486/33 PC compatible, and with no discernible
delay has switched ion over to the PC with his lat-

.est issue, #122. The zine looks pretty much the same as

before, same nicely planned-out digest format; perhaps
not quite as much “all-upper-case” type, which is easi-

_er on the eyes; a linle bit inore leading. He’s also intro-
" duced some Dip maps, which look like they’ve been

scanned in. Obvicusly, he'sbeenfmlybusyoverthepast
five weeks!
Snmsuesofthasthmghaveappeamdsmcethefa]l,so
Don:sn.ghtontargetasfarashxs “five week” schedule
is concemed. Turmaround is often as short as three days,
but sometimes-can be as long as a week——still, that’s pret-
ty good. Couple this fairly swift tmnaround with the
dependable five-week schedule, and you're talking a
mewh:renlscenmniypossiﬂetoplaybymaﬂ,andmdy
by mail. Free games and a cheap sub price means an aver-

| age Diplomacy game omldcostywauxmd$l300—def-

initely below average in this increasingly expenszve.
hobby But unlike some of the really cheap zines, you
won’t be disappointed by Don’s performance.
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' Andluckyyou,hesgotopemngsmallywrfavome
games! This is one of the few places you can play King-
" maker, so if you’ve been looking for that one, you need
look no further. This is a fun zine; check it ont. GS

m WINEW!NEW!NEMNEWINEW!

Loco Motives

Dan Huffman, 311 Mallard Court, charles Town,
WV 25414-9489 '

Free; open page; laser/paint jet masters/xerox
printed; 12 pages; freq.: monthly; circ.: 48; first: Nov.
1991; last: Apr. 1992 (Vol. 1, No. 6)

Runs: 1830 (3), 1835 (1) :

“Openings: 1835 (freel)

This monthly to 6-week zine is dedwatedto 1830:md
1835. IallownptoGrey Press, but unlike Diplomacy,
prcss:snotusedveryoften.lnge myself a week after
the deadline to get everything in order. I'm still new to
this, so there will be a few mistakes liere and there, but
I'm trying. The discussions have centered around rules
issues so far, but ] have started 1alking about strategies,

and expect the discussions to follow. H

This is one of the real deals of the hobby, at least for
a while—Dan is giving this thing away. Oh sure, dons-
tions will be “gracionsly accepted,™ so pony somethmg
up, ya bums! No game fees, just “one game per cus-
tomer."” This is a fine idea, I like this zine already.

Idon’ tknowhowlongthm“fme business will 1ast.

‘Dan has managed to put out six issues since starting up

the zine in November—about one per month, just like he

-says.Withasublistof48,andwilhthezi:mabmnasreg—

ular as it gets in the “choo-choo™ world, he’s dropping

_Wanted—zZine Register Pubber

seeking a lisher of Zine Reg-
ister, the “zine that helps the hobby look at itself.”

_ :hzeewi]lbemmghforme.too No sense bumning out
over this thing! ,
: There are five important ents for the job:
- 1) A thick skin. Youwﬂlbecnhmzed.oftmnmfmﬂy,

. ignore (or can process) the hurt you may feel over
~ this criticism, you won’t last long. Tt is impornant to
- stand up for what you believe. Don’t knuckle under
: topresmtefrunthehobbylaxdmm:ﬂ:s Your most
* important customers are new hobby members: they
deserve to hear straight poop.
2) Deep pockets. You will lose money on Zine Reg-
- ister, there is just no way around it. Be for
" that. Have at least a hundred bucks to blow on
each issue. You might be able 10 get some money
from PDORA, but you'd be crazy to count on it,

3) An attention to detail. Zine Register isn’t all fun and
-games. (In fact there’s no fun and games involved
at alll) There’s a lot of nit-picky details to follow
up. You will get a lot of zines in trade—you'll need
to figure out a way to keep track of them all. Your
information will come in a variety of forms and on
every conceivable scrap of paperl The best ZR
publisher would read every zine as it comes in
and respond to each new bit of information as it
appears (“A new zine announced in this issue of
Orphan Son, guess I should send that pubber an
inducement to trade...”). I could have done a bet-

er zine 1o attend to.

4) Lots of time. This “job™ is a killer, don’t fool your-
self. If you're feeling even slightly overworked or
burdened by your present hobby “work™-load, don’t

- even think about it. The ideal replacement is some-
one with a fair amount of free time on their hands

- who's casting about for a way to soak up some of

" thattime helpmg the hobby Brow.

'As announced clsewhefe in'thls.msﬁe. I am actively |

Three issues was enough for Tom Nash, and I think |
"| Tt may not be fun and games, but I’ve still found ZR to

for some of the things you say. Unless you can |

~ ter what you do will be praised to the stars! You will
-out with “guest

Avalon Hill won't even bother to retum your letters.

- I have received during that time (with such information

. any statements T have made in ZR regarding frequen- -

ter job in this department, but then I've got anoth-

5) A willingness to do the North American Zine Bank
(NAZB). This is pretty self-explahatory—it’s the
way you unload all the trade copies of zines you
receive, and is quite a valuable service in itself. Yoa

- owe it to your traders to make sure NAZB functions .
properly and efficiently.
On the other hand, dmtgetthcwrmgnnpmnm

be tremendously rewarding. There is perhaps no other
positioninthe'-hobby with the “visibility” of ZR pub-
ber-—if that’s what you're looking for, look no further.
I've leamed a lot, both about the hobby and about
publishing databases. I've met a lot of fine people.
You will too. Many publishers are eager to help out, and
you will be pleasantly surprised by the support you

receive as a matter of course. Moreover, the “loud-
mouth” set will be so to see me go that no mat-

also find that many people will be happy to help you
reviews”—and I will be first in linel
And, I will be able to help out in at least two ways |
with the transition. First, I will ship at least one carton
of NAZB sample zines to you, along with any copies
of Supernova that I still have left over. And I will pro-
vide you with any and all ZR-related computer files (for
Macintosh or IBM PC compatibles). These electronic
data include a *Zine Catalog” file that I have maintained -
over the past year—ithis lists every copy of every zine

as publication date, , date received, and dead-
hneforeadmmsue).'l‘lnshaspwwdedﬁnnbadmpfor

cy or turnaround of particular zines.

- Soif you're at all interested, why not drop me a line
and let me know. All inquiries will of course be kept
strictly confidential. Assuming the “job search™ is
successful, I will announce my “successor™ in the |
next issue, #21, and will ask publishers to switch their
trades over at that time. Yourﬁr'stissuc will be #22

bly Summer 1993).

- I would appreciate hearing of your interest by
Septemberlst,lm This will aliow for a little
back and forth to firm up ‘the snccessmn before my
‘Dec. 1st pub date. GS
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at least $15.00 for postage each month, even if he’s
gets the copies for free from work (and he better not be,
otherwise us taxpayers are going to have to call in The
F.B.IL to investigate!). (Um, small joke there—Dan
works for “the Bureau.™)
AsfarasIhlow,DmhaSJustmemoregameopen, and

then, hopefully, that will be that. This zine has grown real--

ly fast, perhaps a little bit faster than Dan was planning on.
Although he’s done a fine job so far, and given no indi-
cation of any potential problems, I'd like to see him slow
down the growth thing a little. It is ma]lyeasymﬂnshohby

to “bite off more than you can chew,” especially if you're
willing to let people play for free. Sure, grab this game
start while you can (assuming you want to play 1835), it
may not come again for awhile. But then let’s let Dan | per-
colate for awhile and see how much he really enjoys
GMing. No sense having a bzgmessyfdd on our hands

- (not that this is what it looks hke, but it’s still eady).

This isnt the prettiest zine I've ever seen, but it cer-

'iamlygetz:hejobdone Dan publishes letters; indeed,
one of his requirements for a sub is an occasional letter,

so a letter col (mainly on 1830/1835, Iguess):sdeﬁmlely
pant of his plans. He's also looking for articles, again on

*choo-choo” matters, and I bet he wouldn’t sneeze at a’

- subzine, either. ,

All in all a most successful startup. If Dan stays on top
of his growth I predict many. many years of happy
stmmm“‘mththuone. ,

Maelstrom

Buz Eddy, 7500 212th St. S.w. #2085, Edl'lmds
WA 98020

~ Free (1 think); open page; xerox printed; 14 pages;

freq.: don’t know; circ.: don‘t know; first: July1991
last: May 1992 (#5) '
Runs: None

- ‘Openings: Invitationai Diplomacy game (free?).

The ongmalmhmtofMaeIstromwas to provide archive
sexvice and to a vehicle for ratings which was my
first attraction to Postal Diplomacy. Archives received

a big ho-hum. I've pursued my ratings project and have

it through Everything #49 (19’79) The other jtem Mael-
‘Strom has been attempting is to run a $100.00 prize
Diplomacy game. ‘Of the original seven invitees, five
, —butTcmNashd:oppedou:ofthehobbymd
Gary Behnen didn’t reconfirm. So now I have three
criginals and two replacements. If I succeed in my quest
to give away $100.00, then Maelstrom will publish reg-
ulardy, will pmbably be free, and will have archive
- notes, invitational games, and ratings.- BE

Tax season may have caught up with Buz; either that
or I never sent a sub fee in. JM

Naw, I'm pretty sure this one’ smakmdofhmlus sort

of dlddh.ng around doing nothing while the pubhsher
makes desultory efforts at filling his roster for that
$100.00 invitational game. .

This “zine™ has never been much more than a flyer,
and it’s hard to know if Buz is serious about this thing
or not. I've received but a single four page issue of this
thing since the last issue of ZR, and I'm pretty. sure
that’s all shc wrote. She? Gladys, that is (“Gladys™ is, or

rather, was Buz’s nom de guerre/plume in Kathy's
Korner, but it looks like those days are over).

So what the heck, write Buz and request a sample. Tell
him I sent you. Let’s get this guy moving—the hobby
could use ancther active zine at this point! -

[Very late note: Maelstrom #5 just showed up, the first

| issue of this thing in about five months. That invitational -

game still hasn’t filled, but Buz is apparently taking
more definite steps to fill it, so with any luck that idea
should get off the ground sooner than later.

[I strongly urge people to get their hands on this
issue. It has a hilarious exchange of letters between
Bruce Linsey, Matt McKibbin, and Al Rodrignez that
occurred back in 1980. It's truly priceless stuff—I
laughed all the way through it. As Buz points out, “play-
mgPostalDlplomacylsmlypanafwhatgwesthm
hobby its peculiar The opportunity exists to try
10 write creatively.” How true this is. In my humble
opinion, the best writing in the hobby is that which con-

"cems what we all know best, and can relate to best, _
. OUR GAMES. GetaeopyofMaelstrom#Sandseezf

you don’t agree with me..] GS
w .
Maniac’'s Paradise

Douglas Kent, MWutchenijt, #2141, Rahway o
NJ 07085

$.75/issue; open page; ‘taser masters /xerox print-
ed; 36 pages; freq.: monthly. clrc... 58; first: Mar.
1989; last: May

Runs: Diplomacy {10), Gunboat (4), Afncan Diplo-
macy (2), Wooiworth IFD (1), Asian Diplomacy Ii
(1), Namia Wars (1), 7 x 7 Round Robin Gunboat
Toumey (2, by flyer), Runestone Poll Bourse (1). '
Openings: Gunboat ($3.00), Diadochi V ($3.00), Mid-
die Eastern Dip {free), Kremlln ($5.00).

What some very important and famous people have

| said about Maniac’s Paradise:

Brad Wilson: “I would ndt recommend anyone play
there who expects even the bare nummmn of civili-
ty...the games are for surly creeps.’

Mara Kent: “Doug, you always have time for that
stupid zine and none for your wife.” '

Tom Swider: “A great zine. Doug is terrific. His
movemems h1s dancing! I'm going to subscribe to it
twice more.’

Larry Cronin: “You re probably the best publisher in
the whole hobby—probably the best there ever will -
be.. Doug, you're so fantastic if this next child I'm
expectmg is a som, I think I‘Il name him Doug Kent
Cronin.™

Iack McHugh: “T don’t llke the typeface in my sub-
zine.”

" Garret Schenck: “Not as good as Upstart.”

Ionas]ohnscn “WhlomﬁmuedDougmththe

of taking his zine over, he told me the takeover

would not be hostile. In fact he would help!” B
Biff the Cat: “Meow[” DK
This is one massive but fine piece of work. Lots of

' games. Lots of letters. Besides Doug's input, Mara

Kent and Jack McHugh sling a lot of good-natured
abuse at Doug which keeps a smile on my face for the
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read...and it’s a long read. There really is a lot.of mate-
rial, For promptness...Doug absolutely cannot be beat.
It’s also the only place other than Martha where you can
_ play Enemy In Sight. What could I say bad about a guy
like that. - Js
- Maniac’s Paradise is the faste_st, and lately the biggest,
zine in the hobby. No other zine is as fast as this one.
Doug often gets the thing in the mail on the day of the
deadline, and “next day” service is as late as he gets. He
has not shppedabeatsmeebeforelcmremember(if
then!), and since the last ZR he's published seven issues,
- right on time. His “first Monday of the month™ deadline
. works, too—it’s easytozememberwhmyou have to get
orders in.

Doug will probably raise his subfeesocn(ﬁ:emdof
June, perhaps?!)—even with free copies he’s losing his
shirt on this thing. And if he’s-nof getting free copies

‘he’s losing his mind! (Issue #39 had 42 pages, and #38

" had 481) Going by the present 75¢fissue price, an “aver-
age” Dip game would cost about $18.00 here—just

. about the hobby norm. For every quarter per issue that
'he raises the price (and I"'m betting on at least $.50), you

. can tack on another $5.00 to this figure.

There’s some reading matter here, including some
great letters by a variety of hobbyists, as well as some
subzines by . ..some other hobbyists. Still, my guess is that
most everybody is here to play games—hke any true
*TurboPhreak™ zine, the writing is just chrome, basic gift
wrap for the games. (I'm sorry, what’s that you say, Cal?
. Doug isn’t a “TurboPhreak™ either? Well then who the

hell is? Besides me, of course...)

Doug is only average when it comes to GMing. I'm
playing here, so I speak from expenenee—my game
seems to have suffered more than its share of GM

errors. These range from units bemg]eﬁoffthemapto
countries building and moving units when they actual -
ly had no builds. It sure seems like Doug’s excessive
is making for sloppy work. I also have some
trouble with Doug’s No Vote Received = YES house
rules—we recently witnessed a game end in 1903, long
before its time. And Doug tomakeNMRcaIls
only to those he considers his friends—hardly n:npamal
GMing, I think.

Still, this zine is an mptesave performanoe. If you
t.hmkthatspeedwtheonlydetermmantcfasuceessﬁ;l
- Dipzine, then this is the zine for you. If other factors are
of equal importance, the situation may not be so clear-
cut. No Regular Diplomacy right now, apparently, but
this might change in the future; why not reqnest a sam-
ple from Doug?

Y . -

- The MetaDiplomat
Joff McKee, 481 Westbrook St. Apt. :!.OBG, South
Portland, ME 04106-1939
$.50/issue; digest; xerox printed; 20 pages; freq.:
56 weeks; circ.: 28; first: Apr. 1989; last Apr.
1992 (#34)
Runs: Diplomacy (1), Gunboat (1), 7 x 7 RRGT (1)
. Openings: None. .

Meta is not folded, yet, beeause the games 1 staned
aren’t finished. When they ﬁmsh so will Meta. In the

- finished the job.-

GS |

zine.

meantime, I still have a few stories to tell and I'm sull
open to letters. Meta is not what it used to be, though. It’s
important to me to be remembered as a publisher who .
JMcK

This is a great amitude. There’s not much here for
somebody who’s not presently playing in one of Jeff's
games, but who knows, maybe he could use a standby
or two. Jeff was one of the only zines (if not the only
zine to cut prices since last ZR-—each issue now costs
50¢, as opposed to 75¢ previously. Given that Meta has
gone on a pretty strict diet this was only fair, but still
somewhat unexpected.

Despite Jeff’s generally depressed mood cmcermng .

| his zine and the hobby generally, he managed to fill
almost nine full pages of his zine with a lengthy story

about a recent trip he made to S.E. Asia. This is more
reading material than you'll find in most flﬂly-func-
toning zines!

Meta used 10 be one of the more excmng zines
around. Now it’s kind of settling down, getting its
affairs in order, p: for a peaceful death. While all
of us probably wish Jeff would keep on keeping on, if
you have 1o kill a zine, this is the way to do it. All
publishers please take note: GS

Niceolo

Chris Hassler, 285 N. Holliston #2, Pasadena. CA
91106

$1.00/issue’ (free to Judges and hobby officials);
open page; laser masters/xerox printed; 10 pages;
freq.: quarterly; circ.: 10; first' Oct. 1989; last:
Oct. 1991 (#9) -

Runs: None.

Oponlngr None

Okay.okay.SoMachmve]Jnsntsuchablgpartofthe
hobby. So what? It is still a really fine game in its own
right, andlfyoureoneofthosewhodamnsjusta

Diplomacy variant I ask you: what other “Dip variam™.

was actually published as its own game by a major

game company? :
At any rate, Imtendtokeepmoreorlessthe same

policies as George Mann, with a little more emphasis

~on questions and answers and articles (even if I have to

write them myselfl) As for the CMN (Custodun for
Merchant [of Venus] Numbers), perhaps it would be .
better off combined with a CBN (Custodian for Bri-
tannia Numbers). In any case, find another sucker for
that onel ' CH
I recently passed this zine on to Chris. I haven’t
seen a new issue, but am sureChnsm]ldoanexeep :
tional job. If you have any questions on Machiavelli, or

| want to know who else plays the game, this is your zine.

All Machmve]h players and Judges need to sub to this
GM

Uh, no way, Chris. Look, you're without a doubt
Nume:oUno when it comes to Machiavelli—you’re ron-

‘ning more games than everybody else combined—and

lfywpennstmymn'plans to keep on opening Merchant
of Venus you'll soon be top dog (if I may be so bold)
in that field too. IthmkacombmauonoftheCNIN

‘and the NCM would be just the ticket—and you're
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obviously the sucker, er, I mean, man for the job! Don"t
be bashfull Seize the opportunity! Hobby stardom is
yours! Brad Wilson will commence bombing in five
minutes!

- So far, Chris hasn’t put out his first issue of Niccolo—
apparently we can expect that in June sometime. My
guess is Chris will do a fine job—enybody who's inter-
ested in Machiavelli, either as a player or a gamesmas-
tershouldcontactChnsandlethlmknowywreout
there. GS

Northern Flame | -
Cal White, 1 Tumberry Avenue, Toronto, Ontarlo,
CANADA MSN iP8

$.03/page + postage; digest laser masters/xerox
printed; 3648 pages; freq.: 6 weeks; circ.: 80+;
first: Dec. 1987; last: Apr. 1992 (#36) '
Runs: Diplomacy (5), Gunboat (1), Facts in Frve
- (2)-

' Openlngs Flint]ock H ($5 00).

This is gettmg predmtable—n 8 Ca.nadmn. it’s big and
it’s a little bit slbw. It's also top notch—Cal has a big,
lively letter column, a variety of interesting subzines,

including Mike Agnew'’s first rate “Notes From The -

Bunker,” strategy reprints, CDO news, quizzes, and
more. Truly, something for everyone. It’s feud-free,
but you can still get stung if you get up Cal’s nose
(right, Garret?), but, to quote the man, “it just doesn’t
get out of hand.” Cal has mpondcdtothe wishes of his
readers and put the games back in the zine where they
used to be. Cal gives a lotto the hobby, but he has a lot
of other things going on in his life (though, unlike XI,
" they’re not brought up in the *zine as often as I would
like), so NF comes out roughly every second month. It
also looks great. It’ seasytoseewhyNFls so well-liked
by so many. RL
If I ever start a full-fledged zine of my own, I want it
to be just like Northern Flame. Well almost. The one

thing that I would do differently is to write more myself,

but then I'm a glutton for punishment. Cal isn’t. He has
two orthree subzines written by others that ran on a fair-

- ly regular basis. The heart of Northern Flame, howev-
_er, is the letter column. Some people like it. Others |

think it is dominated by the same long-winded and lim-
. ited writers beating the same dead horses of topics. T am
one of the fonmer, although some will say that’s because
T'm one of those described by the latter. The discussion,
- although not necessarily “important,” can get lively.
Cal is wiI]jng to take comstructive criticism; after the

reviews in the last Zine Register he started ranming the

games inside the zine again. Furthermore he is rather
mvmtwe,runmngFamsmFl-vebymmlm a pretty inter-
esting idea. There is a lot of sports here, especially base-
ball, but there is plenty of material on other subjects too.
Physically, the zine is beautifully presented. In fact the
worst thing I can say about Cal is that he isn’t a Wendell
Clark fan. But hey, nobody’s perfect. Garret, for exam-
ple, probablydmntlmowwhatsportWenddlCﬂalk

plays! He probably doesn’t care, either! ~ BMcK
~ The top rank this zine has received in the Rune-
stone Poll is no accident. Cal White is publishing what

is certainly one of the best in the hobby today, if not of
all time. The hallmark is the leftercol, which features
discussions by the best and brightest of topics ranging
from DipCon to Baseball to Politics. (The Canadian
material has been invaluable to me in understanding
events up North. Our media down here in Dixie rarely

"mentions Canada at all,) In addition 1o the lettercol,

there have been very interesting travelogues from sub-
zine editor Mike Agnew, Scruples-type questions and
answers for the readership, and reams of hobby news.
All-in-all this is the best zine today for reading mate-
rial. There are games too, of course. The Facts in Five
games at the back of the zine are a nice diversion for .
us Dip-types, and have hooked my wife completely. 1
can’t recommend NF too highly for both novices and
old hands. DH
Even though I think my zine is better, I believe NF
is the one zine that can beat it. His devoted letter-writ-
ers make sure that, even when Cal isn’t loquacious,

| there is lots 1o mull over, disagree with, or laugh at.

Everybody ragged on Cal for not having his games
within the zine (with some Jumﬁcanon, and the zine is
better for having reports each issue now). But before_
and after the game-report flap NF is the type of zine,
historically, that Dipsters want: large, regular, and .
‘What is it about the Canadians that they can publish
these huge periodicals without going broke. Is toner
made from some Arctic minerals? . PG
It’s simple, Pete—they charge an arm and aleg forit!
Cal's most recent issue, while larger than most -
at 48 pages, cost U.S. subbers no less than $2.52 (it’s a
little cheaper for Canadians). A more usual-sized 36-
pager goes for $2.16 (note that Cal’s sub fee varies
according to the size of the zine). As the games are now
running in the zine proper, and as Cal charges five dol- .
lars for a gamestart; Northern Flame gets the booby
prize for most expensive game in the hobby-—that typ-
ical, “average™ game that I keep mentioning will cost.
players in Northern Flame as much as $50.00—iwice as

.much as the boxed set from Avalon Hill! Granted, the

overall prices of postal games have gone up steadily this
year, but this still seems way out of line. (I wonder

- what Cal’s friend Brad Wilson thinks of this; Bradhad

gone on record as saying “fannishness equals daeepnsss
At least ] think that’s what he said.)
Given the games service Cal delivers (having deep-

sixed the game maps Cal has now squeezed cach game

report into just a- ha]f-dlges: paged slot), you’re just not
going to be getting very nmdl for your $50.00. Over the

20 issue life of your “average™ game, you can expect Cal

‘to deliver maybe 10 digest sheets worth of game matter

to your door. That’s five sides of 8-1/2 by 11 paper, by
the way, or roughly $10.00 for each side of xeroxed

‘copy, delivered. Scemslqndamghmoedtome

. So don’t bother to get this zine if you're just interested
in playing Dip or varianis—there are many, many other
zimes that do a far more interesting job with their games,
that take the gaming seriously, that don’t treat their
games like filler to be draped around the letter col, that
encourage rather than discourage press. (Silly me, 1
always thought press was an essential part of a “fannish”
hobby, but as in all matters “fannish™ I will of course
defer to Cal’s greater knowledge and experience. He is
quite properly not a big fan of pxcss in the future I will
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do all I can to adapt myself to his concept of “fannish-
ness.”) Most zines will deliver far more “bang for your
buck,” and do it faster, too.

