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Zine Register

word about change. As
many of you know Pete
Gaughan, who publish-
es Perelandra, the #1
zine in North America, is taking over
Zine Register. He expects to publish
his first issue, #22, sometime in May.
Sometime in the spring he will send
out Publisher Information Sheets to
all publishers listed in these pages.
I'T be providing Pete- with the vari-
ous files that went into making this
product and I hope, and expect, that
this transition will go smoother than
the last one.
I will be printing and distributing
copies of this issue of ZR #21 untl
Pete puts out his issue. If you plug or

. mention Zine Register, please give

my name and address as the place to
get issues, as Pete will be unable

(and unwﬂlmg) to fill orders untll

he pubs his first issue in May.
However, Pete will be taking over
the North American Zine Bank

immediately (NAZB—see “Hobby |

Services™). Or almost immediate-
ly—I'I1 be sending him the carton
of NAZB zines once the New Year
arrives. This way I'll catch any laie
trades that come in from publishers

“either unaware of the transition or

asleep at the switch. Please list Pete
as the source for NAZB packets The
price remains $3 .00 for “at least 20

" different zines.”

T urge all publishers who have

been trading with me for Zine Reg-

ister to immediately switch their
trade 1o Pete. He will be happy to

continue trading with every zine that

I've been trading with—or with any
that haven’t been trading with me, for
that matter. Trades with ZR are

essential if Pete is to successfully

carry out his mission—and as he'll

- distribute your trade copies through

the NAZB, your trade helps build
your zine. And you get Zine Register
for free. I mean, what more ¢ould

you want?

Pete has a “mission statement
sidebar” somewhere in these pages,
so look for that. I am convinced that
he will do a fine job with ZR, and I
lock forward to seeing his first issue.
Thanks for volunteering Pete, and
for hifting this albatross from around
my neck. Good luck; may you find
ZR as fulfilling as T have bzt less of
aburden.

They say that a pmtuxe is worth a

- thousand words. Given my “tiny type

specs,” there may even be some Lit-
eral truth to this saying...sort of. In

actual fact each of the pictures in
this issue will y displace 18 to
20 lines of text, or roughly 120--140
words; I hope t.hey re worth at least
that many words..

This is my last issue of Ziné Reg-
ister, and for my money, it’s the best
of the three that I've produced. And
not simply because of the pictures,
although I feel they’ll add quite a
bit to this issue.

The truth is, I've bcen thinking
about adding scanned pictures of all

the zines for as long as I've been

doing ZR, but never quite had the
time or gumption to carry it off. By
starting in late October I was able

to spread out the work of scanning

over five or six weeks—a necessary
requiremmt since I was doing the
scanning at work during my lunch
hour.

Zine Register #19 and #20 were

based on a two-column format,.
which worked fine, although lately-

I've been getting a little bored with
Jjust two columns. Essentially the
switch to three columns in this issue
was “forced’ by my desire to include
pictures of the zines. Had I kept the
old two-column format I would have
had a choice: either run the pictures
on the column width of about 2-1/2
inches, or make the pictures nar-
rower (more like the 1-1/2 inch width

you see here) and either run copy

down the side of the picture orleave
white space. I hate white space; that
optwn was never considered. Run-
ning copy down the side of the pic-

ture would have lead to numerous

headaches—justified text can look
really awful on the narrow (i.e., under

-one inch!) measure that would have

been needed. My only real options
were to go with 2-1/2 inch wide pic-
tures and two columns per page, or 1-
1/2 inch pictures and three columns
per page. While I would have
enjoyed running the bigger pictures,
and freely admit that they would
have looked prettier and been
“worth™ éven more words, the real-
ity is that they would have “busted™
the budget, in many ways. The wider
pics would have taken up at least
two times as much space as the nar-

rower pics—adding as many as 10

digest pages onto the total bulk of
this behemoth. Larger pics would
have taken up more disk space, too.

All the zine pictnres are the same |

width, no matter how big they are in

actuality. This means that the pic-

tures of the digest zines have the

most detail. Those interested in con-
spiracy theories will naturally note
that my zine Upstart is a digest zine.
So sue me! (The truth is there really
wasn’t any other way, as long as I
was unwilling to countenance ugly
gobs of white space.)

The zines were scanned on a

‘Howtek Scanmaster—a 300 dots per

inch (dpi) color/greyscale scanner.
T used Adobe Photoshop software to-
acquire, clean up, and save the
images (as bitmap TIFFs). I calcu-
lated the minimum (which was also

‘the optimum) dots per inch to scan

the five “types” of zines pictured
here (i.e., open page, digest, legal, A4
open page, and A4 digest). As it
turned out, these dpi levels were 56,
86, 56, 57, and 81 dpi, respectively.
You might be wondering why I
didn’t just scan them all at a consis-
tent resohition, say 100 dpi, and leave
it at that.

-One reason, of course, was a -
desire to minimize file size. Dou-
bling tlie scanning dpi quadruples

file size. But an even more com-

pelling reason was because I wanted
every dot on the screen to translate
into a dot on the page., While scan-
ning at a higher resolution than nec-

‘essary would have given me more

dots to “throw away,” many zines
make use of thin rules to help define
their pages and I wanted to make
sure these didn’t just disappear (since
they might be only one dot, or
“pixel,” wide on the screen, and bit-
maps, when reduced, lose inforrma-
tion). And anyway, it was fun to fig-
ure out how to do this ultra-effi-
ciently! .
I also calculated the peroentage
of full size the pictures of each kind
of zine would have to print at; these
percentages turned out to be 18.7%,
28.7%, 18.7%, 19.0%, and 27.0%
(for open, dlgest legal, A4 open,
and A4 digest). Finally, after I fig-
ured out the required picmre “depth™

for each zine type, I was ready to

gol
- Scanning each zine pmbably took
an average of 10 to 15 minutes. (I
usually had to make a trial run or
two in order to get the angle of the
zine adjusted correctly.) Initially I
was scanning in zines as “bitmaps™

- (i.e., black and white). This was

pmbably a mistake, as I discovered
that by scanning as grey scale [ was
able to *“highlight” certain parts of the
zine, or increase the contrast on other
parts, all with a view toward making
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each zine look its best. Some of the

- hardest zines to work with, actually,

were the ones that lIooked the preiti-

est in real life. Any kind of pattem or.

grey filling (see D.O.G.S. of War)
can become problematic with a 56
dpi scan! Ultimately, though, all
images were saved as “bitmap™
TIFFs—black and white informa-
tion only. Since each dot on the
screen equaled one dot on the print-
er, there was no reason to do it any
other way.

During the last six weeks I gen-
erally came home with three or four
scans, which I'd stick into waiting
picture boxes in a QuarkXpress doc-

_ument. These picture boxes had a

quarter-point rule around them, as I

needed something to define the pic-

tures, but couldn’t depend on the

scanning process to give that tome.

Since I have all the pictures already
placed into Quark picture boxes, all

nicely adjusted and ready to go, 1

should minimize the time hit from
adding this complication at layout
time. .

Perhaps at this point you’re think-
ing, get on with it! Well, heck, you

can tum the page, I'm not stopping

you. It’s just that I have been utterly
obsessed with this stuff for the past
two months, and as the end finally
approaches, I'm starting to feel a lit-
tle giddy! I guess I need to blow off
some steam or something.

While we’re on the technical/pro-
duction side of things, let me mention
that we’'ve got a new typeface this
time around—ithat stuff you see on
the cover is Americana. The coveris
done in FreeHand. The “Z” I “con-
verted to paths,’” which allowed me
to “stretch™ the bottom stroke under
the “i-n-e.” The letters are all hori-

‘zontally scaled one way or the other,

I can’t remember now what I did.

Americana is also used in the page
headers/ffolios at its normal horizon-
tal scale; that’s what it really looks
like. I thought about changing some
of the interior typespecs too, but what
the heck we’ll stick with our old
dependable Times 8/8.5 for body -
copy, 11.5 pt. Franklin Gothic Heavy
for each zine's title, plus various
weights of 8/8.5 Franklin Gothic for
the “info section™ for each zine.
Univers Condensed and some heavy
duty weight of Kabel (the “$2.50")
are also used on the cover. Most of
the work was done on a Macintosh
Hci computer, and printed on a Texas
Instruments microlaser PS35 laser
printer. Text was edited in MS Word.
The paper is Dotmar 100% post-con-
sumer recycled paper, from Earth
Care Paper of Madison, Wisconsin,
(608) 277-2900. For your kids, okay?

I suppose after three issues of Zine
Register 1 should have license to wax
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ahttleﬂletoncalaboutihe state of the |

hobby, but I'm pretty close to car-
bonized at this point and can barely
think straight, so I'll pass on any-
thing heavy.

Like many hobby observers I

believe that the hobby has pulled
out of the doldrums. There have been
far fewer folds in 1992 than in 1991
or 1990. In this issue I'm “officially”

listing seven zines as folding. Mean-

while nine zines get the “NEW!”
appellation. The bulk of these have
showed up in just the last few

months, and the first issue of at least

two of these were published in
November! These startups run the
gamut, but all want to play games of
various sorts, and all look extremely
promising. Check ‘em out!

" Over the past 18 months it has

been my privilege to publish Zine -

Regu'ter It is not an easy job, indeed
it is probably the most difficult and
time-consuming pro_]ect I’'ve ever
worked on. While it has been quite
stressful, it has been tremendously

rewarding and gratifying. Not least

- has been getting to know so many of
you, the hobby’s publishers and play--
_ers. While T will certainly enjoy my

re-found freedom, it is with consid- -

erable regret that I give up contact
with so many of you. With any luck
I’ll be able to meet some of you over
a gameboard...

Thanks toallforsuch an incred-
ible pastime! . GS

North American Zines
Time for some good-looking
zines? Then feast your eyes on these

‘attractive little numbers, North

America’s finest efforts in the zine
worId.

Absolute! _
Paul Kenny, 75-A Maple Ave.,

Collingswood, 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:
Oct. 1992 (#15)

Runs: Diplomacy (2), Gunboat (2),
Northem Ireland Dip variant (1).
Openings: None.
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Absolute! seems to me to have more
than its share of quacks and
eccentrics, but that could just be sour
grapes because of the players in my
Northemn Ireland game. Paul’s report-
ing from the Irish press is hard to
find elsewhere. I think the one :.hing
he's really missing is good, consis-
tent maps—a must for any z:ne nn-
ning variants. PG

It’s cleaned up the copymg prob-
lems to a great degree; plus Paul is
timely, efficient, and fair. Trademark

green cover sets it apart. Rumor has -

it that the subzine’s publisher may
start running a few garnes, but that’s
not definite. .

(Since I’m the guy who does the

subzine [1}, you probably won’t want -

to print my opinions, but I under-
stand the subzine is dot-matrix Epson
LX-80 usmg Pro-Writer for the
Amiga.) StC

Absolute rans a handful of games
and features news about northern
Ireland, beer reviews, and letters on
subjects ranging from abortion to the
Third Reich. Lately, the emphasis
has shifted to Steve Cameron’s col-
umn on games. 1 think Absolute is
more interesting when it deals with
controversial topics, but the letter
column is largely reader-driven, so
topics come and go at the whim of
Paul’s subscribers. Paul publishes at
a moderate pace. One game might be
played with no season separations
allowed, while another requires only
one vote to delay the game. I predict
that there will a game opening of
some kind shortly. Absolute is not
fancy—it gets the job done—and it is
a zine ] plan on getting as long as it
is being published. PR

“Steve’s Spot,” the new subzine

by Steve Cameron, seems to have
mysteriously disappeared in the lat-

.games. Check it out.

est issue, with nary a whisper to say
why! 1 assume this just a momen-
tary absence, since it’s obvious that
Steve is alive, well, and active (and -
reviewing his own nonemtent sub-
zine, above!).

I never received any updated

| information from Paul Kenny this

time around—he sent me a postcard

-saying he would try 10 get me some

swff but that he was really s
for time. Let me check what I’ve got
versus what’s actually in the zine:
yup, the info reported above is as
accurate as I can make it.

Paul at present has no opemngs

-for new games, but he could proba-

bly use a hand if you were willing 1o
standby. Indeed he’s put out a strong
plea for standbys in the last couple of
issues, and with just three or four
players on his current list, he obvi-
ously needs help. Since the zine is an
incredible steal at just $3.50 per 10
issue sub, why not send him the pit-
tance he’s requesting and help him
out with the standby list?

. I'read somewhere that “Standard
Devigtion,” the variant portion of
Absolute, would no longer be appear-

‘ing in Comrades In Arms_1have no

idea what has prompted this switch,
but I e it is indicative of the

' final “matration” of Paul Kenny’s

effort, which started life as

. a subzine i:_i CIA, grew into an inde-

pendent zine (Absolute) about a year
andaha]fagoblnkeptthesubzmem
CIA, and is now completely inde-
pendem :
: Like I say, this one’s dirt cheap,
and is of some interest beyond g:g

The Abyssmlan
Prince

Jim-Bob Burgass.

100 Holden Street,

Providence, Rl 02908-5731
$.50/issue or $5.00/12 issues;
open page; xerox printed; 1624
pages; freq.: 3 weeks; circ.: 50;
first: March 1984; last: June 1992
(#116)

Runs: Don’t know.
Openlings: Don’t know.

Jim-Bob “the Boob’ Burgess. What .
can 1 say? A funny kinda guy. He
‘runs good games. Other than the
games there’s a lot of letters and
conversation regardmg musical
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tastes. The conversation sometimes
travels outside the sphere of my own
comprehensmn, but if you're into
music this is the place to get in on the
chat. Jim enjoys humorous press.

Three cheers for Jim. JS
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The Abyssinian Prince has been

- one of my favorite zines for a long

time, primarily because of fun and

challenging games with great press,

which are augmented by Jim-Bob’s
playful wit. The zne consists of half

_a dozen games—including the odd

non-Gunboat variant—a large letter
column devoted primarily to music,

and occasional brief editorials on the
hobby. The only downside of TAP
for me is Jim’s unwavering insis-
tence to separate seasons. This means
four wams per game-year. However,
since TAP is published every three
weeks, a game-year takes no longer

bere than in other, more moderately |

paced zines. If, as a player, you take
great delight in press, then I espe-
cially recommend TAP to you. If you
don’t, subscribe anyway. PR

Jim-Bob has been a model of
flawless editing—on time, few mis-
_takes, predictable style—for a long
time, bt that will come to an end
now that he has started an Old Fart
Invitational game. The press that
Duck Williams, Chocolate Courte-
manche, Tro Sherwood and others
will inflict on TAP will drag it down

into delays and incoherence, and the

hobby’s oldest and most cherished
Boob will be a babbling idiot...
Well, more of a babbling idiot...emmn,
do you get the idea?

- Always a haven for weird music,
TAP will now be the Home for Gold-
en Agers. A strange mix. PG

The issue pictured, and the last
one I've seen, is from June. Jim sent
this one to me since it attempted to

explain why he thought I was doing
such a terrible job with ZR, and why
he didn’t need to actually see the
thing to know that I was doing a ter-
rible job (I guess this is the sort of
wisdom that attends those publishers
who manage to pass up issue #100,
or something). On the back of the
zine Jim had scribbled “Do you want
to negotiate my silence [on ZR] as
Eric has [on the Runestone Po]l]?"
Perhaps I'm an idjit, but I can’t

figure out whether this would be

called blackmail or extortion...

At any rate, rather than say a Jot of
stupid things about how I have prob-
lems with his “POLICY™ of tieing
people up and beating them with
spaghetti sauce-stained copies of his
zines and how I have problems with

| his “POLICY™ of dropping mewl-

ing, puking babies off the West War-

‘wick, R.L water tower, only to finish

up the review by saying, as Jim did,
that “I hold nothing personally
against [Jim] (in fact, if these criti-
casms don’t apply to him, I'm all the
happier for it),” I'll just shut up
instead. :

Just for the record, I have never

stopped beating my wife. Erm...

(Actually, the truth of the matter is

"thatthisis a pretty good zine, clean,

attractive, nice maps, and even uses
the “ZR-approved” all CAPS for
final position notation! There’s also

a history of fine and abundant press

in this zine. I haven’t the faintest

idea why Jim feels it should be open

GS

season on “hobby services.”)

Acropolis |
Karl Hoffman, 250 Harris St. D5,
East Stroudsburg, PA 18301

$.75/issue; digest; “I'm back t'o'

typing”; 24 pages, freq.: 5 weeks;
circ.: 30; first: Oct. 1989; last:
Nov. 1992 (#32)

Runs: Gunboat (1), RRGT (2).
Openings: Diplomacy, Gunboat

{free, must maintain sub).

Small letter column. Not much talk
other than games. KH

. Acropolis is basically for playing
games, but lately Karl has started to
include a “monthly puzzle” thing as
a way of expanding interest in the
zine. This has included a *“pick the

two teams in the Super Bowl and

total score” contest; the most recent

issue contained an interesting puzzle

based on moving knights around a.
chessboard, and the creation of magic
squares. Free issues are given out as

g
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Other than these contests there is
little to interest the non-player. Karl
asked me to re-run his spiel from
last time, which included the bit
about “small letter column,™ but so
far this part of the zine hasn’t mate-
rialized. But who knows, maybe
something will spin ‘off from the con-
tests—people in this hobby seem to

‘have an almost boundless desire to

yak about sports. :

Karl is a pretty good GM,
although he makes occasional mis-
takes and omissions. He provides
maps and a player roster, a potential -
help for players (“potential’” because
all the games presently running are
varieties of Gunboat!). Turnaround is
a little on the slow side for a zine of
this size, but Karl is very depend-
able; he has put out five issues in
the last six months. -

Karl has bemtrymg since at least -
the last ZR to fill some new games,
but seems to have stalled out with
both starts half full. i you’re locking
for a start in either of these games,
you might consider subbing here.
All things considered, th13 is a good
zine. GS

Agaiﬁst The Odds

Cralg A. Reges, 13 Cedar Lane,
Succasunna, NJ 07876
$3.50/10 issues; open page;.
Xerox pnnted 6 pages; freq.: 5
weeks; circ.: 14; first: April 1989;
last: Apr. 1992 (#17)

Runs: Don’t know.

Openingss: Don’t know.
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Agaiust the Odds focuses on run-
mng two Mensa Dip games. Some-
times there are newspaper chppmgs
and comic strips. A no-fuss ware-
house zine that is improved when
Craig adds a personal touch. PR

ATO#17 April 30, 1992 .
AGANET Tiel GOOS 1 PRLISHES IY CRAS A. NPUSE A W -

DEDICATED
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Inever heard from Craig this time
around, although I had a back issue
kicking around to use for the pic-
ture. Consequently I've listed his
game information as “don’t know,”
‘although I think it’s a pretty fair bet

that he’s running Diplomacy. The .

latest Diplomag shows that two
Mensa games are still ranning in this
zine; although one is in 1912 and
getting ready to finish up, the other is
in 1902 and just gewting going. Like-
1y this one will be around for a while
longer, at least for another year or
- two unless Craig gets bored first.

- ATO seems to be the epitome of
the “Mensa zine—not much more
than a flyer for running one or two

games. Some Mensa zines move

beyond these humble beginnings,
some don't. My guess is this is one
that is still humble. GS

- Alpha & Omega

Lee Kendter, Jr., 367A Willlow-
brook Dr., .lefforsonvllle, PA
19403

$.75/issue; open page; xerox
printed; page count varies; freq.:
quarterly; circ.: 26; first: May
1983; last Feb. 1992 (#26)
Runs: None.

Openings: None.

The Miller Number Custodian. It’s
basically just a report sheet of Diplo-

macy variants. What makes it more |

-is the rules anddisqlssionofvmimls

enclosed with each issue. It’s worth
the effort on that point alone. JS
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- - Thaven’t seenit reocﬁﬂy. 1 would

-{ | tend to believe that Lee is publishing
/| it, but I am not rece.wmg it. Variant

news. - PR
I also have not been receiving it,
as I’m trading ZR with Lee’s other
publication, Ger Them Dots Now!

'A&O’s essential purpose is to report

the issuance of variant game identi-
fier nombers (called Miller Num-
bers), as well as the ending of variant

-games, including supply center charts
~where applicable. Although T haven’t

seen a complete issue of this zine
since last February (i.e., shonly after
Lee, Jr. 100k over the Miller Number
Custodianship from father Lee, Sr.),
I suspect that Lee has continued
doing an excellent job on both the
zine and the custodianship.

If you're interested in checking
out the world of variant Diplomacy,
ﬂns is a zine you'll want to see. GS

Angst United

Dan Stafford, 3284 Atlin Ave., |

Dublin, OH 43017

free to players/standbys; open
page; xerox printed; 6-8 pages;
freq.: monthly; circ.: 30; first:

‘don’t know; last: Oct. 1992 (#43)

Runs: United Soccer.

Openings: Yes, free to standbys.

Very bland. Liule to interest you
aside from the United results. But a
fun place to play. A bit different than
the other two United leagues in North

- America, but it has its good points.

Some that I like a lot. It occasional-
1y has press, but most of it is very dry
and cliquish. DMcC

This is a very good, reliable Unit-
ed zine. Angst has recently become a
bit duller as much of the formerly
active press section has dried up.
But the league itself hasn’t suffered .
any; it’s still excellent. One nice fea-
ture of this zine is that when a man-
ager in one of the upper divisions
drops out, he is replaced with 2 man-
ager from one of the lower division
teams, with a standby taking over
the Jower team. In most leagues, any .

- open position will be filled by a

standby, which means that you can
be stuck in the lower division forev-
er if your team is bad enough, while
some young pup fresh off the stand-
by list hops right into the first divi-
sion. Dan also provides a current
roster for your teamn with each issue,
a useful feature more or less akin to
a Diplomacy publisher providing -
maps with his games. ScC
Bill Becker’s old K-League of
United Soccer survives under Dan’s
able administration. This is the old-
est United Soccer league in North
America, and has the most Euro-
pean set of rules of any American
league. JKG
The longer I"ve played in AU the
‘better I've liked it. I'm hesitant to say
that it grows on you, because that
makes it sound like a fungus rather
than a zine, but Dan has a way of
making you like his zine whe.ther-
you want to or not. KB
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I have only received an occasion-
al sample copy from Dan, soI can’t
say much about this one. Going by
issue numbers and publication dates,
it looks like four issues of this zine
have been published in the last six
months—a tad slow. As reported by
the two comrespondents above, and
confirmed by my perusal of the one
issue received since last ZR, there is
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little press in the zine, and nothing
_else to interest the nomn-player

either—just the United league and
"that’s it

Siill, all indications are that this is |

aprenygood Unnedleague If you're

interested in giving it a try, standbys -

play for free. GS

" The Appalachlan
General -

David McCrumb 3636 Oldtown
Road, Shawsyvlille, VA 24162

$1.00/issue (free to players and
standbys); open page; xerox print-
~ ed; 12 pages:; freq.: monthly; circ.:
30; first: Aug. 1983; last: Now.
1992 (#148)

Runs: 7 x 7 Gunboat (1 game in
tournament left). United Soccer
League.

Openings: Standby players only.

The Appalachian ‘General has now
degenerated into the final resting
spot of marry hobby burmouts; a Unit-
ed Soccer zine. While the game is
loosely based on soccer, a knowl-
edge, understand;ng. or even love
._for soccer is not required to play,
enjoy, and do well at United. While
tuck does play a part in this game, the
idea is to maximize your chances
while time minimizing those of your
opponents. Over the course of a 30-
_game season, the better players tend
1o come out on top and get a chance
at the Grey Cup. DMcC
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A small league of Umled Soccer
with simpie rules. - JKG
A league that’s just now getting to
the most fun part. United is best with
more established clubs and managers
who are familiar with the rules.

There’s been more tension in the
first two sessions of season 2 than
there was all of last season. Jump
on the standby list now, and maybe
David will expand again after this
season’s Over. , KB

I haven’t been receiving this one
regularly, although David recently

sent me a bunch of back issues, soif |

you’re interested in checking out
what a United zine looks like, ask to

| have one put in your Zine Bank

packet. There’s more press here than
in Angst United (though léss than in
Pilot Light) and there seems to be
quite a lot of information presented.
The zine is clean and crisp, if plain.
The samples that David sent me bore
dates that suggested he is able to
keep pretty close to his “monthly™
schedule, though there has been at
least a week’s slippage between

' August and November. Still, that’s

really not too bad. (Since I don™t
receive the thing on a regular basis I
can't confirm these printed dates
against actual postmarks, however.)