Cal has recently joined the “hellish chorus agamst
“Turbo-Phreakism™ started by Tom Nash several issues
ago in Zine Register. (Note: it was, of course, acceptable
for Tom to rail against TurboPhreaks in ZR then, but
ent:uely unacceptable for me to raise my raspy little
voice in defense of those publishers who actually man-
-age to let you know whether or not your A Mar-Bur suc-
ceeded, in somethmg approaching a timely and regular
fashion.)

Cal has proven to be profoundly 1gnorant of many
facets of the hobby—he admits that he doesn’t get very
many zines, yet he feels empowered to make sweeping

generahues about how the hobby has become more
" “nasty” and less “fannish.” He blames the fold of Been
* There, Done That on pressure from unnamed “Turbo-
Phreaks™ instead of accepting the far
offered by every one of his letter writers—simpie, mas-
. sive bumout of an overworked and overreaching pub-
lisher who never figured out his own limit. He blames
nasty feuding behavior that occurred in the mid-80s on
the current crop of “TurboPhreak™ publishers, most of
whormn were not even hobby members at the time! (Iron-
ically, Brad Wilson, Cal’s current ally in this ridiculous
* affair, was publishing at the time—and was one of the
major contributors tothatpast episode of hobby ugli-
ness—very much part of the cliqgue who were dumping
all over Bruce Linsey, one of Cal’s “fannish™ heroes of
the 1980s period. Am I the only one who finds this
mildly amusing? Which hole has Cal had his head buried
in, anyway7) Cal brushes agide a drastic decline in the
Canadian hobby over the last two years, a decline that has
taken place while he has been very much a central fig-
ure in the Canadian Diplomacy Organization. As a
“Canada Firster” he supports the idea that the Canadian
hobby is more “fannish™ than that of the U.S.—yet he
blames the decline in the Canadian hobby on “Tur-
boPhreakism.” Meanwhile, the “TurboPhreak-ridden™
. U.S. hobby has grown during the same period. Is it not
possible that “fannich™ Canadian zines have neglected to
. provide a stable and dependable gaming platform? And
that this is the cause of a decline in ahobbythatlsnow.
and has always been, and likely will continue to be,

primarily for playlng Dlplomacy and other games.

through the mails?
Doecs the reader suspect
this

I’mahnlepmsed oﬂ'byall
crap? Well T am. Ifeel the Brad Wilsons-and the Cal

Whites of the hobby are doing all publishers who strive .
to keep their publications on track (and that includes

most of those listed ‘within these pages) an utter dis-
service. Yes, hobby writing is important, and helps
keep the hobby a hobby. But it is utterly absurd to
- maintain that slow, drawn-out games run by laggard
publishers are the proper way to introduce novices to the
‘wonders of postal Diplomacy. Everybody who has
responded to their self-serving “editorials” has tried to
put them right on this point—that promptness and
.dependability count in this hobby—but both have
refused to accept what everybody else knows to be

true. Both of them are relatively “old farts” by now—

they seem to have forgotten what it means to be truly
excited by a game, and to be waiting by your postbox
for the mail carrier to arrive.

simpler explanation

. something special

-lotcfstnﬁ

"Don’t get me wrong. There is a place for big “read-
ing” zines like Northern Flame and Vertigo (and others
too, of course) in this hobby. Most hobbyists will find
these sorts of zines in good time, maybe after they've
been playing for a year in a dependable games zine and
they’re looking for something new and different; maybe
something with a bit more reading and editorial matter.
than the usual Dipzine carries (even though most zines
do feature something to interest even the mast die-hard
“just the games” player). But we will not be helping the
hobby out if we attempt to convince “gullible™ novices
of the smgularbeamyofplaymg Dip at a snail’s pace.
They just won't buy it They may be novices, but thcy
aren’t fools.

Unmn, as far as statistics go, since the last issue of ZR
came out, Cal has done a fine job (almost phrighteningly

- “TurboPhreakish™!) of sticking to his stated 6-week

schedule. I’ve aciually received five issues of NF since
last fall. All things considered Cal is doing a pretty
goodpbofoanbamngboﬂa“fanmsh matepa],anda
limited games service.

Bottom Ene, though: if I was looking for a game, I'd

rcrleﬁmlely check out other zines first, where games are

cheaper and where the GM strives to make the game -
rather than just filler. If I was looking
for a reading zine, and I didn’t much mind paying top
buck, then I'd definitely sub to this one. Cal packsina
GS

Orphan SOn ofthe Podunk News
Robutm es:.zw.mumn.. WGBBMI

- CO 80020

$.50/issue, $.60/issue to Canada, $1.00/Issue to - -
overseas (air mail); digest; xerox printed; 15 pages;

freq.: 10 issues per year; circ.: 30; first Dec 1990;
last: Mar. 1992 (#1.3) -

Runs: Diplomacy (4), Gunboat (1).

Openings: Gunboat with Press ($5.00 refundable
NMR fee), Civitization (free)

Orphan Son will general]y run 3-5 orphans at a time
(Diplomacy and Gunboat), picked up from defunct

- publishers/GMs. Inaddlnon,nm]l run 1-3 other games

(any type), run by guest GMs. The zine is family or-
ented with a monthly editorial on life experiences (vaca-
tions, what the wife and kids are doing, etc.). Letter cal-
umn on‘issues of reader interest (gun control and con-
stitutional law are the current subjects), an occasional |
e, ramblings re: my old zine (The Podunk News—
circa 1970’s), and news about what's going on in the
hobbyaxealsomch:ded. Andy York’ ssubz:ne“WayOm

of Itl” is currently discassing police brutality (and crim-

inal brutality of police ofﬁcersl) No swearing, feuding,
etc. As Cal White says—"Feud Free Zine/Feud Free
Zone.” Pretty average, but 2 good home for orphans and
guest GMs. Wetrytodoagreatjob GM.tngforour
orphaned waifs! . RH

In my opimion, the most underrated publication in the
hobby. There isn’t anything fancy here but Bob runs

_great games and keeps games going which might oth-

erwise die, and does it all for next to nothing. I highly
recommend you spend 50¢ an issue for this one and offer |
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to standby. Bob performs a hobby service w!nch

shouldn’t be lost. JS
I deﬁmtely agree with that sentiment! Your precon-
ceived notion of this zine might be that it would be
preuty warehousey—just a sort of glorified flyer finish-
ing off the 3-5 orphan games that Bob Hartwig has
taken on. But nothing would be further from the truth!
There’s easily as much reading matter in these pages

as game reports—probably more! Issue #13, the last one
I've seen, had 4 four page ramble from the editor, a six
page article comparing Star Trek with ST: The Next
Generation (this was entitled “The Practice of Law
- Eighty Years Ago,"” since Bob had requested that the
author of the article, Dan Hanson fwho is a lawyer],
‘write something up on that subject, but Dan decided to
write on something with which he was more familiar:
Star Trek). There was another page on.ST: TNG by Ron

Newmaster, a one-page subzine by Andy York, plus |

another couple of pages by Dan Hanson on “bloody
lyrics™ in national anthems. And the thing looks nice,
- 100, did I mention that? Bob breaks up the text “tomb-

stones” with Larson “Far Slde" cartoons-—ithey do the

job nicely.

A}lma]],aweallhozfreadmgmatter anda]lofnqune
good, too. As far as frequency goes, I'm not receiving
this thing regularly, but going by the apparent 14 week
interval between issues #11 and #13 (dated Dec. 18
and Mar. 24, respectively), 1 suspect that “10 issues a

,year” is atnﬂeopnmnmc. Either that or Bob justhad a
bad period. Forwhatyouget.t.huthmgudln
Bob reports 15 pages as his average size, and for all I
know that may be more tmethannot,h.ltmsue#ll was
10 full-size pages (with digest-sized type), while #13

was 24 digest pages. You're getting a real deal here. .

Should you sign up for Bob’s open game of Press Gun-
‘boat, you can expect your ical game to cost you
around $15.00, a liule less than average forthc hobby
these days. .
OtherﬂumtheopmgamcoszessGlmboat,ande-
ilization, the other way to play here is Yor your orphaned
game to land here through the vagaries of Eric Ozog’s ran-
dom processes. You can always hope, I suppose. .. Hav-
- ing to suffer through a messy fold is always a traumatic
. .experience, but it’s nice to know that zines like Orphan
Sonsmdmdytoeascﬂ:epam : GS

NE MNEW!NEMNEWINEWINEW!

Painful Rectal Itch

Douglas Kent, 54 West cberry St. #2111, Rnhway
-NJ 07065
- $1.00/issue; open page Iaser masters/xerox print-
- ed; 14 pages; freq.: 46 times per year; circ.: 135;
first: Apr. 1992; last: Apr. 1992 (#1)
Runs: none.
Openings: none.

A new zine, dcdlcated to the open dlscussmn of toplcs‘

- related to the Play-By-Mail Diplomacy hobby. Clear-
-1y modeled after the folded House of Lords. Issue #1
was really just a flyer that announced the creation of the

zine. As an added bonaus, I included a real “blast from:

the past”—unpublished letters Dick Martin received
after he published his final issue of House of Lords. 1

-probably should have stolen an idea from the comic

book industry and called it Painful Rectal I tch #0, but
no matter. Two weeks after the initial issue's pubhca—
tion, the next PRI is already shaping up to be a great
issue. I have high hopes for this zine. Drop me a line
if you want a sample. - DK

No games. Just wide open discussion relative to,
Diplomacy and the hobby. Doug Kent is a very busy
hobby participant and if his other efforts are any signal,
this wﬂlworkwdl.l'veonly seen the first issue, so we’'ll -
reserve judgmem for a while, JS

Was it Marx who stated the proposmon that history
does repeat itsef? The first time through as authentic
human action, the second time through as farce? Some-
thing like that. _

At any rate, here we go again. Somehow historical
reality has thrust me onto the world’s stage (er, okay, the
hobby’s stage), not as Louis Napoleon, but as a redo of
Bruce Linsey. I'm not sure which role Doug will be
playing, but you can bet it will be in ion to what-

ever I do. Okay, no problem, I guess that’s the way it’s

gcungmbe.(&ght.a]nght,maybemyroleim’tboms;

Napoleon or Bmice Linsey—sometimes it feels an awful
lot like “Piggy™ in Lord of the Flies. Hey, it’s a dirty job,
but somebody has to provide a target for those who get
a kick out of throwing tomatoes, if not bottles and rocks.)
At any rate, you don’t have to be a genius to figure out
who’s going 10 be the main target for this zine. I sure
wish Phil Reynolds had managed to forestall the emer-
gence of this thing by actually publishing his Ishkibib- -
blé—Phil may be an “easily manipulated toady,” but at
least he tries to keep a lid on the feuding.

I think it’ saverygoodbettlmtthepuﬂcauonof;h;s
zine marks the “official” acknowledgement of a second,

,farmcal.“(?autFeud,”ahlood-lmtﬁ:atwﬂlctﬂybesated

when certain hobbyxsts have been driven from the fold.
Great going, guys, just great. GS

Pedro i in the Rain Forest
Conrad von Matzke 4374 Dondd Ave., San D!ogo

| CA 92117

Free; open page; xerox printed 10 pages; freq.:
monthly {(actually 4-weekly, but that's close); circ.:
19; first: Oct. 1986 (in its original form as a flyer
attachéd to Costaguana; last: May 1992 (#73) :
Runs: Railway Rivals (9).

Openings: Railway Rivals (vanous maps) (fnee)

If you like Railway Rivals, you'll like this. If you don’t
like Rivals, you won't. If you're not sure, please see the
listings for ark or Buckeye Rads as those are the best
places to start.

Pedro tries to be efficient, but makes no pretense. It
is the Honda Civic, the studio loft, the house-brand
mushroom soup, of Rivals *zines. I you are still unsure

of the product, Garret will now elucidate... CVM
This is the place to play railroad games. Conrad is
dependable and Pedro is priced right. RAW

- Same as Disoriented Express, but a bit quicker
turnaround without British players. JKG
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-A tip—once you've gotlen over your “new gamer”
stage (where the game is the most important thing in your
world), sign up for a game run by Uncle Connie. Any
game will do; doesn’t matter which. Conrad does a fine
job running games (and he’s running a bunch of them—
I seem to get two envelopes a week from him) but it's
- clear that he has a warm and fascmau.ng personality
aside from the games.

Conrad’s game repoxts are riddled with comments,
anecdotes, and little essays about anything and every-

thing. I chuckle an awful lot as I read this supposed.

“warchouse” zine. He has also taken on the job of plac-
ing anmnberofo:phmeals games; it’s a thankless but
worthwhile task.

_ Conrad has recently even bought a new ribbon for
his printer (a new printer ribbon and new guitar strings

are two of life’s little joys) ‘What more «can one ask

- for? EB
Befmelgamdmmy“pmdmew”ofﬂnsme
I just have to reprint something out of issue #71 of
Pedro, wlnchformecapturessanecftheessmceofaﬂ
of Conrad’s publi efforts:
“HUNGARY. Okay, well...I have to confess I can "
- stand it. Any time somebody sends me a new map, I just
can’t resist.- And guess what I got, folks? A new map!
- Yep, brand, spanking, never—sem—m—USA-bdoremapof
' Hungaryl
_ .. *"Ez,’ you are saying, ‘isn ‘tnyﬂhapsshahﬂypow-
" ble that you've, er,’ you interject, ‘missed somethmg?
The Himgary map is OLD now; why Conrad, you've
even won two games on it!’ ‘But ahal,’ Iin
‘perhaps I have failed to remark one salient facet of
this. We're not talking about THAT msp of Hungary,
we're talking about THIS® (astavealoﬁamapolem
gary) ‘map of Hungary...
Obuously.thnguycanwme.Andwmewell.'Ihat
adds a tremendous amount to the bare bones nature of
. Railway Rivals reportage. (RR does not seem to be a
tremendous gencratorofptess although there is usual-
'lyantmgomgchscussm rules/house rules——something
" that is mostly missing in the larger Diplomacy hobby,
. where after 29 years of play GMs have mosily figured
out how to run their games. Also, discussion of new
maps,whmhappcarregtﬂarly as seen above, is also an
- important discussant in RR zines.)

Conrad was apologxmgfordelaysmhxsmostrecem-

issue. (True to form, this one. appeared as a digest,
while every other issue I've seen of this thing has been
open page-—but Conrad refuscs to be tied down to
- any one particular style and we're just as likely as not
to see this thing back in open page format next issue.
This wvariability definitely does not allow Conrad to
become stale, ever.) Considering that I've tracked no
fewer than seven issues of this thing since the last ZR
appeared, I’d say he doesn’t have too much 1o worry
about. Granted, Pedro doesn’t set any specd records—
. turparound is somewhat on the Ie;surely side—but my
" understanding of Railway Rivals is that there is gen-
erally not much player interaction and so tarnaround is
not of the same critical importance (assuming you

want to keep to a monthly [or so] schedule) as in, say, -
a Dip zine. Regularity is important, andIsayConrad_

has no troubles there.
As far price goes...what price?1? This thing’s FREE!
R probably shouldn’t have said that in lns latest issue

Conrad was mumbling something- about getting too .
loaded down with a bunch of ‘orphaned RR games he’s
picked up recently, but what the heck. Real deals are
sometimes a little hard 1o come by in this hobby, and free
is as good as it gets. .

Hey, no pushing! Stop shoving! Everybody will get
their urn! (Sorry, Conrad, I had to tell ’em...) GS

Penguin Dip
Stephen H. Domeman, 99 Pond Avenuo, #200,
Brookline, MA 02146

$15.00/10 issues; open page; laser masters/xerox
printed; 16 pages; freq.: 5 weeks; circ.: 110; first.
Feb. 1987; last: Mar. 1992 (#52)

Runs: Diplomacy (5).

Openings: Diplomacy,,($6 00).

PD is an SF fanzine as well as a D:pzme, wnh rewews
antwork, letters ofcmnmentandamdubyallsoﬂsof
people you've never heard of, plus the usnal Dip games
(sorry, no maps, though).
FPD has been the most suocessﬁﬂamong us at getting
readers to submit articles and, obviously, artwork.

' That’s because he advertises himself as a bridge

between Dipdom and SF fandom. You can argue with

his claim, mtnhasnmethelesscreatedanaurawhlch

produces great speculative pieces on what thefu-
trewillbelike, and reviews of games not seen else-
where in the hobby. Like all of SF fandom, there’s
not that much in the way of fiction or acmal reviews
(Garret, could it be you didn’t know that fandom is not
about SE—it"s about fandom!). The only real drawback
is the price, but I can be tarred with that same brush so
I‘ll_]ust recmnmmdyougeta couple of issues to see if
it's your thing. - PG
- Stephen does awondcrful_]oboftrymgtobnnga :
tonch of elegance to this hobby. The variety of topics -
andthesplendulartworkmakehsanomstandmgpub—

lication.

PD is pexhaps the most attractive zme in the buﬂ-
ness; nalsornnsquealototfreadmgmawnal Stephen
Domeman is an excellent editor who generally gives us -
at least a page of “editor’s rambles™ in each issue, and

- often provides reviews of “fanzines™ from different

sources. In the most recent issue I've seen, #52, this
included science fiction “perzines,” “genzines” (what-
eéver the heck they are), and a wargame collectors’
zine. Stephen is obviously in touch with the larger
“samizdat” hobby (Gf you will)—in case you’ve never
noticed there are many distinct groups of people who
are using the new “personal publishing” technologies

‘to communicate directly with each other rather than

through the corporately-owned media. You may not
reahze this, but the postal games hobby is one part of

this larger trend—and Penguin Dip acts somewhat as
a window, a bridge if you will, between our hobby
and that larger trend. (And I'll bet you didn’t know that
playing wargames by mail was a subversive act—look
for restrictions to be imposed real soon now! Or at
least higher mail prices. Note that while 1st Class Mail
rates continue to skyrocket, 3rd Class Bulk Mail fi.e.,
corporate junk mail] was the onldy class of mail that saw

SD
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a price reduction last time around. Ever-increasing
mail rates will, and should, become a First Amendment
issue—they are a tax on publishers.)

Issue #52 also included a well-written reader-sub-
mitted review of two books of interest to Diplomacy
players: Dreadnought, and The German High Com-
mand at War. Aﬁueepageleucrcolumn rounded out the
zine, with topics ranging all over the place, though
Stephen didn’t make any replies (at least this time—ausu-
ally he does, I think). Finally, the custom artwork you see

in PD is unmatched by any other zine in the hobby.

Yeah, most zines cut and paste in cartoons from here and
there, but Stephen goes out of the way to gather in orig-
inal artwork, generally of penguins

coin of his realm, sub credits). Thxsmllyaddstothe
-whole effect, I think.

Oh, and the games, too—in my experience Stephm/

is a pretty good GM and manages to get through whole
- issues of the zine without making errors—NOT!
‘Whad'ya know, 1 just spotted one, pretty glaring, too——
in the EMPEROR REDUX game report in #52 Stephen
_ allowed as how “Ttaly’s attack on Trieste woukd have suc-
ceeded if not for his own attempted move of A Tus-Ven
[[A Ven was ordered to support A Tyo-Tri —GS]].
Although self-dmlodgement is expressly forbidden in the
rules, there is no ion against cutting your own
..” I don’t know, maybe Avalon Hill has gone
and changed the rules on us, but my copy of the ©1976
ralebook says: “A player may not, by an attack, cut
support being given by one of his own units” (IX6
. HOLDING AND RECEIVING SUPPORT). Granted
AvalonfﬁﬂﬁaInCSResearchdldap:mtygoodpbdh:d—
-ing this one {(you won’t find it where it belongs, under
“X. CUTTING SUPPORT,” for instance), but I should

N havethmghtthntaﬁet52msue58te;henwouldhavenm

across this one before. _
But this is a quibble; for the most part Stephen is a
good GM. For the price of PD games ($36.00 for an
avetage game of Dlplomacy) I sl think maps should
- be provided, but since I no longer play here, I guess
thatsnamyproblun.eh?Stephmhas iled an
impressive track record in the regularity field and usu-
ally stays on top of his five-week schedule. It’s possi-
ble that there’s been some slippage lately, as nam)ears
24 weeks separated issues #48 and #52 (the two issues
of PD that I've seen lately)—that’s more like every
‘six weeks than every five. Still, I think PD is here for
thelong haul andvmhanyluckthehobby will still be

getting this one five years from now as Stephen pub- 1

- lishes his “century” issue.
Yw’ﬂdeﬁ:umlywmntogetttusmexfymmmmm
in the larger field of “fanzine publishing™ or if you want
to read Stephen’s interesting writing or that of his corre-
spondents. The picture is not so cut and dried if you're

interested in games—I think you might be ahle

mostly just

to find “bette:” or cheaper places to play. GS
“'
EMNEWINEWINEWINEMNEWJ

Pennant Madness

_-Bruce I.Insey, 170 Forts Forry Road, Latham, NY
' 12:|.1.o

(pays forit 100, in the’

‘Baseball starter

check with Bruce for price—available only to league
members; open page; laser printed; 4 pages; freq.:
biweekly during the baseball season; circ.: 12; first:
April 1992; last: never seen,

Runs: onzo Baseball (1 league).”

‘Openings: Not till after the '92 baseball season

ends; info on joining availabile in free starter packet.

Pennant Madness is the publication for the results of
Gonzo Baseball. a game in which participants own
teams consisting of Major League Baseball players.
Game results are based on players’ real-life perfor-
mances. Team owners can trade, sign free agents, and
juggle their lineups in an attempt to reach the Gonzo
World Series. Lots of fun! Ask for your fre.e Gonzo
packet. : '
Like Awtionn Madness, this zine ims Gonzo Baseball
in a careful, efficient manner. Bruce Linsey. consults
his readership when he wishes to make changes and
the players’ opinions are thoughtfully considered. With
Online stats from USA Today, this zine is produced
with great accuracy. Games are run in two-week sets and
players have many options to manipulate their Gonzo
team to victory. I sure hope my baseball team does bet-
ter than my football team !
Pve never seen this one, so what, teally, can I say
aboat it. Not much, I guess. (Well, then shut up alreadyl)
It does sound like it could be fun, so if you're interest-

“ed playing in a postal baseball league. request Bruce's

starterpacket" and see if this is the one foryou. GS
_--_—-—-‘

 Perelandra

mmms.uomm #46,No\rato,
CA 94947-4147

$1.50/issue; open page; laser masters/xerox print- .

ing; 20 pages; freq.: monthly; circ.: 75; first: May
1982; last: May 1922 (#97)

Rum. Diplomacy {5), Downfall of the Lord of the
Rings (1), British Rails (1), Merchant of Venus (1),
Titan (2), Monopoly (3), Metropolis (1), Snowball
Fighting (1), Brotisserie League (1), Literary Quiz (1).
Openings: Diplomacy ($5.00), Deviant Diplomacy
($5.00), Ra:lway Rivals ($5 00), Snowball Fightlng
(free).

Disclaimer: what follows is the completely biased and
self-aggrandizing review of my all-time favorite public
activity. Take with a pound of sal.

Perelandra is a large, old, somewhat staffy zine that
still manages to change with the times and maintain a
friendly, “everyone’s welcome” tone. I try to run as
much reading matter as I can—some months we have

four pages of letters, some months you get three obscure-

but-excellent classics of literamre. The only rules for what
sees print are: No feuding; Fantasy, SF, Irish lit and

‘nature writing preferred; and Worship of the Princess

D’aph is required.

As for the games, it’s anything goes. Snowball fights,
hobbit quests, WWI1, DnD-—the only reason we don’t
have a game about birdwatching is because I spend 100
much time outdoors birding to design one! I'm com-

mitting 10 keep a game of Dip open and ready at all times

CJB
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now, even if it means running more pages than I can
afford. I've been at this for ten years (our issue #100 this
summer will be a huge celebration) so I'm reliable as a
GM and as an editor. ‘ '

Send for a free sample, or better yet get the North
American Zine Bank 10 include one in your order. And
now all the much wiser and more impartial talking
heads of the hobby will tell you all about what’s wrong
with Pere... . i PB

If there’s anything bad that can be said about Pere’ |

I'll leave it to someone else cuz I can’t find it. This got
one of the two “10°s™ I handed out for the Runestone
this year and I'1l be surprised if it doesn’t win. Very
professionally done but without the loss of personal-
ity that sometimes brings. It's got everything, but
mostly it’s got Snowball Fighting, which has me solid-
Iy addicted. ‘ : : JS

While many would argue, the main draw here is
the games. Sure, the basic Dip that you can find any-
place does appear, but Pete also runs many other games
from Snowball Fighting, to Titan, to Literary compe-
titions. Many of his literary excerpts make very little
impression, but a few are interesting. I read a larger per-
centage of this zine than any other I receive. I even read
all of the game information {except Dip and Titan).
While it is expensive (but worth it), you can eam free
issues without much trouble. There is going to be a
slight change in focus after he reaches issue #100, but
it sounds like I will enjoy that even more. Probably the
‘best zine in the hobby for overall quality of games
- and articles. : : - DMeC

This is easily one of the top five zines on anyene’s
list. Why? A great assortment of games, from traditional
Dip to things like Titan and Railway Rivals, attracts a
wide variety of players. In addition, the thing comes out
like clockwork and is therefore a pleasure to play in. Pete
‘Gaughan also does a really good job with the layout,
publishing great game maps and making the adjudica-

* tions easy on the eye. And if all this isn’t enough, Pete

also gives us quality reading material and a sometimes
outstanding lettercol. At $1.50 perissue, you can tell the
market has priced this zine up where it is worth. Every-
one should see at least one copy. : DH

Ah, it’s the market that has set this price at a buck

fifty! I guess Pete, the poor fellow, had nothing to do with .

it! Must be that invisible finger of fate thing... .
Perelandra is truly la creme de la creme, and we're
not talking Twinkie or Devil Dog “creme™ here either.
This thing has substance! Pete somehow gets this often
massive effort out the door on a turnaround of just
" four days (I don’t always catch the postmark when

tracking zines, but five days between deadline and |

‘postmark is the longest I've seen in the last seven

months)—one long weekend. Don’t ask me how he |

. manages this incredible feat. And lately, when Pete says
“monthly,” he means just that—like a contented clock
Pete’s been pushing Perelandra out on time and on

schedule—I've seen seven issues in as many months.

" since the last ZR. ]

I would agree with most observers that the games are
indeed the focus here, though Pete keeps his eyes on other
matters as well. No other zine runs quite the variety of
games that Pete does—and he’s finally eamed a “dis-
gusting display of toadyism™ from yours truly by start-
ing up a section of Merchant of Venus. Most of the

| xerox printed; 32 pages; freq.: monthly—entirely

zine is taken up with game reports—what’s left is devot-
ed to several different areas of reading matter.

In every issue Pete devotes a page or two to a “literary
selection,” one of his trademark touches. Unfortunately I
tend to agree with Dave McCrumb that this is perhaps the
weakest part of the zine, and I.often skip over it My
guess is that many of the readers/players do the same—
it is rare that Pete publishes any letters or comments on the
literary stuff. But hey, it’s his zine. My feeling about
these literary selections is similar 1o the way I feel about

zines that republish colhumns clipped from newspapers or -

magazines—say, that’s nice, but what do you think...
Pete’s wife Cathy usually runs a column called “It’s
Me Again!” which covers this or that—sometimes it’s
observations on other hobbyists, conventions she’s
attended or hosted, or family matters. Whatever, it’s
her show and 1 always enjoy it. Pete has his own codumn,
called “Among the Trees,” which is often a bit of per-
sonal stuff about places Péte has been recently, generally

" ontdoors; it also provides Pete his platform to expound

upon hobby matters. The letter column could be better—
certainly bigger—but Pete is apparently going to try to
remedy this with the changes he anticipates with issue.

#100. Personally I think the only way to run a big excit-

ing letter col is to say exactly what you think in a force-
ful and not necessarily diplomatic manner (this gets
people’s blood roiling and the letters start flooding in).
Pete’s one problem in this area is that he tends to be a lit-
tle milk-toast-ey, and tries to be everyone’s best friend.
This may very well win him the Runestone, if not this
year then eventually, but it sometimes makes for a less
than exciting zine. ' '

Perelandra really s

ines in games service. Maps are

applicable (i.e., no maps for Monopoly),

provided, >
‘and Pete’s laser printed layouts are clear and heipful.

Very few zines are as prompt and regular. But, natural-
ly, you don’t get something for nothing. In fact, that typ-
ical game of Di will cost yoa $35.00, which puts
Perelandra pretty much in third place (behind Northern
Flame and Penguin Dip) in the category of “most expen-

-give game” (to be fair, just ahead of several otherhigh-

priced zines, including my own Upstar?). Whether it’s
worth this much to play in what many consider to be one
of the “best” gaming zines in the hobby I leave to your .
discretion—I'1l only note that1 just forked over $10.00
for my Merchant of Venus gamestart (I'm already trad-
ing with Pete). - : o '
- At any rate, as Pete is willing to give out free sam-
ples, what have you got to lose? Send him that post-
card today! : g GS

'V -

Perestroika o -
Lawrence Cronin, P.O. Box 40090, Tucson, AZ
85717-0090 - : '
$1.50/Issue or $15.00/year (12 issues); digest;

j reli
able; circ.: 40; first: Oct. 1989; last May 1992 (#32)
Runs: Diplomacy (2), Perestroika Diplomacy (all
types, including Gunboat and Anarchy versions) (8).
Openings: Will open more games as demanded
(Eame fees are $5.00, with $34 redistributed as win-
nings to players). o :
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A falt.hful zine devoted to Jazzmg up the regular D1p
game by providing more economic measures such as eco-
nomic investment, trade, and political proposals. For
those tired of the tedium of routine Dip. The variant has
been continuously improved—it’s smple to learn the
.additional rules. . LC
~ :This Larry €ronin product is a hl.tle hard to put
your finger on. It is basically a gameszine featuring
Larry’s Perestroika variant. Some people I know think
the zine and variant are just first-rate, while others
can’t stand either one. My own view is that the variant
seems too unwieldy for all but those committed to
woﬂung out its bugs, but that comes from someone who
is only an observer. Variant lovers should get an issue
or two to check out the variant {the rules to which
were published in DW #63). ‘Perestroika is not the
best thing since sliced bread, but it’s not as bad as
detractors have painted it.
- Larry is another publisher who has racked up an
impressive number of on-time, regularissues. As far as

‘Iknow, he has never missed a single beat on his “month-

ly" schedule, certainly not as long as I've been tracking
the zine, which has been since issue #11. Tumaround has
never been superb here, t.houghpusable———lany gener-
ally takes a week to get the zine out the door—and for
a “monthly™ zine that means negotiations can get a Lit-
tle cramped. Larry should take justifisble pride in his per-
~ formance, which few GMs in this hobby can match

over this long a timespan. He has produced seven issues

in the last seven months.

There used to be a “commentary™ section that was

‘included with the zine; then for several months it went
out under separate cover just to those who wanted it,
cither alone or in tandem with the games section; then,
‘briefly, the commentary" went quanterly; and then,
belly up. Now Perestroika is just the games. But Lan'y
keeps his trademark touches from earlier, larger issues
of Perestroika—the little snippets of headlines from
here and there, cartoons, etc. These are used to break
up the pages, and often provide a. clue into Larry's
thinking about the game in question. He must have a
bulging file folder of these little bits and pieces—he
. -often finds just the right thing that someone else has
~ written, and uses it for his own pu.rposes. This part of
the zine really works.

As far as the oft-noted errors that plague this zine, we
have two choices, it seems to me. Either Larry’s Pere-
stroika Dip variant, as designed by Larry, is too complex
for the average GM to handle without making errors vir-
tually every turn, or Larry can’t hack it. I suspect the lat-

ter. I suppose it is & sign of my not-so-incipient “Turbo-

- Phreak™ nature that I expect generally error-free adju- '

dication from my GMs, but so sorry, I do.
Larry recently Jomed the hobby-wide trend toward

$1.50 per issue. (Iﬁgureh:s gamefee balances out, since
he essentially “rewards” the players with their gamefee
money.) So a game of Perestroika Dip that lasts 10
game years (the “typical” game) could cost $30.00—
putting Perestroika near the top of the heap when it
comes to the average cost of a game. (And while this is
-Obviously a value judgement, of alt the “$1 50 zmes »
Perestroika g1ves you the least.)
‘Perestroika is an attractive zine, mcely des1gned
and smarﬂy executed. If you want to give this inter-

DH |

‘about the Runestone Poll.

sive games and raised the price of his zine to |

esting variant a try, and want to play it under its inven-
tor, then by all means get in touch with Larry and
request a sample———altemanvely, get yours from the
Zine Bank. GS

Pilot Light

Kevin Brown, 6703 St AugUstine Road #209 Jack-
sonvlllo, FL 32217

$10.00/12 issues {free to United standbys); open
page; laser printed; 12-14 pages; freq.: monthly;
circ.: 40; first Oct. 1988; last: May 1992 (#42)
Runs: Unrted Soccer League, Candy Land (1).
Openings: None, but standbys needed for United-
Soccer League.

Always on time and usually well-GM'ed. With 32
teams, PL is the largest of the U.S. leagues which has
slowed it down a bit (I"'m getting it in the mail 4 or 5
days after deadline instead of 2 or 3 days). This has also -
putastmmonthestandbyhst.astheremonlyone

on it. Still, PL is lots &f fun on the pub-

person remaining
.hshmg end and, if the top 20 1991 Runestone showing

is any indication, is well-liked by the readership. In
addition to the United action, there is a smgle game of
Candy Land (no more Candy Land openings are
planned), as well as tons of press and some chat from
me. Also, Pilot Light features the occasionally appear-
ing subzine “Poll Talk,” by Eric Brosms, which 1s all

The second most reliable United zine in North

- America, this is an interesting place to play. With PL

now getting into full stride as it begins its fourth sea-
son, Kevin has collected a group of reliable, interest-
ing, and cut-throat players that would shame any
Dlplmnacymne.Whﬂcthcmmcurrenﬂynoopenmgs _
I know Kevin is loolcmg (read that as desperate) for
standby players. This is the best way to get into any
United zine sirice new leagues start very infrequently-

‘and new teams are rarely added to existing ones. PL has

an excellent press section, probably the best in the
United hobby. Kevin has done away with the financial
accounting with his rules, yet retained the interest and .
planning that goes along with coaching and molding
a team into its owners ideals. A gre.at game, and a -
great zine. DMcC
I hate to say this, given how bad my “Wine & .
Cheeses™ are doing these days (though that’s all Nick
Sasso’s fault...), but this is without a doubt the best
United league in North America right now. While the rule
system isn’t as complex as some other leagues, PL's very
quick tumaround (three days for the last issue—pretty
good for such a big league) and the sheer terror of the
draft give it that extra specml something which pro-
pelled PL to #20 in Jmst year’s Runestone Poll. Add to -
these qualities the fact that standbys could get a team
soon makes Kevin the first person to write to if you
want to try United. : MPL
This is perhaps the most timely, well-run United soc-
cer league currently up and rumming in the U.S. Kevin
Brown puts out a good zine for his players, with rules that
are somewhat more simplified than those used in Earo-
pean zines. There is little reading material other than the

KB



o4

. Zine Regisier

excellent press put out by some of the players, but the
focus here has always been on the games. If you have
* wanted to check out United to see what it is about, and
you want to play against teams with names like “Large
lLovers” and “Biohazards,” then try this one out. Also,
Kevin is currently the only GM nmning postal Candy-
land, a true GMing feat. . DH

‘Simple rules, good for a novice. : - JKG

PL is currently the largest United league. If I were to
choose one United zine that would be the best place
for a novice to play United, it would be PL. The rules are

the simplest of the major United zines (major United .

Zines are any that I subscribe t0), it38 turnaround time is
the quickest, Kevin is an enthusiastic GM, and the zine
features a large and entertaining press gection. The PL

rules do away with the financial aspect of the game |

entirely, replacing it with a system in which managers
scout college teams and draft college seniors at the end
of each season.-

Kevin’ snﬂesaresomewhatcontroversml,wnhsome
. people saying -that they don’t accomplish everything
Kevin claims they accomplish. But the mles are the
same for everyone and PL remains a fun plaoe to play
postal soccer. sSC

Kevin's boundless energy is an asset to the hobby——
_ he pours it not only into putting Pilot Light out on time,

but also into the zines of others. He has published 42 | ! - -
 Pirate

issues in the last 3-1/2 years despite moving around

more often than George Bush’s domestic policy. He -
also writes more press than any other North American |
United hobbyist, and consequently pmvokes an equal

- amount from others. '

When Kevin startedhnleaguehelmxoducedmany
startling innovations. Hls rales use :no team money,

new players are through a college

primarily ,
draﬂ,andheawardsnoCPsfordmws Kevin takes alot |

“of criticism from the United “establishment” for his

thinking, but Pilot Light is very popular, espeaally :

among novices.
The main drawback to Pilot Light is that you'll have

1o standby if you want 1o play—Kevin recently expand-

-ed to 32 teams and won't be adding more in the near
fumure. But you could do worse than to sign on as a
standby and get free issues while you waitl - EB

Whew! When -a review has gone oversize and 1

haven’t even opened my trap, you know this is a zine that

iz well-received. (Or, appareml , one that offered to
bribe the readers with “coin of the realm” [Umted
“CPs"—"command points,” I think] to write up reviews
foereReguter»—hey I dm t mind, I can’t afford 10 pay
for these “guest reviews” so I'm pretty happy when
somebody else is willing to!)
: I don’t play United, so I-obviously can’t speak
from personal experience, but judging by the com-

.ments printed above, Kevin is obviously doing a lot

“more than just “something” right! Speaking as an out-

- sider, I would agree with those who say this is prob-

-ably as good a place as any to try United. I do know
that Kevin has a nice sense of humor, the press is
great, and while the layout is none too fancy (one of
- Kevin's press writers in PL #42 “cruelly” likened it to
a “1987 Disease City,” whatever that means, though it
doesn t sound good!), Kevin is even now sniffing
around for some cheap DTP software that can run on

an XT clone. 'Hmmm, although I'll probably lose my

“#1 Joe Stalin TurboPhreak™ label’ for saying this,
-Kevin's somewhat “downscale” look doesn’t bother me

all that much, and I know from experience that cheapo
DTP software and dot-matrix-printers often make for
pretty, but virtally illegible, type specs (if you ever
saw the now officially declared dead Megalomaniac,
you know what I mean). Moreover, DTP software can -
eat time, especially on slow 8088 machines.

The one true bitter disappointment, of course, is the
lack of Candy Land maps. If I remember correctly, at one
time Kevin was promising color maps of everybody s
favorite “first game.” The story is that he ran into trou-
blewnhlnslocalcopyshopcopynghx , but stll, it’s
too bad, sorta, given that color copies would have only
added maybe a buck to the cost of the zine...

- PLis one of the few United zines tha;botherstouade
with ZR, so if you're interested in checking out this Unit-

ed hobby, be sure to request it if you avail yourself of

the Zine Bank service. Otherwise I may hold onto my
limited selection to give out to those who are specifically
looking for United/sports gammg zines. Smce Diplo-
macy isn’t played here, the usual “average™ game cost
comment makes no sense, but as far as frequency 1
have received seven issues in seven mmﬂxs——ormonﬂl

ly, just as Kevm proclaims. GS

%MMMSEMQMVM.WA. '
98684

$6/12 issues; open page; xerox printed; 10-12"
pages; freq.: 5 weeks; circ.: 20; first. Oct. 1989;
jast: never seen

Runs: Don’t know. :

Openings: Don’t know.

Has folded. Chuck is gradua]lyfimshmg off the Railway
Rivals games he had been carrying, but the other games
have been orphaned. - sC
1 can teil you for sure that Pirate has folded Chuck
Lietz hasn’ t published an issue for quite some time and
he’s attempting to run the remaining games by flyer.
Some of the RR games are also being takm over by
other GMs. KH -
Pirate may or may not be dead. Chuck L:etz maﬂed

‘'some game reports from Pirate a couple of months

ago. JKG
Don’t fold it yet! I received an issue in February of
1992. Just put it in the extremely slow category. RAW
I've never seen this one, and Chuck never bothered

‘to return a Pubber Info Sheet (for this zine or his

other, Blade Wars). 1 guess I will keep it here in the
“Zine Listings” for at least this issue, since there
seems to be a little confusion about what’s going on.
Apparemly, in Monty Pyt.honesque fashion, tlns one’s
“not dead yet.” -
" But it’s surely on its very]astlegs.lcan’tthmkofa
reason why anyone would be interested in this one,
which is either in fact dead, or winding its way, slow-
ly, but inevitably, to.a fold. Maybe next time we’ll
ﬁnally get to drop its dry and exceedingly dusty carcass

- into the “Folded Zines™ sectton Keep me mformed—-—-

and stay tuned. GS
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Pontevedria

Phll Reynolds, USF #4286, 4202 Fowler Av.,
Tampa, FL 33620, (to July 17: USF #4270, 4202
Fowler Av., Tampa, FL, 33620; July 18-Aug. 15:
2896 OQak Street, Sarasota, FL 34237)

SASE/issue or $3.50/year; open page; laster mas-
ters/xerox printed; 2 pages; freq.: monthly; circ.: 30;
first: Aug. 1990 (this is when Phil took it ovér);
last May 1992 (Vol i, #20)

Runs: None.

Openings: None.

Pontevedria is a hstmg of North American zines and
GMs with openings for Diplomacy, its variants, and
other games. The most comprehensive and up-t.o—date
source for current game openings, it is published at the
end of each month. Each issue averages 50. entries,

dcpm(hngonavaﬂatﬂemfo:manon.lflamrecewmga _

- zine already, its entry is updated automatically each
_issue. If T am not, I encourage a zine's publisher to keep
in touch with me by letier or sample issues. Trades are
welcome to promote abettm-hobby service. PR
" Brief and useful. . PDK
- The most comprehensive and up—to—date source for

current game openings, except twice a year, when Zine '

- Register hits the local newsstand. In fact, looking over
Piil’s latest issue, some of the daia are from several

months ago. This is hardly his fault, of course—it’s
provide him'

definitely the publisher’s responsibility to
“with updated information—and from thie look of things
some of those “don’t-bother-me-I"'m-way-too-busy™
chaps have been a little remiss of late (um...of course
.that includes me too—Phil lists Upstart’s last issue as
Jan. 19921). ‘

Pontevedriais a good, sd:d.usefulmh’ dwap,-

100, just a SASE gets you a listing of openings in over
50 zines—about a half cent per zine, when you come
right down to it] Between issues of ZR, it is truly the first
plaoetogoﬂ'you relookmgforagamestanandyom
“local” zine isn’t offering what you want. GS

The Prince

Jim Melinel, 2801 Pollcan Drive, Anehorage,
99515—1364 :

- $10.00/20 issues; open page; laser prlnted 8
pages; freq.: 4 weeks; circ.: 33 first: Sep. 1982;
last: May 1992 (#113)

Runs: Diplomacy (5).

Openings: None.

The Prince can best be described as a warechouse zine
running regylar Diplomacy games for a small group of

Players, many of whom were subscribers when the zine .
started. Adjudication turnaround is almost always Fri- -

day deadline, at the airport post office Sunday evening.
The biggest development of late is the editor’s acqui-
sition of a 486 personal computer with a laser printer,
which has transformed the appearance of the zine from

a rough dot-matrix and xerox appearance to a slick rag,

editor’s rambling

issues). I also wonder if a sense of com

leaving the older subscnbers wondermg where the good
old days went.

Being the only Alaska zine in the hobby gives its
subbers a chance to ask what life is really like in the Great
White North. Alas, they don’t ask that question enough;
the material pertinent to Alaska appears infrequently in
the zine. Suffice 10 say, we don’t live in igloos, the snow
does melt in the summer, and postal service is only a day
or two slower than the rest of the country. (But moose do
eanheh:lshesmmybackyaldand Tlive in a city suburb.)

Every issue always starts out with a page or so of the
s about what is going on in his person-
al life. The mlyUmettnssecuon goes awayls dtmngmx
season; the editor is'a CPA in public practice. His wife is
also expecting their first child this October so expect the
stories to take 2 more domestic tone in fiture issues. JM

Sometimes warchousey, sometimes chatty, but always
a good place to play. Jim’s available time for the hobby
varies greatly so the zine tends to undergo expansion and
contraction. But the issues a.tealwaysﬁmnly and his com-
mentary is bright and enum.mmng when it appears. BE

I'm a big fan of this zine—it's timely, regular,

- vides super games service, and despite all that “Tur-
boPhreak™ stuff, editor Jim Meinel in a fair
amount of writing on this and that. This is generally

hobby news, including overflow material on the Ency-
clopedia of Zines project that didn’t make it into The

‘Curator {see that listing for more information), but also

includes readers’ letters and Jim’s replies on publishing,
computers, Jim's personal life, etc. Jim’s personal life?
Did I mention that he and his w:fe]'enaea:egoungto
have a baby? Naw, don’t worry, there won't be the
slightest impact on the incredible speed and regularity of
this zine, Right, Jim? Jim?7 You there?
(Onetlnnglrmamossjnstnowmthelatestmsueof

VTheruwasahmgofﬂleﬂmsthathavcreached
" 100 total issues. I didn’t realize this when I was writing

reviews for either of these zines, but there is 2 hell of a -
horse race going on between Herb Barents’ Boast and Jim
Benes® Dippy. Both of these zines started in the early 70s
(Herb reports Boast started in Sep. 1971; Jim gives 1972
as the smtforszpy) Atth:spomt Herb is barely ahead
of Jim, 332 issues to 325 issues. Obviously neither of
these guys has gained on the other in over 20 years, and
neither has given anything away, ¢ither. Traly awesome!
Clash of the publishing titans! I wonder if these guys are
aware of how close they are to each other, and also how
close they are (less than three years at their current rates
of publishing) to passing #2 John Leeder’s Runestone (375

petition, if any, -

" drives them to keep on publishing, long after the bulk of

their raries have folded.) .

Perhaps mindful of the changes in store for the Meinel
houschold, Jim has no openings at the present time,
although I'll bet he’d be willing to send The Prince
your way if you vohmteered to standby. This way if Hm
ever does open up more games, you '11 be first in line.

The Prince can sometimes be a little slim (recent
issues have averaged 68 full size pages), butit’s alsoone
of the cheaper zines around—just $.50 an issue. When Jim
does have openings he generally charges five dollars—
so that hypothetical “average” game of Diplomacy that
you've all gotten sick and tired of playing would cost you
about $15.00-—a little less than the “going rate.”” As I men-
tioned before, Jim is a very regular publisher: since the
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last ZR he’s pumped out seven issues, and with the.

exception of one “special tax season” issue that was
delayed by a week (Jim's an accountant), these have
- come out like clockwork every four weeks. Turnaround
averages 2—3 days (except for that one delay).
My guess is that Jim is going to have fun playing the
proud father for his audience. I'm locking forward to it,
 even if the kid ends up hurting Jim’s schedule. And if he
has to put the zine on hiatus, or, horrors, fold The Prince,

well, there are more important things than this hobby

aftera]l.ButIdontthmkﬂm:wﬂlhappen.msmanme
effort. Requestasampka : GS

NEWINEWINEWINEWINEWINEWI
nprodwn '

(Information provided by Drew Franz, 1985 Arrow-

wood Dr., Groton, CT 06340) On-line “Service”,
Access through computer/modem

Don’t know; computer screen; freq.: N/A; circ.:
. Don’'t know; first Don’t know; last: never seen
. Runs: Diplomacy (about 6). _
Openlnﬁ Don’t know.