Other than the United league (the
Gunboat game must run by flyer, as
it does not appear in the sample
issues I've received), in each issue
David includes a page-long bioon a
Confederate general. These are inter-
esting, although they haven’t sparked
the kind of discussion that one finds
in Crimson Sky.

One thing that deserves oomment,
if only for future archivists, is that
David’s numbering system is really
screwy. If you accept his issue num-
bering system, he’s put out 48 issues

in the past 14 months. Right. I think | |

that what’s happening here is that

David numbers everything that |

leaves his house—Gunboat flyers,
corrections, newspapers bundled for
recycling, etc. For instance a one-
page issue #146, dated 10/14/92,
appeared stapled at the back of a
“normal-length” issue #145, dated
10/13/92. Issue #146 was essential-

"1y a correction of what appeared in

the “earlier” issue.
Kudos in this hobby are general—

ly showered on those zines that have

All the opinions expressed in
these pages are those of indi-
vidual reviewers and publish-
ers. To expect complete objec-

tivity from these fallible human
beings would be a mistake.
Caveat Emptor!

struggled through to issues 100, or
200, etc. I, at least, will remember:
this when David reaches issue
“#200™ (a.nd beyond). GS

NEMNEW!WMNEW!

Aren’t You

the Guy Who

Hit Me in the Eye?
Andy Marshall, 775 Quince

Orchard Blvd., Apt. 32, Galthers-

burg, MD 20878-1672
$.75/issue; open page; laser
printed; 12 (so far); freq.: 5
weeks; circ.: 30; first: July 1992
last: Nov. 1992

Runs: Diplomacy (2), Gunboat (1),
1898 Diplomacy variant {1).
Openlings: Diplomacy, Gunboat,

- Mitotic Dip, Minimalist Dip, Fog of

War Dip, Enemy In.Sight, Dune
{all with press) .

Arnie got off 1o a very gratifying
stast, although it’s now run into a bit
of an excitement lull that will hope-
fully abate when hordes of ZR read-
ers fill my mailbox with expressions
of interest. Arnie features letters,
games, and my own humble ravings.
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I'm hoping that as it matures it will
become a better press zine. Arnie’s
strengths are that it is crisp and reg-
ular; I think that its weaknesses are a
shghr.ly warehousey quahty and its -
relative immatnrity (the zine's imma-

turity, not the immaturity of the con-
tent or the readers#a.hhough the
publisher’s is suspect). One thing
that pleases me about Arnie is that it
has thus far managed to steer clear of

| hobby politics; I hope to keep it that
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way despite my “sparks-and-gaso-
Iine” subscription list. “How,” you
ask? Why, by the moderating force
of my incredibly temperate person-
ality...wait a minute...okay, flash-
back’s over. I can honestly say this;
no one’s been disappointed in Arm'e
yet. Of course, with only four issues
under my belt they 've had a limited
opportunity... AM
Yes, yes. I have the hopes for this
effort that I once had for Eyewit-
ness News. Andy Marshall, the pub-
lisher, is a wonderfully intelligent
and humorous writer who makes

first, Andy.)

you feel right at home in Aren . It's
neat. It’s clean. You look forward to
it arriving in the mail. About the
only thing it doesn’t do is fly. I high-
ly recommend it. He obviously
enjoys what he's doing thus far and
I predict a great future for this rag.
(Next time I want my bribe money
Js

Aren’t is the best brash new zine
since When the Lights Went Oul...
and Eyewitness News. Andy has a
great sense of humeor, and he even
writes well! His favorite subjects are
politics and baseball—I will forgive

him for the latter, all things consid-
ered. There is a lot of commentary
and a small but developing letter col-
umn. Throw in some orphaned Dip
games, variants, and other games,.
and Aren’t appears to have a lock
on Rookie of the Year honors. My

only concem is that Andy finds him-

self travelling the slippery slope to
burnout by doing too much too soon.
So, perhaps “enjoy it while it’s here”
should be the modus subscribendi.
(No offense, Andy! Prove me
wrong!) PR
I’m going to go further, and say

.Diplomcy, The Game

Diplomacy, invented by Alan Calhamer in the 1950s,

- was one of the first multi-player board wargames; by
any measure it remains the most successful Seven
gamers play one of seven “Great Powers™ of pre-
World War 1 Europe: England, France, Germany,
Italy, Austria-Hungary, Russia, and Turkey.

Play of Dip (as it is affectionally known to those
who enjoy the game) is, on its face, quite simple. The
rulebook is short when compared with almost any
other commercial wargame—a héritage, presumably,
of its late 1950s roots and the game designer’s desire
to simplify to essentials. There are only two kinds of
units, and they can do no more than three different
things. There are only two kinds of terrain: land and
water! There cannever be any more than 34 wmits on
the board at any one time—and these units include no
combat factors or any othea:te.xt or ics. In old sets
the units are si blocks of wood (fat smmmpy
blocks for “armies,” long skinmy blocks for “fleets™),
while in recent Avalon Hill sets they are cheap plas-

tic “stars” and “anchors.” (Avalon Hill, current hold-

er of U.S. publication rights, plans to reintroduce the

wooden pieces when it releases a “Deluxe” version of
. the game “real soon now.™)

It would be hard to find a game that is asfar, philo-

" sophically, from “super-realistic™ games like Advanced

Squad Leader, with huge counter mixes, hundreds of

pages of rules, numerous hex mapsheets, tables, charts

and all the rest. Yet Diplomacy is perhaps the most

realistic game on the market!

Big statement, that. Granted it doesn’t do a very
good job of “s;mu]aung" pre-World War I Europe. The
game starts in 1901 (ahhough the map shows, with
some exceptions, the boundaries of 1914) Not
for nothing was Turkey (the Ottoman Empire) known
as the “Sick Man of Europe,” and some of the other
states, notably Jtaly, Austria, and to some extent Rus-
sia, were similarly weak. The game postulates a rela-
tively “level playing field” between the seven powers,
which is pretty unrealistic.

"Play and victory conditions are also unrealistic.
-One power has to grab at least half of Europe (and
often does), while in the bloody trench warfare of the
real World War I, major gains were measured in the
hundreds of yards, rather than the complete takeover
of whole countries. - :

‘two sides. Very few are multipolar. While for much °

. ers that advancing your position benefits them.

So don’t play Dip if you want to reexperience the
blood and attrition of the Battle of the Somme, or
want to experiment with railroad timetables and see if
you could do Schlieffen, Joffre, or either of the Moltkes .
one better in August 1914. Rather, play Dip if you want
to experience grand strategy or geopolifics or power
politics. Here the game has absolutely no equal. Vir--
tually every commercial wargame is a contest between

of the time since World War 1I the history of the
world has appeared to be that of a Cold War between
two superpowers, this has been, to some extent,
anomolous. Historically, a far more typical world
configuration has been one with many powers. Cer-
tainly that was the situation in Europe for centuries up
to World War II, and with the downfall of the Soviet
Union and slippage in American power, it is likely to
be state o_f the world for many years to come.

There is no better game than Diplomacy if you
want 10 explore a multipolar power condition—one
where each power, in striving to achieve its goal, coop-
erates with other powers, not only to stymie the other
players from acheiving their goals, but to convince oth-

. 'While you attempt to achieve your victory condi-
tions, you have to constantly monitor all the other
players and make sure that despite improving your
position, you don’t end up helping somebody else_
even more! For instance, say that as England" you’ ‘e
fighting Russia. You're doing pretty well, and you're
growing while Russia's shrinking. Watch out! Maybe
your success against Russia will have the unintended
consequence of giving Turkey a free ride down in
the apparently far-off Mediterranean theater. Though
you may well be winning the battle, you could lose the
war. Sometimes in Diplomacy you have 1o stop fight-
ing a war you would dearly love to prosecute to a sat-
isfying conclusion in order to turn your erstwhile
enemy into a semi-dependable ally. And allies often
turn into enemies during the course of a game, too.
Tt’s all connected. This need to play the whole
board is what makes Diplomacy so exc:tmg. A well-
fought game includes realignments, massive alliance
shifts, backstabs, lying, treachery, comraderie, and
cooperation, in equal measure. A good Dip player
uses convincing yet duphcn;ous negotiations to carry
out solid yet subtle and surprising tactics to advance
a persistent yet flexible strategy. GS
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that Arme (or Aren’ t, we still haven t
figured out what we’re going to call
this thing!) is the best new zine that

- I've seen in the year and a half that
I've been running ZR! Like many
others, I have high hopes for this
zine. I am less apprehensive than
Phil concerming “instant bumout,“
possibly because Andy was in touch
with me during his planning for the

. zine, and I feel he knows full well

what he's getting into, and what’s
involved in running a zine. (He's
“God-Emperor” on the Prodigy
Diplomacy network, so he'd been
adjudicating games, and enjoying
doing it, for maybe a year before

. starting Arnie, t00.)

. 'What makes Aren’t a special place.
is Andy's writing ability, and his
sense of humor—two prime assets
for any zine. The last issue came

with three full pages of gab from

Andy, mostly about the recent elec- -

tion (Andy was strongly for Mr. Bill).
~ I can’t speak to his GMing—despite
attempts from Andy to derrick me
into an Enemy In Sight game, I'm
resisting, for now. But things look
pretty clear, and attractive maps are
provided, a nice touch. If I was think-
ing about starting a game, this zine
would be my first choice.

So far Andy’s stayed on track with
the zine, although the last issue was
shightly delayed (we're talking about
four or five days, here). He's got a

move coming up, too; I wouldn’t be
surpnsedﬂ'wesaw somemoremmor
delays. This thing is still on its shake-
down cruise, after all. But I'm con-

vinced it is here to stay, no matter.

what. Get on board while there’s still
room!

Andy—I'm overjoyed you decid-
ed to take the plunge and publish.
Here's hoping Arnie becomes all that
. you want it to be! GS

ark

Erlc Brosius, 41 Hayward St.,
Miford, MA 01757-3554

$5.00/10 issues (will recalculate
if price changes); open page; laser
masters/xetox or laser printed;

8-10 pages; freq.. 3 weeks; circ.: -

24; first: Sep. 1989; last: Nov.
11992 (#57)
Runs: Empire Builder (1), Speed
Eurorails (1), Railway Rivals (3).
Openings: Railway Rivals {$4.00);
planning to open McMutti ($5.00).

£ ark
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arkhas just started a Eurorails game
and will ‘have no openings in this
series of games until the Empire

Builder game finishes. I do have

s in Railway Rivals, though,
and I always welcome standbys who
are wﬂ.hng to help with abandoned
posmans

The focus hete is on the games,
although I throw in the odd article
here and there when time and space
permit. The games go out by flyer
whmﬁleordersgethemeady;oneof
my Rivals games is finishing after
jast eight months. I am especially
grateful for readers who are willing

to check for errors, and I award a’

free issue to the first person who
notifies me of an error that I CO!'.lSld-
er significant.

- fyou'dlike a sample ofark, send
me two stamps and I'll ship one out
toyou! EB

As if Eric wasn’t doing a good
enough job, he has now developed
the best EuroRails map that I have
seen. The legibility and speed with
which Eric runs his games is to be
commended. If you are interested in
Railway Rivals or EB/BR/ER, this is
the place to play. - . DMcC

Beautifully printed and smash-
ingly edited. Eric doesn’t run many

RR games, but when he does they're

gems. (He also runs other things.)

He’s also the best American playerin
{ the hobby, so he knows his smff. If

Encounter is my first choice (g.v.),
this is second by a thin whisker. Very
prompt; not much chat but plenty of
fun when it’s there. CvM

Eric is a detail-oriented person,
concerned with accuracy and pre-
sentation, and brings to mind Bruce
Linsey in that regard. He’s not near-
ly as verbose—in fact, we could do
with a lot more of his comments in

| ark. On the occasions when he writes

articles or personal notes they are
gems, but they don’t pop up often
enough to avoid the tag “warehouse
zine.i' ) . PG

ark is attractive, timely, and accu-

rate. Recently, Eric had to deal with
1 a computer failure, which could have
interfered with the zine. He used cut .

and paste along with incredibly neat
printing to get the job done by hand
and fast! A must-have for anyone
interested in railroad zines! StC

A beautifully produced zine run
by one of the hobby’s best pubbers.
If you can get into a game in ark,
you're very lucky. Eric is very reli-
able. He rans RR and the Empire
Builder series of games.. KH

Eric is probably the best Railway

' Rivals GM currently in business and,

I must regretfully admit, he is also the
fastest. This is because ke sends out
game reports separately from the
zine if everybody gets their moves in
eady. In a recent game I played here,

‘only one or two of the turns actual-

ly appeared in the zine itse]lf—the
rest were sent out 8 tely. Unlike
zines such as Buckeye Rails and The
Encounter, which nm s lot of games,
Eric usually doesn’t run more than a
couple of Rivals games at a time. S0
if you’d like to play here you’d bet-
ter pay attention and sign up quick-
ly when there is an opening. ark also
carries a game of Empire Builder
and the occasional Railway Rivals
strategy article. ScC
Eric is fast and efficient. Thisisa
good place to play. JKG
There has been some grumbling
about Eric’s high showing in Rune-
stone Polls of late (he finished 7th in
the 1992 poll), and while I don’t
deny there is an obvious “pollster
effect,” (i.e., it’s going to be pretty

| hard to “lowball” the pollster with a
negative “0” votel), it should be obvi-
~ous that the high praise printed above

from numerous reviewers is indica-
tive of a high quality effort. ark is
everything the “guest reviewers” say,
and probably a good deal more.
Besides, why would anyone give
this guy a “0” anyway? Eric does
his best to stay out of hobby “trou-
ble,” which, considering his extreme-
1y high-visibility job as Runestone
Pollster, must be ‘quite a difficult -
task. Actually I can think of no hob-
byist who could do as good a jobon
the Runestone as Eric has done.
Eric has joined a trend, of sorts,
and started printing the whole zine on



10

Zine Register

his laser printer (or as much as he
- can—apparently some of the maps
have to be xeroxed). He really does
get nice results, and the zine is small
enough, and his sub base small
enough, that this is a perfectly rea-
sonable (and econmcal) method of
reproduction.

~ Fast, pretty, fair, game open-
ings.. .what more could you ask for?
Whoo-whooooo! Train's leaving the
station—don’t be left behind! GS

‘—
The Armchair
Diplomat |
Ken Hlil, 6199 Rockland Drive,

. Dublin, OH 43017, COmpuSem_ [

UID: 70357,431

Free, except for on-ine connect
charges; electronic; N/A 6-10
pages; freq.: weekly; circ.: 40-50;
first: Feb. 1983; last: Nov. 1992
{#509) -

Runs: Diplomacy (13), Gunboat
" {2), RRGT (1), Get Them Dots Now
{1)., Fog of War {1), Perestroika
{1), Woolworth (2).

Openings: Diplomacy, Gunboat
and other variants have oontlnu—
ous game opemngs :

Diplomat” [“TED"] and “The Blind

Wars” [“*TBW™]) are the official pub- -

lications of the Diplomacy hobby on
the CompuServe Information Ser-
vice (CIS) computer network in the
Play-by-Mail Games (PBMGAMES)
Forum. Players can access CIS from
practically anywhere in the world
- mclading the U.S_, Canada, Europe,
and Australia. Several British players
are now active. We were recently
the subject of a nice article in Com-
puter Gaming World #100. As.a
result, alarge number of new players
have surfaced. Participation is at its
highest in recent memory.

TAD is the oldest PBEM zine and
has been the home of quality Dip
play since 1983. Games are run on
weekly or biweekly deadlines, with
a lively open message area that fea-
tures some of the best chat and letters

-in the hobby. PBM hobby hacks who
can be found on CompuServe
include Dick Martin, Jack McHugh,

- Douglas Kent, and Eric Brosius.

Bob Aubse is the official editor of

- TAD and Don Croyle runs the vari-

ant games in both “TED"” and

“TBW."” 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 offset their
connect time charges by GMing
games in TAD, “TED,” or “TBW.”

Please contact the pubhsher for more -
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I believe this “zine” is distributed |-

in one or more unformatted ASCII
files. The illustration you see above
was made from a printout provided
by Ken Hill, and depended, there-

.| fore, on the actual printer he used to
TAD (and its subzines “The Eccentric

print the thing—your results will

’vary. Most people who receive this

e’ presumably don’t bother to
prmt it out, but instead just read it
right on their computer screen, which
can make E-mail “publishing™ more

environmentally friendly than pub-

lishing on paper, if you already own
a computer.

" Of the several places to play Dip
via computer, CompuServe proba-
bly maintains the closest ties to the

larger postal hobby. (You can also

find E-mail Dip on Intemet [Elec-
tronic Protocell] and Prodigy
{“Prodigy”], and I understand that
Dip also is being played by E-mail on
GEnie and perhaps on America
Online, although I don’t have any
information on those networks.) As

Ken notes, several of the notables_

on CompuServe also participate in
the hobby, both as players and
publishers, so if you’re new to E-
mail you might want to start here—
it will seem more like home or some-
thing.
Despite owning the requisite com-

puter and modem, I just haven’t been
interested in trying out E-mail Dip—

“snail mail” is the way for me. This

is probably due in part to my gener-
al hobby overload—I like being able
to write letters to my GMs, drop the
zine in the box, and forget about it for
a month. Having to worry about my
games every week would drive me
crazy, 1 think.

But I'm me and you're you. If
you've got the equipment and don’t
mind the added expense, check it
out. You might enjoy it! GS

L e =
Autumn Madness

Bruce Linsey, 170 Forts Ferry
Road, Latham, NY 12110

| check with Bruce for price—avail

able only to league members;
open page; [aser printed; 4 pages;
freq.: weekly during football sea-
son; circ.: 58; first: Sep. 1991
[ast: never seen ’

Runs: Gonzo Football (5 !eagues).‘
Openings: Gonzo Football leagues
will begin filling in the sprlng—~——
write for info.

Autumn Madness is the pubhcauon
for the results of Gonzo Football, a
game in which participants own
teams. consisting of NFL players.
Game results are based on players’
real-life performances. Team owners

‘can trade, sign free agents, and jug- -

gle their lineups in an attempt to
reach the Gonzo Bowl championship
game. Lots of fun! Ask for your free
Gonzo Football starter packet. BL

£ e iy
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A great place for football fanatics,
this takes the baseball rotisserie idea
and applies it to football. While 1
was out of my element and got
trounced last season, I am still root-
ing for my former team as it contin-
ues under new and bener manage-
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ment. As with all of Bruce’s games,
this is well GMed and timely. It
seems that the major problems have
been caused by the NFL. If you do
decide to play, tell Bruce that Dave
McCrumb sent you. . DMcC
_~ I've never seen a complete issue
of this thing, but Bruce was kind
encugh to send me a copy of the first
page of a recent issue, which is how
I got the picture. _

From what I can see it looks like-

players must do a fair amount of tele-
phoning—each other and Bruce—

in order for the thing to work. During .

the football season it comes out
weekly, so my guess is turnaround is
critical to success. With just one page
of one issue in hand I've no idea
how Bruce mansages this aspect of the
zine, but it sounds like player Dave

McCrumb had no problem. Bruce
. does note that *For your convenience

the Gonzo phone line is open 24
- hours a day, every day. It is OK to
call and leave a message here any
time, even at 3 A.M., even on
Thanksgiving Day, even on Christ-
mas.” So call already!

" I did note that one of the teams
hails from “Hicksville”—gee, I won-
der if that's Scott Cameron! How
about including this one on your list
of copious reviews for next ZR,

I don’t think anybody else is doing
football by mail, so if that’s what
you're interested in, séend away for
your free starter packet. GS

Batyville Gazette

" .Railph Baty, 4551 Paullng Ave.
San Diego, CA 92122 : -
Free to players; open page; laser
printed; 9 pages; freq.: 5 weeks;
cire.: 18; first: Oct. 1990; last
Oct. 1992 (#24)

Runs: Diplomacy (2), Fog of War
{1). - ‘ _
Openings: Mensa Diplomacy,
Character Diplomacy {(without
secretive rules) (either game costs
$1.0.00 or-$8.00 for Mensans or
current Batyville players).

An all-purpose zine devoted to the
reporting of Diplomacy games,
- including timely, readable reports
and maps. RB

The Batyville Gazette is a ware-
'house zine running a few games.
Ralph seems to be a reliable GM

who is open-minded when consider-
ing game policies. A good zine for
playing Dip, but it needs some per-
sonality to make it more interesting
and attractive to subscribers. PR
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I reported in the last issue of ZR
that this zine might have folded, or
gone into hiats. It turns out it did

-neither; I recently received another

sample copy of the Gazette from

{ publisher Ralph Baty, and judging

by issue numbers, he put out 9 issues
in the past 11 months. Indeed, he
appears to have expanded the thing,
slightly, beyond its Mensa “roots”
and is now running a couple of non-
Mensa games along with one Mensa
Dip game (he’ll soon be starting
another Mensa Dip game, too).

But Ralph is keeping a handle on
growth here—in the sample I
received he expressed a desire to
limit the size of the thing in deference
to several other things he likes to do,
such as play bridge six times each
month, take computer classes, and
play Diplomacy. He is obviously
wary of burnout—and that’s a good
attitude in this hobby where “doing
o0 mu
of a disastrous “crash and burn.”

Baryville Gazette is an attractive-
ly presented product, with nice
maps, and ample space given to

" has often been the cause |

game adjudications. There’s some
press in each of the games, though I
wouldn't call this a “press zine.” It’s
pretty cheap to play here, too—just .
10 bucks for a complete game for

non-Mensans, Allin all thiscould be
worth checking out, especially.if
yot're interested in the Character
Dip gamestart. -GS -

Mark D. Lew, 5390 Broadway
#2, Oakland, CA 954618

$.80/Issue to U.S., $.90/issue to_
Canada, $1.45/issue elsewhere;
open page; xerox printed; 10
pages; freq.: 2-6 weeks; circ.:

1 35 (approximately); first: Dec.

1981 (as subzine), July 1985 (as
zine); last: Nov. 1992 (#93) '
Runs: Scrabble (1) (occasional;
open to kibitzers).

Openings: None, | think.

Don’t go looking for any games here.
The only thing remotely resembling
game play is a Scrabble thingie. But
thig is one I highly recommend for
just the letters and commentary.
Mark is obviously an intelligent,
insightful thinker with the ability to
transfer those thoughts to print. He
also has a sense of humor which he

-uses at times to deliberately trap you...

Sometimes it's not clear where he -
stands on an issue until you stick
your own foot in your mouth and he
helps you enjoy chewing it off. I
usually go for game rags. I like ben-
zene a lou I forget it doesn’t have

games. JS
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I don't normally receive benzene,
but recently I have received a num-
ber of unsolicited samples and feel
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qualified to comment. The zine has
apparently had some regularity prob-
* lems, but given the niche it fills, I am
not convinced that this factor is as
- Jmportantasulsznotherzm&s Mark
Lew says that benzene is “loosely
assoctated with the Postal Diploma-
cy hobby.” This is like saying that
Louis XVI’s head was loosely asso-
ciated with his body after his trip to
the guillotine. Running games would
only detract from Mark’s real inter-
-ests: discussion and words. Espe-
cially words. The only game he rins
(Scrabble) give him a great chance to

discuss word origins. Mostly, though, .

the focus of benzene is discus-
sion/debate/argument with his read-
ers. It can be a little disconcerting to
. see a reply to a letter take up more
space than the letter itself. BMcK
The best intellectual discussion

in the hobby, and not much else.
Mark uses readers’ letters as a spring-
board to launch his own thoughts on
language, society, geography, and
much more.; Now that the fagade of
games has been dropped, Mark has

more space and time for gossip. If
you’re not an editor, this is the place
to send those two-page political
essays you're just dying to see in

Mark neglected to send back his
information sheet, so we'll make
something up mstead .

The latest word is that Mark plans
to remake Benzene imto a full-fledged
games zine, and will be announcing
numerous game openings immi-
nently: Regular Dip, No-Press Gun-
boat, Character Dip I, and a couple
of RRGTs Mark was heard to
ex] “I"m shooting for the Melin-
da Holley award this year—so I fig-

.ure-I'd better open up a bunch of

games or nobody will take my can-
didacy seriously.” -

But seriously, games? No way,

not in this one. As the “guest review-
ers” note, this thing is for gab, pure
and simple. Before we go too much
further, let me just mention that it is
Mark’s explicit policy that subscrip-
tion money will not be refunded if
the zine folds. You have been

wamned, so don’t buy a lifetime sub
or anything. Not that I think a fold is
imminent, mind you, but Mark does:
whatever he feels like, and for all I
know the issue pictured will be the
last one we ever see. He comes and
goes on his own schedule.