Currently we have one sub;ect area under the Hobbies
topic on the Homelife Bulletin Board on Prodigy where
wepostgamemmncunansandgmerallymakeﬁmof
each other. Other than that, Progidy’s strict editing and
censorship forces us to use private E-mail (which runs
25¢permessageover30mmsagespermanh, and is Hm-
ited to six short “pages” each) for all the gameés and
results (so the GM pays more than the players if very lit-
tle negotiating occurs). Over the past year and a half,
there have been about 18 games started (12 or so have
since finished), and these were all GMed by volunteers,
‘usually those who played in other games. The closest
thing to a Dip-zine is the current Tournament, a 28—play-
- er, 4-round Toumey, thought up and spearheaded by
myself and Andy Marshall, though Andy keeps most of
the records (I help GM), as I am away at sea so much (he
has access to my account as well as his own). I once
thought about registering all the games with the BNC, as
. well, tunt didn’t have the heart to shell out the bucks when

interest in that was only expressed by less than half of the

participants in the games. Most of the players on Prodi-
gy know nothing of PBM, and only happened on cur lit-
tle group while on Prodigy for some other reason. I
have recently been backing out of that forum, and will
- eventually stick strictly with GEnie, which has a Jarger
base of Dip players, including some rather established,
almost zine-like, groups of players.

- Anyway, if you are still interested, contact Andy Mar-
shall (775 Quince Orchard Blvd., Apt. 32, Gaithersburg,
MD 20878). I believe he regrets starting this Toumament,
due to the amount of work he is forced to put into it, and
the length of time it is taking (even with weekly tums, it
will probably go until the end of this year—which I pre-
dicted), and because he wants to move over to GEnie as
well. Still, it is fun, though I'm not sure we could really call
it anything close enough to a zine to register it in ZR.

(Update: Andy mentioned he was considering starting

a pub. Perhaps I'll co-produce or run a subzine.) = DF

Hmmin, my one month of exposure to Prodlgy (the
only onhne service™ that I've any real expenence with),
suggested that it was a major loser. The “pages” you refer
to are what, 40 columns wide by about 12 or 15 rows—
500—600 characters per “page” or maybe 3—4K per let-
ter, if that. Damn, when I'm writing diplomatic messages,
I can barely get started in a piddly amount of space like
that (um, as might be imagined by the positive torrent of
verbiage spilling off these pages and leaking all over your
shoe). I'm sure GEnie or CompuServe are far betier
bets—and ] plan on checking out Intemet, but slowly, no
sense rushing things.

(By the way, the latest word 1 have from" Andy Mar-
ghall is that he is definitely starting a zine—in fact he
claims to have asked orphan boss Eric Ozog to give
him some raw material to work with, and my bet is
some new games of his own will follow close behind.
Andyclmmedtowmuodo_[usta“wamhouse  zine, but
having been the recipient now of several full-blown
correspondences from Andy, it's clear he likes to write
and can put them sentences together in a pleasing fash-
ion. At the risk of embarrassing myself with another Ishk-
:bzbblethmg T’d say check out Mr. Andy Marshall at the
address given above and see what he’s up to0.)

And except for the postal hobby recruiting possibilities
(and Drew Franz has done a superb job in this department),
I'd advise staying away from Prodigy. It’s awfull GS

6]
Protocol -

Erlcl(llon 8124-Bridlepath Way, LasVOS& NV.
89128 -

$.75/issue; open page; laser pnnted 10 pageS'
freq.: 4 weeks; circ.: 25 ﬂrst: Feb. 1989 !ast.
Sep. 1991 (#35)

Runs: Diplomacy (3).

Openings: None, but standby positions are available
(free).

Idon tallowNMRs Ttnszmelsrmnnngdowntoafold.
Formal announcement! I liked John Schultz’s review

Jast time so much that I'm having him cloned. He’s

sent me a hair sample and has requested that his first unit
be sent to the Bahamas for a vacation. EK
~ Slow! Boring! No-NMR rules don’t work postally. -
This one deserves to be chucked. Fortunately, Eric
agrees. DMcC
A couple of years ago Enc ed he was going
to fold in favor of PBEM which he said was going to
make PBM obsclete. Well.. he’s still going strong...and
I'm glad. My most exciting games have been played here.

| This is a really great place to simply play. I used to

have a problem with reading his game reports, but that
has been improved. JS
Hold on, buddy...are you the clone or the real thing?t?
You sure sound like John, but I don’t know. Tell
me...have you ever been to CloneCon? (©Orf,urf...) .
T've only seen one copy of this thing—and that was
back before the last issue of ZR. So I just don’t have any-
thing new and exciting to say. Or even new and boring.
So shut up alreadyl 7
'Ihlsonelsmnnmgdow::toafold but due to Eric’s
no-NMR policy, I believe he'll always be able use'a -



Issue Neo. 20

L

standby or two. Maybe if you-’ re polite he’ll send you
a sample copy-—or maybe he’ll send you to the
. Bahamas, too. GS

Protozoan

Scott Cameron, 4 Meadow Lane, chksvllle, NY
11801-5304

$.29/issue for players ($ B50/issue for non-play-
ers); openpage/legal size; xerox printed; 3—4 pages;
freq.: 3 weeks; circ.: 15' first: Aug. 1984; last.
© May 1992 (#107). :

. Runs: 1830 (1), Britannia (2), New World (1)

Openings: Republic of Rome, Brittania, Kingmaker

(all gamefees $3.00, | think).

You'll like Protozoan,
- It'l be your favorite zine, =
You'll want 1o read it every day,
You’ll think it’s really keen,
‘You'll read it in the bath tub,. -
You'll read it till you're blind, .
- Ir’s the nicest little game zine,
- That you will ever find. ' : SC
o Sconsmneumesdescribesthutlnngasm“mme
meaning it rans just about anything excepf Diplomacy!
Over the years Scott has often been the first GM to fig-
__‘wemnhowtoapplyboardgamestoposbﬂphy although
after afew times he moves on to the next multi-
player release. (Obviously there’s no point in out
how much a hypothetical game of Dip will cost here—
it could never happen—but $.29 per issue makes this the
cheapest zine of those that actually charge moneyt)
10 issues of Protozoan have been seen since the last
- issue of ZR—with the exception of an extra week thréwn
- in over the Christmas holidays, the three-week schedule
husbeeummmedthrwgbaxt.Scattakesl:nsdeadhws
seriously.
Scott recently pubhshed his 100th issuc—a real

accomplishment in this hobby of “here today, gone |

tomorrow". zines. He shows no signs of slowing down,
" or boredom, which has to be partly because he’s always
'trymg someﬁnngnew. There seems to. be less of the
: breasts or heads™ stories that I mentioned in
‘the

_space in the zine. Usually, though, Scott fills every inch
of leftover space on his legal-size pages with humorous
photos, or smff from the back pages of “super-
market tabloids,” so if you find your eyes are starting to
water from his “densepack’ game repons, there’s some-
thing for you to take a brief break with. Still, the whole
point of this thing is to play multi-player galmas--that
don’t require too much in the way of negouanon—-—_]ust

- as fast ag humanly possible.

*  Atthis point, Sconmloohng for one more player for

Republic of Rome; if you’ve been intrigued by the
recent focus on that game in the Avalon Hill General,
Scott is only GM willing to glve that g game. a try, 80 I'd

Jjump on it if I were you.

Proto is a good, dependable zine that accomplishes
exactly what its pubber wants it to. Hats off!

[And as might be expected, yet another issue of Pro- .

lozoan just wandered in here, one day before I go to lay-

issue of ZR, but pethaps that's due 10 slightly less’

out. This means we’ve seen 11 issues of this thing—more .
than any other zine. In-fact Scott has beaten Doug Kent
at his own game—the deadline for this issue, #107, was

| May 30th, but he had all the orders in ahead of time so

he went ahead and mailed it three days early! This is the

- first time I’ve ever received a zine before the deadline! .

[The Republic of Rome game was still open, but if you
want in you’d better move fagt—it']l start soon...] GS

Quest For Powor

Russell A. Wallace, Post Office Box 256, West
Lynn, MA 01905 :

Free to piayers/traders Open page; dot matrix print-
ed; 12 pages; freq.: monthly; circ.: 18; first: Aug.

_1991' last: May 1992 (#10)

Runs: Campaign Trail (4).

Openings: Elfengold ($5.00), F!shy ($5. 00), Bus
Boss ($10.00) (game fees Inciude sub for life
of game; Russell prefers to trade zines and
gamestarts) . a -
QFPmmbemuseImanofpeo;ﬂewhowuﬂdmsun
long endugh 1o listen to one of my war stories for the 40th
time. Probably no one reads them, but it’s good therapy

for me. In order for me to justify sending people this stuff,

I called my stories a zine and I GM some games to
keep them coming back for more. I moourage press in
the games, some of which is very creative. I have begun’
a letter column and an editorial page. I have also decid-
ed to add a few other games. .

Campaign Trail is anoutofprmtelecuongame Cur-
rmﬂythaeuenocpemngsmCampmgnTmﬂ.Iwﬂlnot
m:tanothermxeunﬁl{meofthefcuranrenﬂy rumming
wrap up. The rules will be reviewed and rewritten fol-
lowing player input and end-game statements. If you are |
mun-estedmphymg you may pul your name on 3 wait-
ing list; T will send out the rules and maps when they
become available.

Elfengold and Fishy : are Whitewind games demgned,
published, and distributed in North America by Alan
Moon. Bus Boss is a race game mﬂarl:oRaﬂwalevals '
bt with the routes already built. This game is eas:erto
play than Railway Rivals and deserves a shot. ' RAW

Hey, at least I’m reading those stories. Kmd of inter-
esting, rea]ly. _ '

This is one of those “unzine” thmgs, QFP runs no
D_Jploqzacy or Dip variants. The zine usually includes a
page or two of war stories, another page or so of edito-
nial rambles, and lately, the beginnings of a letter colurmn.
Inordertogetthmgs going Russe]hst:ymgtobed&b—
erately provocative, suggesting in issue #10 that televi-

- sion might be bad for Americans’ mental health. Imag-
ine! The nerve of the guy! Look, for some people the pas-

sage of Johnny Carson from the late night scene is a big-
ger deal than whether a Demo or a "Pub gets elected to
the White House.

Um, speakmg of which, that’ s why this zine, funda-
mentally, exists. Russell is doing what appears to be a

- bang-up job running four games of Campaign Trail,

including color maps (I). The opportimities for fun press
games are obvious with this game, and it looks like
some of the players have the spirit.
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Russell promises “monthly™ issues, and that' s what the

players are getting in this zine—I"ve tracked seven issues
n as many months. Tumaround is nothing to wrilte to the
ZR about (either way, you understand), but probably
sufficient for a game that I don’t believe needs much in
the way of direct player interaction. To play here is fair-
ly cheap, since Russell uses a “pay-one-price” policy.
This is a fairty small, unassuming zine; I suspect it will

become more popular as time goes by. Now's the time

to jump in here while the zine is stili young. GS

Rails By Mail
Scott Cameron, 4 Meadow Lane, chksvllle NY
11801-5304

Free for players ($.50/issue for non-players).
page/legal size; xerox printed; 2-3 pages; freq 3
weeks; circ.. 12; first Mar. 1990; last: May 1992
(#36)

Runs: Railway Rivals (3), Bus Boss {2).

VOpenlnp None, currently

Rails By Mail is a zine dedicated to rails, which are
small marsh ‘birds of the genus Rallidae. Interesting
facts about rails are published, as are useful bird sil-
houettes which readers 1o identify the many different
kinds of rails. Games of Railway Rivals and Bus Boss
also appear in RBM. SC

Not preity, but you can set your calendar by-it. RAW

Fast and accurate—but difficult to read. JKG

RBM is the second fastest foram for the play of

postal Railway Rivals. (Heh.) Scott has run games in
Protozoan for almost 8 years, but branched out some
time back into the “choo-choo™ hobby. His games are
notable for two qualities: they nm on time and they stick
to the houserules.

You see.noftenhhppmsthataRwalsGMmsheshe-

had done things a bit differently. In my second game in
RBM the die rolls were extremely small for the map—
some would say foo small. Most Rivals GMs would
" change the rules mid-game toincrease the die rolls, but
. not Scott—he stuck to what he had anmounced at the start.
This awarded James Goode, who had chosen a strategy
~ well-suited to the low rolls, Ipersonallywasleﬁwnha
lot of track going nowhere. -

1 fully support Scott’s GMing style; a player who
adapts to the rules as written deserves to benefit, and
should not be by a well-meaning GM who's

sideswiped
trying to “balance” the game. Thebestplayeru likelyto
EB

win in Rails By Mail.. .

Gee, Eric, who do you think’s running Railway Rivals
faster than Scott? Let’s see, according to my reckoning
Scott’s put out nine issnes of RBM since the last ZR
appeared. That’s faster than everybody else, I think,
faster even than that super-fast zine from up near the front
of Zine Register,
ASCI 97, which has “only” managed to squeeze out ei
in the same period. Well might you say “Heh!{" Heh!

So'this is a very fast and reliable zine for playing RR.
As James Goode suggests, it’s sometimes a bit hard to
readbecauseofthewaySconpacksmthetypeonh:s

o legal-slze pages (the same problem is sometimes found
in Scott's “unzine™ Protozoan),bml‘]lbetﬂ:atmost play--

you know, themethathegmswu:h'

ers would rather put up with a somewhat-ugly presen-
tation in order io play in this super—fast games zine.

Other than the games (and there's unfortunately no
openings) there is even less here than in Protozoan—and
contrary to Scott’s promises, rails are seen infrequent-
ly in these pages! In fact last issue may have been the
first time that rails were spotted in abnnch" otflssues
if I'm noot mistaken.

If you play Railway Rivals, you probably already
know about this zine, and quite likely already receive it.
If you don’t play RR, you probably won’t be interested.
If you're thinking abomb'yngR,thls m1g,htbeagood
place 10 start. Check it out. GS -

Rambling WAY

w.Andanodt.P.O  Box 2307, Universal City, TX

. 78148-1307, CIS: 7321.0,3053; GEnle: W.YORK1

$1.00/issue ($1.25 Canadian, overseas as nec-

‘essary); open page; xerox printed; 18-24 pages;

freq.:.monthly; circ.: 60; first: Oct. 1990 last: May
1992 (#18)
Runs: Diplomacy (4) Gunboat (2).

Openings: Diplomacy, Intemational Diplomacy Gf.ln-- -

boat {all require $5.00 NMR deposit only).

RW has-grown in all the ways Iwantit m—-—and withoat

‘any serious problems. Tt has three subzines, one each

from Japan (written by one of our diplomats assigned to
Tckyo), Traly (from a smdent a year in ‘study
international

theze) and Great Britain (RW’s newest). The

flavor continues with readers and contributors from
many other countries.

‘Other feamres include a monthiy Poll Question, a
series of strategy articles by staff writer Joe Brooks and
an irregular Commentary column. Two. new, regular
additions are a Hobby News column and a listing of var- -
ious gaming (not just Dip) conventions. However, it is
the readers’ eonmbunons ‘that make Rambling Way
interesting.

Ofccnrse.gamesarethe focus of the * zme.‘
I always have openings in Regular and Gunboat Dip. I
also have openings in an International gamie for those .

-who'd like to meet others across the ocean. For those

interested in standby positions, I will carry two Orphan
games until the backlog of abandoned games is reduced.
Other Dip variants (Nuclear Destruction has openings)
and GM services (double-blind games, for instance) are
available for the asking.

If you're interested in a sample, they're free (though
$.52 in stamps is appreciated). I can also be contacted (and
orders/press via B-mail. To reach me on CIS,
write to 73210,3053; on GEnie it’s W.YORK1. WAY

This nneasbeenexpandmgandhasbeenp!mcum].
There are a couple of one-page commentaries (sub-
zines) which are quite interesting. Ilook forward to get-
ting this one. RAW

Other than well-run games 1 hke this publication for
its monthly “Poll Question” and its subzine “Inter-
nazionale” by Charles Green. The title is self-explanatory.
Interesting and well-written by someone with an insider’s
view. Be prepared for a conservative (maybe even a bit
right-wing) bent, but not offensively so. : JS
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:I can’t tell whether Andrew himself is fascinated bsr ;

" intemational politics, but he has the subzines for it. I wish
he’d speak up for himself more often—his contribu-
tions are usually limited to a couple of paragraphs in the
lettercol. Too much white space, but for a small zine early
in life it has a fine sense of perspective. PG

This is a fairly new zine put out by Andy York, one
of the Mensa Dip-SIG crowd. Last fall I'd have said it
was sorta bare bones, with just a couple of Dip games and
some political chat. However, Andy has added some con-
tributors who promise to make the zine a little stronger
in the content department. I think this one is a zine on its
way up, but even now looks like a decent place to play.
(Don’t forget that some of the “great’ znnesmthehobby
today do not fall into that category.) '

{Cal, did you catch this? Brad?{? Here’ san!hee’vxdmce,

you'll ever need of David Hood’s “Turbo™ ivities.
Imagmehavmgthega]ltosuggestthatsmcﬁhe“gxuf’
zines [and we sure know which parnticular *great™
h:'sta]hngahwt.dontwe]aredowmghtlwsyphces
to actually play games. Make sure you remember these
aamemmtswhenymgeta:umdtohddmgyour“Hobby
Ann-'I'uxboPhreakCommmee hearings.)

Andy’s zine has seen steady, bu:eommlbdgmwth——
- from reporting 40 subbers back in ZR #19, he’s up to 60

today. All this without maps, with only a limitéd word |

Processor. Like many of those above who submitted
“guest reviews,” | like this zine—it combines good,
: dependablegmnesmwuhsohdreadmgmmna].l
especially enjoyed the “Poll Question™ responses in
‘issue #18 conceming whether or not maps are useful—
while Andy neither uses nor wants to use them, his sub-
bers seemed to be split about 50/50, though just about
everybody agreed that whatever he wants to do is the
right thing to do. Can’t argue with that sentiment.

RW used to be a Mensa Dip-SIG zine. 1 say “used to”
becauseto'mymindithasfmﬂy grown out of being a
solely Mensa zine to being a full-fledged zine in its own
nght.Ohmre,Andywillmmmamlusnesmthother
Mensa , and will continue to take Mensa garnes
from Fred Davis, hnﬁomywayoﬁhmkngWﬂlusnmes
B perfectlythebmeﬁtswemﬂiehobbydenvefmmour

_association with Mensa (as developed and maintained by
Fred Davig). Thanks to the Mensa Dip-SIG, we now
have one more “first-class™ zine to play games in, to
write Jetters to, and to read others thoughts in. Just great!

Andypmmlsesanmsmevetymomh.andsummaxgh
we've received seven issues since the last ZR. Tum-
around is very quick—on the order of three or four
days. If you’re the type who never NMRs, I salute you,
bmmorennponanﬁyymean;ﬂay
ing “average’” game of Dlplomacy here for $20.00—a
touch more than the “ average” price for the hobby.

Odds are that you'll enjoy playing a game here. GS

Ramblings By Moonlight
“Erie Ozog, 9509 209th Avenue East, som-eyuue,

- WA 98390

- $10.00/10 issues ($15.00/10 issues to Canada,
$20.00/10 issues overseas); digest; xerox printed;
20-24 pages; freq.: monthly; circ.: €1; first: Jan.
1991; last: May 1992 (#17)

our increasingly bor-.

- issue. They were right on.

Runs: Diplomacy {6)
Openings: Diplomacy ($10. 00«——apphed to sub-
scription).

RBM is the product'of the union between Diplornacy By
Moonlight and Cathy’s Ramblings—iwo classic defunct
zines. Good ramblings by me and occasionally others, and
Cathy promises a resurgence once her nefarious game
Darklands (a Downfall variant) ends. An enhanced ware-
house zine. A place where fursofts and space aliens are
welcome. The zine that promises to fold on December 31,

1999 or the end of the world—whichever comes first.

Monthly U.S. Orphan Service report on games resur-

‘rected from the Graveyard of Folded Zines. Occasional

letters, music and zine reviews, and miscellaneous filler
onthestateoftthorestsandRangerEnc. EO
 The only place in the hobby where you can current-

_ lyread]olmhﬁdxalsh,andwonhtwmemepnoeformat

alone. The greenest of the carrent green press—I mean,
Garret and I talk a good game on the environment, but
Eric is a forest ranger, and an EIlf to boot! Eric and
CathygwetthestCoastagoodname,asbotharetoo 7
cute to live—if you want arguments and insults you’ll
have to go east to KK or the MadLads, :
Cathy1snmmngagameofDownfallandIhope
she’]l keep that variant alive with another gamestart
(besides, I’dhatetoseeherdmpanyfunherouuamght
once the Elflet arrives).
, 'I‘lnsnnelsthefalrlynewcreanonofﬁmmd(:athy
Ozog, who each have published wildly successful zines
before. Eric is primarily responsible this time around. .
'Ihereueessennallytwo niches for this zine: a discus-
sion of forestry and the environment (Eric is a park
ranger), and a discussion of the U.S. Orphan Service
(which Eric is now in charge of). The latter point is
important because all of the games in RbM, I believe, are
orphans from folded zines. While there are some other

.zines out there that specialized to one degree or anoth-

er in taking orphans games (CCC and Orphan Son come

_to mind immediately), it is good to see such-a worthwhile

endeavor being conducted by a GM with Eric’s skill and
experience. The reading material in the zine is sometimes
thin, but always enjoyable. Bvenlfyouareaoorpomtc

_"rmd the environment at every tam’” type guy ljke e,
DH

Eric’s report on things forest-y is still fun.

Eric and Cathy are the nicest people you would ever
want to meet. The zine reflects the personal warmth of
their house in the big woods. Even the stress of trying to
provide orphan rescue in a perpetnally disintegrating
hobby is reflected gently and warnmly as the business of
finding new homes is carried out. Ramblings was
described to me as “special” by Andy Lischeit and “pre-
cious” by Conrad von Metzke. before I ever saw an
BE

1 somehow forgot about RBM when I was handing out

“awards” for beautiful covers sometime earlier in this
thing, but just so there’ snom:stake,Enc s covers are real-
ly nice, too. In fact the whole zine is really nice; from the
maps, to the way Eric has designed the pages to fully uti-
hzethedlgestfonnat,totheoccamcnalcaztoonthathe,
throws: in for levity. I like this zine and I like that it
always seems so well-planned (for instance it is almost
exactly always. 24 digest pages long——the perfect size).

‘There are many reasons to get this zine. The reason’]
find this thing mvaluablels because Eric, in his capacny
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as U.S. Orphan Service Custodian, reports on the current
status of folding zines—whether they've truly folded,
what he’s heard back from disappeared publishers, that sort
of thing. Since ] have to pay some attention to this data in
my role as the official Zine Register “ TurboPhreak™ hit
squad (no sense wasting my rhetorical silver bullets on
zines that are already dead, if you know what I mean), this
is always theﬂrstpagelnnntowhenlgetthezme

Happily, in the very latest issue of RBM, Eric reports'

thatnot a smglez:mehasfoldedmthepastmomh. and
he speculates that perhaps the “hobby depression™ is
winding down somewhat. That's my impression, too.
‘While I'll again be announcing more folds than new star-
tups in this issue of ZR (I think, still haven’t made the
final count), most of those dead zines had died before I
ok over as ZR publisher and it was only because of my
caution that I didn’t list them as kaput last time. Mean-
while, with the exception of Angst United and Where's
Kevin Tighe, every "NEW/ zine I'm listing here has
actually started up in the past seven months orso. -

- As I’ve been repeating to anybody who will listen to
me, Eric is doing a tremendous job as the Orphan boss.
He is the consummate “professional” in the way he han-
dles his “charges™ and is very persistent—just the qual-
ity necessary to get folded publishers to cough one last

time. The hobby was very lucky 1o have someone as ded-

icated as Eric in place as the folds of 1991 came raining
down. (ff you're interested in more details on this orphan
thing, c:hed;wtthenotconthat“hobbyse 1vice” toward
the end of this zine.)
Bmmlessywreasmreswdmﬂnsorphansuﬁfas
I am, the number one reason you're here is to play some
games, and Eric's got em. The EIf is a traditionalist,
strange as that may seem, and he runs only Diplomacy.
- (His wife Cathy runs a game of Middle Earth Dip.) Some
.of these he picks up as orphans (nawrally!) and some he

starts from scratch. He’s looking to open a game soon.

~ 1believe that games are essentially free, as long as you
maintain your sub at a buck per issue (I'm pretty sure

that’s what the slightly confusing “$10.00—applied to ]

subscupu bnundcr“OPmmgs :* means). This means
that your “average™ Dip game goes for $20.00 in this
zine——maybe a buck or two more than the hobby medi-
an. But'I don’t think you’ll be in for an average experi-

ence here—Ericis a sothMwnhyearsofpracuce (he
published another zine before RBM); one thing is cer-
tain—your game will not be orphaned!

Er.lc says this thmg comes out monthly; sure enonugh
we've seen seven issues in the last seven months.
Turnaround is mappy——gmerally Jjust three or four days.
So what are you waiting for, sign up for a game a]readyl
T’11 bet you’ll have a great mne GS

Rebel

, 2M50II;daAnn Holley, PO Box2793 Huntlngton,wv
T27

$1.00/issue; digest; xerox printed 24-32 pages;
freq.: 6 weeks; circ.: 70; first: Nov. 1984; last:
Apr. 1992 (#71)

Runs: Diplomacy (12), Gunboat (4).

‘Openings: None at present; players requestlng
games will be put on-a waiting list ($5.00 game fee).

-

Subzine “Foxfire” included with RebeI has trivia contests
Scruples questions, etc. - MAH
The warehouse of warechouses. Dip and Gunboat

" only. The dot matrix printing is frequently hard to read.

Since I only play standby positions, I don’t pay close
attention to the tumaround time, but for the number of
games I believe it is fairly good. Luckily, Melinda killed
her maps, but she also lost the best sub-zine in the hobby
at about the same time. (I'm sure they were unrelated
occurrences.) Melinda has tried to liven Rebel up some
by doing her own subzine. The results are far from spec-
tacular, yet much better than most new subzines. While
“Foxfire” hasn’t caught on yet, its populam:y seems to

be increasing with each issue. DMcC
How does she do it? : PDK .
At one point this monster zine was running over forty

games of Diplomacy and Gunboat. Melinda has cut
back some recently, so that now she is down to only
twentysomething games. All the big names have played
in Rebel aver the past several years, so it has been'a pop-
ular games vehicle. However, its large size and numbers
of novice players has led to some play and many
GM errors. 1 haven’t seen much of the latter in the last

few issues, so maybe the relatively lighter workload

has helped Melinda cut.’
- At one poiat, this zine hosted the most r chat
subzine “High Inertia.” Then, when that folded, the zine
was devoid of reading material for some time. Now,
Melinda has begun to add some contests and aﬂedglmg
letter column. Time will tell whether Rebel will become
one of the must-see zines. Right now it is an okay place
to play Dip, and good vehicle for meeting and playing
against great numbers of novices and players on the
edge of the hobby. : DH

Metlinda is reallymmngtomtback She’s down 1o
jost 16 games now, still more than just about everybody
else in the hobby, but far fewer than she’s run in years. -
I'm not sure what has prompted her to do this (other than
theumalmnelmergyhnm 'those
never seemed an issue before), but the effect is undeni-
able. In the last issue of ZR I reported 22 games running
in Rebel, so she’ sshed6gamesm7months

Rebel was never a speedy zine, and still isn’t.
AlthwghMahndahasn t been sending methemereg—
ularly, just about six months elapsed between issues
#67 and #71, suggesting arateofabouteaghtlssuespu
year-—close enough to her stated “6-week™ schedule to

-make no difference.

If and when Melinda decides 1o open some new games,
you can expect to pay $25.00 for a “typical” game of
Diplomacy. That’s getting toward the high end of the price

- spectrum, and I personally think it's more than is meriz-

ed by the serViceptovided (no maps, slightly slow sched-
ule, a “warehouse” zine, etc.). But Melinda has plenty of
satisfied players (cbviocusly!) and many of them keep
coming back for more, so check it out yom'se.lf

So 1 Lied!

'Marc Peters, 370 North St., Sun Prairle, W1 53590

$.50/issue; digest; xerox printed; 16 pages; freq.:
10 issues per year; circ.: 46; f‘ rst: don't know
Iast (Vol. 3, #37)
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Runs: Diplomacy (6), Gunboat (3), WW Iilb (Global,
15-player variant) (1)." ‘
Openings: None, until two current games end.

SIL is essentially warehouse, with occasional guest

sports columns. Good mix of players, but the publishing
schedule is erratic. I'm trying to improve that, but if time -
liness is next to Godliness for you, there are far better
zines to invest in. ' . '

It seems I have been wrying forever to conquer the
world in this zine. While the games are well run, you
have no idea when the next issue will arrive. I enjoy every
issue, but the delays tend to hurt long term planning in

your games. This is one zine that deserves to die, yet I

- will miss it when it goes. o DMcC

This is one of the last refuges of the MadLads, a
maniacal bunch of Wisconsinites who have preyed upon
~ the hobby for far too long. Seriously, editor Marc Peters
has turned this warchouse into, well, a little slower
- warehouse. The games are still coming out, but not like
. dockwork. There is no danger of a fold; but novices

should be advised that there are faster places to play out |

there. On the other hand, subbing it a good way to keep
up with Marc, easily one of the nicest but toughest com-
petitors-in the hobby. And where else in today’s hobby
can you find a running game of the 15-person variant

WWIII? That game is a resl zoo, but I guess I'll keep that

tomyself. - DH
.1 sub and play here. Last issue: #37, April 23, 1992,
. I'think Mark tries awful hard, but the issues for the last
year or 50 have been late and filled with eirors. The game
" reports are clear and easy to read, however, much like
Upstart’sl’ -

- Uh, thanks, Jim, you'll be geﬁcrou_sly rewarded for

that comment! I would point out, of course, that the
game reports resemble those found in The Prince as
much as they do those in Upstart! (Heh.) -

' Truth to say, I like the look of this zine. It’s a nicely
~ designed digest zine that’s not jost reduced full-
page (i.e., Mark is someone who loves and cherishes the
. digest format, not some sleazoid cheapskate out to save

a buck and fry subscribers’ eyeballs). Mark has been
playing around with a program called “Express Pub-
lisher” and he’s been turning out attractive pages, though
not without certain cost—here’s his comment in #37:

“Whatever you do, do not purchase Bxpress Publisher. |

It is the single most user-hostile piece of software it’s ever
been my misfortune to work with.” This indicates a cer
tain level of frustration, wouldn't you say? '
_ Obviously, Mark is having trouble getting his zine out
- in a timely faghion (and it's quite possible that his wrestling
with Express Publisher isn’t helping). As he wams you,
if mmaround is next to Godliness for you, stay away. I
have no real idea how frequently this thing comes out, or
what the tumaround is—Marc has sent me some sample
- copies of his zine, but there are no dates so I can’t tell any-
- thing about timing or frequency, “Not that often” is prob-
‘#bly as accurate as we can get. On the other hand he
doesn’t charge you your first-bom to get the thing either.
Oddly enough, it says right there on the cover of the two
recent copies I've received that subs go for $6.00/10
issues, yet Marc claimed $.50/issue on his Pubber Info
~Sheet. I'm also unsure how the gamefees work. So I'll
duck on calculating a precise “average Dip game” price
for this zine, except to say that it’s somewhere between

MP

$10.00 and no more than $19.00—in other words, aver-
age or maybe a little less. (But note that Mark won’t
have any openings until a couple of current games end.)

So why should you be-interested in this thing? Well,
I, for one, enjoy Marc’s sense of humor and irony! #37
arrived bearing the headline “SO I'M LATE!" in place
of the usual “SQ I LIED!” Express Publisher may be fry-
ing his brain, but at least Marc isn't losing his sense of

“humor. I also really enjoy the “Blusterdom" column by

Tom “Four Train” Johnston—this was especially good
in issue #36, which in a breathless, non-stop manner told

‘the story of a recent MadLad housecon. This piece

should be required reading for those who are forced to
put up with us obsessive game players! (They may not

discover any way to put a stop to our practically crimi-
- nal behavior, but at least they’ll know they arén’t alone

in their suffering...)

Fot Marc’s sake, and for the sake of his players, I hope .
he figures out how to use the fershlugginer Express Pub- -
lisher and cranks the speed back up to “warehouse™ levels.

In all ways except for irregularity this is afine zine. GS
L " X - } ‘

Son of Flip o
George Mann, 5308 Tower Hill Court, Willamshburg,
VA 23188, or Eric Shaffer, Box 144 Smith Hall,
Lock Haven University, Lock Haven, PA 17745

' $1.00/issue; open page; xerox printed; 12 pages; N
freq.: 6-8 weeks; circ.: 15; first: Aug. 1988; last:

Mar. 1992 (#28)

JM ;| Rune: Machiavelli (1).

Opo_nlngs: None.

‘The flagship Machiavelli/Pro Wrestling zine. If you -

want to know everything about the world’s greatest

* sport, sub to SOF. We have trivia, inside information, and

prediction contests. Pro wrestling fanatics are welcome.
If you know saine poor soul who likes pro wrestling, send
them our way. R . - GM
If Penguin Dip is a window between our world and the
larger science fiction “farizine™ hobby, then Son of Flip
is the window that links the postal games, Machiavelli,
and the Pro Wrestling universes! '
" This has'to be one of the oddest zines out there, and as
such I always find it a Little bit interesting. I rarely finish

- reading all (or even most) of the wrestling material, but

every time I see it I marvel at the persistence of vision of
these two nuts (merely the polite term for “completely
wacked crazoids™)! Don’t get me wrong, I like that they’re
in the hobby, I wouldn't give them up for the world. AR
of us who inhabit this postal games hobby are wacked cra-

* zoids, and anybody who thinks otherwise is itching for a

fight. i you look at SOF and say to yourself, “damn,
these guys are really in gpace, I mean, Machiavelli and pro-
wrestling, what a bunch of wierdos”...well, it might mean
you’re beginning to lack that certain self-deprecating
self-knowledge necessary to fit in 'round these parts; it
might be time to choose a new, “saner” hobby more in -
keeping with our “sane” society. Like model railroading
or samething. (And let’s be frank, George and Eric are not
kidding about this pro-wrestling thing—they're as serious
about the “El Matador vs. DiBiase feud™ as we are about
whether A Mar-Bur succeeded or not.)’
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The zine is one of the slower ones around, as it comes
out about every two months or so—I've received three
issues on my trade since the last ZR. Presently there

" are no game openings, andMad:lmve]hmthconly game

they run—no point in calculating an “average Dip game”
fee, though at a buck a pop they’re comfortably in the
mid-range of sub fees.
If you have any interest in pro-wrestling, get in touch
with these guys immediately, if not sooner. Even if you
could care less about pro-wrestling, or about Machi-

avelli for that maner, you should at least see a sample of .

this thing to see what is allowed in our dehghlfulhobby
of wacked crazoids.

The Spmdle

Dennls R. Kieln, 2438 S. 56th court, CIeero, L

60650-2720
$5.00/year (at least 12 issues); open page; xerox

- printed; 4 pages; freq.: 5 weeks; circ.: 12; first: May_

1991; last Feb. 1992 (#7)
Runs: Regular Diplomacy (Mensa #37) (1).

. Openings: Don’t know.

As far as I know, the February issue is the last any-
body’s seen of this zine—and apparently people are
having trouble getting through to Demnis Klein. Fred
Davis reported in Diplomag #105 that there had been a
flap over a standby called in at the last minute to fill in
for an NMRing player. I've no idea whether this has had

-~ anything to do with the possible disappearance of Den-

nis—Fred throws out a couple of other plausible expla-

nations including overload around tax time (Den.ms isa
C.P.A.), and flooding in the Chicago “Loop,” where -

Dennis apparently works.

Fred also reported that he was going totrytorehouse
the one Mensa G game that Dennis was rarming
in Ralph Baty’s Batyville Gazette. So'it’s possible that

- . wemay end up “trading™ zines—The Spindle for the hia-
tus-ized Batyville Gazette. f anyone has any information

about this one, let me know.

Fornow,Iwoulduytogetsomednngbad:fxuan-
nis before any money—it’s possible this ane’s a
fold, though I think remains that the dif-
ﬁmlncsembeumedun.TheSpmdlesemdﬁkeapm~
ty good publication until the sudden disappearance. GS

Starwdod

Melinda Ann Holley, PDBox2793,Huntlngbon WV

25727

Sub included with gamefee; open page, xerox print-
ed; 1012 pages; freq.: 34 weeks; circ.: 16; first:
Oct. 1987; last: May 1992 (#66)

Runs: 7 x 7 Round Robin Gunboat Toumaments
(maximum of 4).

Openings: 7 x 7 RRGT tournament open ($15 00

tournament fee); waiting !tst for future toumaments.

Justin case you don't get enough of Melinda in Rebel, she’

pats out Starwood, which runs even more games than her

“monster warchouse’—but twice as fast! I know her Pub-

ber Info Sheet says “maximum of 4,” but remember that’s
4 “Round Robin Gunboat Tournaments™! For the uniniti-
ated, each “tournament” is seven distinct, linked games of
No-Press Gunboat, with each player playing a different
power in each game. So 4 RRGTs == up to 28 gamesl

Melinda is spot-on wheri she says her frequency is 3—4
weeks—half the time the deadlines are three weeks
apart and half the time they’re four—mnever more.
Tumnaround is not cular, and sometimes the post-
mark of the lastissue beats the new deadline by as little
as1en or twelve days—Dby the time the zine arrives in the
mail you can have not much more than a week to get your
orders in (usually, though, you'll have up to two weeks).
The upshot is clear—don’t try to play here unless you’re
the type who can pretty much respond irnmediately.
Since the games are Gunboat, you don’t need to do.any
negotmnng with the other players, but you can™ do
much “putting off till tomorrow” if you play in Star-
wood—wiell, - maybe tomorrow, but oertmnly not next
week! I've seen nine issues of this thing since the last
Zine Register, so games move along fast; at $15.00
for seven complete games of Gunboat, RRGTs in Star-
wood must be the absolutely cheapest gaming e:q:cngnce '
you can find (except for those FREE! zines).

"RRGTs were quite popular a year or two ago, but
interest in them seems to have slackened considerably.
Melinda is  one of the few stalwarts left, so if you are
interested in pitting your wils against six other players
in seven games, this is the place for you. Luckily, as of

‘her last issue she had one remaining place open in what

maybeihelastRRGT she’llopenm some time, so if you
want to give this “super-game™ a try, don’t wait, but get
your check off today. Melinda is utterly dependable

GS

and your sub money is safe with her.

Suicide Squeeze

John Caruso, 636 Astor Street, Norristown, PA
Free to players; “reduced” {digest?); xerox printed;
4 pages (up to 8 during the season); freq.: 2 weeks
during baseball season, 3—4 weeks off-season;
circ.: 26+; first: Jan. 1991; last: Mar. 1992 (#24)
Runs: 26 team, 162 game schedule Baseball
L.eague Real major league players do their best to
win the pennant for you, their owner.

Openings: Inquire about getting on a waiting list.

.'thmudl of a zine—more bke the information flyer that

accompanies the box scores and stat sheets. It contains
listings ofaﬂtemacuons,mypress releases, and occa-

- sionally, just chauter. - JC

Keep him in ZR. Maybe it’ll turn up the pressure for
expansion. John's doing an enormous amount of work
to keep 26 baseball nuts happy, andhedeserves a truck-
load of thanks. PG

Hmmm, not much to say about this one. Iﬁna]ly
saw a copy of Suicide Squeeze, and as John says, it's
mostly stats, although there was some press. From the last
ZR 1his thing is apparently adjudicated by, orrunon, a
Strat-O-Matic r baseball game. It does sound like
a lot of work, but you players will have to drive those
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truckloads of thanks to .Toh-n,l since I'm left speechless.
Sports, you know. : GS

The Tactful Assassin -
Eric Young, 4784 Stepney Road, RR #2, Arm-
strong, BC, CANADA VOE 1B0O

- $7.50 (Ganadian or U.S.) per year (approx. 10

issues); open page; laser masters/xerox printed; 10
pages; freq.: approx. b weeks; circ.: 40 {14 Canada,

| 26 U.S,); first: 1991 (7); last: May 1992 (Vol. 3, #20)

Runs: Diplomacy (4), Gunboat (2).
Openings: Diplomacy, Gunboat. Asian Diplomacy
{all free)

Briefly: Eﬁtonal—any toplc of my fancy, mcludmg
politics, environment, social issues; Letter column—
all letters printed; Puzzle column; Seasonal contests;
Cartoons—Political and other. EY
. The Tactful Assassin is probably the fastest, and cer-
tainly the most deadline conscious of the Canadian zines,

. which on the whole are slower than zines in most other

parts of the world. 'Ilns:s]argelyduetoﬂwlargemof

the country and the “relaxed” pace of Canada Post. For -

those of you worried about postage, Eric makes a con-
certed effort to keep the weight of the zine down to get a
lower mailing rate while at the same time increasing the

number of games that he runs. Eric started the zine as a.

Mensa Dip-SIG effort. It still s a Mensa game (and the
possibu]nymmthazanotherwﬂlmcmhne),lmtfor
the most part it has grown beyond its Mensa origins. Eric
. generally produces two or three pages
his subscribers writings. T wish he’d do more of that, but

_ given his desire to keep the weight down and run a num-
ber of games I can see why he doesn’t. The maps aren’t
as big, or as impressive as they once were, and that may
be 2 loss. Encmlghtwamtolosethectoss-hatchmg (or
whatever it is) that he uses for the sea spaces. They real-
ly aren’t needed and tend 10 clutier things up. BMcK
TTA s a good, solid, dependable zine. As Brent notes,

it has definitely grown beyond its Mensa G begin-

" nings——and almg with Rambling WAY it is probably the
- most successful of the Mensa zines, if success be mea-

sured by “bigness™ and number of games runmng (and

in part I think it 1s) :
I've seen five issues of 7TA since last fa]l——the dead-
line interval was usually five or six weeks. Turnaround

- was acceptable given this kind of schedule, with the

exception of the last issue, which was several weeks late.
At $7.50 per 10 issues (if that’s what you get in a year’s
time) that “average” Dip game will cost you roughly
$15.00, perhaps more if Eric slows down but still keeps
the “per year” sub fee. Thatputs TTA at about the hobby

median as far as price is concemed; for what you get I-

think it's a pretty good deal.
: The maps are a bit of a disappointinent—DBrent’s
idea about losing the cross-hatching is a good one as it
just muddies things up. Eric also runs them sideways,
which doesn't help the effect.-But when Brent says
“they really aren’t needed and tend to clutter things
up,” I presume he's talking about the cross-hatching, not
the maps themselves. Though they may not be perfect,
they’re still a lot better than no maps at afl. But then, as

- May 1992 (#192)
of either his own or

per my “TurboPhreak” nature, I come down firmly on the
“negative™ side of the “Resolved: That maps are the

| hellish work of the devil” mini-debate that seems to-

arise from time 10 time in the hobby. ] :
Eric has quite a lot of reading matter, and we are

_granted the opportunity to see him as a person—a nice -

touch. There’s usually two or three pages of copy, from
Eric’s thoughts on stuff happening in his life, to a letter

" column which includes his responses, though not a great
. number of letters. Eric admits that it’s these “other™

parnts of the zine that interest him most, and so he will
keep a cap on gamestarts so that he has time left for his
writing. That seems like an entirely sensible idea to me.

With Eric at 20 issues, I think this one has passed

thrwghsaneofrhepotennalproblansthatconfrontany

| publisher (boredom, mostly). To my eye, Eric has found

am.cennxmtlnszmcbetwmthegamesandthewm
ing. I hope he manages to keep both “legs™ of this zine
fully operational. Since he won’t be allowing himself to
get overloaded with games (and as he’s already got six
going!), you dbdletmpfastxfywwamtoplaymme
of Canada’s best zines. GS

Ter-ran

Stcvel'lolnmkl,BGOCOlolNOAWZA,l.ordn OH
44052 : :

-Free to players; open page; xerox printed; 3 pages;

freq.: 4 weeks; circ.: 30; first: June 1976'; last:
Runs: Diplomacy (4)

Openings: Diplomacy ($5. 00?) occasionally WS&IM.

Still here after all these years—now it’s readable. SH
As Steve notes—still crazy after all these years. No,
wait, he didn’t say that at all! My mistake,.. '

Actually, 192usuesmadamlongnmetobemnk

ing these little pups out. Of course some things do

change as time goes by. Kathy Caruso decides to fold her

‘zine; a “certain Air Force captain” makes a play for his

general’s secretary, only to discover that his wife is

standing nearby; Ter-ran ditches the ditto and adopts

xerox technology. To the very best of my kiiowledge, this
was the last ditto zine in North America. .

- Do you remember ditto (also called “spirit master”)?

When I was growing up it was that purple printed stuff
the teacher would bring to class (on the gallup, they.
were always running late whea bringing ditto copies—
a caution, I should think, to anyone who ever wanted to
publish on ditto in the future!), and distribute to all the
students. Generally it was a pop-quiz, that sort of thing.
We'd all hold it to our noses and sniff deeply. This was
the sixties, after all.

Anyway, it’s gone. Ter-ran looks much the same, but
now it's in xeroxed black and white, like virtually every
other zine out there. Still ranning three or four games, still
incredibly reliable and regular, and Steve’s pageorso of
“Slime Shorts™ is still just as furmy as ever. Since by the
time Ter-ran arrived the ditto smell had long since wom
off, I guess the xerox is an improvement. & is easier to read,
but this was never much of a problem, at least for me.

Somewhat like a ditto machine (ah yes, that old “cah-

lunkety-schlunk, cah-lunkety-schlunk™ that you used to
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Zine llegister :

hear all the time down near the principal’s office...),
Steve has put out seven issues of Ter-ran in the last
seven months. His interval is generally every four weeks,

althwghsomeofthexssuesarwnd(!hnsunascame out
on 5-week schedules. But trust me, with this zine time-
liness and regularity are not a problem. With a price of

$5.00 for gamestarts (sub included for life of position),
- this is about as cheap as it gets without being free. -

Asbeﬁ.tssomeﬂ:nngth]smeap there are no extras or
any other “chrome” such as maps. But no matter what,
nsstillagreatdealtobeabletoplaymamethls

dependableforthucheap ) GS

This Train Is Bound For Glory
Cralg Mills, 3024 Pascal St. North, Roseville, MN

Free to game players, freesamp!es openpage
laser master/xerox printed; 14—-20 pages; freq.:
monthly/bimonthly (terribly irregular); circ.: 14; ﬁrst.
July 1989; last: May 1992 (#24)

Runs: Railway Rivals (4). :

 Openings: Railway Rwals. Bus Boss

Rail game *zine with C.S. Lewis as the literary theme.
4-page column discussing religious topics is included

~ under the title of “The Grand Aside.” Also home of

“Almost Everyﬂnng.. ."—the American Railway Rivals
: CM

This is the slowest of the regularly appearing RR
zines and Craig is themostmxstake-pm GM, but there
are some things to be said in its favor. Craig is very

'_ goodaboutcorrecunglnsemrs (many GMs aren’t) and,

though slow, the zine does get published. In addition to
the RR games, TBG also carries a Christian-oriented let-
ter column (which so far has consisted of a dialogue
between Craig and Russ Wallace), and a section in which

~ Craig reports on PBM and PBEM RR' game comple-

tions. A novice to RR should probably at least look at a
sample of TBG so he can get an idea of who the top play-
ers in the hobby are (i.e., Jim Goode, Eric Brosius, and

_* Doug Brown) so they can be avoeded/destroyed ﬁbelshe
‘ever gets into a game against those masters. SC

Craig maintains stats on RR game finishes and GMs a
few games. Nice, dlear layout—sometimes slow. JKG
I’veswn;ustonemsueofthlsthing, so I can’t com-
on the umeliness question, though I note

l:hanfCraxg s start date of July 1989 is correct, 24 issues
in Jess than three years isn't all that shabby. Probably what
has happened is that he really cranked in his first year or
so, and since then has been quite a bit slower. After all,

- atwo-month average schedule can seem a lot more oner-
ous if you've gotten spoiled by quick monthly turnaround.

Apparently the way this thing works is that to keep
costs down Craig only sends you the report(s) for the
game(s) you're in, and includes a page or two common

to all the “flyers.” This includes some religious instruc-.

tion/discussion, at least in the issue I've seen—as heavy
a dose as any in the hobby. Ifyoulikethatsonofthmg
this is the zine to finditin.