Benzene went through a couple
of extended publication pauses in
the 1990-91 period, and has only
been publishing regularly since last
March. Consequently his sub list got
a little battered, and people have
been mderstandably reluctant to sub-
scribe or correspond (this reviewer
being no exception). Hence Mark
has been pretty free about sending
around complimentary copies, in an
effort to rebuild his sub base; from
reading the last couple of issues of
this thing, it looks like he’s suc-
ceeding, which is a good thing.

.I sure hope he doesn’t succeed
too far, though. Last time Mark was
on a roll he was sitting on a huge
backlog of letters, like four or five .
issnes worth (this even before the
extended publication pause). Letters

Diplomacy, By Mail

‘While face-to-face D1plomacy can be tmmeudous
fun, the game really shines when it’s played by mail.
‘While compromises must be made for many games to
achieve by-mail playability, Diplamacy, because of it's
simultaneous nature, can be played exactly as the rule

" book decrees!

- So-called gamesmasters (or GMs) gather seven
players together, generally from different parts of the
country, continent, or even the whole globe. On any-
where from a 3-weekly to a 3-monthly deadline inter-
val (4- or 5-week, or monthly, deadlines are most
common), players negotiate with each other by mail
or phone, then send their orders to the GM who adju-
dicates the tum (i.e., figures out which units go where).
The GM then publishes the results, almost always in
a small, amateur publication called a zine, and the
players begin negotiating for the next tum.

One of the drawbacks of the face-to-face game is

. that while negotiations can take place in secret, so that
while what is said may not be heard, the mere fact that
two players are talking can be enough to give away a
possible stab, or can alert the other players to an
alliance in formation. -

~ Butin PBM play, nobody has any idea who's talk
ing to whom! You can get away with outrageous lies;
alliances can remain hidden for longer; and with more
time than the rulebook 15 minutes to consider moves,
play is gmera]ly of a higher caliber than in face-to-face
games.
Communication is key; the postal game rewards
promptness, writing ability, coherence, and depend-
ability, as well as the usual mix of good strategy and

tactics. Consider that in a four-week deadline game, at

least a full week will pass between sending in your
final set of orders forthemm, and recerptofthemm s
result from the GM. (And in actual practice, most
GMs can’t manage 10 turm games around overnight; in
many zines you will find your "interturmn” time shaved
to 17 or 18 days, or less.) With postal mailing time
between most points in the country probably averag-
ing three days, there is notvelymuchmne forback and
forth—generally if you immediately write a letter to

- another player as soon as you receive the zine, propos-

ing action for the coming tum, you will probably get

‘an answer in time to update your moves for the GM.

If you and the other player are exceedingly prompt, you
may be able to manage two rounds of negotiations in.
each tum, but this would probably be the exception
rather than the rale—many players engage in other
activities besides playing Dip (like working, or inter-
acting with family!), and sometimes they just won't
respond as quickly as you might hope. Sometimes
they won’t respond at all—generally this is.a bad

. sign.

So your negottauons must take into account this

' l:lma lag. WhJIe in a face-to-face game you might

“sound out” a potennal enemy or ally with an “outra-
geous’ proposa.L just to see if they're sucker enough
to bite, in play-by- -mail Dip you generally can 't afford

this sort of tactic. Your negotiations should be direct,

and pretty close to your “final position™; you Just'
don’t have the time to play arocund. Assummg you're
a serious player, your negotiations will need to antic-
ipate objections to your proposals, and answer those
objections. As I have put on many a cover letter with
job resumé, playlng postal Dlplomacy has given me a
very definite skill in writing “prompt, persuasive let-
ters™! It can do the same for you, too. GS
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were finally published heavily
chopped or otherwise hatcheted to
- death, or they were simply disposed
of in the familiar circnlar file.

That was enough for this review-
er; I've steered clear of Mark’s letter
col ever since (and I"'m not especial-
ly enamored with the explicit “take
the money and run” policy, either).

But heck, if you were me, what

.would be the point of writing this
stupid review? You’d already know

what to think. So check this one out..

You may very well enjoy Mark’s

extended discussions about whatev-

er he feels like talking about. I always
enjoy reading Benzene, even though
I'm unwilling to subscribe to it. GS

'Blada Wars

Chuck Lietz, 18258 SE 146th
Court, Vancouver, WA 958684
$8.00/season includes game fee,
free to standbys; open page; xerox
printed; 12 pages; freq.: b weeks;
circ.: 12; first: Nov. 1989; last:
never seen

Runs: United Hockey League
Openings: Don't know.

Might fold, Chuck will tell us with
the next issue, whenever that comes
out. MPL

This was interesting, but I am
assummgnhasfolded In the last
issuel recuved, Chuck mentioned he
may not continue with -another sea-
son since the current one was over.
That was months ago. Based on the
delay, it now appears that the United
hobby has retreated from its high of
three sports (soccer, hockey, basket-
ball) back to only one. DMcC

Blade Wars has always been pret-
ty slow, but lately it has become
almost catatonic. Chuck managed to
get another issue of BW out since
the last ZR, so it would be ture
to call this zine folded, but that was
" the only issue in twelve months. If it

. isn’t folded, 1t’s as close as you can

get. One bad sign is that Chuck

recently dropped out of the Angst.

United league, although he is still
active in Pilot Light. My guess is
that he will eventually finish off the
rest of the current season, but the
prospects for any further seasons of
the league look pretty dim. ScC

Probably folded. Even if not, the
chances of another season after the
current one are just about zero. KB

Blade Wars is one of the few zines
that I've somehow never seen,
despite three issues of ZR, numer-
ous and repeated requests for infor-
mauon. whining pleas for informa-
tion, threats, wailing ululations out-
side Chuck’s split-level ranich, covert
break—ms.ymnmnen. For all I know
Chuck Lietz is Santa Claus. -

Oh well, too bad we don’thave a
picture for this one, but at least this
condition is more typical of the sev-
eral zines that will run sans pic in that
it’s dead or dying, gasping for breath,
on its last legs, kaput, end of the line,
ashes to ashes, outta here, zeroed-
out, ker-plunk.

Sure, go ahead and send him your

‘hard-eamned cash. Send him your
easy-earned cash, even. Send him’

the several thousand dollars you just

| embezzled from your erstwhile

employer. What do I care, anyway?
Okay, Pete, here’s some dry dusty

{ bones for youtoduposeof Have

funl GS
Blind Ambition
Fred Hyatt, 60 Grandview Pl.,

Montclalr, NJ 07043

Don’t know price; don't know for-

mat; don't know how printed;
don’t know size; freq.: don’t know;
circ.; don’t know; first: don’t know;
last: never seen

Runs: Fog of War Dip {(4).
Openings: Don’t know.

Blind Ambition is neither a zine nor
a sub-zine. It is merely the name I
gave to the flyer I use for sending out
results of the four Gunboat “Fog of
War” games I'm runming. FH
[[Fred? Fred? That you? ‘Mah-
gawd!

A flyer dedicated to the pl
Fog of War, published and GMed
by one of my favorite people in the
hobby. I figure Fred for about the
best GM around and you can always
count on immaculate game reports.
Like I said, Fog of War. There’s not
much more you can say about this
one. - JS

Blind Ambition is still going. It is

-still running at least one Gunboat

Fog of War game. I know because 1
am in it and I get the results—and
that's it. End of story. PR

Amazingly enough, Fred Hyatt
actually contacted me this time

around. He didn't bother to retum |

any info sheets, and didn’t send me:
a copy of Blind Ambition (hence no
picture) but...way to go Fred! '
A question for Pete will be
whether this one should stay in ZR or
be given the boot. It sounds like each
Fog of War game goes out as a sep-
arate flyer (maybe each is printed
on Blind Ambition masters or some-
thing?). Fred himself referstoitas a
flyer, and not a zine. My recom-
mendation is to figure it’s really a
flyer for some specific The Home
Office games, and let it go at that.
Your cali, Pete.. GS

-]
Boast |
Herb Barents, 17187 Wildemere,
Detroit, M1 48221

$12.00/17 issues; free to play-
ers; open page; xerox printed;
10-12 pages; freq.: 3 weeks;
circ.: 65; first: Sep. 1971; last:
Nov. 1992 (#343) :
Runs: Diplomacy (6).

Openings: Diplomacy ($15.00 for

ist game, $10.00 subsequent
games, inc_ludes sub).

Boast is well known for being a
speedy warehouse zine. It also fea-
tures the best gaming industry news
in the hobby, and occasional political
gartoons. Herb gets the job done—

‘although a bit sloppily at times. PR
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 Hexb Barents is in the game busi- .
ness, but he sells only by mail from
his own home. He can give you
cheap prices on some games, since
he has no overhead. FD

" Good grammar or good taste?

Boast keeps on plugging along,
pumping out issues as dependably
as any publisher in the hobby. But
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maybe Herb is slipping—the most
recent issue (#343) took about twice
as long from deadline to postmark as
usual—3 days! Yup, that’s right,
Herb Barents usually tumns this three-
week zine in one or two days. Grant-
.ed you have to have incredibly fast
trearound if you want to run a three-
week zine, but Herb has managed,
month after month after month. For
twenty-one years! Shazzam!

Yes it’s sometimes a sloppy mess,

and there ate very few in the hobby
who butcher the English language
.the way Herb does. And there are
long-standing rumors of mistake-
prone GMing which, considering that
six games need to be adjudicated,
typed up, copied, collated, stamped,

and mailed in an average of 36 hours, |

would not surprise me one bit. Check
adjudications if you play here.
Obviously three-week games are

not going to appeal to everybody. |

Unless you're willing to use the
phone to call in orders and/or for
much of your negotiations, there just
* is not going to be very much back
and forth with the other players. For
Gunboat three week zines could be
superb, but as far as I know there is

no zine that specializes in three-week |

Gunboat games. -

. I've never tried to play Regular
Dip at this pace. I'm not sure I"d be
up to it—sometimes I'm a little lazy
about getting to my Diplomacy

- “chores.” But if you want to give
“speed-gaming™ a try, this is one’of
the zines to check out, Send for a
sample and see what you think. GS

- Boris the Spider
Paul Bolduc, 203 Devon Ct, Ft
Walton Beach, FL 32547-3110

$6.00 for 12 issues via USPS;
$1.00 per.12 issues via E-mail;
digest; dot matrix masters/xerox
printed; 16 pages; freq.: monthly;
circ.: between 20 and 30; first:
Mar. 1985; last: Nov. 1992 (Vol.
4, #8)y -

Runs: Diplomacy {2), Kremlin (1),
Magic Realm (1), Dune (1), 1830
{2), 1835 (1) :
Openings: Gunslinger, continuous
openings in Magic Realm {games
- are free, 1 think).. '

Once upon a time there was a cute lit-
tle pet spider that grew up to be a

fremendous monster and ate..,

' Well, you get the idea. Boris has
grown so that it eats whole week-
ends in a single munch, so I don’t see

‘any expansion (other than the lost-
" awaited GSL) until some of the pre-

sent games conclude. We're still tin-

kering with the format, but the digest.

form is probably here to stay. We’ve
five or six electronic subscribers
whose only complaints have been

| about the lack of maps in 1830 and

Magic Realm. A map is worth a
thousand words. '
Boris is always in need of alter-

nates (standbys, relief players, sub-

stitutes, whatever you want to call
these most blessed of people), and
they get first dibs at any new game

openings. Boris has a large game
collection and could be convinced

t0 GM almost any of them.  PB
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"Asa ;Slayer, Paul has always

‘struck me as the “rules lawyer” type,

50 he should make, and thus far has
made, an excellent GM. The zine,
which is acmally published by Paul
and his wife Meg, carries a vadety of
different games, and press of all types
(black, white, and gray) is encour-
aged. It’s not that pretty to look at,
but its appearance has improved
noticeably since it first appeared.

" Boris’s one big problem is that it
has had more than its share of NMRs.

It seems that in every issue there are |

one or two people misging from most
of the games. This is a problem that
a lot of new zines face, but Boris
seems to be affected worse than
most. One thing that can be said is
that the NMRSs are not the fault of the
zine, which is published regularly
and on an acceptable turnaround

time. It’s likely that as time goes on
the less-committed players will drop
out, leaving a sclid core of interest-
ed and reliable subbers. Thig zine is
well worth a look for people who
are interested in such things as Magic
Realm, Russian Civil War, and other
such games. - ScC

Boris is a completely dependable

zine, put out on a regular schedule
(six issues in as many months) with

minimal mmaround time (seven days
is the longest I've seen since it start-
ed, and three or four days is much
more typical). It runs a variety of
offbeat games, including one ortwo
that you'll have trouble finding any-
where else, as well as old favorites
including Diplomacy and Kremlin.
Paul claims just “five or six” elec-
tronic subbers, but I note from his
zine that fully 13 addresses also in-
clude an E-mail addresses, ranging

from Intemet to GEnie. Definitely a -~

zine built for the modem world!
Paul could buy a saddle-stapler
to put the thing together, and that

would be a big improvement in my
mind (the zine often arrives stapled

in the upper right corner of the sheets
of paper, which can make navigating
through the digest zine hazardous,

. at best!). Personally I like the digest -

form, but the combination of small

dot-matrix type reduced down to fit .
| | on digest pages, coupled with occa- -
| sional light copying, can make for a

tough read. But one thing is certain:
Paul packs a lot of stuff into this
one-ounce zinel = '
-Maps are provided for the
1830/1835 games (from Dick Mar-
tin’s ubiquitous masters?), and occa-
sionally for the Magic Realm game.
The Dip games, and others, un with-
out maps. Paul breaks up the poten-

tial monotony of his text-heavy zine

with little “clip art” icons to illus-

trate the various games,; and he uses

a variety of typestyles. All in all he
makes his zine preity aitractive, given
the dot-matrix output.

(we smALs meeo O )

I ALl
EARS .
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This zine is essentially a ware-

house—there is little here besides

games. I you're looking for a big let-

ter col, or commentary on this or
that, look elsewhere. Do subscribe if
you want to play some different
games under a GM, fora
tistle bit cheaper than elsewhere in the
hobby. Paul’s got a nice sense of
hunior, tool -GS

Buckeye Rail
Ken Hill, 6199 Rockland Drive,
Dublin, OH 43017
Subs are free (donations encour-
aged); $5.00 game fee requested;
open page; laser masters/xerox
printed; 8-10 pages; freq.: month-
ly; circ.: 25-30; first: Feb. 1990;
last: Nov. 1992 (#26)
'Runs: Railway Rivais (8).
- Openings: New games of RR wiil
open after January. 1993.

" Buckeye Rail Gazette is a zine dedi-
cated to the pursuit of Railway Rivals
and is the semi-official zine of Ros-
therne Games (publisher of RR) in

the U.S. A standard issue includes a .

few pages of chat and news with the
rest conlaining game reports. -
Now that I'm running fewer
games, BRG is back on a decent
- schedule. My plans to have BRG
-down to about 8 games running on 3-
week deadlines have been realized

. and I'm quite happy about it! Despite | -

the occagional rules controversy or
late issue, BRG is hopefully a good
. place.to play RR. And, while it’s
still not as fast as some other RR

zines, most new games will finish

. in a year or less. KH
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| to subscribe!
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Essentially a warehouse 'zine of
Rivals games with a minimum of
chat, but essential anyway because
‘the editor is the supplier of maps and

- game supplies in North Ame.nca. As

a GM, Ken tends to be a bit sloppy,

though it isn’t critical and the games:

still run decently. Nottmﬁhlyspeedy

" but it seems 1o be improving. Ken

also the honcho for on-line tram
games on CompuServe (df. Electric
Trains). CvM
~ Buckeye Rails Gazette is a rail-
game warehouse—maybe we should
call it a ‘train bam'?
It's well laid-out and easy to
understand. I'm nnpressed enouégclzl
- S
BRG is probably the nicest-look-
ing Railway Rivals zine out there,
beating out arkin that regard due to
its larger lettering and clear income

tables. Each issue includes some.
| Railway Rivals news and/or a Rail-

way Rivals rules discusgion (for snch
a simple game, there are a lot of
ambignous rales in Railway Rivals—
apparently the rules were written to
be played by peaceable Britons and
not by vicious win-at-all-costs Amer-
ican rules Iawyers). There's not much
of interest here for anyone whoisn’t
interested in Raflway Rivals, but for
smyone who is interested in RR, then

.| BRG is probably one of the zines |
you should subscribe to. Ken always -

seems to have a game opening so if
you're looking to play RR by mail, it
shouldn’t be too long before you can
get into a game, : ScC
Ken usually publishes within a
month of his deadlines. He sees his
games to completion, and he changes
his house rules as he finds problems
with them. He is willing to correct
adjudication errors once he under-
stands what the mistakes are and
what the proper adjudmnons should
have been. JKG
There is very little chat here, cer-

tainly not the “few pages™ as report-

ed by Ken. We're lucky to get half a
page of gab, and mostly this has to do

| with upcoming gamestarts, or

dropout players, that sort of thing.
This is definitely just a warehouse of

RR games—and as such, does a pret-

ty good jobl
-~ Iris slow, more like aftmghtt:mn

" than the Califomia Zephyr. Ken man-

aged to get four issues out over the
last six months, and tumaround has
averaged about 18 days. But as the

correspondents above report, it is

undemably attractive—the layout is

PG

verydearandmybetlsthatﬂnsone
would be a good zine for novice
players. .
_ Obv:lously 1 have nodnng to say

about Ken's GMing ability, as T don™t
play here or in any other RR zine. It
is definitely cheap—about $.40 per
issue if you play just one game at a -
time, although in general it seems
that RR zines cost less than Dip
zines.

If you're a Railway R1va.‘ls fana-

tic, you probably already know about

,thmone;likelyyou re already play-

ing here. But if you're interested in -
n'ymg out this play-by-mail alterna--
tive to D1plomacy and/or variants,
mybetls.tlns wouldbeaprenygood
zine to start with, unless you must
have results within days of the dead-
line. If this last describes you I'd
suggest Ken’s other rail zine, Elec-
tric Trains on CompuServe!

[Late note: BRG #26 just showed
up, a week before I'll start to print
this thing; my comments on the
zine’s slowness consequently are
incorrect (for instance, he has now
produced five issues in six months).
In fact, while #26 was clearly atyp-
ical in this regard, Ken managed to
tum it around in just 4 days! Lookmg
goodl] -

Call Me President

James K. Goode,

211 Mapiemere,

Clarksville, TN 37040-3568
Free to players; open page; xerox
printed; 4-6; freq.: 2 weeks; circ.;
?; first hasn’t started yet; last:
never seen- .

Runs: None.

Openings: Cail Me President '
($20.00)

This zine is named. after the most
true-to-life game of U.S. Presidential

‘elections I know of. It includes a -

long series of primaries and caucus-
es, the conventions of the two major
parties, an opportunity for break-
away independent candidates, and a~
short general election campaign to
determine the new president. JKG
. 'This zine hasn’t started yet, but

because I'had such good luck with

Election HeadQuarters last issue
(EHQ had not produced an initial -
issue by the time ZR #20 was
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pubbed, but is now at issue #7) I'm -

willing to take another risk. (And
EHQ was a presidential campaign
. game too—a good omen.)

James sent me the rules to the
game (I don't know if they're his
rules or somebody else’s) but 1 just
don’t have the time to fine-tooth
comb them, so0 we'll take his word
that they're the “most true-to-life”
that he knows about. As far as I know
the “competition” (postally, at least)
is Campaign Trail, which is played in
EHQ and Quest For Power, I've

never been much impressed with the -

“realism™ factor in that game, which

allows numerous small parties to |

compete in the general election

instead of two ponderous “Tweedle-

dum & Tweedledee” parties. A nice
idea if t"were true, don’t get me
wrong, but just not very realistic.

. But in gaming, realism often
doesn’t count for very much.
Remember, this hobby isn’t built
around Advanced Squad Leader, but

- Diplomacy, one of the more bogus
“simmnlations” ever designed! More
critical to the success of James® ven-
‘ture than realism will be 11" the game
is fun to play. . :

. So will some of you please send

' theguyaooup]eofsawbucks?lwmt
a full report on you:r imvestigations in
the next ZR... . . GS

The Canadian
Diplomat

Robert Acheson, 15715—92
Ave, Edmonton, Alberta, CANADA
TSR BCE

$1. OO/issue open page; xerox
. pnnted 40-50 pages; freq.: quar
terly; circ.: 100; first: Sep. 1987;
last: Oct. 1992 (#39)

- Runs: Diplomacy, Gunboat, Anar—
chy (7, 17, 34), Stonehenge,
Cline-9, Youngstown, Coloma.
African Dip. -

Openings: Diplomacy ($4 00),
Gunboat {$4.00), Anarchy ($2.00),
 34-person Anarchy (free). -

Being The Canadian Diplomat, the
Canadian icon, means you never
have to say “sorry.”

This zine just doesn’t thrill me,

although I do get it and read the
whole thing. Huge numbers of press-
less games mean that, in effect,
there’s ten pages or so of reading in
here That part can be fun depend-

ing on the reader’s letters and how
inspired the subzine editors are any
given month. . - PG

The Canadian Dtplomat is not the
slowest zine ever to run games. That
honor belongs to the now vanished
British zine Gazfinc. The editor,
Richard Bairstow, had 4 job which
took him to particularly interesting
comners of the world like Sudan
where he really couldn’t publish a
zine. Issues of Gazfinc came out

every six months. Compared with
this, Bob Acheson is a real Turbo |-
Phreak. Bob publishes a zine which,

if you are to wait for resuits,
is a pretty good place to play. P]ay-
ing the game is why The C.
Diplomat exists. There really isn’t
that much reading material (although
Ido produce a subzine in it which is
all reading and no games) but there
are a lot of games, in number and
variety. Considering what you get
for a dollar an issue, I think The
Canadian Diplomat is a dam good
bargain. - BMcK
How you feel about TCD will
depend almost entirely on your reac-
tion to Bob’s
quarterly—publishing schedule. If
‘you can get around that you will be
rewarded with lots of games and a
wide variety of variants. There isn’t
as much chat as there once was, but

- the space fillers are enjoyable. Great
RL | la Vertigo).

value at a dollar per issue. -

‘When Robert Lesco says “almost
quaneﬂy," I assume he means “not
quite” quanterly—indeed this thing
comes out on an average interval of
about 3-1/2 months! I've seen two
issues since the last issue of ZR; the
second of those rolled in at the begin-
ning of October.

Don’t play here unless you're
pretty sure the- slowness will not

“relaxed”—almost

bother you. Bob does ensure that
players get a decent amount of time
between the postmark and the fol-
lowing deadline—generally about
five weeks—so0 at least some of the
long delay benefits players® negoti-
ations. The bulk of the two-month-
plus turnaround, though, gets eaten
by Bob himself. For myself I cannot
comprehend how good strafegic
games can be played in this envi-
ronment—unless I kept careful notes
on what I planned to do in the com-
ing turns I'd end up playing each

“tum as a separate tactical exercise.
1 There’s just no way I'd be able to

remember what I was planning to

do two (or fivel) months ago.

Count that as my stupidity, or my.
inflexibility, or whatever. Plenty of
people think this zine is the cat’s
pajamas and claim it’s a great zine.
I've never played here, so I am only
speaking from my conjecture, and
you, the reader, can conjecture as
well as I can. If the wide variety of
variants sppeals to you, give this one
a try. But don’t say I never warned
youlfymrgamemntoverbythe
year GS

Canyon
| sean J. Brown, 1000 North

Beaver St , #21.6, Flagstaff AZ
86001

$.75/issue; digest; Iaser mas-
ters/xerox printed; 20-24 pages;
freq.: 5-6 weeks; circ.: N/A; first:
Sep. 1991, tast: June 1992 (#7)
Runs: Diplomacy (4), Gunboat (2).
Openings: Don’t know.. :

To put it mildly Canyon is late. No
sugar coating that fact. No excuse
except that personal problems gotin
the way and thus my participation
in the hobby suffered. I have can- -
celled all game openings and made
the zine free to all to reduce book-

keeping. Games will start to go out
on flyer for a while until I xegmup (a

AllT can say is there are far better
places 1o get a Diplomacy fix, but"
maybe someday. SIB

. Iliked it when 1 was getting it, but
Thaven’t goiten it for solong I forgot
what it looks like. The last two I saw
were from May/June. Before that;
February I don’t know what's hap-

Maybe someone else does.
Perhaps Sean is all tired out. JS
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-~ Has anybody see this since June
(#7)? Probably a flameout. PG

Canyon is missing in action since
the June issue. Too bad—Sean had a
pleasantly irreverant attitude. My

guess is that realhfeproblcom :

bined with recent minor criticism
over GMing and Sean’s Zine Regis-
. ter bid have combined to derail
Canyon. Whether the zine will get
back on track is anyone's guess. PR

(Gee, Phil, the only criticism I’ve
seen of Sean’s ZR “bid™ (which was
limited to a brief comment in Canyon
#7, by the way), was your unchari-
table remark in Foolhardy #4.)

I keep hoping that some day
another issue of Canyor will drop
through the mail slot, but I have 1o
admit that it is beginning to loock

- bleak. Sn]l far too early to think

about sticking Sean and Co. in the
-“Folded Zines™ section-that will be

Pete’s job for the next issue if noth-

- ing has shown up by then (and why

do I think Pete will relish the job?).

But the signs of an incipient fold are

.clearly in the air—the latest was | :
- CCC exists, much the same as it’s

Orphan Boss Eric Ozog’s public
musing in Ramblings By Moonlight
that we might be looking at a fold.
I’ve talked to Sean relatively
recently (a month ago, perhaps?) and

he was still insisting that Canyon

was not dead and would be coming |

out at some un ified time in the
future. Without going into specifics,
he’s had a rough summer and fall
and has been hit with a large number

of zine-threatening disasters, from |

the relatively commonplace (light-
ning strikes reformatting hard drives)
to the truly bizarre. On top of various

troubles has been the phmanenal
growth of Sean’s comic store busi-

ness (he and his partner are opening

a second branch down the road) and.

the still unoompleted move.

Sean, you’ve got my sympathy_.

and I hope you pull through, some-
how. But if you feel that it’s just 100
much to go on with, and that even if
you manage to get one or tWwo more
issues out you’ll still be facing an

uphill struggle, cut your losses and.

send your records off to Eric. That’s
what he’s there for. If it has to be, it

has to be. You'll feel five thousand-

times better once you unclapse the

{ | albatross and move on. Then maybe

at some point in the future, when
things are a little more settled, you

| can retumn to the hobby with your
-reputanon mére or less intact, and |

try again. -
Good Iuck, guy.
[Very late note: Sean’s zine

description just showed up on Inter- |

net E-mail, so I've pasted it in above.
Idon’ tknow if the games have start-

ed running on flyer yet, but we'll |
. know more next msue.]

GS

'carolina Command

and CommonWy

Mlehael Lowrey, 3005 Kennlﬁg-
hall Court, Charlotte, NC 28269

$1.00/issue ($1.50/overseas);
digest, with subzine “DIDOES”
open face; laser masters/xerox
printed; 20 digest pages (CCC), 2
open face pages (“DIDOES”);
freq.: monthly; circ.: 60; first: Oct.
1987; last: Apr. 1992 (#48)
Runs: Diplomacy (6}, Gunboat (1),
Viking Dip 11 (1).

Openings: Diplomacy {$5.00),
Destroyer Captain {free), Dune
{free), African Dip (free)

been for the past few years: lots of
games, some Hobby news, a letter
columin, some articles, political
abuse, and con reports. CCC also is

. the home of “DIDOES,"” that now
famous subzine by Steve Moore.

Don’t expect to see any changes,
either. : - MPL

' This has had quite a few good
articles over the past several months,

increasing the enjoyment it gives as

we approach the general election. It
is a nice source for a conservative

viewpoint on many topics. I espe-

get exc:tcd by it.

cially like the short notes on a vari-
ety of topics, ranging from political
to environmental to social. If you
happen to be too liberal to enjoy
CCC, you should still subscribe for
the sake of its subzine, “DIDOES."
I’ve a friend who makes me promise -

-to return her copy of “DIDOES”

when I borrow CCC. DMcC

CCC tries hard but winds up prov-
ing that conservatives are just not as
funny as liberals. “DIDOES"” carries
the humor in a Rush Limbaughesque
way, but the main zine can only joke
arcound by reporting the weirdness -
the hobby, by being a home and
laumching pad for CADs, this is actu-
ally a small zine. PG

CCC is very regular, verydepmd- _
able, very pleasant—and just a little
bland at times. Feamres include the
mildly amusing “Statecraft Shorts,”
a short letter column, CAD news,
and commentary from David Hood.
While the games do not feature much
press, some of the hobby’s best play-

ers are in evidence here. CCC is a

decemt place to play, but I cannot .
_ PR

RN -~ 0O 90U REALLS Love M8 T )
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The most recent issne of CCC that

I’vesemxsfromlastspnng I assume
it’s pretty much the same as ever
(Michael sent me a copy of the
August 1992 cover for the picture
that appears here; it is essentially
identical to the one that appeared
back in July 1991—aren’t we getting
a lirtle bored ofthatmapah'eady?) I

- guess if you've got a formula that
.works, why change it?

On the whole, CCC seems content
with its position in the hobby-—one
rung down from “top zine™ status.

Barring another shift in publisher |

(David Hood started CCC and when
he took over Diplomacy World, he

“transferred CCC to Michael Lowrey)

or some other new ideas to shake up
the perceived lethargy, that 'S where
it will stay.

(“New ideas™? But these guys are
conservatives...)

Anyway, you goita tike the digest
format, and in the issues I've seen
Michael does a very nice job with his
pages. This zme is d@ﬂmtely worth a

- look. : o : GS
‘ chfoosecd(e-

'Andy Lischett; 2402 Ridgeland

Ave., Berwyn, IL 80402
Free to players and standbys, gen-

‘erally unavailable othetrwise; open

page; xerox printed; 10 pages,
lately; freq.: 5 weeks; circ.: 66;

first: Mar. 1979; last: Nov. 1992
- (#141)

Runs: Diplomacy (11).

~ Openlngs: None.

X

ey

oS

The best overall zine to play a
RA

Regular Diplomacy game.

Cheesecake knows its place and
its goals—run games and maybe
every now and then catch players:
offguardwnhabnofnews or social
comment. PG

Cheescake features well-run reg-

. ular Dip games frequented by veter-

an players. Sometimes the press is

- very good, but for many of the play-

ers the emphasis seems to be on just

- playing the games. Andy usually has

a page or two of humorous thoughts,

jokes, or anecdotes. Recently Andy’s |
‘been publishing Mark Fassio’s mil-.
itary reports from Ukraine. Cheese-
cake has no maps or fancy graph-
“ics—just lots of games and text. PR

Cheesecake
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We]} my correspondents pretty
much say it all. ‘This is always apop-
vlar zine and Andy Lischett is prob-
ably the most highly-regarded GM in
the history of the hobby. He is con-
-sistently near the top of the Rune-

stone GM Poll.

Andy opened a few games in
between Zine Registers but they dis-
appeared, like ovemight. Game open-

ings never seem to last here very

At any rate, I don’t know when
the next Cheesecake gamestart
bonanza will be held. The thing to do
is to contact Andy and volunteer to .
be on his standby list. That way you
get the zine for free, get to mix it up
with the hobby veterans who mostly
hang outhere, and when new games
are opened, there you are, ready 1o
g0- Tell him 1 sent you. GS

The Coach Express
Ken HIW, 6199 Rockland Drive,
Dublin, OH 43017 -

Subs are free (donations encour-
aged); $5.00 gamefee request-

led;" - open . page; laser
mas_ters/xerox printed; 8-10 .

pages; freq.: monthly; circ.:
10-15; first: Sep. 1991; Iast' Lt
TO COME

‘Runs: Bus Boss (9).

Openings: Two new games of Bus
Boss now openl

The Coach Express is a spin-off zine
from Buckeye Rail Gazette and is
dedicated to the play of Bus Boss, a
game from the designer of Railway
Rivals. TCE is now running more
games than 1ts older cousin, BRG.

long, panly because Andy gives em

away (that’s nght they’re essential-

ly free).
I was mistaken last issue when I

" said “Turnaround is superb. Andy

generally gets it in the mail a couple
of days after deadline.” Silly me,

how was I to know that Andy beats
himself half to death with a six-hour

tarnaround, and then it sits around in |

the local P.O. for up to three days

before the posties affix their mark. |
] Sorry about that Andy, my mistake.

I should have realized that the “post-
mark™ on Cheesecake bears no
resemblance to when you acmally
drop the thing in the mail.

Since he informed me of my mis- |

take I've been manually correcting
his postmarks in my data file. A new
problem has arisen, however: I'm
now showing excessively long mail-
ing times for So. Suburban Illinois to

Brooklyn, far longer than I should -

Hmmm. Perhaps my mail-
man is holding onto Cheesecake for
a day or three before dropping it in
my slot. Sure, that’s the ticket!

Anyway, the guy is rea]ly pretty
damn fast, even if he’s nof as fast as
he’d like to think he is!

—
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TCE is still pretty much a ware-

house zine, but the recent issues have .
contained at least one page of let-
ters. Now that David Watts (design-
er of RR and BB) is playing in the
zine, we've been exchanging game
comments, strategy suggestions. and
rules quesums. Not of much interest.
if you aren’t playing in the games,
but informative if you are.

Games will run on strict 3 week

deadlines. So far, I've been able to
pubhsh tlus about once a month
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Publishing deadlines have been
somewhat longer with the addition of
some British players. Except for a
one-month break in September, the
games are running smoothly and
most should be completed by the
end of the year. Several games are
© just about done, so gamestarts should
~ be numerous until after the ﬁrst of the
year. KH
- Go back a.nd re-read my descrip-

. tion of Buckeye Rail Gazeite, but
substinte Coach Express for Buckeye
Rail Gazette, Rails By Mail for ark,
and “Bus Boss™ for “Railway
Rivals.” ScC
- 'Well, aimost once a month, sort
of. Actually, my data shows issue
#7 of TCE with a 4/5/92
date, and issue #12 with an 11/8/92
date. By my calculations that’s 5
“issues in 7 months, not too shabby,

really, but not really “monthly,”

. either. Still, TCE seems to be faster
than Ken’s other “paper” zine, Buck-
eye Rail Gazerte.

I'm not getting this zine on a reg-
ular basis (I'm trading ZR for BRG),

- but the one issue Thave in hand (#12)
does seem to have more chat than

- any recent issue of BRG that I’ve
seen. As Ken reports, it’s tota]ly
about the game system. -

Bus Boss is supposcd to be an
easier version of Railway Rivals
(because, I guess, you don’'t have to
worry about building, as the routes
are already laid out for you). At any
rate it's different. T7CE is as attractive
as its older “cousin,” BRG, with the

- same highly lcglble tables and other
apparatus. I can’t think of a better

- place to try out Bus Boss. GS
Concordia

. Tom Malnardl, 45 Zummo Way,
Norristown, PA 19401-3139 -
 $.45/issue; open page; xerox
printed; 10-12 pages; freq.: 6-7
weeks; circ.: don’t know; first:
May 1990; last: Oct. 1992 (#21)
Runs: Diplomacy (4), No-Press
Gunboat (2), Diplomacy Bourse
(1). -

Openlngs' None, | think.

Irea]lythmkthattlnns agreatz:ne
The layout is nice; the maps are

excellent; and it’s got a greaf new
subzine called “Hobby Horse.”

Donna Higgins is pretty funny and -

“Horse™ i is well worth the read. The

publication {

only possible knock on Concordia is

its irregularity; sometimes it is a
week late, but hey, that’s okay. StC
Concocdia ]
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Concordia is primarily a ware-
house for Dip games populated by
Tom’s friends and acquaintances.
Tom has been in the hobby for a
- long time, so there.are veteran play-
ers attracted to his regularly pub-
lished and moderately paced zine.
Donna Higgins® subzine “Hobby
Horse,” which is mostly concemed
“with the goings-on of the East Coast
Clique, is an interesting and humor-
ous addin‘on to Tom’s occasional.
acerbic wit. Concordia is a decent
place to play and a zine of 8peaal
interest to a certain crowd. .

A good looking warehouse zme
with above average maps. There is
lirtle reading material in the zine it--
self, but Tom has added Donna Hig-
gins’ “Hobby Horse" subzine which
provides a welcome break from
game reports. The adjudications are
clear and well done, but the zine has
a tendency toward slowness. . ScC

Except for the “relaxed pace,” this
is a really great gamers’ zine. The
maps are guite nice—hey, even if
he did get ’em from me, the guy’s
' showing intelligence in using them,
no?-—and besides since they’re Mac-
Paint bitmaps it's obvious Tom is
going the extra mile to get the little
white “borders” around each unit—
a nice touch, Tom! The adjudica-
uonsareclearandmmcelaxgetype
and conform in all particulars to the
“ZR-approved™ style, so what more
can I say, I'approve. There used to be
more press, 1 think, but these days
there is very little, but if that’s what
the players want, that’s what they
get—can’t make a horse drink water
if you haven’t led them there, or
something like that.

How relaxed? Not that bad, real-
ly—_Tom's put out four issues in the
last six months (though tamaround
on the last two issues was just about
four weeks each, so it’s not getting
any better). Although the zine is
hardly a speed demon and if you're
the impatient type you'll want to
play elsewhere, Tom always finish-
es the zine and mails it out, and in no
way are we headmg into a fold or
anything. Tom is basically pretty
regular, just regularly slow.

Tom breaks up the game-heavy
feel with some cartoons and, occa-
sionally, some text bits on this and’
that. Tom is fairly conservative in
his approach to politics, appaxwtly,.
and this conservatism is
his choice of filler items, although
generally not in any writing—he’s
fairly restrained and the only writing
he does is generally on hobby or zine
matters, and evmmmnavuymuda '
of it. You probably won't be inter-
cstedmthmonelfyoureloolnng
for a “readers’ zine.”

Or will you? The last two issues of ~
Concordia have appeared with
“Hobby Horse,” a subzine by Donna
Higgins. Now here’s sameone who's
not afraid of the keyboard! It’s been
appearing as four digest sheets
ganged up 2 on 1 (so.that it’s taking
two of Tom’s pages), but my guess is
that each issue contains approxi-
mately as many words as any four or
five previous issues of Concordia
put together! (The zine is nothing if -
not profligate in its use of white
space.) This makes the subzine the
perfectmatdlfor Tom’s “mostly just
‘games™ zine, and if were him I'd do

. what it takes to keep herhappy as a
_subzine, since sometimes these little

buggen have a tendency to sprout
wings and fly away...

The content of “Hobby Horse,”
as noted above, is mostly about this
or that event she and “the boys™ have
been to recently, but there is other

" stuff too and her voice wi]l«onlygro_w

(900" RE. ROT Poig e A ATIROTION )
, TOME.




20

Zine Register

stronger with exercise. Her appeal

will naturally be limited, T think, if
. she is unable to move away from
Northeast Corridor “travelogues,”
but we'll just have to see what devel-
ops. Two issues is still pretty new in
the zine world. )

Nice catch, Toml!

The Continual Crisis |

(continued) |

- Tony Dousette, 530 A Bruton
.Be_nd_'s, Richardson, TX 75081

- Price is of no concem, as | may (or
may not) fold.;. open page; dot
matrix originals/xerox printed;
about 10 pages; freq.: occasion-
‘ally every 5 weeks, but usually

later; circ.: 10; first: June 1988;

last: Oct. 1.992 (#35)
Runs: Diplemacy (1).
Openings: None. -

' Devoted to verbal abuse and other

“male heterosexual excess. Dedicated
_ to that unique coterie of readers that
wonld never refer to their dog as
“My canine-American companion.”
Anyone who likes my writing (I
assume there may be a few) also gets
knee-walking drunk on weekends,
belches without embarrassment, and

- fants frequently in crowded eleva-

tors and always blames it on some-
one else. In other words, my kind of
people. Despite these many failings
we are too kind to make fun of Peo-
ple-Who-Just-Don't-Get-It, as we
feel that we should be sensitive to the
needs of at least one minority.

I may fold TCC(cont) a1 the end of
the current game. Or I may not. I've
considered reducing TCC(cont) to'a

flyer without commentary, and then

" spinning off the verbiage into a flyer
that I might call The Village Atheist.
TCC(cont} would continue as a game
on a more reliable schedule, where-
as TVA would be published as soon
as I get enough verbiage together.
You might see TVA as bush-league
benzene. That is, TVA is to benzene
as George Bush’s speech is to good
ar. ' - TD

Very clean type presentation, and

a full-page map. However, there are

more GM

‘pages. Nice 3-D bar graph of supply
center counts over time. SKG

' The Continual Crisis is about to
fold—it it hasn’t already-—once itsg
one Mensa Dip game is finished.

GS-

opinion pages than game

‘Tony has expressed his preference

for playing over GMing. PR
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Tony does a thorough job on the
one game he’s running. He uses a

full-page map (using as a master the
one that seems to appear in many

Mensa zines—1I think originally it

‘was produced by Eric [The Tactful

Assassin] Young). Player rosters take
up an entire page. Allin all it’s prob-
ably a fairly good place to play

Tony kas decided to fold TCC{c)
after the current game ends, though

he may continue to put out an “opin- || °

ion-only” zine in the manner of Ben-

zene. If your tastes in the political
sphere are as far to the right as those |

of Tony “As politically incorrect as
I wanna be” Dousette, stay tuned...

"(Bat I'l be changing channels!) GS

Conrad von Metzke, 4374 Donald

Ave., San Diego, CA 92117
Free; digest; xerox printed; 16
pages; freq.:. monthly; circ.: 30;

first: Apr. 1965:_Iast:_OcL 1992

(#223)
Runs: Diplomacy (5), Gunboat {2).

Openings: Pleasel.Enuff is enuffl |
Don't look now, but this silly oi’ ,'

zine is still chugging along. The
whole point here is to have fun; play-
ing Dip is very much. incidental,
though it serves as a good excuse to

get together every two fortnights.

We Costaguanians are vital, intelli-
gent, articulate, grammatically cor-
rect, vibrant, self-assured, bold, ener-

getic, scintillating, magnetic, charm-

ing, warm, friendly, courteous, kind,
brave, clean, oatgoing, and ever-so-

slightly lonely without YOU! Please
join us! Stop being such a wallflow-
er. Use your brain’s. power to its
fallest! Get silly! CvM
1 recall being intrigued by both
the magazine name Costaguana and
the person that would sport the name
Conrad von Metzke with such appar--

‘ent pride. back in the late 1960s. I

think one of my greater disappoint-

"ments was leamning that the zine still

existed when I crept back into the
hobby, but that it was apparently
running down to a fold. (Both Con-
rad and Garret would jump me for

| constructing a sentence like that, but

since Garret takes his editor role seri- -
ously, most of the time, you may
never see it or this digression.) I
thought Tom Nash was being silly
when he icted that sometime in
the 1990s Costaguana would grow 10
40 page issues again. I was “trad-
ing"” my freebie for his freebie when
I had an orphan adopted by

Costaguana. As I've played there 1

had the extra pleasure of watching
the Phoenix rise from the ashes. Con-
rad’s most recent issue ran 20 pages
of digest format. Perhaps Nash was
right on. '
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For reasons of their own, Garret
Schenck and Doug Kent have select- .
ed this particular dark alley of 29
circulation to duke it out. Conrad is
a delightful “mediator’” with his “you
call this a feud??”” commentary.

Costaguana is a true joy because
Conrad makes it perfectly clear that
the reason for existence of the zine is-
tohavefun. . ~ BE

Costaguana is becoming one of
my new favorite zines, though, of
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course, it has been published for
many years. Conrad is one of the
hobby' s true veterans, and his knowl-
edge of hobby history is hard to
match. One of the most interesting
features of Costaguana is when Con-
rad relates current hobby issues to
happenings of bygone years. He also
likes to discuss politics and run

orphaned Dip games. The zine is
.. digest and dot-matrix, making it hard
. toread at times, blnﬂmemtmmofmy
deteriorated eyesight won't stop me
from getting Costaguana. = PR
. 'Those of us who are keeping an

eye on thig onewﬂlnotethatthe

growth . of Costaguana has slowed

somewhat over the past six months—
only nine new subbers. This may be
due in part to a collapse in the
orphaned games market, with

Boss Eric-Ozog announcing
no new folds for the past several
months. Though Conrad pubhcly

poo-poos the predictions of previ-

ous ZR publisher Thomas Nash, I
note with interest that Conrad’s lat-
est plan may be to do away with his

Railway Rivals zines (Disoriented

Express and Pedro) and bring all of

his far-flung publishing enterprises
-back under the smgle Castaguana

imprint. Undoubtedly this would
boost the circulation of Costa by
another twenty or thirty, or more,
and we’d at least half-way to fulfill-
ing Nash’s “deathbed prophecy” (or
at least “burnward prophecy™) that
Costa would reach 100 subbers and
major poll stams before the end of the

‘Though I don’t play here, it is one

“of my favorite zines to receivé. Con-

rad has been writing in this hobby
since 1965, and he’s got itdowntoa
real art form. It is always a pleasure
to read his musings on this and that.

What'’s really impressive is his

Exhaustion and “NMRs”

The one “drawbeck” of postal Diplomacy games is that
ﬂaeymkeatleastayeartoﬁmsh,mdmneasﬂylasttwo
or three years, or longer (especially in slower zines).
‘Enthusiasm can wane over such a length of time.
Some people discover that the necessity of month-in
and month-out negotiation is not for them. Some
people move on to other pursuits, have children, buy
houses, go to school, leave school, move across the
country or across town, or, to be honest, just come to
find the whole process tedious and boring!

Some people try to do too much: play in too many
games; start up zines and try to run too many games;
or get involved in 100 many letter columns. Indeed, I
would say it is a rare person who does “just the right
amount™ in this hobby—*"bumait” is far too com-

. mon an occurrence. I you® reanowcetothmhobby,
you are well-advised to take it easy at first. Take just
' one or two gamestarts, ormaybe. even try standing by
in a zine before jumping in to your first gamestart. If
you get several zine samples you will probably notice
 that you keep on secing the same names in many dif-
ferent zines. Maybe someday you'll be able to handle
that many. games at one time, but the way to find out
is to.start small, know or discover your limits, and
expand at your own pace. (Besides, most of those
people p]nymg in thirty or forty games are no more
' y successful players, and some of them
are tcmbk. Ask any veteran of this hobby about this
1 msueandauwﬂloounselymthesmeasldo start
. small and don't overextend yourself.

The North Ammcanhobbydealsthhtheproblem

of players who “drop out” of games by replacing
' them with standby players: volunteers who are will-

ing to fill in and take over control of a country when
“the original player loses interest and fails to submit
-] orders (No Moves Received orleRmeplcmachar

 gon). Generally players are given a “second chance™

to submit orders, but at the same time the GM asks a |

standby player to submit orders along with the
NMRing player. If the original player NMRs for a sec-

‘ond consecutive time, the original player loses their

spot and the standby takcs over.

While in a perfect world, players wouldn’t lose
Jinterest in their game as the result of doing poorly, the
ma]nylsthatsomeplayetswﬂldmpoutmcemey start

getting ‘hammered. Therefore, the spots that one pucks~

up by standing by are generally in decline—it’salit- |

tle like having a rookie relief pitcher come in for the

haneteamwhmtheyrebchmdSto4sfterthe7ﬂ1'

inning. Don’t expect 2 win in these circumstances.
However, you can have fun! Since if your country

loses you can always blame it on the “idiot” who

wrecked it in the first place, what have you got to lose?
At worst your couniry goes down the tubes, but at best
ymooveryomelfwnhgloryﬁyouamabletomm

-things around. And plenty of standbys end up in

draws; some even win!

Moreover, things change in Diplomacy. You may -
find that the reason everybody was attacking your
country in the first place was because the original
player was a.“black hole” (someone who absorbs
mail from the other players, but never responds—

-every game seems to have somebody who fills this

role). Once you start writing letters to the other play-
ers you may be surprisedhoweasyilistomrﬂthings
around.