There’s also a RR sub-hobby service componmt—

-which lists RR game finishes, and also inclndes a list of |
all players in the sub-hobby and how they've done over- .

allmRaﬂway Rivals. And yes,acertamMr Eric Bro-
sius does seem to be the Number One player! Avoid-
ance/destruction would appear to be the prudent course. ..
Craig es to'start just one new game for every
two that finish up-—he recognizes the tumaround prob-
lemstmnsfmmtrymgtonmtoomanygmes (coupled
with trying to maintain a riormal home life). So things may -

get faster here as time goes by. If you’re a novice to the
Railway Rivals hobby you might want to try someplace
that has more regular gamestarts, and which will come ocut
in a more timely fashion—but you might as well request’
a sample of this one, too. As Scoit mentions, you'll get
a chance to see where your opponents stack upl GS

Touché
Ramon Lazaro, 112000Movasmet, Coral Gables.

‘FL 33134

$8.00/year; open page; xerox printed; 14 pages'
freq.: 8 weeks; circ.: 40; first: Jan 1979' iast:
Sep. 1991 (#92)

Runs: Diplomacy (2), Source of the Nile (1), WS&IM
(5), 1776 (2).

Oponlngs Dune, Campaign Trall (GDW) (al! freel}

PmﬂyTaucizélsdosedtonewmanbers saveforany-
one interested in Dune and/or Campaign Trail. =~ RL

The listing for Touché in the last issue of ZR took up
almost two pages. This time it’s considerably shorter, as
nobody has bothered to write in about Touché.

Ihaven’ trecewedanlssueofth:sthmgsmoelastfa]l,
but Ramon did update his Pubber Info Sheet, so I'm pret-
ty sure this one is still running. Last issue we kicked
Touché all over the place as a couple of reviewers took

exception to several of Ramon’s policies (and-

very strong
I agreed that they did not sound like good ideas). Specif-

ically, Ramon allows draws to succeed even if a surviving
country is voting NO, and he did not call a standby to
replace a four-center England after that cotmtry went into
CD. The “guest reviewers" also pointed out that Touché
was pretty slow—and consequently expensive, given
the “per year” payment system

Obviously I have no information that would lead me
to change these negative assessments. At the same time,
I said then that the non-Diplomacy games ﬂmtRanmwas ~

spemﬁcally a big mu]n-p]ayer game of WS&IM,

looked very interesting. I you're looking for WS&IM
there really is no other places in the hobby to play.
Unfortumately, Ramon seems to be full-up with WS&IM;
1 don’t know when he might have another opening.

If you're interested in Dune or Campaign Trmil 1°d say
request a sample and see if you like what you get. GS

Twains

David McCrumb, 3636 Oldtown Road Shawsvllle
VA 24162

$.40—'$.50/iss,ue (depending on the number of
games you're playing); open page; xerox printed; 8 -
pages; freq.: 3 weeks; circ.: 16; ﬂrst Nov 1990; .
last: Sep. 1991 {#9) .
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Runs: British Rails (1), EuroRails (1).

Openings: None.
Rather bland, but the players are having a ball. I need two
or three standby players. : DMcC

Another zine I haven’t seen since last fall. If I remem-
ber correctly, the thing was hand-written, though Eric

Brosius’ impressive playing aids were used to keep .

track of things (I think). I've no idea if he’s staying on
schedule or not, though since there are no complaining
players, I suppose no news is good news. :
. These “Empire Builder”-type games apparently take
quite & while to play out, even if Eric’s “speed” rules are
‘used. If you want to see how the third most’ popular
“choo-choo” game system works, check out ark, er, 1
megn check out Twains! (The other two “choo-choo™.
games? Why, Railway Rivals and 1830/1835, of course!)
" . Maybe Dave will smdyouasample]fywaskpohte-»
ly He is looking for a few good standbys. . G

‘“_
- Upstart | |

Garret Schenck, 40 3rd Place, Basement Apt.,
Brooklyn, NY 11231—3302 s

$1.50/issue ($2.00/Canada, $3.00/overseas);

digest; laser printed; 2436 pages; freq.: 5 weeks;
circ.: 95; first: Jan. 1988; last: Apr. 1992 (#52)
Runs: Dlplomacy (10), Gunboat (3), Capitallst
Diplomacy {1). :

Openings: Diplomacy, Gunboat (all free).

Now the first zine in the hobby to sport computer gen-
. erated full color maps, Upstart is the Josef Stalin tank of
the “TurboPhreak™ hobby, which is the modem, up-to-
datetm-mforwhatwenalvelyusedtoca}l postalDJ,plo-
macy.” Happily we've left those halcyon days far, far
behind us (well...some of us have. .In;emm:rPres:dmt
. scems to have left his pamcularHahondazea]loveths
shoes, but perhaps I digress, in more ways than one).

- With this issue of ZR I'm announcing a price
increase—doubling the sub rite, but doing away with
gamefees. I'm also abandoning my long-standing reluc-
tance to go over the one-cnmcchmn (24 digest pages) and
from now on will “fill "er up. " We're going all outl
Who knows, maybe I'll even let people play in more than
one game at a time.. . NOT!/

Az an unusually solicitous hobbylst “feared™ last
summer, this “biting off more nose than I can chew in
order 10 spite my face” will surely cause my once deli-

- cate “publisher-friendly” zine to crash in a huge, messy,
ugly, flaming bumout.

So climb on aboard and help take me down... GS

Garret’s zine has a way of attracting great differences
of opinion among hobby reviewers. I find some of the

writing, by both the editor and contributors, to be moron-
lcatumes hnstﬂlmjoygemngﬂnsme.'lhcgamesalso
seemtobenmmng qm:ewe]l,wnhdecmtgamerepoﬂs

- and great maps. Qthers find Garret’s writing style to be

- offensive and close-minded. Oh well. If you are looking
for a timely game, there is nobett.m'placeto go. And if
the political discussions go far afield at times, do what T
know others are doing: read your game report only The
rest of us will take care of the lettercol. DH

S | thing else. Besides, the press

Upstart is the class publication of the hobby. It is so

~ very much better than any other I’ ve seen that compar-

ison is meamngless BE
This piece of work received one of the two “10°s”

I gave in the Runestone Poll this year. I've always -

wished a 1st place finish for Upstart. This publication is
just absolutely loaded with personality, but a recent
lack of responses by the publisher in his fantastic letter
column doesn’t let it show through as well as in the
past. For a great overall place to read and play and
become involved, you can’t miss with Upstart. JS .

'Ihemostlibemlzme!hatlrecclve,nlsa]sooneofmy
favorites. I find myself agreeing with a lot more in this zine
than I thought I would. I guess I have not swung as far
towards the conservative side ag I had originally thought.

not old encugh yet.) Unfortumately, Upstart rans
Dip, Dip, and Gunboat. Plus some silly economic game
basedonD;p ButI’]IforgweGaxmasIdo_;oyevery- ‘
is usually very good, and that
mﬂ:eoncthmgthatwﬂlkecpmemtcrestedmamp
game. The one improvement would be if Garret could put
more of his own comments into the letter cohmnn. It is vast-
lynn;nuvedwhmhedoatb:s ' DMcC
. Ahbhhh. At last,

Nice 1o see that Garret is now pubhshlng less often
than T am. Maybe soon we'll be producing the same
amount of verbiage per month, on average.

- It’s a great zime, third-best in North America. Upstart
is opinionated, pretty, and packed with games. But it relies
on the press to entertain. Some zines (vid: Excelsior) are
fun with no press. Same are helped by press {(e.g., Dipadee-
doodak!)buteanbeeq]oyedmﬁlmn.lfymdm tread the
press in Upstart you're only getting half the value.

And the main reason for this js also the zine® s biggest
drawback: press is 3/4 of Garmret’s voice in the zine. The
usual rambling; State-of-the-Zine editorial that we all do
is fine, but when the editor sits silent in the letter column
you rebcmgd:eated.Spacemapmblem?E:ﬂzergetab:g— A
ger zine, or knock something else out to make room
(that’s called “editing’"). The Roast is ckay, but is cmtamly,
lower priority than dialogne with readers!

[Ooops, forgot 10 mention my “statistics™: Upu'tarthas
appeared six times since the last issue of ZR, meaning
I've been hitting my “five-week™ schedule pretty much
on the nose, exceptfora one week delay attributedto ZR -
#19 (and this issue of ZR will also cause one week of -
delay—it seems to be unavoidable; ZR is a huge job).
Turnaround averages nine to ten days after deadline to
get an issue in the mail; many zines that don’t even
remotely consider themselves “TurboPhreak” do better
than that. Finally, with the price increase, Upstart has
moved into the ranks of the “expensive” zines; an “aver-
age” game of Dip will set you back $30.00. It's still worth
it, just not quite as good a deal as before. GS

Vertigo

Brad Wiison, PO Box 126, Wayne, PA 19087
$4.50/10 issues, $9.00/10 issues outside North
America; open page; laser printed/xerox printed;
12-32 pages; freq.: about 7 weeks, games run on
flyer (usually); circ.: 72; first: Aug. 1982; last: Apr.
1992 (#109)
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RunS' Dlplomacy (5), Gunboat (2), Coionla Vl (1),
Balkan Wars VI (1), Everybody Plays! {1).

. Openings: Diplomacy, Gunboat, Philadelphia Dip,

_B'alkan Wars Vi (all games free—need standbys).

Oncelzpmathne.inahobbyfar,faraway,ﬁereﬁasﬂ:is

. concept called “Fannishness,” and... (Naw, don’t do

that. It’ dbeﬁomybu!thenGarretwouldbepmedqﬂ'
Try something else.)

HEY!!! ALL YOU APPEARANCE TURBOF-
REAKS OUT THE... (No, no, no! What are you trying

 to do here, annoy Garret with every Imc? Come on

now, play nice.) :

Why bother? After what I've said about Garret and ZR
of late you know I'm going to get trashed in this thing.
Might as well have fun while I'm at it. Hear the one about
the two TurboPhreaks, the aardvark, and the petroleum
je... (AGGHHH! Not that Jjoke, not in ZR! Give Garret
a chance, now, be fatr’)

Okay, if you insist... Limping toward our 10th

' anniversary (August) Vernga continues to.offer casual
Dip, incisive hobby commentary, a feisty lettercol, con-

tests, and ramblings on music, sports, drinking (with
Alcohol Consultant Ted “Swizzle™ Stick) and po]m:s

For years hideously ugly and proud of it, we're now-

quasi-pretty and not all that proud of it, but we’re read-
able now and 1 suppose that makes a difference. Defi-
nitely not Feud-Free, Vertigo continues to offer the

hobby a feisty, independent, trenchant voice on matters

- large and small. Dirt cheap (some would say a very

appropriate term), Vertigo welcomes novices looking for

more than just games—although you'll enjoy the games!

Standbys needed, wo. BW
. Brassy, but not militant. A lot of college basketball
stuff, enough to almost make you a B-Ball fan. Games

' come out on a flyer called “Meet George Jetson.” Zine
comes out 30 seldomly that Brad may el@ctto drop the

month and just put the year on it.

" Vertigo has a lot of hobby history: its pablisher, Brad -

Wilson, is the hobby old fart that he accuses others of
being. Buthelsfarfranbelngblmedout.Rther Brad
is a very energetic personality who will be exerting his

- presence in this hobby for a while to come. He hag an atti-

mde of two cities—Philadelphia and Chicago—both
blended together. And this attitude is conveyed thrbugh
the pages of Vertigo. Vertigo will be slow, but it is not
leaving us yet. Technology has caught up to Brad (he has
bought one of those altars of evil, a computer), hence the
nicer cutput that you can actually read. But no mauer how
pretty it gets, it will still be Vertigo. - PDK

Yes, I wish Brad would clean up the cross-outs and
typos and spacing, but if the price of keeping Vertigo
alive is an ugly format, then ugly is for me.

Lots of pages, mostly on sports, politics, and hobby
doings. Like most joumalists, Brad can get cammied away

with “fighting for the lintle guy™ and dass warfare and other

things which are true but far less relevant than he thinks.
But his emotion drives his opinions and also encourages

_ others to get in on the act, so his following is truly local.

Isense he’s getting disillusioned with Dipdom—1 hope it's
not so severe as to-drive him away. We need him. PG
This zine is a little hard to explain. Brad Wilson is a

" somewhat combative sort, and that attitude pervades
-the zine. (He cringes when I call Vertigo a feud zine, but

I do think it is in some ways.) The lettercol is often the

‘who published ZR #19, the “abomination

most interesting in Dipdom, however, so if you are will-
ing to put up with Brad’s smnemnesmfmaunghlee_]ak
reactions to things, I recommend it. On the other hand,
the thing is not very timely, so don’t sign up if that’ s what

'you want. The zine is also extremely ugly, with bad

photocopymg and layout. But at forty-five cents an -
issue, it’s a serious bargain. Sports fans should also
notethat.smoeBrad:sasponswmer there is often a lot
of good content on sports topics DH

It's “feisty.” “Feisty” is what itis. Real “feisty.”

Brad recently purchased a computer and in true toady
fashion he’s now engaged in a lame attempt 10 curry
favor with the “TurboPhreak™ faction that now com-

_pletely dominates

Dipdom.

First indication of Brad’s capmﬂauon came when his
zine arrived without the classic Wilsonian touch of black
magic marker “whiteout” (which always made the thing
look like it had been obtained from the F.B.L under the
Freedom of Inforrmation Act). A second sign of Brad’s
surrender to “TurboPhreskism™ was that issue #1009, the
most recent issue, was actually in the mail not three
months after #108. I know this won’t sound very “Turbo™
to most people, but consider that it took our Brad well
over five monihs to get #108 in the mail and you'll see
this is a vast speed improvement. (He’s acmally managed
to produce three issues since last May!) As if this wasn't
enough, Brad has even done away with his NVR = YES
house nules, though as recently as issue #108, he took me
10 task for. suggesnngthatNVR YES was a “bad idea™

. But it’s important in surrender arrangements that
more than just signals be sent—there has to be an actu-
al document acknowledging the capitulation. Sure
enough, I have here in my possession a piece of paper

‘from our Brad, dated “5-5,” that says: “Garret — Here's

a sample of my “game ﬂyer“ Meet George Jetson. The
deadline for the games herein was April 30. I've been on
a schedule like that since February.” Good boy, Brad,

keep it up! We're pulling for ya, guyl
Personally, I've recently found Vertigo to be highly dis-

' appointing. His last two issues have been filled with
- some of the nastiest wrmng ever seen in this h

He’s even called on me to “go asZanbhsherlIsup—
pose Brad “Mr. Civility” Wilson thinks he could do a bet-
ter job, huh? (Considering that it’s been two and a half
years that the hobby's been waiting for him to publisha
silly lintle Miller Number service zine, I guess I'lIl hold on,

-for now. But he’s welcometoapplyforthepomon‘ D

In a recent letier to me, Brad was a-owmg about the
“influence™ he has in the hobby—poin out that it was
he who started this silly “TurboPhreak™ feud. A couple
of points on this matter. One is that Tom Nash was the:
one who coined and popularized the phrase “Turbo-
Phreak”—well over a year ago! Brad’s just picked up
Tom's ball.and ran with it. Sccondly,lwas the one
* that Brad -
has convinced himself is destmymg the hobby. Who’s
the actor, and who'’s the reactionary here, I wonder?
Besides, I think it’s pretty pathetic that the one achieve-

‘ment Brad points to as his contribution to the hobby is

the staning of a destuctive and costly fend (cventhough
he didn’t really start it!).

Brad is truly the anus of the hobby. You heard it here
@f not elsewhere). On the other hand his zine is one of
the cheaper ones around—a typical game of Diplomacy

. could cost you just $9.00, putting Vertigo comfortably
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- in the cheap seats—just how cheap, you’ll have to
_mquest a sample and see for yourself... GS

War Fair
,shophen K. Glasgo\v 32009 Pondiuy MIbwlelg OH
$3 OO/year, open page; xerox printed; 6 pages

(planning 8); freq.: 5 weeks; circ.: 22 first: Nov.
1989; last: May 1992 (#24)

Runs: Mensa Diplomacy (1), Middle Earth It variant

(1), Small Earth II-R variant (1), Bourse (with the
‘Mensa Dip game) (1).
Openings: Bourse always has opemngs (free).

In the beginning, War Fair was a Mensa D]p-SIG ﬂyer. ‘

Th:syearIexpandedbeymdthatnncmoomandbeemne
a full-featured zine by starting variants open to the pub-
lic. Let me say that I personally like maps, all kinds of
maps. I use several PC software packages to replicate the
“original maps for each game, and draw each player’s
moves on the maps for a visual summary of the tum. I
hope War Fair eams a reputation for great maps, as
well as no NMRs. Read my lips, “No NMRs/” If I can’t
reach a player on the phone, I use a member of my
local gaming club to fill in for a season. I welcome
trades with other pubbers so I can see more of what’s
going on in the hobby. : SKG
. The last time 1 sawtlns zine, it was really just a flyer

runmngonegame('mfadthegamewas_mstﬁmshngnp, I

and War Fair was waiting for its next Mensa Dip-SIG
game) Now it"s much more of a full-fledged zine, and
it’s clear that Stephen Glasgow has either gotien better
software, or a better prmter or both—the zine Iooks
really first-rate.

While I can understand why Stephen is so proud of
his maps (and there's a lot to like about them~—for
starters they're pretty big, and he also puts arrows and
other symbols on the maps to indicate what happened),
I personally wish he would use something other than

s to draw the maps. The way it is now, the map
for Small Earth Dip bears only a tenuous mlatwnsl:npto
the round world we live on! This is a nit-pick, obviously,
but I've never been fond of “geomorphic”-style maps.
(for more examples of this sort of thing, see the reeem
issues of Diplomacy World, where similar “magic” has
been applied to the D1p10macy map by several corre-
spondents).

Stephen is going to run a Bourse game in conjunction
with his new startup of Mensa Diplomacy—and these are

always fun, I think. Who knows, I might even play!'1

guess I get a certain perverse pleasure out of buying and
selling secunnesonﬂxeopenmarket ves

I haven’t received encugh issues of this thing to com-
. ‘ment on Stephen’s schedule or turnaround over a long
perod of time, but I will note that exactly five weeks sep-
arated the two issues ] have received recently. As far as
Price goes, if Stephen ‘sticks to his $3.00/year schedule
and puts out 10 issues per year, you could play out an
average game of Diplomacy in about two years, and
only be $6.00 poorer—a real deal. I recommend this
zine—it’s still young, but it seems to know what it
wants to do. Request a sample. GS

Well Martha, It Kinda’ Sorta’
Looks Like A Dip Rag...Don’'t t?

John Schuitz, 19390 |-308, In. St. Prison POB
41, Michigan City, IN 46360
Free (voluntary postage donations requested); open -

‘Page; xerox printed; 8 pages; freq.: monthly (sorta);

circ.: 52; first: March 1991; last: May 1992 (#1.3)
Runs: Diplomacy {5), Gunboat (2), Winter 1898
Dip variant (1), Enemy In Sight (1), Snowball
Fighting (1).

Openings: Solo Anonymous Dip variant (free), Snow-
ball Fighting (free)

Mostly about the games...but 1 always hke a little dis-
cussion about something...anything...as I've always
got an opinion about everything. Player press is my pet.
1 get really depressed when my players don’t banter so
I can make some stupidly ridiculous response.

1 like to think of Martha as the girl next door. Not

“beautiful to look at but earthy and comfortable to be with.

No perfection there but you can count on her in the
long run. The type of girl your mother wants you to
marry. I’veloosetwduponmyumelnmsstlnng some and
I’ve had some fairly serions personal problems which
have affected Martha a little of late. Recently, I even had
to scrap an issue and just adjudicate the games. My

-apologies for that but I never claimed perfection and I

want to reassure everyone. .

Any minor problems wnh Martha have nothing to do
with burnout. Consider both Martha and myself as two
rocks lapped by the ocean spray. Eventually, time and the
elements will wash us away. *Til then we’ll both stand
solid as symbols of tenaclty versus those elements.
Oooh! Deep stuff!

Classy kinda’ guy, ain’t I? How *bout that, Garret?
Words roll off my tongue like snot off a doorknob. JS

A nice rag, and all the better because it supports

- Smowball Fighting (world’s best postal game). John is

cool, a detached and unflappable observer of life—in fact,
I've wondered whether he had that attilade before prison.
He had the good sense not to start too fast or try too much,
and I hope he makes the 'most of the games and readers
he has before he tries to expand. A great bargain. PG
There are some zines that it’s difficult to be objective
about. Vertigo is one of them (for me, obviouslyl), and
Martha is another. That's because I have so much affec-
tion and respect for its pubhsher, John Schultz. !
Ob;ecuvely speaking, this isn't that good a zine—it’s
not the prettiest thing out there, the layout ¢can sometimes
be a little funky, John sometimes slips up on the adju-
dications, and us Martha junkies just suffered through a

| month without it! (And to add insult to injury, John

blames his cat on the mysterious disappearance of the
game I'm playing here—~Enemy in Sight—obviously a
plot by the “impartial” GM 1o eliminate my press from
contention in his “best press” contest!) Moreover, John
is pulling a “Mark Lew” and deep-sixing some back let-
ters in order to get back on track after the delay, and I'm
supposed to be opposed to such shenanigans.

. But where John (and Martha) really shines is in how
he cares—about hig zine and about his players. Yes, he
had some trouble and had to suspend publication of his
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zine for a momh or so—but John made damn sure that

everybody got their game on flyer that month. He always
finds something nice to say, but at the same time you
know where he stands. A nice mix. If you haven’t figured
it cut by now, John is in the Indiana state pen, doing some

. pretty hard time. I haven’t the faintest idea how he man-
agestopubhshﬂnstlnngﬁmnthemnde.l’]lbetMartm
complicates things enormously for him—it’s something
he needs and wants; needs and wants can be big trouble
for you when you’ retmderthethnmbcfapnsonadxmn
istration. Happily, John seems to have an inmer power that
keeps him going through the ups and downs.

John advertises this thing as free, o theoreuca]ly
you could be a swine and play that average” game
here and not have it cost you a cent. But theory aside,
John has to pay for his supplies and what not just like
everybody else, but he can’t take cash. Please send him

- stamps——that’ sthecomoflnsrea]mWhatcverwaeel

good about, apparently.bmﬁgurethaths zine costs at

Ieast a 29¢ stamp each month, plus 8 copies, and pony

up accordingly (note, this is Garret speaking, not John—

he is far more polite and circumspect than this; I bet if

. you did try to play for free he’d never once directly
" bring up the question of stamp donations.)

*

Despite the recent delay, John has still managed to |

" crank out five issues of Martha since the last ZR, which
ommdexmglnsmrcumsumcesmustbeeqmvalmwdomg
- Boast, Graustark, and Manidc’s Paradise, all at once.
: Martha:saboutasb:gasncangetatﬂnspmm—lolm
has to keep the size under one ounce. He probably doesn’t
' need too many more players, but if you want to check ocut
a sample or two, who's to stop you? (I have some sam-
'_plest.odlsmbuwthmughtheZneBmk,too) GS

. MMNEMNEMNEMNEMNEM
Where's Kevin Tighe o

. Mark Larzelers, 7607 Fountalnbloau #2352, New

Cartroliton, MD 20784 -

don't know; open page' xerox printed; 3 pages.

freq.: monthly; circ.: 11; first: Jan. 1990; last: never
Cseen .

Runs: 1830 {2), intimate. Dip (1).

Openlngs ‘None; none foreseen.

This is the same zine as Massacre By Treachery, I mere-

ly changed the name to Where Is Kevin Tighe? I'll prob-

ably fold when the currently nmmng games end. - ML
I’'ve never seen either this zine or its predecessor.

Obwmslyapreuymargxmle.ffort,wmlasnbhstofjust -

11 playm‘s—seems to be running down to a fold. GS

World Diplomacy

Larry Peery, Box 620399, San Dlogo, CA 92162
$15.00/4 issues; digest; xerox printed; 48-52
pages; freq.: quarterly; circ.: 100 (’-’). first: Spring
1991; last: Spnng 1992 (#5) _

Runs: None.

Openings: None.

Yes, Dorothy, there is Dip beyond Kansas.