(Besides, many veteran players will tell you that if
you write, write, write, you will never be eliminated!
It is damn hard to put the final screws into some-

' one.sooﬁn,whevcrynmeymmmamundﬂ:ere 8

a letter in your mailbox, pleading for lifel Ifyou re per-
gistent in your negotiations, you will end up in a lot of
draws, even if for whatever reason you are unable to
achieve a coveted solo victory.) -

" By all means give standing by atty It's deﬁnm:ly

anlmpoﬂantpmtofﬂlehobby andyou’ll gamer con-

siderable good will from GMs if you're a depend-
able and conscientious standby. But moderation, as
always, is a virtue. Don't make the classic mistake of
going on the standby list for every zine you receive.
Otherwise, you'll suddenly find that during the course
of one month you vebeencalledtostandbymevery
single zine! There is no faster route to “bumout™ or
“brownout” than this, I think. Be selective in your
offers to standby; don t feel you have to “doit all” in
your first year in the hobby. :
Andifyou ever resent the changes that an NMR can '
cause when it happens in your game, remember that in

‘the real world wars often end only after one side or the

other finally becomes exhausted from the effort. Rev-
olutions break out; countries switch sxdes Think of the
standby player as the “new regime.” ‘ GS
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incredible mvenuveness-—-every

issue has a different “hook™ to get it
started—there is nobody 1n this

rad wouldn’t mind donations. of
stamps now and again, but all he

asks is your interest, and your dedi-

-cation to “get silly.” Unformnately
there are no game openings, and the
traditional route to playing here has
been through the misfortune of hav-
ing your game orphaned by a sloppy

fold. Lately there have been few |

folds, but several zines with more
than a few games are starting to look

shaky, so who knows, you may end

up here before you know itl It's a
win-win sxmauon, either way...

Costaguana is pretty regular and |

reliable. We’ve seen five issues over
the past six months. I don’t know if
Conrad is still accepting new sub-
bers, but if you are willing to ‘'stand-

by for his games, who knows what

can happen. Check it out. | GS

‘Bill LaFocse. 65 Barbara Stmt.

Trenton, Ontarlo,
CANADA K8V :I.ZB

‘Free to players, no trades, no
samples, no non-players; open
page; xerox printed; 4 pages;

freq.: monthly; circ.: 15; first:

don't know; last: Aug. 1992 (#31)

Runs: Diplomacy (3).

X Openings: Don't__.knpw. a

It's a small ’zine currently running
three games. Bill may open another
game soon, so here’s your chance.
He isn’t terribly punctual, but other

- than that, Bill is a good GM and his
“’zine has a cadre of reliable play-
' RL

ers.
Countermeasures is small and
ugly, containg almost no chat or

-press, but it does have one socially

redeeming feature: The games and

" _ zine are free. Publisher Bill LaFosse

is not particularly interested in
expanding his subscriber base, but

- would like to start another game so if

you commit he might consider
adding you. Maybe. BMcK

The picture of this zine is thanks
1o Robert Lesco, who kindly sent me
a recent . Thanks to his efforts

~(and the efforts of others like him) |

there are now very few zines upon

which my bloodshot lamps have
never glommed. -
AsstatedbyBrcmtth;sthmglsa
simple four page zine, almost a flyer,
that runs three games and that’s it.
There's a little bit of press, but not
much. Bill does provide maps for
his loyal crew of players. And willya
look at that! Units are shown with the

final positions in 2]l CAPS. Iapprqvc '
| zine a “warehouse,” but it actually .

| has a decent letter column and

of this zme, let me tell you!l

The issue thatI saw, #31, did say

| that there was “not encugh interest to

start another game.” Maybe the sit-
uation is different three months later,
so if you'd like to get in on a free
game (and, frankly, who wonldn’t),
why not bug publisher Bill LaFosse.
Aside from Robert’s coonments about
punctuality (which I can neither con-
firm nor deny due to lack of data),
this actuzally looks like a pretty good
place to play some D1p! Give it a
shot. GS

Crimson Sky
Michael Gonsalves, 530 Trea-
sure Lake, DuBols, PA 15801

$.60/issue; open page; xerox
printed; 16 pages; freq.: monthly;
circ.: 47; first: Feb. 1990; last:
Nov. 1992 (#32)

Runs: Diplomacy (9), Gunboat (2),
1499 Dip Variant (1).
Openings: Diplomacy ($3. 00).
British Rules Diplomacy (free, or
$3.00—check with Mike).

1 like Mike Gonsalves. I like Crimson
Sky. This is. a hard one for me to
define. I guess it all depends on what
you’re looking for in a publication. I
like it for its character. That’s not
something you can necessarily

explam It’s just something you feel.
It gets a litile sloppy sometimes and
Mike’s spelling continues to be ter-

rible, but I just flat out don’t care. I

would be heanbroken 'if he ever
decided to let go. Besides games,
Mike has something of a letter col,
hockey talk, politics, and other stuff,

Ienjoyitall. - Js

The last issue of ZR called this

enough interesting press to make the

warehouse appellation false. Recent .

topics have included interesting let-
ters on the Civil War and the usual
discussions of the 1992 presidential

race. Unfortunately, most political
letters in Dip zines tend to fall into

the category of pronouncements of
ideology rather than discussions of
ideas and that’s more or less the case
here. Now that the election is over,

-perhaps some other topics will
appear. The appearance is pretty -
‘messy, and some rather crude maps
- are printed, but the appearance is-

part of Crimson Sky’s charm. I it
were as neatly done as Get Them
Dots Now! or Lemon Curry, it
wouldn't have as much character.

This is a zine for players and there

are some very good ones playing
here. : SeC

Mike runs a pretty good zine. He’s

' about at his limit, as he’s added a

couple of games since the last time

we did this, denotethatﬂleregll-_

lar Diplomacy start usmg traditional
*Merican rules won't start until two

games end. But now’s the time to - '

getin line...

Mike is famous for spelhng errors,
though his apparent antagonism
toward the English language is not

confined to miere spelling. I'm not
sure what is at work here, but be pre-

.

e
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pared to have your press and letters
“re-worked.” I agree wholchearted-
ly with the “guest reviewers” above
that this adds to the “charm” of this
zine; 1 too would have it no other
way.

Mike Gonsalvesand I1go back as

far as you can go in this hobby—he.

played Russia to my England in one
of the very first postal games I ever
played, 1986HC in Dick Martin's
Retaliation. I think Mike had been in
- the hobby a linile longer than I had,
- but not much longer. At any rate he
~ was the first player I ever stabbed
(true!) when I snuck in and stole St.
Pete (renamed it Chaunceyshire or
some such, too). Of course he got
his just revenge by allying with the
Irtalian {long gone from the hobby)
and forcing a three-way draw.
At any rate Mike took the stab
~ very politely, and we were able to
work together in the game at later

points. I learned something about

Mike, which is that he’s a very level-
headed person, who’s easy to work
with, and while he may not always
reveal what he really thinks, does
have opinions and acts on them.
That’s the essence of CS, I think,
and may be partly responsible for
- the unexpected success of Mike’s
letter column “The Evil Empire.”
(Unexpected by the publisher him-
self, I betl) 1 suspect that the corre-

spondents feel that this is “safe
zone,” one where they can spout off

" without having to worry about “fine-
tuning” their letters—Mike isn’'t

interested in picking nits like some
lettercol editors I know (a-hem!) but
generally sticks to the essence of the
argument.

At any rate, more and more letters
keep coming in. I'm glad to see that
one of the foci has remained the Civil
‘War—it’s a fascinating and critical

period in the history of our nation—

and I'm hoping that shrugging the 7R
hair shirt from my back will free me
tooonespondmthM:kemthcoom
ing year.

Still, my bet is that while Mike is
happy to see the lettercol flourish,

in his mind it’s mostly foofaraw

compared to the essential purpose
of minning some Dip games. Here

Mike does a very good job. Maps

are provided (and geez, they’re not
that bad, especially the “quarter-
page” size ones) and there’s some
press, but not a whole lot. I'm not
real enamored of Mike’s adjudication

. style—I find it confusing and diffi-

cult to follow. But hey! You can't

" knock success, mdﬂnszme:sc]ear

ly a success.

Is it more than a warehouse"?-

Well...yes. But is it a great place to
play games? Definitely yes! This is

the combination that makes for a top

zine, so look for CS to gain in popu-
larity, though to echo Mike in - ZR
#21, this is probably not a zine that
will ever win the poll. -GS

Dipadeedoodahl

Phll Reynolds, USF #4286, 4202
Fowler Av., Tampa, FL. 33620

$.75/issue ($1.50/issue over-
seas); open page; laser mas-
ters/xerox printed; 12 pages;
freq.: 5 weeks; circ.: 50; first:
Jan. 1989; last: Nov. 1992 (#27)
Runs: Diplomacy (2), African Dip

(1), Character Dip I-R {1), Deviant

Dip It (1), Fog of War Dip (1), Mid-.

dle Eastemn Dip (1), Kremlin (1),

Gunboat Snowball Fighting (1). -
Openings: Fictlonary chtlonary
(free).

Dtpadeedoodah! is gomg from 24
pages perissueto 12 pages, doetoa

_dwindling of recreational time inmy

life. I intend to have many of the

-same features as I did previously,

but there will be & little less of some
of them. There will continue to be

'Diplomacy variants and other games,

a small letter column, hobby news,
plugs, variant reprints, strategy

pieces, contests, loglc problems, .

GamePross

No discussion of postal Dxplanncy would be complete
' without touching on “Press.” Almost every zine car-
ries press, though some ‘emphasize it more than others.
Press ig like the good-natured banter that is generally
a part of any face-to-face game.-Often it takes the
form of subtle (and not so subtlel) put downs, exag-
- gerated claims of -hostility or friendliness, and long-
drawn out stories of the trials and tribulations of imag-
~ inary monarchs or generals. ("Ah:xse"cftheGstalso
a time-honored tradition.) While it is no substitute
for direct, private negotiations, it can sometimes aug-
ment them, by providing your “ally,” for instance, a
comforting rationale for highly questionable moves, or
by explaining to the other players that they should be
. focussing on the 8-center Germany as “the major
threat to continental stability™ rather than your 15-cen-
ter France. Also, given the time delay problem inher-
ent in postal play, press can provide another “round”
of diplomacy between tums.
" Dipsters differ in their view of press Some never
bother to write press, or write only short, cursory
“press releases.” Others make it central to their strat-
- egy, and, to some exmnt,therawond’étre of their play.
For myself, I feel that press, in many ways, is what
makes this pasttime a Aobby. It is the glue that holds

| a game together, and makes it a real thing, some- | -
thing worth fighting over, something worth winning.

Fof me the best press is that which combines acmal
negotiation or some kind of lirik to the game in |

progress, but which also has a “fantasy™ component—

lengthy humorous diatribes about the visits of Kaiser
Stupidschitz to Denmark, for instance. Puns, bad

 jokes, good jokes, word play-—all have a role in press;

the good press writer will spend considerable time and

-effort crafting his or her pearls before thmwmg them
‘down for the other players.

Jt’s hard to imagine playing these games without

. press, yet the linkage of press to game playing must not

havebem;.mmedmtely obvious to postal Diplomacy’s
pioneers back in the mid-1960°s. Perhaps it was the
outgrowth of the hobby from the science-fiction fan

: commumty that made the writing of bambastic and

fantastic “press releases” only natural. For whatever
reason, I'm thankful that press has been a parn of
postal Dlplomacy. and I hope that it will always
remam 0.

And if your country is destined for iustory s dust
bin, press may be the only waytoﬁghlback.Wmmng
in the press may not fe€l quite as good as winning on
the gameboard, but it sure helps!

So don’t neglect “press™ when you start your next
game. You, and the hobby, will be richer for it. GS




- Zine Register

24
(including the popular ‘-‘MR. MOON A variant fan will enjoy doodah | otage the Runestone Poll is nof the
& Nub-Nub,” which will start from | more than a regular reader, but there | answer. Any publisher that as often

the beginning in the January issue),
and my own editorials on current
. events and other topics. Some
columns I hope to featare: “Dear Ms.
Diplomacy Manners” by Kate Robi-
son, political commentary by Bill
Hecker, tales from Swaziland by
Fritz Iuhnke, and an ongoing politi-
cal debate between Brad Wilson and
myself. In the spring, after several
current games have ended, T hope to
offer game openings like 10-man
Woolworth II-C Dip, Mitotic Dip,
Snowball Fighting, and Cannibalism
I Prov:dmg diverse, interesting, and
entertaining ‘content is my goal in
‘Dipadeedoodah! .

To borrow a line from Ren &
Stimpy creator John Kricfalusi, I hope

you like my zine...and if you don’t -
- then to hell with you.

‘PR

& > & 3

: frr lreadlinge Lo the "

This was my first step into the

- PBM hobby. It continues 10 be one of

" my favorites. Phil contributes a lot of
time and effort to the hobby and 1

continue to be awed by his ability

to handle it all. Phil recently slimimed
down ‘doodah and I'm pleaged with
the result. The downscaling makes it
" more affordable 10 me so I guess I

. could be prejudiced, but I think I

like it better for more than that. Lots
of games. Lots of different kinds of
games. Check it cut. I"'m sure you'll
enjoy it as much as I do. - JS

I like Phil’s earnestness about

games and the hobby (and it carries
over into his political and school
activities). There’s a bit of excess in
his need to codify every varantidea
he’s seen under his own copyright,
but as a zine reader you'd much
rather have an editor too concemned
with getting things right than not
concerned enough. ,

are features to generate subber par-’

ticipation in every issue so every-
body will have some reason to like
this one. - PG

There’s a lot to like in Dipadee-
doodah! In thé last two issues Phil
has packed a lot of stuff into his one-

-ounce zine, but it remains to be seen

if he'll be able to do everything he
wants to do and keep the thing to
just 12 pages. After all, Phil has

proven somewhat fickle when it |

comes to editorial policy...

- Phil runs a wide variety of Dip
variants, mostly his own desgign. I've
never played any of them, but several
of the designs (including
Agian Dip) that he’s run here have
shown up in other zines, suggesting
his designs are generally playable.
Too bad we never saw Toxic Dip—
that one was truly bizarre!

Since the last ZR there have been

_”sevetaldamgesmﬂleme. The “pay

per page” policy, which had made
Dipadeedoodah! one of the more
expensive zines in the hobby, is gone,

replacedbyaﬂat?Sqtperlssue As
gmnesaremﬂlerfree Or just a nom-

| inal buck, the price of playing here
has been slashed roughly in half; a

real plus. Unfortunately there are no
gamestarts, at least not for Dip or
variants...

Phil provides maps for his games,

"} and runs a variety of other interesting

features, including puzzles, letters,
guest columns, and the like. There
seems to be less and less press in
the games, probably a “good thing”
given Phil’ sdesxretodona]lonjust
12 pages—one good “press game"
and he'd suddenly be forking over
52¢ 1o mail Dipadeedoodah!

On the downside, the zine remains

slow. Four issues have been pro- |

duced _since the last ZR; tamaround
in that period has averaged just over
three weeks from deadline to fol-

‘lowing postmark, although the most

recent issue (the second “one-ounc-

et")d1dmanagetocmdcthemaﬂsm“

just 15 days, Phil’s “best perfor-
mance” in almost a year. Possibly
this is a sign of better things to come.

And Phil is a whiner. He whines

about Zine Register, he whines about
“TurboPhreaks,” and lately he’s been
whining about his truly abysmal
showing in the 1992 Runestone Poll.
I wholeheartedly agree with Phil that
he deserved a better “score” than his
zine received, but threatening to sab-

African and

as not has taken four weeks to get
issues in the mail is just going to
have trouble at the polls. Period. If
Phil was able to keep turning his
zine arcund in two weeks, or less,
he’d do a lot better in next year's
poll, guaranteed.

But as whining is a lot easier than
putting out a zine in a timely fashion,
I'm not optimistic. GS

Diplodocus _
Pilerre AF Touchetie, 400 Rue
Nadon, Buckingham (Québec),
CANADA J8L 3X5 :
$.50/issue to North America,
$1.00 to overseas; digest; xerox -
printed; 16 pages; freq.: 5-6
weeks; cire.: 35; first: 1986 last:
Oct. 1992 (#14) :
Runs: Diplomacy, in french (3);
Diplomacy, in English, for inter-
national players (1).
Openings: Diplomacy, in English;
Diplomacy, in French; No-Press
Gunboat (all games $1 00).

Daplaiocus-m the only bilingual zine
in North America. It is a zine to gap
the two solitudes in Canada. Also,
there is a column in International
Politics and music in Québec. PT

.@ :

D;pladocus has returned after sev-
eral months in hiatus. The zine is
published in French for the most part,
mncluding a handful of regular Dip

games, I wonder if Diplodocus will
keep its more warchousey look, or
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mmrmhxce previous features such

as “Agent Orange,” the zine’s resi-
dent sage. We'll wait and see. PR
I thought this might turm out to

be an obituary for Diplodocus. The’

- last issue I saw was #12, dated Jan-
vary 1992, then silence. I did know
that publisher Pierre Touchette was
involved in some real world things,
‘like moving and job related travel
(to Europe, no less). Scme guys have
all the luck. Consequently Diplo-
docus, which had been dragging any-
way, tock a back seat to all this and

I was prepared to mourn its loss.
' Suddenly, though, Diplodocus #14 |

- : {(dated October 26, 1992) appeared.
The games have pr one sea-
son from issue #12, leading me to
believe there was no issue #13.

The new issue has all the ear-
marks of having been Desktop Pub-

‘lished and Laser Printed. There is
no explanation in the zine. In fact
there really is nothing in the latest
issue but the game adjudlcanons.
Except for the fact that it is reaching
a significantly different audience
than every other zine in North Amer-
ica, there really isn’t much differ-
ence between this “bilingual” zine

- andany other warehouse. When
there was writing in this zine, that's
what helped 10 make Diplodocus

BMcK

Diplodocus is a clean little bilin-

gual digest zine, that is published
more in French than in English. The
maps have disappeared, as have sev-
eral pages—ihe last issue was just six
digest pages long. There is very lit-
te, if any, press, and absolhately noth-
ing but game adjudications and a

" subscriber roster.

1 can’t recommend starting a game

here, at Ieast not until Pierre gets his

. rather laggardly zine back on track.
You see, in the last issue of ZR 1
_reported that Pierre had announced in

Diplodocus #12 (Feb. 1992) that he
would produce 9 issues in the com-
ing year, on a 5- to 6-week deadline
interval. Obviously that hasn’t hap-
. pened; I recently received issue #14,
over eight months after issue #12!
I'm not sure what is causing the
delays (see Brent McKee's late addi-
tion, above), but obviously there is
some sort of problem..

- Perhaps the eémergence of
Diplodocus #14 is a signal that the

long hiatus is over, and that from |

here on in the sailing will be a little
smoother. I'd be more inclined to
wait and see what develops. GS

‘dead. : 7
Mike Lowrey’s news isn’t much

Diplomacy Digest
Mark Berch, 11713 Stonington
Place, Sliver Spring, MD 20902
$5.50/10 issues; digest; offset
printed; 12 pages; freq.: 5-6 year;
circ.: 59; first: July 1977; last:
Oct. 1991 (#130) L
Runs: None.

Openlings: | doubt it,

Hasntbeenommayear Could be
‘ MPL

of a surprise to me, as Mark has been
incommunicado since last fall, at

Jeast to me, and I've also heard that

there’s been trouble with the Once

Upon A Deadline novice publisher

packet (see listing under “Hobby
Services™). And Diplomacy Digest
fimshed up second from last in this
year’s Runestone Poll, another sign
of a probable fold—indeed, DD fin-
ished just one spot higher than “flash
and burn” Diplomacy Downs. :

But...I'm not listing him as a
fold...yet. This will be Pete's call
for the next issue. Mark is still some-
what active in the hobby,ifonly as a
player in the Diplomacy World
demonstration game, and I'd like to

getsomeﬁrmsmementfromhnn :

regarding his intentions. Of all the
zines in the hobby, DD is probably
the one that doesn’t nmeed to come
out on any kind of regular or, frankly,
irregular basis. But gee, it should
come out sometime.

I'll ry to nudge Ma.rk into some
sort of response, pethaps the

auspices of “The Game™ flyer on

which David Hood is running the
DW demo game. For now DD stays
in ZR. Unfornmately, I Zine Banked

 the only copy that I had of this thing,

$o we go pictureless.

Don t send any money until
you’ve received something from
Mark telling you his plans. GS

Dlplomacy World

David Hood, 2905 20th St NE
Hickory, NC 28601

$10.00/4 issues; open page; off-
set printed; 32 pages; freq.: quar-
terly; circ.: 200; first: 1974; last:
Fall 1992 (#68)

Runs: Dlptomacy Demonstration
Game (1).

Oponlng None.

The‘pu.tpose of this z:ne:stoprowde _
the hobby with articles, news, and

‘features about the game of Diplo-

macy, and the hobby that surrcunds
it. We generally run articles on such
things as Strategy & Tactics, Vari-
ants, Tournaments, Ratings, Inter-
national Issues, Contests, Other
Postal Games, and a continually-nmn-
ning Demonstration Game. My goal
is to produce a publication that every
hobbyist will subscribe to, with mate-
rial of use to every subscriber. We .
utilize a wide variety of writers, to -
cut down on the “mouthpiece” factor
of only having the editor write arti-
cles Samples are free, so if you want
one, just ask. DH
Great! S&T. Humor A game.
Hobby news. Discussions. DMcC
" A fantastic zine. There’s always at
least one or two things here to inter-
est each reader, and usually much

. more. I can’t imagine any self-

respecting hobby member doing .
without DW. KB

A really interesting read for its
articles on strategy and diplornacy
dps. Adm1ttedly, I don’t subscribe,
but since it’s always available for
free at cons, I've seen plenty of
issues. I think I've got the last seven
or so. The variants that he publishes
are interesting, and I feel as though
most hobby news shows up here.
StC ’
DW is the zine every D1p player
should get, to keep up with what’s
happening in the hobby—both
socially (peoplc zines, and cons)
and gamewise (vanan_ts, strategy,
trends). David needs to tighten up
the schedules so that this kind of
information gets out more timely, .
and push to include more of the
informal chat that makes up so much
hobby news.

Several e have commented
that DW could use a little liveliness,
and if David would expand his edi-
torials I think that would do it. But
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edmngtlusthmgxsachoreandhe
has his priority straight in getting
ﬂaecomrﬂmtorsmboardandmpnm
first, . PG

o

An In-Depth Look at:

Germcny

Dlplbmcj World is wrrmﬂy the
best zine for obtaining regular and
vmed _strategy-articles. There is usu-

~offer much more.

ally a good variety of material in
each issue, although the general for-
mat of the zine rarely provides any
surprises. DW benefits from the
many contributions of talented hob-

byists, but, strangely, David seems to -

make little antempt to unite these
forces to address important hobby
issues, such as Foolhardy does. Nev-
exthcle_ss,- DW ig a necessary zine for
the serious hobbyist. The “hobby
flagship" zine offers a lot, but it could
PR

I think both Pete and Phil are off-
base here. Yes, David had some trou-
ble meeting his DW deadlines last

ing (as reported in ZR #20), but

| that’s old news by now, in more
| ways than one. In fact with the

exception of one very bad delay
between issues #64 and #65 (almost
five months), David has actuoally
‘done a pretty good job making his
quarterly schedule. In fact he has
more than caught up for his two-

month dclay, as the latest 1ssue, #68,
appeared in my maﬂbox less than a

_year after #64.