WD is a Dip zine for Dip players and hobby:tsrs who
want to expand their horizons to include, for instance:
Canada, Norway, Sweden, Denmark, The Netherlands, -

ium, Germany, France, Austria, Israel, Australia,

‘New Zealand and some of those other islands:

Papua/New Guinea, Singapore, and the British Isles.
Two-thirds of WD"s readership is from outside the
States; a fact that gives the zine an mternanonal flavor
10 go with its worldly focus.

WD was established 1o provide a means of establishing
an intemational hobby infrastructure (e.g.; 1o foster the
exchange of news, views, and ideas); and to promote ini-
nalcontactsandthedevelopmcnto:flasnngﬁamdslnps :
among the members of the intemational Diplomacy hobby.

To achieve its first goal in its first year WD began by
using such means as the exchange of information and
ideas by a variety of methods: surveys, questionnaires,
ballots, polls, ads, editorials, news reports, and round
table discussions among them. : '
- ‘WD focused heavily on intermational hobby news,
especially the promotion and reporting of Dipcon type
events. No other hobby publication, anywhere, devoted
as much attention to these kinds of events as did WD.
Both domestic and foreign cons in places as far apart as
Birmingham and Canberra, Chapel Hill and Vlenna, or
Paris and Singapore were covered; an extensive
roundtable discussion of the World Dipcon concept -

‘itself featured input from leading hobbyists worldwide.

Feamres in WD have rangéd over an equally wide area
and included a look back at the publisher’s 25 years as
apostalhobbnst,ad:swssmndl’mce,vmams as time-
1y as the day’s headlines, andadlscussmn oft.hecu.rrent
state of mugical theater.

As we begin our second year our pnmary emphas:s
will be on establishing an international hobby personal

_relations network (e.g., an organization of disciples of

Peeriblah), a natural outgrowth of our efforts 1o establish
solid links between the various intemational hobbies.

- We plan to do this by conducting the first world-
wide hobby census—a real census asking real ques-
tions, not just the pub]:canon of a collection of ocut-of-
date mailing lists. ¥ tions. are already underway for

‘the first worldwide postal Diplomacy championship.

This multi-game team event has drawn interest from
p]aye:smmorelhan’tencamzs including many of the
best FTF and PBM players in the world. As part of our
efforts to promote links between the Dxplomacy hobby
and the “real world™ (which, if you’ve noticed, is more

-and more coming to resemble a Diplomacy game), we’ll

sponsor competitions on such subjects as the possibili-
tycﬁanotbeer-]dWarImthcafwtmathaftbe collapse
of the Soviet empire in Eastern Europe, or the compar-
ative diplomatic abilities of Winston Churchill. “Was he,
in fact, the greatest diplomat of the 20th Century?” One
of our goals is to produce a multi-language, multi-

faceted brochure for use by players everywhere to pro-

mote their local FTF and PBM hobbies, as well as the
worldwide hobby. Finally, as always, the challenge of -
what to do with the Hobby Archives looms.

Every Diplomacy publication or project bears the
imprint of its publisher or editor, but few have carried it,
for better or worse, to the extreme that it has been given

its own name, “PEERIBLAH” in my case. Some

people
hke it. Some don’t. Either way, it’s difficult to ignore.
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AﬂchSyearsmthzhobby and sull going strong (aren’t
. you sick of that damn rabbit?), my Peerispective reflects

nothing more than my ability to enjoy the luxury of
being able to do what I want the way I want and say it

“in the way that suits me. As always the focus is on rec- .

ogmzmgt.heposmvemthehobby That's the bagis on
- which my entire hobby philosophy rests. .
Obvicusly, WD is not your typical Dip zine. You'll find
. lile in the way of game openings, letter columns, feuding,
" non-Dip games, mindless chatter, etc. In fact you won't find
muchdwhugoesmtomostDlpmestoday ‘What you
. will find, I hope, is a good read, some intellectual stimu-
-lation, and a vehicle to take you places in the Dip hobby
_ that you didn’t even know existed (and you thought I was
going to say, where no one has gone before, didn’t you).
WD isn’t for every Dipper, but if you take your Dip

~ seriously, it may be for you. The only way to find out is’

to try it, and 10 encourage you to do so, I"'m offering you
~ this opportunity. Subscribe. If you don’t like the first
. issue you get, write me and tell me why, and I'1l refund
your sub fee in full. LP

Larry Peery launched this zine about a year after |

handing Diplomacy World over to me. (He didn’t want
to let go, obviously, hence the WD name...) This zine is
fatandw,ddly,hkemech:or andfu]lofpnhy conver-
sation about the Diplomacy hobby, and the internation-
al hobby in particular (also like its editor). I don't think
this zine is for everyone, because Larry’s grandiose writ-
ing is not for everyone. But if you are interested in the
fumre of the hobby, DlpCon, World DIpCon.. and other
subjects then WD is definitely worth its rather high

pnce. I have noticed that the zine has received sorta rave

reviews abroad, more g0 than here at home. DH
“World of Larry*? Sounds okay to me, the main rea-
son most of us get it is because it’s Peeriblah (if we con-

tnmetogetn—l‘objededtot}npncc soIdon't think Larry .

- will send it to me. I say again, $3.75/issue is too much).
But I’'m puzzled by the animosity expressed by Garret in
ZR #19. Most of us are not playing games which require
negotiations overseas, so that's a red hernng leaving
hxmwnhhtﬂctoprctestagmst,mmyuew PG

Naw, it’s too late at night, and too close to the end

~ here to refight that batule. And’ anyway, Larry has taken

" up all the space that I have available for World Diplo-

© macy. $3.75 an issue still seems kind of steep, and I wish

_Larry could figure out a way to get more different voic-
es in his zine (unfortunately I'm not one of those

Ple who lives for the latest arrival of “Peeriblah’), but

since he’s willing torefundyoursubfeemfu]llfyou

don’t like what you’re getting, you can try out WD

.with hnlensktoyourpocketbook. Isay g1vehlm ashot
_and see what you think. GS

Your Zine of Zilies

Jack McHugh, 280 Sanford Road, Upper Darby, PA
19082, or Doug Kent, 54 West cherly St #211,
Rahway, NJ 07065-3240 :
- $.50/issue; open page; laser master/xerox printed;
6-10 pages; freq.: 68 weeks; circ.: 40; fi rst: Aug.
1991; last: Feb. 1992 (#7)
- Rnns- None.
- Openings: None.

~a sample, or get it through the Zine Bank.

- There will be a contest every issue. Main

We are the in-depth complement to ZR. We cover a
few zines every month—that is me, Jack McHugh and
Doug Kent—in more detail and more up-to-date than a
biannual ZR.

We guest zewews. Just as ZR does and we

' trade. Additionally, if anyone wants to get a review

they can trade with us or send us some samples. By the
same token anyone who doesn’t want a review merely
has to say so and we won’t review them. JM
Anmteresnnglm]ethmgmwhmhcnnques a few pub-
lications each issue. Besides the critiques there’s a
small letter col.(mainly responses to earlier critiques).
Jack McHugh's twisted irreverence and sense of humor
as well as Doug Kent’s Jack bashing (good naturedly,
of course) make this more interesting than 1t would be
otherwme JS
Thie last issue I've seencsft.‘m.sthmgwasmFebmary :
beannganApnldeatﬂmedate.Idm "tknow if these guys
have decided to stiff me on ourtrade copies, or if they are
having trouble keeping on schedule, but I suspect the lat-
ter. Since Doug Kent is thepubhxher a scheduling prob-

.Jemis ﬂaelastﬂnngyw’dw:pea,huas]ackmdomgmme

and more of the “writing™ and “editing,” anything is pos-
sible, I suppose. Doug can’t publish what he doesn’t have.
Notmyfavonteznne,bu&youmghtcnjoyn. Send for
-GS

: NEWIWNEWINEWINEWINEWI

Zero Sum

Richard Welss, 2 Baysido Vmage Pl. #409, San
anelseo, CA 94107

$1.00/issue; open page; dot matrix master/xerox
printed; probably 12; freq.: 4 weeks; circ.: probably -
40 (issue #1 was sent across the cosmos); first:
Apr. 1992; last: May 1992 (#0) ‘
Runs: None. :

Openings: Diplomacy, Gunboat, Fog of War, Land
Bridge Ili, Chaos Dip (see below) (all freel) '

Please notice that all Zero Swm games are variants where

there is only one winner or all players share in

the draw. See list above for the games that I'm offering.
Black press is allowed unless voted out. One of my main

goals is punctuality. Games and press will have

topics of letters

will probably be Dip, sports, and psychobabble. RW
I guess this is the newest zine going, although I've

heard rumblings from a guy named Smart Tucker (2315

- Treehaven Drive, Kalamazoo, MI 49008) about a pos-

sible zine to run Dune, and Andy Marshall is just about
readytostartoneuptoplayDlplomacy (see the “Prodi--
gy’ listing for his address). This hobby is really pulling
out of its depression, all the signs are there, though the
fold of an old-timer like Katky’s Korner can’ tbelgnored.
But I'm sure that most observers of the hobby scene -
would agree with me that the hobby has looked livelier
in the past couple of months than it has during the entire
preceding year (or longer).

- T've only seen the one issue of this thing, but obviously |
it’s off and . I just heard from Karl Hoffman
(Acropohs) that lhe three games that Jlm Green was
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running will be coming here, and I fully expect that
_ Richard’s innovative ideas on DIAP (“Draws Include Al
Players, of course!) will spring open atleast a couple of
games, probably more. Too, Richard noted on his Pub-
ber Info Sheet that issue #0 was “sent around the eos-
mos,” which I assume means he distributed samples o
as many players as he could find—the way to really
get a start-up zine todcm and sockin’ from the get-go.
Idohave one about this new “variant"—what
about standbys? Dothey get to share in the draw? Oris
n;ustthemgmalplaycrs?Seemstomcyouvegato
- give the standbys some sort of consideration, or they'll
likely to go haywire. But what about an original player
who is eliminated in 1904 versus someone who struggles
through to 1911 before NMRing out with a two-center
only to have the game end in a draw a year later.
Who gets the credit—standby or original player? Some
unanswered questions, I think, andp:esmnablyR.lchard g
lerter col will have a hot and heavy discussion on these
" and other points.

I'm sure that all hobbyists join me in wishing Richard
the very best of luck with his new venture. One of these
days I may come and join the fun.

[Yahoooo! That's it! Except for a lot of fairly small
tasks (that will take far longer than they should), that’s
the bulk of the writing for this issue of ZR. Justthmk—
Ionlyhavetodothmonemorenme!] GS

”

£ [As a sort of answer to nty generally negauve stance in
the last issue of Zine Register concerning participation

in the “international” hobby, here s an amusing little bit -

from Pete Sullivan:] }

As far as the toncept of "intematlonalism
goes, the point isn't necessarily to experience
different cultures—as you say, the vast major-
- ity of zeen editors in any country are nerdish,.
‘white, English speaking, middleclass games
freaks. Perhaps the appeal is more the other
* way around—most of these Americans may be
gun-carrying weirdoes who make crap T.V:
series, but at least there’s some of them who
are harmless games nerds like us! =

Those who are interested in mm:amlcomacm.vhonld
- probably check out the “International Subscription

Exchange” (ISE) listed under "Hobby Servzces " That
. sa:d on wm‘: the Overseas Zines!]] . .

Boautlful I.osers

Ciive Lane, 53 Pritchard St Annandale, NSW
2038, AUSTRALIA :

Now the premier Austrialian anznxie,mththereu'eatof
Victoriana. Recently I hit upon an analogy for BL:it’s
the People magazine of the Aussie Dip hobby. Player

profiles, convention reports, insulting sarcastic abuse.

“of key Dipsters...you cannot read BL and walk away
without the feeling you've met these folks before. PG

ost Magmﬁque
Pete Sum\ran, 16 Nelle Close, Romanby, Nothaﬂer-
ton, North Yorks. DL7 8NN, ENGLAND

£0.45/issue or £6. 00/14 issues; digest; xerox
primed; 16; freq.: 4 weeks; circ.: 70; first. Mar

1985; last: Apr. 1992 (#113)

Runs: Diplomacy (3), Downfall Vi Dip (1), Intema—
tional Definitive Downfall (1}, Railway Rivals (4)

‘Openings: Diplomacy (3 issues sub credit), Inter- '

national Downfall Vil {fre€), Monopoly (1 issue cred-
it), Railway Rivals {2 issues credlt) i

1'11 let Garret describe this in detml, but note that there
will be an International Railway vaals opa:nng by the
time youn read this. PS

Oneoftwooverseasmneslget. Petespncesare
the same whether you’re in or out of country, indicating
he’s really pitching this at a foreign “market.” Conse-
quently you see some familiar names in here—among

| others, PclBGaughanls slgneduptop]ayMcm)poly and
.David Hood is playing Diplomacy (and takmg a fairly

nasty beating in the press, although I suppose it’s all in
fun, maybe...).

Last fall the zine was coming out in opm-page for-
mat, but since then Pete’s squeezed it into the digest -
form (one of the major benefits, of course, of the A4
paper that Europeans use is that the “aspect ratio™ of the

“paper is the same whether you use full-page or -
- “digest™-~consequently the zine looks nicely designed

for the dxgest page). I guess it used to be done mimeo,
too—it’s now xeroxed. All the games are named after
Beatles’ songs, although other than that there’s no dis-
cussion of the Beatles. Pete throws in the odd cartoon

| but mostly it’s text.

There’s a letter col, featuring more Americans than'

| . you might think, andmanyo:fthe Enghshvmces are the
- same ones you see over here. This lends a certain Mid-

dle-Atlantic feel to the zine, although I expect that’s an -

. inevitable consequence of Pete’s international focus.
.Still, it seems g Little sirange to go all the way to Eng-

land for a zine, only to Tun into the s sameo&dfamﬁar!ct—
ter writers!

One other nice touch is that Pete p&.ugsheuews many
zines each issue—almost a listing of all the zines he’s
seen that month. As “our” Pete G. mentioned last issue,
C’ est Magnifique is an excellent window into the British

‘hobby, and should be 2 starting point for those Ameri-

cans who want to check out the Brmsh or Eumpean
hobbies. _

Damn the Consequences

Brendan Whyte, 96 Walatarua Road, Remuera,‘
Aukland 5, NEW ZEALAND

(Pet.e asked me to list th:s even though he's never seen
it. Okay, I'm easy. But since I’ve never seen it either, -
what more can I say? Clearly, not much, but as I'‘have a
couple of lines to fill here I'1l just sort of babble away.
Nobodyvn]lnonce I suspect.) TGS
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Diplomat

Thomas Franke, Haarenufer 12, D-2900 Olden
burg, GERMANY

DM 4.50 for overseas p]ayers DM 350for Euro-
pean players; open page (A4); xerox printed; 24
pages; freq.: 6-7 weekly; circ.: 55; first: Jan. 1990;
last: Apr. 1992 (#15)

Runs: Diptomacy {2), Intematlonal Diplomacy (4),
international Woolworth 1I-D (1), International
Caphtalist Diplomacy (1), Barbarian, Kingdom &
Empire (2).

Openings: Diplomacy, international Diplomacy, C:v-
ilization, Routemaster, and Barbarian, Kingdom &
Empire

Diplomat is’ aGennmzmcmttmm Enghshwhlch
‘wants to promote the intemational character of the Dip
Hobby. It comes out every 6—7 weeks in order to allow
enough negotiation time for the games (hational games are
: adjmhcatedevery3—4weeksonaﬂyerbas:s) D always

_ contains an editorial, a Dip article, a letter column, and
- another article of the publisher on actual policy topics
besides the adjudications. D is also open to other good
-strategic or tactical games besides Diplomacy and Dip
- variants; each issue costs DM 4.50 for overseas players and
- - DM 3.50 for European players. There are currenily play-
- ers from Germany, Belgnm, Sweden, France, Switzerland,
. the UK., theUS Canada.]apan.Austraha,andNew
Zealand. The zine is known for its reliable, hard-core
players-—some of them have been playing under the aus-
pcesofthepubhsherfornearly 10 years!.

maintained a trade with ZR, and it is easily the most
“international” zine I've seen—most of its games in-
clude players from the States, and the thing is done
almost wholly in English.

It’s not the-fastest zine I've ever received—I"ve seen
just four issues since the last ZR. Still, that’s not too shab-
by, considering that the intemational character of the

thing is going to add extra time. YoucaneasﬂyﬁndUS.,

zines that do no better, without having the “excuse” of.
having to maintain on-going contact with players/writ-
ers from overseas. A y the “domestic™ games
(for Germans only, in German Ianguage) come out on
flyer in between issues.

There’s a fair amount of writing in the zine, in
) E:@sh—&nsmcludessmeednorsmblmgs.andah-

ter col which has lately seemned to focus on drawing a par-
alle] between Saddam Hussein and Adolf Hitler. There
are one or two readers who seem to dominate the col, and
le were to write in, but
_'Ihomashastogownhwhathe'sgot,whldus@mealot
of stuff from a certain Marcus K.

Thomas has been a Yintle late recently, and he’s already -

got quite a few games running in the zine, with more on
the way. You might have reason to be a trifle concerned
by these facts, astbeyareoftenapmmrsortoafold.
However, several of the games are GMed by “guests,”
- and most of the new openings will also be ran by persons

other than Thomas. So h y he’ thinkin about
opefully he’s 8 '| Saltalre, Shipley, West Yorkehire BD18 4BV,

- shielding himself from bumout.
This is an interesting zine. I'd say giveitatry. GS

TF
Diplomat is the only overseas zine that has truly-

Dipsomania '
Jef Bryant, :l.2:|. rue Jean Pauty, B-4430 ‘ANS, BEI.-

szsamma uns an edmon s:muhanewsly in Frandl and
in Englich, so here’s your chance to play in two “hobbies™

at once (Ie:fm]ludmtranslauon where needed). Lots
of games, nearly all variants, and each issue features the
complete rules to another variant. Jef is now on a regu-
lar bimonthly schedule, which is long by U.S. stan-
dards, but just right for intemational play. ' rG

Dolchstoss

Richard Sharp, Norton House, Whielden Street,
Amersham, Bucks HP7 OHU, ENGLAND :

Sort of a British Graustark. To Richard, the world is -
divided into two kinds of people—those who enjoy

| Diplomacy, bridge, tobacco, alcohol and good food,

and those whom he doesn’t understand. Currently run- -
ning 12 games of Dip with constant openings for more,
his international correspondents keep trying to convert -
him to libertarianism (over monarchy), baseball (over
cricket), and compound nouns (over hyphenization),

without success. Good readmg : ‘PG

Draco Austrahs

‘Shane Beck, JAAlwgocourt,Mooroolbark,Vlctoda
USTRALIA

3'.‘I.SBA

(Okay Pete, T'll list this one 100, even though again

- you've never seen it [and until five minutes ago, I never

knew it existed!]. IsupposeIcouHhstevelyfudm zine
in the world, but...) o GS

Europa 2000

Georg Frynas, Bahnhofstr. 42, Bunde D-4980,
GERMANY

Domg a very good job of running a German zine in
English. As most German zines, it’s big on Umted .

‘and other non-negotiating games (imagine a U.S. zine

that was entirely Monopoly and Nuclear War). Needs
more articles or game opemngsbeforclcm recomrnend
a subscnpuon PG

Flying for a Quall

Ryk Do\vnes, “Sharlc” , 63 lest Wood Road,
ENG
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This is effectively a “Zeen Register” for United and other
sports games zeens. It also feamires a United rules forum
discussion and various statistical stuff. A useful starting
_point for U.S. United fans seeking to internationalize. PS

Greatest Hits
Pete Birks, 181 Friem Road, East Dulwich, London,
SE22 0DB, UNITED KINGDOM

A perzine (personal zine): no games, just Pete’ swnnngand
a letter column. Lesters 1ake up six to ten pages, and Pete
ﬁ]lstheother300r40!!!Brmshpdn1cs,cookmg]cssons'
television, games (he reviews "em, he doesn’t GM 'em),

legal wagering, ancient mstm-y-——take your pick. PG
.
| Intorzine

" Lukas Kausch, Selterichstr. 5, 7500 Karlsrue :l.,
GERMANY .

- The German zine register and more. Lukas’s system is
not to summarize each zine over several issues. Interzine
is monthly and consists largely of a section called

“Frisch ausgepackt" (Recently received). Every zine
Lukas gets is listed with a description of the contents,
and evaluations on how well done each phase looks
(games, editorials, letters, and so on). It’sallmprose(it s
not as mechanical as I make it sound) but it’s also in

German...if you can read German, Interzine will give

youagma:wmdowonthe:thobbybecansen,too is part
House of Lords, with letters from zine editors all over
the Continent and’ ahstofgama openings. - PG

I.epanto 4-Evar
~ Per Westling, Rydsv. 246 c:16, S-682 54, Linkop-

" Ing, SWEDEN

The best way to descnbe Lepanto 4-Ever is as a Scandi-~
navian Northern Flame. If you’ve read my review of NF,
you’ll understand why this is pretty high praise. BMcK

* _ Per would love to have you. Few editors come across
as friendly as he does—in fact, he needs to disagree more
often in the letter column. D1p a linle bridge, a United
league, an occasional variamt—a nice basic platter of
games to support the important stuff like letters and

- comments on Dip personalities. - PG

Mission From God

Madelaine Smith and Andy Key, 144 Porrisfleid,
Venymore, Lechiade, G!oueestershlre. GL7 3SE,
ENGLAND

The U.K. zine register, butalsoa so:tofmm—Homeqf
. Lords. Theyarevery open to dlscussmns of what’s new

.m GMing, publishing, and playing; the reviews by lain
Bowen are terrifically incisive. PG

The British Zeen Register, and the best place to pick
up details of British zeens if you don’t trust the views of
me or Pete Gaughan... . PS

Mouth of Sauron

Mark Neison, 21 Cecll’ Mount, Amkey, LEEDS,
West Yorkshire L.S12 2AP, ENGLAND

Maﬂ:Ne]smzsappammlya starofvanoustthAmer—
ican lettercols, and this is a highly intemationally-oriented
zeen. Arnticles and a long lettercolumn discuss various top-

ics, including rules and houserules, strategy and tactics,

the Diplomacy hobby and science fiction fandom. The
gamesarenmbyﬁyetorelecumcmail(whemMsﬂ:m
be found on INTERNET “amtSman@cml.leeds.ac.

whatever that means), apart from the main zeen. = PS

Nertz

‘William Whyte, 200 iffiey Road, Oxfol'd oXx4 ISD

UNITED KINGDOM

Nertzlstheonlyfomgn *zine I sub to. It's wild. William

-runs outlandish variants, reviews bocks you’ll never

hear of anywhere else (and have a devil of a time find-
ing in stores or libraries), and never fails to entertain
while relating personal experiences in his witty fashion.
The large letter col covers everything from physics to the
U.K. music scene. Several of his correspondents had their
first political insight last week, which might irritate
some, or it may add to your amusement. It’s no oil
painting but the seemingly haphazard layout adds to

| the overall random feel. It's reasonably frequent, con-
| sidering how much time his studies must take up, and

a]lowmg for time delays for overseas mail. RL

- Popular Cutlery

Adrian and Paul Appleyard, 254 Padstow Road,
Eight Mile Plains, Queensiand 4113, AUSTRALIA

Popular Cutlery #4-had a. screaming headline: “FRER

"NELSON MANDELA!" Yes, it’s an old joke, and that’s

much of what you're burdened with here, but the Apple-
yard brothers make you want to laugh at the old jokes. PC

‘isjust as adolescent as Canyori, thinner on games but has

openings. Besides all this they’re offering PBM Battletech,
for that minority of you which doesn’t get enough of it, and
oneoftheD;pgamesmapnze—gamthmboat. PG

Q!leens Dagger

Michael Chau, 3/174 Prospect HIll Road, Can-
terbury, Victorla 3126, AUSTRALIA
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(Anoﬂ:crzirxewiﬁchpetehasn’tsem.btnwhidal'mwiﬂ#
-ing 1o list anyway, even though I've never seen it either.