Dawdhasdoneaﬁnepb of keep-
ing DW out of hobby politics, and
Phil’s suggestion that he involve the
hobby’ s“ﬂagslnpmnc"mthe sort of
discussion that takes place in Fool-
hardy would send this ship of state
crashing on a reef of meaningless -
controversy! Phil’s *“important hobby
issues” are, in the end, rarely more
than personality and ego conflicts -

-gusaned up to look like something

“real” or “important™ (for example,

the whole absurd “TurboPhreak con-

troversy”) and David is to be con-
gratulated on avoiding this sort-of
crap. The hobby needs a venue where
the game of Diplomacy can be dis-
cussed and analyzed, with strategy

“and tactics articles, playing tips, that

sort of thing, andIapplaudDmdfor
maintaining this foc:us SO success-

_fu]ly

Gunboat Diplomacy

- The most popular “variant” of Diplomacy is anony-
‘mous Diplomacy, or Gunboat. Only the GM kniows
- who the seven players are, but otherwme all rules and

theboardarethesmeasl{egular
‘Two main categories of Gunboat are presently
being played: Press and No-Press Gunboat. In Press
players are allowed to issue press releases to

' accompany the moves, as long as they don’t reveal (or |

help to reveal) the player’s secret identity. Some GMs
allow direct negotiations in the. press, while others
prohibit actual negotiations and force the players to
communicate using broad generalities. These more
restrictive GMs might allow “The. historic relationship
between the English and German people leads us to
cooperate in confronting French aggression against the
Low Countries,” but object to “Move Army Rubr to
Belgium and my Fleet English Channel will support
you in.” In No-Press Gunboat, press is not allowed
{obviously). Sometimes negotiations can be
thmghmumtordcrs (for instance, instead of order-

ing “Armmy Burgundy Hold,” you could order it “Army
Burgundy Supports RUSSIAN Fleet Gulf of Bothnia
to Baltic Sea,” a clearly illegal and impossible order,
but one which gives some hint of this particular
France’s hostility toward Germany, and desire for
alliance with Russia. But some GMs won tevmaﬂow
these sorts of “move negotiations.”

So when it comes toGunboat, youhavealot of
choices. Personally, I like “no holds barred™ Press
‘Gunboat——say whatever you feel like as long as play-
‘er anonymity is maintained. In a sense it becomes
“Public Diplomacy™—almost the equivalent of play-

ing Drplomacyaxumdatab]ewhmnobodylsaﬂowed

to leave or whisper-—all negotiations must be con-
ducted publicly. There are two tricks with this kind of

- Gunboat (which is probably the most offered Gunboat |

version, come to think of it): (1) anumpate the results
of the tumn, since otherwise your negotiations will

_always be laggmg a tum behind the action (to aid in

your anticipation most GMs will allow “conditional™
press releases: “If I take Moscow, use this release, but
if I don’t, use this other one™); and (Z)beawarethat
everybody can “hear’” what you're saying. Sometimes
you can tell your ally a falsehood, knowing that your
enemy may react incorrectlyl :
Diplomacy is undemably “richer” than .

‘Gunboat. Why, then, do so many people play Gunboat?

- Well, for starters, it takes up a lot less time, and is gen-

erally less demanding. You only have to send one
letter, to the GM, each deadline interval. In regular

- Diplomacy a delay in sending out negotiation letters

can lead to problems with allies, and may make coor-
dination difficult. But in Gunboat as long as you make
the deadline, you're doing oksy——nongedtomdown
and bang out some negotiations as soon as the zine -
arrives if you'd rather spend the evening p]aymg com-
puter Civilization.

Beyond this, I'venotwedthatthe press in Gunboat
games tends to be richer, and there tends to be more
of it, given the need to negotiate. 1like thisin a game!

: Fmal]y, it is an unfornate fact that “cross-gaming™

is endemic in the postal Diplomacy hobby—some
players ally more eas:lyvmhthosethey ve allied with
before. Alternatively, if you’ve handed somebody
their head with a massive and successful stab,ytmmay
well be apprehensive about how they will take this in
lheotherlwogamesthatywﬁndyourselfwnhthas '

"same player!

For all these reasons, Gunboat rema:ms very popu-
lar. It may not be for you——-lf you're a beginner 1
would .advise that you give regular Diplomacy a try
first—but at some point give it a shot. It’s generally
more “cutthroat” than regular D)p but certainly worth
the experience! - GS
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That said, I still suspect that David
is getting ready to ditch this thing. By
my count he’s gone through nine
issues, two years worth, and from
reading “The Game” flyer that David
is running his Demo Game on, it’s
pretty obvious that David is itching
to break out of the “flagship zine”
mold, get down in the political-
inﬁghtmg trenches and have-at-you
with a rousing games and pohucs
kinda zine!

My guess is he won "tbe pubbmg
this same time next year, but that he
will be pubbing something. Perhaps
the problem is finding someone will-
ing and/or able to take over. If you

think you've. got the mettle to pub -

DW, why not let David know it. Just
remembér that it’s a lot of work!)

. You're doing a fine job, David,
keep up the excellent work!

'Diplomagl
Fred C. Davis, 3210--K Wheaton
Way, Ellicott Clty, MD 21043
$5.00/6 issues or $9.00/12
- issues (2 years); open page; xerox
" printed; 8 pages; freq.: bimonth-
ly; circ.: 65; first: July 1976; !ast.
Nov. 1992 (#108)
Runs: One demonstration game of
‘the ‘Atlantica IV variant; participa-
tion limited to Mensans and invi-
tees.
Openings: When the Atlantica v
variant finishes, another. variant
will be offered.

The service and genzine for the

- Mensa Postal Diplomacy SIG. We

" ‘set up games for Mensa members,
and introduce them to the Postal
hobby. (We also recruit people for
Mensa. At least half the people in
the hobby are eligible for Mensa
membership, as the only ent

y requirem
isan L.Q. of 130 or SAT of 1250.) It -

" provides news on various hobby ser-
vices and publications for the bene-
fit of novice readers. It also includes
a running account on-the progress
of several all-Mensa games. Occa-
sional articles on the hobby and
postal procedures. Regular games
are fanmed out to vagous Mensa
lishers. ‘Anyone may subscribe, but
onlmesmsmayvoteonSIGb:m
ness. FCD
All the news of the Mensa SIG,

and reports on the various hobby

conventions. Neat to read the game

‘text sometimes rough.
Mensa game stuff well presented

GS |

progress summaries. Typewritten
SKG

by a wonderful old-timer. I'm not
privy to the appearance of some of
the earlier Dip publications, but I get
ﬂmfeehngﬂmtwhenywreathplo—
mag you're getting a peek into the
past. Mensa people...check here if
you want to try some Dip or- D1p
variants with like minds.

DI PLOMAG
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Diplomag is the bimonthly report
for the Mensa Diplomacy SIG. It

gives hobby and SIG news,

announces game 8 for Mensa
members, and keeps tra

Mensa D1p games in othcr zines.
This zine is not just of interest to
Mensa members. Fred provides his
own thoughts on various hobby and
real world happenings in every issue.

Given Fred’s lengthy involvement

-in the hobby, this aspect alone makes
'| Diplomag a worthwhile zine for any

hobbyist. PR
Fred’s zine keeps pluggmg along,

doing what it does best, which is

reporting on the Mensa sub-hobby,

and on the larger postal D1p10macy.

hobby.

Dtplomag is very regular and
drops into my mailbox every two
months without fail. T always find it
interesting reading—Fred often
scoops all the other publishers on
hobby news, even though he only
publishes six times a year. (But he

was nof the first with news ofthe,

probable shift in BNC-ship!).

One feature of Diplomag that
hasn’t been remarked upon in these
pages (at least not in the last couple
of issues) is Fred’s “Hobby Lead-
ers” list, which he puts out once or
twice a year (I know for a fact that it
comes out in the summer, after the
Runestone Poﬂ results have been

released, but I think he also pubs
another version of the list sometime
during the winter, but I could be
wrong). Even though this is solely
the subjective opinion of one hob-
byist, I find it interesting to think
-about how J would stack the egos in
this hobby. Sometimes Fred is. way -
off (in my opinion), and he certain-
ly has too much of an “old fart” bias
(certainly forgivable, under the cir-
cumnstances!), but more often than

| not he gets the pecking order about

right.

I waxed ecstatic over the Mensa
Dip SIG in the last ZR, and T'm stil}
impressed by the number (and qual-
ity, for the most part) of zines that get

' |-a start through the auspices of the

Mensa Dip SIG, which, 1o be com- .
pletely honest, is essentially Fred
Davis. Despite a number of health-
related problems over the past year,
mostly due to an auto accident, Fred
has continued to help keep the Mensa
zines alive, body and soul. I hope

'and expect that he will continue to

play this role in thie future. _
While the concept of “Mensa”
strikes this observer as hopelessly
elitist, and consequently rather repug-
nant, one can hardly argue with the
benefits. that accrue to the hobby
from its association with this society
of “geninses.” GS

- 2 .
Dippy
Jim Benes, 417 S Stough St.,

' Hinsdale, IL 60521

$. 50/issue open page; dot-matrix
printed; 2 pages; freq.: 3 weeks;
circ.: 19 (Dippy is a supplement to
the Westemn StarPost-Free Press,
which is a weekly newsletter);

first: 1972; Ias_t. -Nov. 1992 (Vol

21, No. 16)

Runs: Diplomacy (2).

Openings: Dxp!omacy ($5 00
game fee). .

About the only. thing you'll find cut
about Jim Benes here is that he has
some fon with his buddies in Ili-
nois, and he runs a great Dip game.
That's no bull. He does run a great
Dip game. No fancy fringes, mind
you. Just good adjdication. I'm also
impressed that he recently left his
typewriter and started getting it
together on a computer. For me it

| seemns easier to read. It's also din

cheap. If you want to play some Dip



* that offer Diplomacy and that stll

. deadlines. I"'m not sure I'd want, or

pups
-in record time, but they do help game

-adjudications.

The Star Press thing that comes |

Francisco Chronicle of 1892 in his
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with some really good players (dis-
count yours truly from that remark!),
I definitely recommend Dippy. Jim is
locking to fill a garne at this very
moment and I'm sure he’d be glad to
-hear from you. Your efforts will not
be wasted. - Js
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: Dippyisoneofonlyih:eezincs
run games on consistent three week

be able, to play that fast, but if I did,
I think I might pick this ¢ne over
the others (Boast and The Abyssini-
an Prince). For one thing, TAP is.
really more of a 6-week zine than a
3-week zine, since by house rule the
seasons are always separated. Boast
is a lintle bit sloppier, physically, and
runs three times as many games as
Dippy, which, considering the need.
for “instant adjudication” necessary

" to make 3-week Dip games viable, is | '

going to lead to mistakes.

The one drawback of Dippy, 1
think, is that Jim doesn't bother with
maps. Obviously they’d get in the
way of cranking these little ocut

players pressed for time, and help to
back in favor of
Boast, somewhat. Jim does make up
for the lack of maps by using the
trademark “ZR-approved” all-caps
for final positions notation in his

bundled with Dippy is just as bizarre
as ever—for some reason Jim
reprinted an article entitled “Shop-
ping for Christmas” from the San

most recent issue. A strange sense of
humor, don’t you think? But he’s
also published a “Tribute to a Small
Cat” sent in by one of his subbers,

which this particular cat lover found

very touching and familiar. Person-
ally I think the combo of Dippy and

‘the Star works, 50 even though there

is nothing in Dippy but the games,
you still get something to read in
every one of Jim Benes’ envelopes.

There are very few zines that tum-

issues as quickly as Dippy, and
almost none that are as regular and
reliable. Jf you're looking for a place
to play Dip as fast as you possibly
can, Jim has some openings. GS

Disoriented Express
Conrad von Metzke, 4374 Donaid

| | Ave., San Diego, CA 92117
Free; digest; xerox printed; 12

pages; freq.: “in due course”;

| circ.: 16; first: Oct. 1986 (in its

original form as a flyer attached to
Costaguana); last: Nov. 1992
(#27) ) X '
Runs: Railway Rivals (7).
Openingia: None. s

The premiere journal of Railway
Rivals fandom in North America—
4 silly thing to say at this point,
because it will be closing down
soon—Ye Olde Editor is tired! (This
joumal and Pedro, g.v., will be merg-
ing.) Nevertheless, you’re welcome
aboard to play a fun game. CvM
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Conrad is North America’s most
experienced RR GM. His issues
often contain entertaining bits of
commentary between game reports.
This is a nice, friendly place to play.
However, the European players slow

things down somewhat. For a faster-

Conrad, check out Pedro in the Rain
Forest. ‘ ' -

For some reason, this zine doesn’t
thiill me quite as much as Conrad’s
other publications, Pedro and Cosia-
guana. Conrad’s wit is not as much

in evidence here. Perhaps this is -

because it’s going overseas to Eng-
land ~~maybe it sufferes from a lin-
gering American inferiority complex
vis a vis the Furo-trash. SR
Conrad is getting ready to do
something with all his zines. He will
either merge Disoriented Express

-{ with Pedro, putting all the rail games

under the same cover, or he may go
whole hog and slop them all in
together and call the mess Costagua-

.na. I'm in favor of whatever will

keep Conrad publishing, and if that
includes charging subscribers for the
zine(s), as Conrad has suggested he’s

There are not many publishers
who put as much time in on the
hobby as Conrad. When he’s in the

‘groove, he's very prompt and regu-
'lar, and it can begin to feel like every

time you tum around, another enve-
lope from San Diego pops into your

mailbox! But I can only imagine how

tiring this can get over the long-term.

Maybe it’s time for Costaguana to

call her progeny back and reabsorb

them back into the fold.. This would -

give Conrad back at least a couple of

free weekends each month, to do-

with as he will (probably start anoth-~
er damn zine, actuallyt). GS

'D.0.G.S. of Warl

Glovannl O’Canipo, P.O. Box .

39478, Downey, CA 90239-0478
$1.25/issue; open page; xerox
printed; 14-18 pages; freq.:
monthly; circ.: 75; first: Nov.
1989; last: Nov. 1992 (Vol. 3,
No. 6) _
Runs: In subzine “The Coyote
Howis”: Diplomacy {2), Gunboat
{1), Brittania (3); in subzine
“Hounds of Hell”: Machiavelli (2),
Dune (1). .

Openings: In D.0.G.S. or “The

Coyote Howlis™: Diplomacy, Gun-

‘boat, Acquire, Flat Top (all of
these games cost $6.00 each); in-
subzine “Hounds of Hell”: Machi-

avelli {?), Machiavelli Stock Market

{$2.00), Merchant of Venus.
($5.00), Adet Verpflichtet (via flyer).
($10.00). T

JKG

w
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_'Ihe pubhshers may change, but the
- subzine Hves on! That’s right, even
passed the baton to Gio,
“Hounds of Hell” is still very much
an active subzine. In fact, “Hounds™

is approximately half of the zinel’

Anyway, the philosophy behind the
subzine, as well as the zine as a
whole, can be summed up in one
word. variety. Games in progress
. include Machiavelli, Stellar Con-
quest, ,.M1dway, and Dane, with plans

_in the works for Merchant of Venus
and Adel Verpflichtet. Possible
future offerings could be Pelopene-
sian War and New World, or any-
thing else that sounds interesting that
I can get enough players for. I'm
willing to try nearly everyﬂnng CH

The big news here is that pub-
lisher Kevin Kinsel has decided to
bow out of the big leagues and retire
to his country manor, surrounded by
his beloved gardenias and crape myr-
tles. Latest word is that he’s going to
start doing a radio show with Bob
Edwards on NPR...

Naw, the truth of the matter is
that Kevin has passed the zine to

“world class rube” Giovanni

O’Campo, who'is now the publisher
of D.O.G.S. of War. Actually, our
Kevin has shown himsel to be no
fool, since a subzine “The Coyote
Howls™ recently - appeared in
D.0.G.S. Yup, Kmsel is back (with
a great “el coyote” logol), and now
he takes up half the zine, running
his Diplomacy and Brittania games.
Meanwhile, Chris Hassler (*Cer-
bems")takesq;the other half of the
zine with his subzine “Hounds of
Hell,” where he rans Machiavelli
and Dune (Stellar Conquest and Mid-
way apparently run on flyer).

Fine and dandy, but what does
that leave Gio? Well, he gets to copy

the sucker, collate, staple, lick the

stamps, etc., etc. Um...Gio...say I'm
hawngalotofftmwhnewashmgthls

 picket fence. Actually, Gio has plans

to open up his own games, sowe']l
be looking at a sort of “three-rin
circus” pretty soon here.

- Gio seems to be using desktop
publishing equipment, so I think his
sections of the zine will eudup look-

-ing pretty snappy, though it’s sull

too early to tell, given that so many
of the pages are presently being pre-

by Kevin and Chris. I do miss .

Kevin’s often dramatic covers, but I
suppose they're gone for good. It

must be tough to take over some-

body else’s zine, especially when

_they’re going to remain a central part

of the thing. Best of luck, Gio!l
-Something’s happened to the
numbering system. Kinsel’s issues

were just numbered sequentially, up
ol.

to #27. Gio’ sfirstxssuebecame

3, No. 4. I guess we’re assuming 12
issues per volume? Nobody’s going
to care about this but ZR nerds and

archivists, but, there you are. If it

means we’ll be seeing D.0.G.S. on
something approaching its-stated
“monthly” schedule, I'm all for it!
Unfortunately we aren’t there yet as
Gio secems to be putting these things
out about ﬁvcror six w_eeks apatt.

- But heck, he’s just getting started.

D.0.G.S. has always been for

- playing games. Every now and again

you’'ll find some political stuff

‘(although with the election over I

suspect this will die down), but you
never see letters 1o the editors, that

sort of thing. It somehow transcends -

being a “mere warchouse,” though;
perhaps this has something to do
with the good humor that

‘ everybody
seems to infected with. Or with the
copious cartoons that are sprinkled

throughout the zine.
This is a fun zine to play off-beat
games in. Get a sample. -GS

Down At The Nlouth

Vince Lutterble, _
1021 Stonehaven,

Marshall, MO 653402837
Free to players; digest; xerox print
ed; 8 pages; freq.:

Runs: Diplomacy (4), Acquire (3),
others possibly by flyer. -

‘Openings: Don’t know.

don't know; | :
_circ.: b5; first: Feb. 1989; last:
Aug. 1992 (#31) -

Down At The Mouth is a sporadic
effort. It seems that Vince’s games
are run mostly by flyer or postcard,
with the occasional zine listing some
accumulated resulis and some brief

| comments by Vince when published.

My impression is that DATM is a
casual effort attracting the Lutter-
bie’s friends and others interested in
games like Acquire and Titan. There
isn wrong with this, but new
hobbyists should know that DATM
has a different agenda from most
other zines. PR
I’'m not sure, that game results

are going out on flyer, at least not
since the end of 1991. My records
show that we received six issues of
DATM between December 1991 and
August 1992 (nine months), -and
there’s simply no way that flyers
could be packed in between issues
that appeared, on average, every six
weeks or so. That said, however, I
haven’t seen an issue of DATM since
August (over three months, in fact).

Moreover, another nine months sep-
arated issues #25 and #26 (Marchto
December 1991). So this thing comes .
and goes, and we can only assume
that during this present hiatus games
are continuing via ﬂyer or posteard.

Vince was involved in this year’s
XXV in Kansas Cn;y, and

good bet that the “resur- _
rection”™ of DATM during early- to -

Dlpcon
it’sa

mid-1992 was part of his “outreach”™ ~
effort. It’s probably no coincidence.
that the last issue of DATM in hand
includes post-mortems on the con
from-Vince and his wife Melody.
The latest word (from Ramblmgs
By Moonlight) is that Vince will be
taking over (from Gary Behnen) one

| of the hobby’s most thankless tasks,

the Boardman Number Custodian-

ship (BNC). What this will end up
doing 1o DATM 1 leave to future ZR
reviewers, but my. guess is that it
will not inspire Vince to greater glory
with the zine, and could easily end up

| killing i 'I'he'one thing Vince wi]l

mm LIEE TO B HIT OvEL
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have going for him is his deliberate-
ly low-key approach to the zine.

If you like Acquire, this is a zine
you need to see. - -GS
HeadQuarters
Krissl Linsey, 170 Forts Ferry
- Rd., Latham, NY 12110 -

$25 00 game fee includes $ub ,

to EHQ for the life of the game;
“open page; laser printed; 4 pages;
freq.: 3 weeks; circ.: 12; first:
July 1992; last: Nov. 1992 (#7)
Runs: Campaign Trail (2).

- Openings: Campaign Trail ($2500
. game fee includes sub);_ write for
details

Eectmn HeadQuarters (EHQ) is a
- zine dedicated to the play of postal
"~ Campaign Trail, an exciting game
which tsa
tion. You control Presidential and
- Vice-Presidential hopefuls in their
campaigns throughout the United
States, stoppitig in cities and towns
from coast to coast as they

White House. Along the way, influ-

ential people may show their sup- |.

,pottbyendomgyourcampmgnor , :
-last issue, since I anrmounced it as a

even by for you them-
sclvesl Imﬂmﬂy your
cmd;datewhmymneedtodomc
last-minute campaigning in a far-
away state; acquire as many media
shares as you can to aid in the fran-
tic media campaigns on Election
Day; you may even get to do a little
mudslinging 1o cut into your oppo-

'playex’s popular

to !
drum up support for their bid for the |-

 nent’s support. It’s up to you to
decide what sort of cempa:gn you’ll |

runt

Each issue of EHQ wﬂl oontam
the results of your game: The move-
ment of the campaigners, the number
of votesgamedmeachstate.
and the results of the event options
chosen during the roumd. Also, each
vote totals, number
of states, and electoral vote totals
are listed. A map outlining the 50
states is also inclnded with each issue
0 that you can tell at a glance which

what’s up—maybe she means there’s
enough room for two _games, or
maybe the second game is Just start-
ing
Atanyratethennelsmoelypm

together, laser printed; with an attrac- | ;

tive and very clear map showing
electoral votes by state. There's
almost no press. Krissi politely
applauded the election of Bill Clin-
ton, but there is very hittle chat, oth-
erwise. Even though Bill Clinton
won the real election, in the John
Adams game Brian Ijnsey’s Politi-

player is currently leading in every | cally Incorrect Party is leading David
state. . - KL HoodsHood:stUmtyPany Look-
— ing at the map it appears these two

rTy—— are getting ready to refight the Civil
HeaoQuantens -Warl (No free issues for figuring out

S R —— Pt ey
B, =, 2 EBE

T took a bit of a risk on this cae

“new” zine, even though Krissi had
yet to put out her first issue. But it
looks like the gamble paid off, as I
recently received a of issue #7
d:‘EHQI Krissi’s info sheet has her

‘Tunning two games of Campaign

Trail, but there’s only cne in the
issue T received, so I’'m not sure

which region David Hood picked as
specific

| his power base!)

This one’s got a pretty

.agenda—i0 play at bmg a politi-

cian in Campaign Trail. If you're
mlm'ested,sendymrbucks Hyou're
GS

| not, run for Congress...
R . ) R . B -, - -

Electric Trains

K.nH!ll B:I.SSRock!anddee

Dubliin, OI-I 43017, Con'pus"ve
UlD: 70357,431 .

Free, except for onine oonnect

' charges; electronic; N/A; 6-10

pages; freq.: weekly; ch'c 20-25;
first: Oct.‘1989° last: Nov. 1992

(#148) :
Runs: Rallway Rivals (2), Bus

Boss (1), 1830 (1), 1830 Readlrg

Variant (1).

Openings: Continuocus game open-

ings in RR, BB, and 1830.

7x7 Tounumants

Obviocusly running even one RRGT can be a lot of

work (seven games, to start—ithat’s as many total
games.as a lot of GMs are running!). Playing in one
will also 1ake some time—even though there’s no
negonanons or press to write, coming up with moves-
for seven different games can be taxing, especially
underdead]mepmssuxe Don™ sign up for a RRGT
-hghtly.bunfwaeelyoucmhadﬂheadded“wotk."
g;ve itashot.

The 7x7 concept has been expanded recently. I
belive that Bruce Mclntyre (Excelsior) is offering a 7x7
RRGT with a slight twist—the players will. know
which positions each of the anonymous players is
playing in each of the games. This the oppor-
nnn:ytorer.ahste against player A in Game #2 if he
sticks you in Game #1! Another 7x7 idea has been
offered by Richard Weiss (Zero Swm), but this one’s
a 7x7 Regular Dip Tournament. Itwﬂlbemterestmg

to see how this one works out!

It’s worth mamonmg another kind oqunboat Dxplo-
' macy—ihe 7x7 Round Robin Gunboat Tourmnament
-(RRGT). These tourneys were more popular several
years ago, and while fewer GMs are presently offer-
ing these “mega-games,” if you look around you
should be able to find an
. A RRGT is seven linked games of No-Press Gun-
boat. Youplayad:ffermtcotmtrymeachgameand
you don’t know who is playing which position in the
other games. The winner is the player who amasses the
best possible score across the seven games—each
GM uses as]:ghﬂyd:&'erent scoring system. Akhough
a 7x7 game covers but a tiny fraction of the possible
permutations of 7 players and 7 positions (actually,
there are 5,040 different permutations!), winning one
of these pups surely says samthmg about your tacti-
cal acumen!




ISsue No. 21 - o ' ' . ‘31

| is the place. OBvxously you need a | these groups), but in the last year or

S . computer, modem, and CompuServe | two Intemet has started to boom and
e s . account, but if you have all three, | is fast becoming the “information
e ———— ' and you enjoy rail games. check this super-highway” that Bill Clinton

- mpsmmssrmammes oy prozee | ONe out GS thinks will revitalize the econamy. So
oo A : : - | your company may be getting
s - L ————————————— hmupmsmﬁmg*
P Ty A =y XN T " out.

S ST WS TS i rotoeo Eric sent me a recent “issue,’

&2 SRR s BT RIS Electronic P ! which contained no games. It was
SRR Eric Kilen, 8124 Brldlepath waY- 'essentially a dump of an E-mail con-
e e siae o e sveen . Las Vegas, NV 89128, .versation about the topography of
SO BE e T e eric_s_kilen@cup.portal.com | the gameboard (mainly, can you |
ST R = Free; electronic (or-line service); | move from Baltic Sea to Denmark to ~
i s s e e e 1 | O printing; 40K characters; freq.: | North Sea in two tums, even though
e e s e e e et twice a week; circ.: 385; first: | there is no waterway like the Kiel
e ¢ i e e e e °| | Ot 1988; laSt: ? (#279) - Canal and the rulebook does not

— —_ Runs: You name it, I'm probably | include a specific clarification as it
" ET is the official publication of the | running it. 252 games have been | does for, e.g., Sweden—relax, the
‘Rail Gaming hobby on-the Com- | started'in this zine so far. consensus of hobbyists here, as else-
puServe Information Service (CIS) { Openings: Regular Diplomacy and | where, was that yes you can move -

computer network in the Play-by- | just about all variant types. Games ] through Denmark). I guess the games

"Mail Games (PBMGAMES) Forum. | available in English, French Ger- go out geparately.

Players can access CIS from practi- man, and Dutch. . Eric comes off as someone who’s
cally anywhere in the world includ- ) '| 100 busy to devote much time to the
ing the U.S., Canada, Europe, and | We don’t allow NMRs. Most games | “zine.” In the “issues’ I've seen he’s
. Australia. 1 are nin by a robot which adjudicates | always looking to find someone to

ET features weekly deadlines in games, asks players for correct orders | keyboard his articles. Do it yourself
most games with a lively open mes- | if they submit illegal ones, finds | ya lazy bum! Or get yer “robot” to do
sage area. Dick Martin, Eric Bro- -standbysasneeded,andcmatescom it...

sius, Craig -Mills, and the editor are | plete game end summaries when I never did try to find the games
the current GMs. Some very lively | games are finished. EK | on Internet over the summer, just

games of 1830 have been completed — 1 | too much else going on. Of the sev-
- recently. Since the games are run on ' - eral networks where you can play
weekly or bi-weekly deadlines, they ip, the Internet group seems the
take a good deal less time than your most detached from the larger postal
average PBM game. The RR games hobby. Of the “hundreds” of players
have also become very competitive. here, no more than six bothered to
If you've got access to a computer vote in the 1992 Runestone Poll,
and a modem, please drop me a line. ! although Eric claims he plugged the
Players can also offset their connect poll. (Indeed, Eric Brosius has noted
time charges by GMing games in a drastic decline in votes for Elec-
" ET. ' KH -tronic Protocol from 72 votes in.
1990 to 6 in 1992.) This is not to
suggestﬂmtthepo]lxs the be-all and

I recently saw this “zine” for the
first time, when Ken kindly sent me

a printout of the clectronic file. The | | SEESEst—==—r== end-all of the hobby, just that if you

- ASCH file was printed on his print- | EUTETE have a choice you might be more
er, and so results on yours would be Eﬂ.;ﬁ comfortable in an E-mail “zine” that
different, but I suspect that for the FE=An R TIRsT AnRT ' maijntains closer ties to the postal

- most part this “zine’ lives and dies on - —I“| hobby, for instance The Armchair
computer screens. Last issue the adjudication pro- | Diplomat. ‘ .

This one is forplaymg a variety of ‘gram was referred to as a “non-
“choo-choo” games, including the | human GM™—this issue it’s a : T
ever-popular 1830 and siblings. My | “robot.” I think this is something of Important Note to All Zine
guess is that E-mail makes for a bet- | a step forward in “truth in advertis- Register Traders: Effective
ter game of 1830, since there is a lot | ing,” though I unsure why we can’t |. immediately, please switch
of sequential moves where quick | just refer to the damn thmg as an’ your trades to Pete Gaughan.
turns make a lot of sense—like | “adjudication program.” Pete will be running the North
- Kremlin, which I have played, I bet If you have access to Intemet, this American Zine Bank from here
writing ‘conditional buy and sell | is probably the E-mail “zine” to on out (price: $3.00 for at least
orders can be tricky. check out. Until recently Intermnet’ 20 sample zines). I will con-
As far as T know, Electric Trains | was restricted primarily to the aca- | | . tinue to sell this issue of ZR
is the only on-line “zine” that spe- | demic/weapons community (it was until May, 1993, when Pete
cializes in “choo-choo,” so if you | established by the Defense Dept. to { ] -will publish his first issue.
want to play rails over the wires, this | facilitate information flow between :
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Zine R_égister.

Fundamentally, though, if you
want to play E-mail Dip you'll use
the available “tools.” Increasingly
that tool will be Internet, and if that’s
 what’s you have, play here. GS

b ]
Empire.
John Boardman, S
234 East 1.9th Street,
Brookiyn, NY 11226-5302
- Free to players, $10. 00/9 issues:
for non-players, back issues. as
- available for $3.00/10 issues;
open page; mimeo printed/cov-
- ers occasionally xerox printed; 10
pages; freq.:-4 weeks {occasion-
al interim issues); circ.: 35; first:
-Nov. 1974; last: July 1992 (#343)
al;ns Pax Britannica (1). Brittania
Openings: Pax Brrtannica Britm—
nia, Kingmaker (each for $30.00
game fee which includes a sub-
scription for as Iong as the game:

. lasts).

In the near fum:e some 1ssues may be
photocopled

© Thaven't seen this zine in several
months, but it is apparently still func-
uomng and still with the same mis--
sion, which is to run non-Diplomacy
mulu-player games by mail and, of
course, to stick fingers in the eyes of -
those John opposes politically. The
En Garde role-playing game has
ended, through lack of interest more
than anything else, and John seems to
be concentrating on the old favorites.
Kingmaker would be a new one here,
I think, though it has been played
elsewhere in the hobby.
. As with any publication of John
Boardman's, players get a healthy

dose of John's satiric wit, though
not quite as much as in Graustark.
For as long as I've been publishing
this review zine, John has included a
column called “Dungeons and Chris-

tians,” which
the “Christian” Far Right to discred-

it role—playmg games, and RP gam-
ers. This is often interesting, although
it often takes the efforts of these reli-
gious kooks a little too sericasly or,
rather, overstates the political sig-
mﬁcanee of these obvious fringe

groups. _ )
John founded the mulu-'player-

postal games hobby with his zine
Graustark, and he continues to pro-

“vide an amazing example of longevi-
ty and persistence, unmaiched by .|

any other publisher. John’s zines
come out as regularly and depend-
ably as any zine in the hobby. A fold
here is out of the question, although
I suppose Empire, which has been a
trifie slim at times over the past year,

could be “folded” into Graustark at

_ some point in the future. Butno mat-
ter what your game will never be

A traéeinark of John’s recent

_ issues has been the “cartoon collage
covers,” which also ‘adds to the |.
| “readability’
| in John’s stable). In short, there. is
more here than just the games, but
‘unless you just can’t get enough of

* of this zine (and others

John’s writing, I'd stick with Graus-

'| tark unless you want to play one of
GS

the games offered here.

‘The Encounter

James K. Goode,

211 Nlaplemem, .

Clarksville, TN 37040-3558

Free to players; open page; xerox
printed; 8-12 pages; freq.: 5-7
weeks; circ.: 19; first: Dec. 1990;

TJast: Oct. 1992 (#17) .

Runs: Railway Rivals (7).

Openings: Railway Rivals ($4.00

game fee includes sub).

The Encounter specializes in Railway
Rivals games on maps developed by
Americans. Discussion of PBM Rail-
way Rivals rules continues to attract
attention. ‘ JKG
_ Tendstobeahnle slow, but in all
other ways is the very best of the

| genre. Jim has a wonderfully droll

sense of humor, and is without a
doubt the best R.ivals GM in Amer-

on the efforts by .

ica. He also loves variety, and is par-

ticularly adept at ferreting out odd
maps (or designing his own odd
maps) and trying them to their limits.
The place to introduce yourself to
this sub-hobby. - . CvM

E has a unique, full-sized booklet
format which I've only seen in Brit-
ish and Australian zines, and James
uses careful layout and illustration to
make his game reports readable.
Railway Rivals rules discussions for
thogse who want them. PG
- The Encounter is a Railway Rivals
zine which runs primarily Ameri-
can-designed maps and which fre-
quently uses a variety of variant
rules. The zine has recently begun to
slow down in frequency and Jim has
tried to tighten things up by instinit-
ing deadlines for the first time. Jim is
a very good GM and the onlyl.hmg
wrong with Encounter other than its
often sluggish publishing schedule .

| is the fact that Jim almost literally

covers the thing with Scotch tape in
order to mail it. You often need a
knife to get the zine open and then

‘must spend ten or fifteen minutes

smppmg the bits of tape off the cover
since if you leave them on they’'re a
magnet for hair, carpet fuzzies, and
other such things. What’s wrong with
staples? ScC
Hear hear! The tape drives me
bonkers, too! I suppose it has some- .
thing to do with my -anal-retentive
nature, but before 1 stick my copy in
the Zine Bank box, I like to get all.
that tape off. James makes the task
especially onerous by using cheap
E-cono® brand tape that refuses to

_peel off nicely, and leaves a sticky

residue, even if you manage, after
fifteen minutes, to get the crap off.
Grumble, grumble Unfortunately
James isn’t the only one with this
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annoying little habit—Kevin Brown
also covers Pilot Light with tape,
consequently I often find copies of
The Prince stuck 1o the back of that
one. As if life wasn’t hard enough...
On the other hand, this matter of
the posial service’s automatic

machines mangling our zines is-a’
serious matter. Apparently there’s

“no tarning back, we are just going to
have to accept X percent of our zines
getting eaten by the machines (or
being delivered, sans guts, in the

_ USPS’s infamous poly bags). It

would help if the postal service

- would publish guidelines to help

those of us who cannot afford

envelopes, but I certainly can under-

stand why James thpes his zine up, |

down, and sideways. I just wish he’d
use Scotch® brand Magic Tape or
something similar...
I'dbewi]]mgtobetthmthc ser-
vice” would tell us to use envelopes,

‘rather than stick our stamps and

addresses on the back cover, as many
publishers do, but the problem here
is that most No. 10 envelopes (and
I'll be damned if I'll refold my love-
ly little digest to fit inside a No. 101)
weigh just a bit more than a single
sheet of paper, and can just kick you
over one cunce. So a six-sheet one-

| ounce zine must be reduced 1o just

four sheets if you want to madl, legal-
ly and reliably, in an envelope.

Oh well, all complaints aside,
compared to most countries our first
class rate and service are pretty good.
Nowhere else, to my knowledge, are
postal rates as cheap as here.

Now, about The ownter, James
does have a rather unique “binding™
method. The last issue was typical: it
appeared folded inside an 8-1/2x 11
colored “cover sheet’” that contained
the addresses, as well as page 9. This
sheet was wrapped around a folded
11 x 17 sheet that contained pages 1
&2and7& 8. Pages3& 4and5 &
6 were ‘back to back on loose
8-1/2x 11 sheets. I can’t remember.
if he or I stapled the thing in the

. | upper left hand comer, but it was

Beginning quyem

Novices. Newcomers. New blood. Babes in the wood.
Suckers. Rubes. We've all been there; likely many of
you reading this are either novices or close to it.

-~ There are really two kinds of novices: Diplomacy
-movices, and hobby novices. Many players come to the
postal hobby as experienced face-to-face players, and
while there are differences between PBM and FTF
play, anybody who knows the rules up and down and
has some sense of the game’s strategy and tactics can
"expect to do well, once they’ve mastered the zine
in/negotiations out pulse of the successful player.

- 'There is one caveat—beware of rules or board sit-
‘uations that you may not have encountered in your
local playing group. For instance, maybe nobody in
‘your local circle has ever built a fleét on the North
Coast of St. Petersburg, because everybody accepted,
mmectly,thatﬂeets emﬂdonlybeh:iltontheSouth
Coast (that is where the naval base in that space is
located, after all...). Well, needless 1o say, the first time
you're playing England and a Russian fleet appears on
the North Coast is going to be a shocker! Or maybe
you've been thinking you could disband a unit and
rebuild another to replace it in'the same Winter adjust-
ment period.

‘While the mlesto[hplanacymaybevuy simple,
rt'you rejuststamngyanﬁrs:postalgmeyw should
take the time to thoroughly reread the rules. You may
be surprised to discover that you’ve been playing the
game incorrectly. Far better to find that out now rather
than later when you may be confronting a life and
death sitnation. Any GM will be happy to answer any
questions you have about the rules.

If you're an experienced FTF player and although
you’ve never played by mail, you're excited by the
prospect of playing Diplomacy by maﬂ—you ve got
your stamps and envelopes and you're raring to go—

- congratulations! You are about to embark on a real-
ly special time, a really special “high,” if you will.
Moreover, you’ll probably find yourself kicking butt!
The reason is this; many of your opponents will either
be novices who are less enthusiastic than yourself (or
‘less experienced), or they’ll be a collection of hobby
“old farts” who probably are hopelessly over their

| heads, in far too many games, running their zines,
. doing way too much to really pay attention to this one

particular game. You may find that they don’t bother
torespondtoyour carefully crafted letters of negoti-
ations, or that they lie uncomvincingly as the sound of-
kmvesbemgsharpenedzs carried over the border by
the prevailing wind. Not to worry. If you keep on top
of your letter writing you’Il be able to forge an easy
alliance with some other player, and with your skill and
perseverence, you'll end up a winner. You can always

‘use your “novicehood™ to good advantage, too—if

you play up your inexperience you may be able to
catchyouropponenufheorsheunderesnmams you.

' Conversely if you're on more shaky groond—you’ve

played only one or two FIF games, or none—you
might be better off “deemphasizing” your novice sta-

- tus. Oth@rmsetbsotherp]aymsmaytsytotakeadvan

tage of you. .

The hobby has a wzdespread prejudice agamst
novices. Ignore this. Since you're reading this you’re
the kind of beginmer who wants to find out every-

"thing you can about the hobby. You won't be the

kind of novice who’s easy to take advantage of, and
you won't be the kind who drops out when the going
geas wough. Remember, you have youth and vigor on
your side. The one thing you have to watch out for is

‘the ease with which hobby veterans, who may have

played with each other several times before, and who
may even be playing together in several games right

'now, ally with each other. The more zines you receive,

and the more ml.dhgence you can gather about your

. opponents. (it is important, for instance, to try to dis-

cover how long they have been in the hobby, and if
they are playing in games together), the better you will
be able to “interpret” their negotiations. This need to
figure out who's who is another reason to “go slow™
in starting up your games: if yoa sub to a zine for sev-
eral months before youjmnpmyoumaybe abletoﬁg-
ure out who the cld-timers and “cross-gamers” are.

_ Inagsmcthatcaneasilytakctwoyearstocompletc
perseverence is your number one most important trait.
Never give up. Always send in orders, no matter how-
miserable your chances. Who knows, maybe this will -
be the turn your enemy decides that a vacation in the
Great Smokies is more important than Dip! GS
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required, either way. In short, a bit of
a mix and match here. I'm not sure
why James bothers with the 11 x 17
sheet~—why not just run the whole
thing on 8-1/2 x 11 and be done with
it. Either that or put the whole thing
on three 11 x 17 sheets, saddle staple

' the thing, andhaveamcehniefull-,'

page booklet?

. Okay, now that we’ve trashed
James' use of cheapo tape and his
peculiar bindery habits, let’s see what
we can say about the zine itself!

Actally, by all accounts it’s a
good one. Although I don’t play Rail-
way Rivals, even I can enjoy James’
senise of humor, which, as Conrad
points out, is very dry. The games
appear well-run to this observer, and
the zine is attractive and clean. Like

most RR zines, there is almost no |

- press. James seems to send his zine

to me on a somewhat irregular basis, .

which makes tracking his timeliness
. and dependability a hittle difficult. It
to me that he’s gotten a lit-

tle slower and less dependable late-

ly, but that may be due more to lack
of data than anything else. One thing
I am sure about is that James has
- produced no more than 9 issues in the
last 14 months. Given the addition of

Emopeanplaym Iwouldntexpect.

this speed to  improve anytime soon.
James enjoys his game, and real-
ly gets into RR rules and maps. If
‘'you want to play Railway Rivals,
youn will deﬁnmely want 1o check out
this zine. GS

Exeolﬂor

Bruce Mcintyre, 6836 Dow Ave
#203, Burnaby, BC, CANADA
VBH 3C9

Postage (U.S. copies sometimes
mailed from WA) plus $.02/page
{Canada) or $.0175/page (U.S.),
- pages over 32 are free, overseas
subbers charged $1.00/issue,
samples free; digest; xerox print-
ed; page count varies—usually
28+, often large (40+); freq.:
objective is 9/year but average
is 67 /year; circ.: 55 {many of
whom | don’t hear from too often);
first: Feb. 1985 last: Sep. 1992
(#45)

Runs: Diplomacy (1). -
Openings: Diplomacy, No-Press
Gunboat, Seismic Diplomacy
($3.00 refundable NMR deposit
required for all games). :

"you wait for it.

Constitutional Diplomacy: 7 A 2-way win? -

EXCEI_SIOD 45

XL reminds me of Steve Langley’s
old definition of zine: a personal let-
tertoﬁfty of his closest friends. You
sit down to read XL because it’s
Bruce talking to you, not Bruce talk-
ing to a lecture hall or Bruce talking
to-a tape recorder, and not even
Bmce's readers talking to him (which
they do) can break up the feel of
cozy but smart conversation. - -

It helps to share Bruce’s inter-

ests—bridge, baseball, science,

Canada, computers, detectives—or
at least some of them (I'm lucky to
share most of them). But be prepared

for anything. He’ll never win the

Runestone because he doesn't run
as many games as fast as the tradi-

‘tional winners—but if we had a sep-_
arate poll for the parts of zines with-

out games XL would be contmdmg
every year.

XL features pages and pages of
interesting chat and letters. Bruce
keeps the lettercol fresh by asking
opinions on current topics every
issue. With all the fine reading mate-
rial the games seem almost an aside.

I criticized his maps in the last ZR so

to be fair I have to say that since
then they have xmpmved 100%. The
only driwback is that Bruce isn’t
consistent. He will be on a schedule

for a time, then months can go by |

without an issue. When this
games apparertly run by flyer. Not to
worry, it’s worth waiting for. RL
A good reading that I never seem
to have time to read. Not the world’s
fastest zme, but worth every second
KB
One day I picked up my mail and
found a copy of Maclean’'s, Canada’s.

version of Time or Newsweek, and a
copy of Bruce McIntyre’s zine Excel-
sior. 1 had to choose one 1o read right
away, so I picked the one that I knew
would give me the most en_;oymem

‘and information. Maclean’s just had

to wait while I read Excelsior.
Bruce has an ability to produce a

fascinating zine because he writes

' He writes about them well, so that his
‘fascination is
ence. There is also a fairdy lively let-

t to his audi-

ter and discussion column. Even
though Bruce’s writing is the chief

reason why I continue to subscribeto

Excelsior, Bruce also has a number
of games which he'd like to fill.
Bruce may not be the best GM in
the hobby, and the zine isn’t always
as timely as it possibly should be,
but he is quite conscientious about
running the games on time. As an

-added dividend, Bruce’s new model

maps are visually quite impressive. If
you want to game and read, I can

think of worse places to do it than

Excelsior. . BMcK
Brent, you plcked XL over the
Canadian version of Newsweek? This

-sounds like damning with faint
praise, or something—hobby stuff

always comes first in my book. The
question is whether or not XL comes

before or after other hobby pubs. In -
_my case, it comes-dead last, because-

I know that no other zine will give
me quite the “kick-back, settle down,
shoes off” experience of Excelsior.

hkePeteIammte.mstedbymany

of the things that interest Bruce,
though perhaps not quite as many—
I mostly blip over the baseball stuff,

for instance~—and I agree that this.

helps my enjoyment. I guess my

_favorite discussion topics in the zine
are computers and desktop publish-

ing, Zine Register, and Garret
Schenck, of which of late the last
two said topics have constituted

‘much of the discussion in the zine.

Unfortunately my name was barely
mentioned in the last issue (#45), so
I actually found it quite boring (ha—
just kidding, ol’ Brucel).
Historically, Bruce has been irreg-
ular when it comes to publishing the
zine, but lately his production has
been more
published a year ago November, then
nothing appeared until issue #42 in
early April. This seemed to repre-
sent renewed vigor in Bruce's pub-
lishing efforts, as three more issues
followed te]auvely quickly on slight-

Issue #41 was -

%
1
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1y less than two month intervals: #43

‘in late May, #44 in late July, and

#45 in late September. Bruce seemed
to be making good on his “I'm a

" TurboPhreak Wannabe!” headline

on XL #44, Unfortunately it’s now

- beenr almost 10 weeks since issue

#45—are we starting to slip back to
the “bad old days™ of Excelsior?

I'm hoping that XL #46 will slide
mbcmm]ustmonghnmeformeto

- update this listing—yes, it would

the slowest issue since issue

#42, but close enough to “two

months™ that we could chalk it up

_to bad lack (or, more likely, the usual

bormgha:ddaskcrashorme such).
Stay ttmed. :
I'm willing to take McBruce s

‘word that games are being run on

flyers, even when the zine is coming
ot on its “fast” two-month schedule:

meofthegamesofl)lpappeared

in #45 with two successive adjudi-

cations. Bruce has been looking for |

players for several different games

" for quite a while now, so why not

give him a try? Bruce has taken plen-

.ty of heat over the years about his |

GMing and speed (and centainly I've
added to that choms), so my bet is
now is a good time to jump aboard-—
he'H be anxious 1o e” that he
has the right stuff. And one of his Dip
game_s.just ended, the guy must be
suffering from extreme “game

hanger™!

Ifyou remterestedma“readers

zine,” you've come to the right place.
Nao other zine delivers as many words

"‘as this one. And interesting words,
_ too-—amcecmnbumuon,that. GS

fasttrax

Dick Martin, 1.7601 I.ba Drive,
Rockville, MD 20855-1319

Free; open page; xerox printed;.

12 pages; freq.: 4-5 weeks; cire.:
80; first: Jan. 1990; last: Oct.
1992 (#24) _

Runs: 1830 (4).

Openings: Standbys’ 6n!y

- If you haven’t played 1830 before

it’s not yet too late to start. 18301s

- one of the few games actually better

than Diplomacy (particularly when
played by dipstersi). But hey, this
was supposed to be about the zeen,
wasn't it? DM

- This is the best zine available for

" the play of postal 1830. Dick knows

the game backwards and forwards

and seldom makes a mistake in his
game reports. Excellent and very

useflﬂmapsareprmdedforallthc-

‘'games, and there is an ente

letter columm which focuses mostly
on 1830 and other related games
(1829, 1835, etc.). The one pmblem

“with fast frax (and it’s & biggie) is

that its publishing schedule has
become pretty unreliable and, in fact,
the zine disappeared entirely for
‘about ten months before anew issue
recently Dick claims that
he’ll be more reliable from now on
-and I have no reason to doubt him. A

remm to the old three-week schedule |-

is probably too much to hope for,

but who knows? Openings in f? are at

a premium, so if a standby position
appears Or a new game is started,
you'll have to act quickly to grab it
bcforextsgone. _ ScC

Yep, Dick was hors de combat
for more than ten months. While
Scott says he has “no reason to
doubt” Dick when he claims he'll
be more reliable, I sure do! ‘

. One of my first zines in the hobby
was Dick’s Retaliation, a really super
zine for several years in the mid- 1o
late-1980s. Dick lost interest in
Diplomacy, and in Retaliation, and

' issues starting dribbling cut with
longer and longer intervals. By the.

end the zine was essenually in hiatus,
with Dick putting out an issue every
six months to a year.