I'm just a pushover when it comes to these foreign
- zines; I'Il do anything to please my unofficial “Foweagn i

 Zines Editor. i) GS
Under the Wire

Wallace Nicoll, 48 Brouglton Road, Edlnburgt,
EH7 4EE, SCOTLAND -

Pmoners of War is gone In its place is Under the Wzre.
which is a sn—page ﬂyer and very neatly running down
toa fold PG

Victoriana

John Cain, 76 Banool Road,BaMyn 3103 AUS-
TRALIA :

. 'lheformergranddad of Australian D:pls now aplayms

- ‘only warehouse, which will be reviewed after a year
(imnplication is at that ime it will enher fold or return to

full-service zine). PG

'Yddmgeoeh

lain Bowen B Wiggingt
Yorkshire YOS 7JD, ENGLAND

© ¥YDG (“The Red Dragon™) is a very readable, witty zine,
and I sincerly hope Iain fmds the time o run his excellent
letter column out 1o its former, obscene lengths. Right now
he’spxeoccup:edmlhthempm&hngUK.elwuous.PG
» but still feataring a good mix of games and
and , and the occa-
sional contribution from Armold Xerses Lobster, the
- hobby's only 500-year-old crustacean. There is an inter-
" national game of Railway Rivals, and Pete Gaughan is
just about 1o win a game of Spowball Fighting

. apparently _
- by trashing David Hood. It also feanmres “Globetrotter,” the

occasional sub-zeen on World Dip Con and international
convention-going generally, by Shaun Derrick. PS

Recently Folded Zineos
California Acres, Johm W. Fisher, J1. David Hood: “This
is what Ohio Acres tumed into after Bob Greier tumed it
over to John Fisher. There was a great deal of writing in
" every issue, but it was not of the quality of, say, Northern
Flame or even Diplomacy Downs. Basically, John exud-
- ed a lot of enthusiasm, but said very little of lasting value.
Nevertheless, there was a refreshingly nutty view of the
" hobby with the pages of this zine that was fun for some
peopie to read. The games seemed to be going well right
up until the fold. There was the added bonus of Bob

on Terrace, YORk; North

Greier’s off-the-wall, thought-provoking commentary
arid fiction (without all his spelling mistakes...). It was def-
ini_zelynotforevmyme,hnformyonemlorea&ngaban
hobby personalities, CA couldn’t be beat.” Garmret Schenck:
“It is easy, way too easy, to get in over your head in this

hobby. This is not 1o discourage potential publishers—the
hobby can always use more publishers, and more players,
too. But think small. Think long-term. These games can
take two or three years to play out, even in speedy zines.
Don’t make the mistake of feeling like you have to
become the Number One hobby sensition ovemight.
There’s plenty of time for you to produce the best zine in
the hobby. And even if you never have a poll winner, be -
proud of what you canr publish. Don’t ever measure your
work against anybody else’s—what you produce is good
enough. I don’t think John Fisher ever realized these
eternal truths. Instead he charged the hobby,
started the world’s biggest zine, tock on'a mil-
lion hobby chores (the PDO Auction, co-custodian of
Orphan Services), and then got married. It would be easy
his fold on this changed circumstance, but those who
pay attention to tial burnout victims saw this com-
ing a mile away. If it hadn’t been the marriage, it would
have been something else. If you ever get the publishing

-bug, please come back here and reread this section. You’ll

be a lot happier if you take things slowly, one step at a
time, and make sure that you’re completely comfortable
before moving to the next level of hobby obsessive behav-
ior. Trust me. And when 1, inevitably, bum and crash, then
you can smugly point to me as anotherobjcctlcssonfor .
the next novice pubber. Think aboutit.” . '
Communist Diner, O-X Press. Robert Lesco: “I pur- -
chased someoleRsfromaPDO auction, and #9 and
#12 listed one Communist Diner, published by David

' Berk.” Pete Ganghan: “T heard about it in the SF and gen-

zine hobbzes, but I've never seen one. I don’t beheve I
ever heard it had games. It"s not even listed in Factsheet
Five.” Garret Schenck: “I never saw it. Thank God it's’
finally been excised from Zine Register. At leastI'Il be
able to hand this thing over to my successor minus all
these dead dogs.”

Diplomacy Downs, Bruce Reiff. Bruce: “Ir. comes down

‘to two simple things. The first is bumout. Too much, too

long. The other is a realization that I'm a player, nota GM. -
This is not to say I can’t GM, it’s just that I don’t enjoy

it like I do playing. The GMing started carrying over
mtomygameswnhletw:snonngmyGMmgandthe]ike
Basically it took the fun out of everything.” Dave
McCrumb: “Tt is very annoying to have any Diplomacy
game delayed, but when the GM is somebody who has
criticized you in the past for being a week late... Bruce .
started out with a bang. And like most bangs, it seems 10
have peaked and ended, all before putting out a dozen
issues. That is too bad as it had a different focus. T knew
nothing about horse racing, but was enjoying learning.”
Melinda Ann Holley: “Falded.” David Hood: *“This zine’s
niche was horse racing. Of course there was much more
material in here for those of us who couldn’t tell a horse’s
butt from a hole in the ground. For awhile the letter col-
umn was the mainstay of the zine, but toward the end there
was less interesting stuff. As a games serxvice, Dip Downs

did prexty well, concentrating on rurming Dip and Gunboat

‘'on a timely basis with a great variety of players. Indeed, -

there were a great many mnovices playing here, which,
given the quality of Bruce®s work, was probably a good
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thing.” Garret Schenck: “See my comments an Califor-
nia Acres, above. Di Downs was a classic case of
a publisher who tried to do too much, too fast. I certain-

ly enjoyed my game here, and it's too bad that Bruce is no

longer running it—he did a pretty good job, I thought. Oh

well, maybe someday he'll gét back into it, but if he .

does, you can be sure he'll be a ‘sadder but wiser man.””
Diplomacy Today, Darrel Plant. Garret Schenck: “I
never saw this one, and as nobody-. else bothered to
grieve its passage, we'll bury it sans epnaph. It’s prob-
ably been dead and gone for years, actually.”
Diplomatic Immumty Michael Legg. Garret Schenck'
“Sarie for this one.”
- The Dippy Domgs. Matl; Gallagher. Garret Schenck
“And this one, too.”
Disease City, James K. Goode. James: “Folded. The
league is being transferred to Don Del Grande’s new
*zine ;GOLP" Dave McCrumb: “After recovering from a
computer fajlure (always back up your disk, even if it’s not
impornant data), James was trying to get back on sched-
ule. He does not appear to have succeeded very well.
This United Football League had some of the best rules
around, offering a wide range of options for managers to
select from while building their teams. I had hoped DC
would make it back to a reliable schedule as I looked for-
- ward to playing.” Kevin Brown: “Two years ago, I would
have said DC was the best zine in the Hobby. Not justthe
United subhobby, but the whole Hobby! Since then,
James went Railway Rivals crazy and DC became
. extremely imregular and somewhat thinner. James had
been looking for someone to take over as GM, as he had

| had enough of rurming United. The day he gives it over

to someone new will be a sad day for the United world.

Anyway, for those of you that have played United in

"European or British zines, DC’ sruleswerefaiﬂyradical.
You'd have probably said to yourself ‘That won'’t woik!*

Trust me, it worked.” Scott Cameron: “DC had been my .
favorite United zine and for several years it could have

bemdescribedasﬂ:eﬂagshpmeo:fﬂm ‘United hobby (a

place now held by Pilot Light). The rules featured a heavy.

financial element with managers having to balance their
tcamsw:peudmnesonsuchthmgsasmmorleaguelemns

superior coaching staffs, and ‘advertising.” You can’t
afford to do everything you might want to do and it’s quite
possible that, if you fail to manage your money properly,
you'll go and will have to sell off players to stay

solvent. DC had been ¢_ionnmtforthelast 18 months or

so and Jim had been actively seeking someone to take over
the leagne. Late word is that Don Del Grande may be
transferring the DC league to his new zine ;GOL” Eric
Brosius: “James had become bitten with the ‘choo-choo’
bug, and as such announced that DC will be handed over
to anew GM. When it wasnnming.:his'wasslmostlmi-
versally considered the best United zine, so its
pearance has United fans worried.” DonDelende “If
you're waiting for Disease City, you're gaing to have a
very long wait. Jim Goode has folded the *zine and trans-
fe:redtheleaguetome.ils new GM.” Garret Schenck:
“This one I have seen. Along with the rest of the hobby,
apparently! Well, I"ve nothing to add to the statements
above, except that I always kind of enjoyed the mysufy
- ing experience that was getting this ‘infections
in the mail. Hawﬂy,fmnesmoonnmnngtopubhshh:ls

“*choo~choo’ meTheEncowner.alsoknownasthe com- .

pletely taped-up zine from Hell.‘

Ground Zero, Timothy Raithel. Garret Schenck: “1I
never saw this one, and apparently, neither has anyone
else. Not that surprising, this one was a goner before I
picked up ZR a year ago from Tom Nash.”
Ishkibibble, Phil Reynolds. Phil: “I've decided to scrap
Ishkibibble (for now...), much to my regret. I still think.
we (the hobby) could use something like it (or HolL,
without the feuding), a central forum, etc. I'm planning
on returping to schoal this spring semester, and preferto
make sure Dipadeedoodah! doesn't suffer because of -
the addition of Ishkibibble, eic. (See, maybe I have
leamed my lesson after alll)” Garret Schenck: “What
an embarrassment! As a favor to Phil (who had delivered
an extraordinary number of zine reviews for ZR #19) 1
hstedttus one on. ‘spec’ in the last issue, since he was .
it would be out inside of a month. Well, no
sooner had ZR #19 hit the pavement then a letter arrived
from Phil: sorry, no Ishkibibble. Several of my hobby
‘friends” made sure [ got good and splattered with egg on
this one! Oh well, I haven®t bothered to leam my lesson—
ﬁyoulmkweﬁﬁlymﬂnnssueym'llsee several other -
‘speculative’ zine startups listed herein. What the heck,
the point of this thing is to help players and puhlishers find
each other, s0 if that means I end up looking stupid occa-
sionally, so what. But next time, Phil, I'll expect the
zine in hand before I hand out the free publicity{” _
Loiwd of Hosts, Brad Wilson. Brad: “I guarantee a LoH
by July 1. I will pay five free issues or two 100-minute -
tapes full of music from my collection for articles or
variants! The next issue will be decent—the one dfterit .
good!” Garret Schenck: “Sure Brad, whatever you say.
Of course he was singing this song last issue too. Like-
ly he’ll bitch and moan about being stuck in here with a
bunch of skeletons, but I’m sure he'll quickly realize

‘there’ s;ustonewayomofthmpaxtldularcofﬁn—?UB-

LISH! (And just think, he can make me look fodlish, tool)

'If Brad were intelligent he'd take this opportunity to
fold and lez the MNC(uc) pass quietly pass out of hobby
.history—and that’s why I stuck him in here! Now his ego

will force him to publish, making his life even more
miserable than before. Vertigo will probably stow down

to just two issues per year! Hyork, hyork! (Alternative- -

1y he could pass the service on to Doug Kent, who's prob-
ably sniffing around for something more to do-—it’s .
been over a month since the laanch of PRI, after all...)”
Mad Dog, Bernard L. Bearry, Jr. Kevin Brown: *“Tf I were
runmning the ZR (it could happen...NOT)I'd put MD in
the folded section. If asked, Bernard will say it’s com-
ing soon. He’s been saying that for a year. It’s unfortu-
nate, since MD was a very fine United zine.” Dave

'MocCrumb: “Mad Dog. Is it still alive? I kecp hearing

rumors that this United Football zine is coming out any
day now, but I will believe it when I see it. (I would list
it as folded.)” Garret Schenck: “Inever heard this time
arcund from Bemard, the two Pubber Info Sheets
I recently sent him (he had remarned the sheets for issue
#19). He hasn’t published since February 1991 (almosi
16 months), so I think this is really where he belongs.”
Massacre By Treachery, Mark Larzelere. Garret .
Schenck: “This zine did not fold, it merely changed its
name to Where's Kevin Tighe, but I'1l include this infor-
mation here for the benefit of future archivists.” :
Megalomanmc Rich McKey. Garret Schenck: “This
one’s too bad, I really enjoyed Rich’s little zine. But he

_seems 10 ha.ve vanished without a trace. If I remernber
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correctly, he got married and almost immediately the zine
- started having trouble. The last issue I ever saw of this
one came out almost 13 months ago, and the Cus-
todian is now in the process of rehousing Rich’s games.
Ialwaysfekamofabondwnthchbecwsebe:fmhe
moved to Cape Cod he lived in Florence, Massachnsetts,
real close by my old stomping: ground from 1974 through
1986. Rich enjoyed a good ent and made a letter
column an integral part of his zine. Oh well...”

- Mike’s Mag, Mike Scott. Scott Cameron: “Hasn’tbeen

. seen in a long time and has most likely folded. It's too
bad because Mike is a pretty good GM and there aren’t
enough wargame zines around.” Pete Gaughan: “Mike’s
Mag was publishing 3040 page issues back in 1982,
when I started. He had everything—postal hexgames,
mostly, but lots of Dip and several guest GMs. I never
played there but this is a real dinosaur, left over from the
days of Larry McCloud and Mike Mazzer.” Garret
Schenck: “Well, this one was probably DOA when I
picked up ZR from Tom Nash, but we had to gothmugh
the motions. Sorry I never saw it, it sounded ke it was
_ an important zine, in its time.”
The Modern Patriot, Bill nghﬁeld., Garret Schenck:
“This was apparently an on-line zine on GEnie. There is
. still quite a bit of activity on GEnie (see the ‘Prodigy’
section for a brief mention of that online service), and of
course the folks at Avalon Hill think GEnie is the next
best thing to blind kriegspiel. I don’t know if the Dip
activities on GEnie are organized into actual ‘zine-like’
thingies (the way they are on Internet or CompuServe),
but from Drew Franz’s report on Progidy, I would guess
not. This might change, however, especially once Drew
gets back from the Med and back on the pet.”
White House Mania, Bruce Linsey. Bruce: “Games
ended—no longer pubhshed—folded gseveral months
‘ago.” Garret Schenck: “Never saw it—thanks, Bruce, for
fi]]mg me in.” _

oenstad Zines

At the request of their respective pubhshers the fol-

lowing zines are “delisted™ for this issue; no information
can be provided for either.

Caveat Emptor .

. Why Me?

- Hobby Serwces

‘Boardman Number Custodian (BNC), Gary Behnen,
13101 S. Trenton, Olathe, KS 66062. The BNC issues
unique identifying numbers for every Regular Diplomacy
game in North America. If you’re playing in a game with-
- out a Boardman Number, contact your GM or Gary to find
out why. Garypubhshes Everything, the official publica-

tion of the BNC, about twice a year. You can getitfora

buck an issue if you want, though it’s pretty dry and
dusly—q:tmportsmgameopmmgs and game closing, and
inchudes the occasional item related 1o BNC affairs. GS
Encyclopedia of Zines, will list every Diplomacy zine
ever published, along with data and writeups on many.
See The Curator in the zine listings for more details.

Institute for Diplomatic Studies (IDS), Larry Peery,
Box 620399, San Diego, CA 92162. Founded in 1971 10
promote the use of politico-military wargames as a vehi-
cle for the study of international crisis management and
conflict resolution (and you thought we sold bagels in
Brooklyn), the IDS has always used D1plomacy as one
of its teaching tools.

Today the IDS offers hobby:ms a wide variety of -
hobby and game-related Diplomacy publications includ-
ing books, monographs, magazines, and other publica-
tions related 1o Diplomacy as a hobby, and the game's
strategy, tactics, and diplomacy for every level of play-
er. In addition to these publications we offer a variety of
esoteric items including the “official” D1plomacy Stab-
bing Gourmet Coockbook.

More impontantly to some, perhaps, we also offer
access to certain back issues of Diplomacy World (and
World Diplomacy). These issues, and the four Antholo-
gies of Dip World articles are the best sources of infor-
mation available to the beginning Dipper.

"For a complete listing of available materials send
$1.00 1o the above address. - - LP -
International Subscription Exchange (ISE), Pete
Gaughan, 1521 S. Novato Blvd. #46, Novato, CA 94947—

4147. A service for Dipsters who want 10 get zines from

foreign countries but don’t want to mess with foreign cur-
rency or post-office coupons. Send American dollars to
me, and I'll arrange for you to get the postal game zines
you request from the United Kingdom (and other coun-
tries). Just write and let me know you're interested.
Standard estimates: send $1.00 for each zine you
want a samplé from, $4.00 for a few issues as a trial sub,
and more if you definitely want to subscribe. If you
have an address for the zine, include that justin case.
I've taken this service over with little in the way of .

prior record-keep]ng-w:f you sent money to the ISE
} (Bruce

previously and have not seen your zines,
‘write to me with as much detail on the matter as you can .

and I'll try to set things right. PG
Masters of Deceit, TomMamard:L.4SZ1mn0Way,Nor-
ristown, PA 19401. This is one of the two “novice packets™
in the hobby—a little more up to date than Supernova. 1

| believe you can get this thing for $1.50 from Tom. GS-

Miller Number Custodian (MNC), Lee Kendter, Jr.,
376 A Willowbrook Dr., Jeffersonvﬂle PA 19403. L:ke

| the BNC, except the MNC issues unique numbers for all

variant Diplomacy games (including Gunboat). Lee pub-

1 lishes Alpha & Omega; see zine listings for details. GS

Miller Number Custodian der the Covenant

] (MINC/uc), Brad Wilson, PO Box‘ ,Wayne, PA, 19087.
This is an “altemative” Mi]lcerber Service. Brad has
been a non as far as the results of van-

ant games (see Lord of Hosts, “Recently Folded Znes”),

. but he is still issuing Miller Numbers.

North American United Open, Chuck L1ctz, 1825 SE
146th Court, Vancouver, WA 98684. This is a one-shot
United tournament which is open to anyone who wants
to play. The NAUO is open to everybody, even people

who have never played United before; an excellent way
for someone who has never played before to find out
what United is like. Chuck did a very good job with the
first NAUOQ and the second annual NAUO is carrently
in progress. There is no tee that there will be a
third annual NAUO, but if Chuck doesn’t want to do it,

perhaps someone else will pick up the ball. SC
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North American Viariant Bank, Lee Kendter, Jr., 376A
Willowbrook Dr., Jeffersonville, PA 19403. New variant
designs can be registered with the NAVB, joining some-

thing like 900 others. Most of these can be purchased for
a dime per page for rules and maps (where applicable),
plus postage. Catalog available for $5.00. GS
w1 North American Zine Bank
(NAZB), Garret Schenck, 40 3rd
Place, Basement Apt., Brooklyn,
NY 11231-3302. The NAZB is an
mgemous scheme to “recycle” the
trade copies that the ZR publisher

into a manila mve.lc.peand send it back. You can request
particular zines, certain classes of zines (ice., all RR
zines; just Dip zines, etc.); I'll do my-best to £l ‘your
request—though note, I do not have a very good selec-

tion of United or other “sports™ zines. GS
Ombudsman Service System, John Caruso, 636 Astor
Street, Norristown, PA 19401. I think John is still run-

ning this, hmmmebackorfmynnndl’mthmhnghemay.

have palmed it off on somebody else. If it"s not him Pm
-sure he’ll be g]ad to point you in the right direction.
What it does is provide impartial hobby members to
help settle disputes, generally between players and
gamesmasters. Probably a good idea. GS
Once Upon A Deadline, Mark Berch, 11713 Stonington

Place, Silver Spring, MD 20902, I believe Mark is still

. handling distribution of this, but T haven't heard from him
~ lately. It’s a huge (300+ pages) compendium of articles
for those interested in GMing or starting a zine. If you're
- thinking about it, $3.00 is all it costs, and if you only get
one idea out of it, you reaheadoft.he game. Mark also
publishes Lexicon of D:plomacy, a sort of glossary’ of
terms you may encounter in the hobby. GS
People’s Diplomacy Organization. Relief Auction
(PDORA), Douglas Kent, 54 West Cherry Street, #211,
Rahway, NJ 07065, PDORA was created to support some
of the needy hobby services while having fim at the same
time. Each year hobby members donate various items.
These itemns are then anctioned off through a mail-bid auc-
tion. The money collected is then divided up by a com-
mitiee of hobby veterans and donated to various hobby ser-
vices. Anyone who has a hobby gervice and would like to
request funding should get in touch with me. DK

Pontevedria; published by Phil Reynolds: a monthly

Hsting of game openings. See zine lisnngs for more
details.

- Raflway Rivals Nlﬁnber Custodian Paul Gardner, 5
T'nnberLane, Brattleboro, VT 05301. Paxﬂasmd:argeof
giving out game numbers for PBM and PBEM RR games
run in the United States. Anymewxshmgtomnaposlal
RR game should contact Paul for a game number. SC

(Paul is the U.S. designee of the International Cus-
todian, Stuart Armstrong.) . CYM
Railway Rivals Orphan Service, Conrad von Metzke,
4374 Donald Ave., San Diego, CA 92117. Apparenﬂy

. Conrad tries toplaoegamesfrmnfoldedRRmesmth '

other GVs. Mostly they seem to end up in his lap! GS
Railway Rivals Rating Service, Craig Mills, 3024 Pas-
‘cal St. North, Roseville, MN 5§5113. In hig zine This
Train Is Bound For Glory, Craig reports on completed
PBM and PBEM RR games and publishes a rating sys-
tem for American RR players. : SC

: Y receives in trade. Sends me $3.00 |
‘and in return I']1 stuff at least 20 different’ sample zines

For international RR player ratings (using a different
system than Craig), Smart Armstrong, 15 Park Lane, Bea-
consfield, Bucks., U.K. is the source. T CVYM
Rostherne. Games Representative, Ken Hill, 6199
Rockland Drive, Dublin, OH 43017. Ken is the official
representative in the United States for Rostherne Game‘s,_
publishers of Railway Rivals and Bus Boss.
generally the only source for the rules and maps for RR
or BB. A set of rules for RR or BB is $1.00; paper maps

for each game are also $1.00. At present there are about
-10~15 BB maps and 40-50 RR maps available. ~ SC

(Ken is a good source for PBEM information.) CVM
Runestone Poll, Eric Brosius, 41 Hayward St., Milford,
MA 01757-3554. The Runestone Poll is an annual pop-
ularity contest for the hobby's zines, subzines, and GMs.

- Although many publishers take the Poll quite seri-
ously, it is intended primarily to provide fun and to pro-

voke discussion. Despite the irnmense quantity of sta-
tistical claptrap which I provide in the Poll publication

The Roar of the Crowd each year, the Poll is not a sci-
entific survey—it’s more like voting for the All-Star
team than answering questions for the Gallup Poll.
New hobbyists sometimes express their reluctance to
votemthePd],espemaﬂy:f?hey *ve only seen one or two

zines. There’s really no reason to hold back; the scoring

criteria give more weight to those who’ve seen more

- zines, anyway. So get out there and vote! EB

Supernova, Bruce Reiff, 2207 Smokey View Blvd
Powell, OH 43065. This is the other “novice packet,“

well worth the $1.00 that Bruce charges. Bruce recent- '

ly sent me a big batch of Supernovas, permitting me to
include it with issues of ZR that go out to novices. GS
U.S. Orphan Service, Eric Ozog, 9509 209th Avenue
East, Bonney Lake, WA 98390. I'm the Hobby’s exor-

cist, resurrecting games from the graveyard of folded -

zines. We are in an un; Hobby downmm. I
need your support to help me place orphaned games in

new homes maume.lyfashmn. If you're aplayerm a.

zine you haven’t seen in three months, and the zine
used to come out on a regular basis, then by all means

tell me—don’t wait six months or a year to take action! -

I will make every effort to place any game—no matter

Mlmgnwasmhmbo——prUMmgIcanﬁndGMsand o

players willing.
To folding GMs: 1 appealto you to “face the music™

don’t put off rehousing your games, The longer you 7

wait, the more likely it is that players will drop out.

I'm here to help; your players will thank you too. Small

donation$ are appreciated. EO

Ken is

So that's itl Another one bites the dust. Sorry
if this “Hobby Services” section got a little trun-
cated, but due to my excellent planning | ended
up about a page over, and had to “take steps”
in order to squeeze everything in. . _
- There's just enough space to tell you that this .
thing was produced on a Macintosh lici com-
puter, and printed on a Texas Instruments
microl.aser PS35 printer. MS Word was used for
text editing, QuarkXPress for final page layout.
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