Is ‘the same thing happening to
Jast trax? I think there’s a good bet
that there is. Before I'd recommend
buying the President’s Share of this
one, I'd say wait and see if Dicko can
really pull

On the other hand, since buying
into this thing is pretty rmuch as sim-
ple as sending Dick a card and say-

himself out of his slump. |

ing “stick me on the standby list,”
what have you got to lose? Certain-

ly not your money, since Dick dis-
tributes this thing for free. And prob-
ably not too much time, either, since
there are no new gamestarts Gf there

| were 1°d definitely warn readers

away from investing much time or
energy in such a flaky enterprise).
Dick is definitely “God-Emper-
or” of the 1830 sub—sub—hobby His
maps are used in virtually every zine
that runs 18xx; he plays in many of
the games t00. One of the few advan-
tages of playing in fast trax is that
you won't have to face the master..
Dick has always produced attrac-
tive, accessible zines, and his chat is
some of the most interesting in the

‘hobby. There's lots to like here; Dick
! mamedswpllbhshmorethanoncc

ayea.r GS

Foolhardy

Dougias Xent, 54 West cllorry ‘
St. #211, Rahway, NJ 07065
$1.00/issue; open page; laser -
masters/xerox printed; 20-25
pages; freq.: 4-6 times per year;
circ.: 60; first: Apr. 1992; last:
Oct. 1992 (#4) '

Runs: None.

Oponlnga None.
The forum for d1scussmg hobby

_issues, Foolhardy is dedicated to the

open discussion of any topic relating
wtthxplcmacyhobby Among the

lopics covered in the past three
issues: Bumout, The Lack of
New Zines, PDORA, Polis &
Awards, Ratings & Sconng Systems,

Tmbc&eahsn.ZmeRegtster Hobby
Custodians, Attracting New Blood,

The Age of Laser Printers, Novice
Zines, Organizing the Hobby ‘The
International Hobby, The New
Diplomacy Products forthcoming
from Avalon Hill, and lots more.

You'll find a dizzying array of hobby
notables in Foolhardy, including
Dipsters from many of the foreign

| Dip scenes. I try to stay out of the

way pretty much, and let the readers
discuss things amongst themselves,

although I throw my two cents in

here and there. I also do what I can 1o

'promote discussion, usually by send-

ing Courtesy Copies out 10 people
mentioned in -any issue. As Crazy
Markie says, “how fannish of you!”
If you are concerned about the future
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of this hobby, and would like to voice
your opinion on these or any other
topics relating to Diplomacy, write
me for a free sample issue. DK

A very good discussion zine, its
‘palatability was improved by the
name change. Topics cover every-
thing from GMing to bumout. A con-
tinuation of the Martins® House of
Lords, I find the discussions very
interesting and meaningfal. I hope
it continues and manages to last a
_ hit longer than HoL. DMcC
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- This is literally megadiplomacy:
- talk about the hobby. The same gang
-rules here as in Maniac’s Paradise
and Vertigo, and by that I mean the
geographical collection of Dip fans

that used to be called the East Coast

Clique. (Sorry, Garret, humans nat-
urally band into groups no matter
how much we wish they wouldn’t!)

~ There are some new voices—
Andy Lischett has written more in
the few issues of Foolhardy than
I’ve seen from him in all other zines
put together—but many of the same

_writers turn up here as in other letter
columns. I'd like to see some of the
people who play and don’t write
much get recruited for their ideas

-on Dipdom, zines, and cons, but that

would require an editor with time to
'do a lot of personal contact and Doug
is not that person. . PG

Foolhardy is a big letter column

and a good forum for discussing |

hobby issues. The zine is mostly
reader-driven, though Doug occa-
sionally will respond to letters, and

every issue he poses several new |

. topics for consideration. There was
some question as to whether or not
this would be a feud zine like Dick
Martin’s House of Lords, after which

~ Foolhardy is modeled, but it looks

like Doug is refraining from such

behavior. If you are interested in -

hobby politics, Foolhardy is one zine

you need to get. PR
Everything House of Lords should

have been and it comes without the |
feuding (for the most part) that

appeared in //OL. Where Diplormacy
World covers the hobby from a play-

-er's standpoint, concentrating on the

play-of the game isélf, Foolhardy
examines the hobby from the pub-
lisher’s side, concentrating on the
expansion and improvement of the
hobby and its zines. An eminently
worthwhile read for the hobby pub-

- I've only seen the most recent

| issue, #4 (aside from the first issue

which merely contained moldly let-

ters left over from HOL). On bal-.

ance I'd say that Doug has done a
better job than I ex
the level of fending down, although

this thing is hardly “fend-free.” In

particular Doug has published some
ridiculous letters from Mark Nelson

~concerning my- willingness to send

copies of ZR overseas. (Mark made
it sound like I was refusing to send.
ZR overseas because this would have
helped Iraq build the super gun,
despite the numerous advertisements
for ZR, printed here and abroad,
which gave a $4.00 price for overseas

- issues!) Unforumately Doug chose

not to publish my response to these

fabrications in Foolhardy #4,

although he has promised to publish
something in issue #5. ' o

Okay, s0 a lot of the letters relate
to big, important issues like *“the

fature of the hobby,” things like that. |

After reading through issue #4,
though, I find myself sympathizing

with ol’ H. Ross the Boss—a lot of.-

talk, but where’s the action? It's easy
encugh 1o criticize ZR and say that
Garret Schenck is single-handedly
destroying the hobby, or bitch about

other catastrophes that certain hobby -

personalities are cooking up, but
what the hell are you prepared to do
about it? Criticizing somebody else’s

efforts is what makes up the bulk of .

Foolhardy and-that’s unfortunate.’
This sort of stuff, even if it’s not out-
and-out feuding, is damn close 1o
being “proto-feud™ material. -

I don’t know what can be done
about this tendency, in this zine (orin
our hobby, generally), but-I am
pleased 10 see that Doug keeps as
low a profile (at least in the one issue
I've seen) as he does. This is a big

help, and with Juck he may be able to

pected in keeping |

resist having his zine sink to the same
depths as HOL. GS

Frueh's Folly

' Mark Frueh, 1128 Olympus Drive,

Naperville, IL 60840 _

Frueh (pronounced “Free”); digest;
xerox printed; 18-20 pages; freq.:
4 weeks {(normally, but delays of

as much as 45 days recently);

¢cire.: 60 (frozen, no more sub-
bersl); first: April 1991; last: Aug.

1992 (#17)

Runs: Diplomacy {1), 1830 (3),
Kremilin (1), Acquire (3), Titan (1)..
Openings: Planning to start an
1830 variant—"Coalflelds"—but
already have too many volunteers.

Been too damn lazy‘playii;g com-

puter Civilization to get the zine out.

A simple game zine which is fun

-when I get it out.on time. Big pro-

fessional exam next week, hunting
trip thereafter. If no zine delivered by
October 31, expect it around Novem-
ber 13th. - MF
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Hmmm. As I write this it is
November 26, and still no Frueh's
Folly. For whatever reason, FF has
stumbled. Right up until the August
issue, this had beén an exceedingly
prompt and regular zine, with a
tumaround of just a few days. Then
the August issue came out two weeks
later than “normal,” along with
appropriate apologies and explana-
tions, im:ludingoa new job and lack of
access to facilities and capabilities
like frueh (pronounced “free™) print-
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ing. [[Dec. Sth—still no FE.]]

Howaver, it sounds like the major
reason for the delay was Mark’s
“newfound addumon o Micropmse s
Civilization game.” This isn't the
devastated by that game (Canyon,
100, is reliably reported to have been
delayed due to numerous late-night
sessions with Civilization, although
in all the words I've read on the sub-
ject of zine folds, I've yet to see this
ific factor mentioned...). Per-
haps the hobby should sue Micro-

prose for GM/pubber theft or some-
‘thing!

At any rate, the zine is now at

least two monﬂ:gs late, and getting
. later by the day. Mark did return my
" info sheet, which I take as a good

gsign—it appears that at lcast he’s
trying to stay with it. I do expect
that Frueh'’s Folly will retomn soon,
though I doubt we'll ever again enjoy

‘Mark’s lightning fast tumaround.

With any luck issue #18 will show
before I go to print and I'll be able to

- come back here and update my info.

" When it appeared, FF was an

- attractive little digest zine that made i

full use of the digest page. Mark’s
bxggcst love was 18xx railroad
games, but he ran a bunch of others,

- 100, including Acqmre,, which seems
'to have & certain regional (i.e., Mid-
. western) appeal. There’s usually
- about a page of gab from Mark, and

some of the games feature press,
though not all. A good mix, all things
considered, though the emphasis is
definitely on the games (mo letter
col, for instance). .

Come on back, Mark! We'll miss

.you if you bag out on us now (espe
_cially since the 1830 sub sub—hobby

is so shaky)

The Gamer’s Zine
_ Eaxl E. Whiskeyman, Jr., 27 Mark -
St., Miiford, CT 06460 |

$11.00/12 issues; open page;
xerox printed; 10 pages; freq.:

monthly; circ.: 40; first: July 1981;

last: Nov. 1992 (#172)

Runs: En Gardel (1).

Openings: Diplomacy, Gunboat
(Anonymity), Machiaveili (all
games $3.00).

A warchouse zine whose one

-redeeming feature is an unexciting

timeliness, issue after issue. For over

10 years, continuous timely issues’

with barely a skip or delay. For the

- gamer who wants to play to a regu-

lar schedule. Trades and standbys.
welcome. Sample on request. EW

I'm all in favor of any zine that
runs ‘Machiavelli, and this zine is
one of the few with the guts totry it.
kuvetymgularmthauulylmpms-
sive longevity. I don't know of any
othm'mthathslxa]lthepu&cauon
dates for the upcoming year. Any-
way, it’s a very reliable zine with a
reasonable variety of games.: CH

The Gamer’'s Zine is a generally
xegular but lackluster, warchouse
zine. Some games experience delays.
New games take a really long time to
fill, and even then players drop out.

TGZuscdtohaveahnlepersonah- - Openings

ty; now it has none. If Earl hopes to
see his zine rebound, he will need to
make it more attractive for potential
subscribers. .

This is one of the more regular
zines in the hobby, and with some-
thing like 172 issues under his beh,

"one can safely assume that Earl

Whiskeyman will finish up anything
he starts, or see it safely to bed in
someothcrzme before he ever folds.
It’s not obsessively timely, how-
ever, given the rather small size of
the thing: my data show that average
tumaround time is 5 to 6 days. And
when Earl adds a week to the dead-
}ine interval in order to correct for the
“ratcheting™ caused by the poor fit of
weeks to months, he seems to “ab-
sorb” the extra week into his produc-

tion schedule, not that bad an idea for

overworked publishers.
The one game of Diplomacy that

'| had been running in these pages.

recently ended, and at this point 7GZ
is looking a little bare, with just the
En Garde! game being run by Car-

PR

olyn Boselli. Earl has opening for
three different games: regular Dip,
Gunboat, and Machiavelli, which
recently almost started but then a
number of players who had signed up
bagged out at the last minute, leaving -
Earl empty handed. Tknow he’s anx-
ious to get this one started, so.if
you relookmg fora Maaclnave]h start
in a zine that won’t let you down,
ever, give this one a try.

[Late note: TGZ #172 rolled in
right before layout time. Earl is still
looking for Machiavelli players;
here’s your chance. The En Garde!
game is looking interesting as one of -
the players has started to “publish”

' | letters in the “pewspaper,” insulting

the other players. Could be fun...but
only if you join in!] GS

Get Them Dots Now!

‘Lee A. Kendter, Jr.,

376A Willowbrook Drive,
Jeftersonville, PA 19403

$6. 00/10 issues (back issues:

.$.50/issue); open page; laser

masters/xerox. printing:' 8-10
pages; freq.: monthly; cire.: 35; -
first: Oct. 1988; last: Nov :!,992
(#50) ' '
Runs: Diplomacy (3), Gunboat (1),
Youngstown {1), Get Them Dots
Now (1).

ings: Diplomacy, Land Bndge
Il Dip ($5 00 refundable NMR
deposit for either). -

Prompt, well adjudicated games’.
Dotted here and there with humorous
and relevant cartoons. Each issue
algo includes the rules to same Diplo-
macy variant which makes for some

mteresung readmg JS
Cet Them Dots Nowlu_
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Get Them Dots Now! is a very
_ reliable and efficient warchouse zine

featuring Dip variants. Frequently.

Lee will reprint the rules for differ-
. ent variants, though these tend 1o
range from the simple to the silly
and obscure. The occasional comic
strip adds to the moderate level of
whimsy. I highly recommend this
superior warehouse zine. PR

This is a very rehablc, well-pro-
duced warehouse zine for the play of

‘Diplomacy. Lee spices up his publi-
“cation with a few cartoons and news-’

paper clippings, and he publishes a
" short Dip varant each issue, but this
is primarily a zine for people 1ooking
to play a good game of Diplomacy

without any of the extras that usual-

ly serve to slow a zine down. The
Land Bridge variant Lee is offenng

(available from him for a SASE)

looks like a good one. ScC

GTDN continues to be a swift and
reliable vehicle for playing Diplo-
macy and variants. Lee has main-
tained his “perfect score™ over the
past six months, and six issues have
been produced. right on time. Couple
this with a clean and accessible zine,
and you've got perfection. The one
thing that would improve Lee’s
games service would be maps, but

I'm willing to chalk this up to a per--

sonal foible on my part, as 1 generally
make my moves based on a map

rather than setting up the gameboard.
Still, it might be enough to tempt
me to look elsewhere iffwhen I retumn
to Diplomacy gaming and startup a
game or two in the coming year.
(Yes.ltsuue I haven’t started a
game of Regular sz since about
1987 or 1988, and it's lugh time I
did!)

There's press in some of the

games, but others seem to play-in-

silence. The Gunboat game has no
press, which must mean No-Press
Gunboat is yed here, since if
there’s anygaietlmtwﬂl draw press
like flies to you know-what, it’s Gun-

boat. What's a lirtle interesting, given
Lee’s focus on variants generally

Publidﬂm A Zine
Publishing is the final act of your hobby mvolve-

indicates that you're a prime candidate for pul

a zine at some paint—you are looking for that kinle bit
of extra something that will make this hobby yours, and
you a part of the hobby. For many hobby participams,
publishing a zine is the ultimate  expression of their
comnection to the hobby. For others, publishing is
‘seen as more fun than playing games (although aknost
all publishers also play games, and some play a lot of
games).

Consider this: there are almost 80 publishers rep-

resented in this issue of Zine Register, and they

lish over 100 s zines. Meanwhile the 1992
PDO Hobby Census included 777 hobbylsts Clearly

“While this might seem like too many publishers and
not enough players, remember that each publisher
probably runs something like 6 to 10 games. If each
game includes 6 player spots, and each player plays in
2 games per zine, that means the typical zine cah han-
dle something like 25 players. As most players play in
more than one zine (and some play in dozens!), that

understandable.
The hobby can use more players, but it can afways

come and go. Every issue of Zine Reg:ster has
- | announced the fold of several zines, but it has also
announced the startup of several new zines. The trick
is keepmgthemlmnnbercfmsgmwmg oratleast
constant.
If you are tb:nkmg of starting a zine, pursue your
dream! Publishing is not difficult. Ubiquitous com-
_.puters, laser printers, copy shops—-all have made
breaking into pubhshmg. at all levels, easier than
ever. And not every zine has to be apoll winner, or a
nine-day wonder. Ymrunemﬂbesucoessful:fyw
and your players feel it is successful. You don’t need
fancy fonts and laser printing to satisfy. players-—
many zines make do with technology that is decided-
" ly antiquated (though, sadly, we recently lost the Iast
zine published using “spirit-master” or “ditto” repro-

ment. The fact that you are reading Zine Regaszer-

.muchmtherbedmngsomeihmge]se like sleeping. If

the ratio of publishers to hobbyists is about 1 to 10..

‘effort that provides one of the main avenues for hobby
“makes the 1 to 10 ratio sound a little more realistic and |

use more zines. Zines come and go, just as players’}. effort from all the other “

- about expanding your involvemeit. If you don’t fol-
‘low this simple rule, you will quickly find that what

- miserable brain and demonizes you. In short, the

ductim—ihatmexhod of printing with purple ink that
encouraged little schoolchildren to becomnie glue snif-
fers, or worse, as adu]l:s) However, most new zines
today use xerox printing from some fonn of comput-
er generated masters.

As always, start small. While rewarding, publish-
ing is also a lot of hard work. By it’s nature Diplomacy
publishing is deadline driven. This means that a lot of
your work will take place late at night, when you'd

you’'re a dedicated publisher, and I think you should
start out at least striving for dedication, you will be
forced to spend weekends indoors, banging on your
keyboard instead of outside doing anything else. Yon
will require your players to get their orders in by 3 set
deadline. You owe it to them to try to get the zine back
to them on somethmg approachmg a timely and reg-
ular basis. ‘
Yourmnmlgoal shmldbcrmmmgtwoorthme
games to perfection. Find players from the zines that -
you receive, and from outside the hobby altogether (it's
through the efforts of startup pubhshers eager to
involve their friends and acquaintances in their new

growth). Don’t try to do it all in the first year of your
zine’s life. There’s plenty of time to win the poll

somewhere down the line.
" Byall means do to help differentiate your
one™ zines out there. Focus
on a letter column, or ron features on baking bread,
whatever. Remember, though, that these “extras™ will
cost you, in time and money (since they'll take up
space on your pages). Always make sure you’re com-
fortable with what you're doing before you think

had been a hobby, for you to enjoy in your spare
time, has become an awful ogre that like some kind of
putrid albatross of a mixed metaphor sits upon your

hobbyy will have become, horrors!, work. Don’t let that
happen. Believe me, I know from which I speak.

You’'re looking at somethmg that has been allowed to
become not much more than work for me, which is

,..5._.,‘.,,,._;.__\...‘,}( o

why I'm ditching it! GS
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' (Lee is the Miller Number Custodi-

an, and also runs the North American
Variant Bank), is the fact that he

- yuns regular Diplomacy at all, and as

many as all the variants put together!
Obviously Lee wants to keép his
hand in with the regular game, or
maybe he finds that regular games
are easier to fill.

" Lee generally sticks a cartoon oh
the front page of his zine (and inside,

_too). and these help provide some
' interest beyond the games. Still, the

point of this one is to play Diplo-

macy and variants, and Lee seems to .

bedomgasuperjobdmngjustthat!

GTDN is a real bargain, and if
you're looking for a good place to
play, I say give this one a shot. GS

|G00000I.I.I.I.LI.LI.I.!

Don Del Grande,

142 Elisec Dtl\m

Greenbrae, CA 94904—:!.389 ‘
$8.00/year (free for staridby play-
ers); open page; xerox printed; 8

_pages; freq.: 5 weeks; circ.: 25; |
first: Jan. 1992; last Oct. 1992

(#5)
Runs: United (one league of 24

teams).

Openings: United (standbys only).

-This 13_!_;he contmnanon of Jim
Goode’s Disease City league. There

will be no new teams admitted this
season, but players are want-

-ed. This is “just United,” unlike my |-
other zine (see Lemon Curry). DDG
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" This is the newest United zine out
there and it's off to a good start even
though Don has not published his
first game results yet. ;GOL! takes

over Jim Goode’s old Disease City

league which had been the most pop-
ular of the United leagues. Don has
made a few changes to Jim's rales for
the current season and more will be
forthcoming as he switches over next
season to his own rules. The DC
niles were probably the most com-
plicated of all the American leagues,
while Don’s own rules are much sim-
plerandmoremhnemhwhaxyou
might call the " Uniled rules.
Daon’s setdoeshaveafewmtu'esnng
twists which serve to set it apan from
other leagues using simple rules. If
Don does as good a job with ;GOL!
as he’s done over the years with
Lemon Curry, this could be the new
hotbed of the United hobby. © Sc¢C

Gettmng started slowly in the Unit-
ed hobby, ,'GOZJ:: a promising zine.
However, since Don is taking over
James Goode’s league from the fold-
ed Disease City he also has quite a bit
to live up to. My money’s on ;GOL!

to become one of United” sbestloved'

zines of all time. KB
As Scott and Kevin havenoted,
this onesta]ﬂngnssweetumeto
get going. Still, it’s probably better to
get everything ready, and 1o make
sure everybody’s on board, before
plunging ahead. From the look of

- issue #5, seven of the teams have

been takqn- over by standbys. Pre-
sumably we’ve spent the last three or
four issues hashing out house rules
(each United league has a unique set
of house rul@s.'and these differ from
zine to zine far more than do honse
rules in Diplomacy).

However, all the pre-season work
seems o have been cleared up, and

| we’re ready to gol Issue #5 an-

nounces that “Session “A" Deadline
is Friday, November 27", time to go
out there and kick some balll. Or
something like that. - :
Physically ;GOL! is nicely put
together, laser printed, with a lot of
different display typefaces. It looks

| like Don will be providing his play-

ers with a ot of tabular information,
which should make the game easy to
play here.

'Ilnsxsatngleague ag far as Unit-
ed zines go, with fully 24 teams con-
tending for the ultimate honors of
the Maxwell Cup. My guess is that
Don will need a few more standbys
in order to finish up the season, so if
you're interested in this United Soc-
cer business, drop him a lin€ and tell
him you’ll standby. You'll get the
zine for free and be firstin line fora

permanent spot next seasonl  GS

Dipdome and beyond.

John Boardman,
234 East 19th Stroot
Brookiyn, NY 1:!.226—5302

Sub is included in game fee,
$10.00/9 issues for nbnplayers,
back issues as available for
$3.00/10 issues; open page;
mimeo printed/covers occasion-.
ally xerox printed; 12 pages; freq.:
4 weeks; circ.: 70; first: May
1963; last: Oct. 1992 {(#610)
Runs: Diplomacy (7).

Openings: Diplomacy ($30 00, .
includes sub as long as the game
lasts; countries assigned by pref-
erence lists).

In the near future same ismes may be
otocopied. X - JB
- Issue #610 contained OPERA-
TION AGITATION #1763. This is
the huthplace of Postal Diplomacy,
and this is a publication that has
remained unchanged in format and
attitude for j Jjust shont of thu-ty years.
I 1oved his irreverence in the 1960s
and I love it today.
John holds the opamonthanfnm

| not DIAS it is not Diplomacy. From

a legal (rulebook) standpoint he is
right. From a practical standpoint I
am unequivocally undecided. I have
seen what seems to me to be silly
quick terminations of play, and I
have in my career been

‘| in a termxination that I voted for think-

ihg another player had to vote against
it. The games I run will be DIAS

until I decide for sure. But I look at

1986AM in Graustark with one orig-
inal and two replacement players
completing 1933, and one of the
replacements begging to let death
come, and I wonder how much “fun”

 this might be. I wouldn’t substitute

my judgement for that of the play-
ers’. If that is their idea of a good
time, then have at it. Siill, T have to .
feel a certain compassion for the
“honorable” player who will play
out theposmonm spite of the fact
thiat he or she is “sick to death” of it.
The “Ministry of Miscellany”
fillers in Graustark lead us all 0;’3%
What Buz didn’t tell you is that
“OPERATION AGITATION" AL
Great Intetvals This Appears To
Inflame Optic Nerves”™) is a little

 thing that appears somewhere in

every issue of each of John’s publi-
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.- cations. The number #1763 tells us
- that this is the one-thousand-seven-
hundred-and-sixty-eighth scparate
John Boardman publication in his-
tory! The man, as I've said before
(but it bears repeating) is a publish-

" ing machinel He also publishes
Empire, which appears in these
pages, as well as Dagon and Anakre-
on, zines for APA-Q and APA-Filk,
respectively (so-called “apa”™s are
letters of comment zines that seem to
mostly infect the sclenoe fiction fan

oommumty)

(The last'two are not listed in ZR
as they aren’t really connected to the
postal hobby, but I have no doubt
that John would send you samples of
elﬂxerlfyoubnbedhimwzﬂ!some
stamps. Dagon, in pamcular, has’
more of John Boardman’s writing
than either Graustark or Empire, s¢
if you like those zines, check out
Dagon.)

" Graustarkis a i mimde'
.nodoubt about i1. As youaimmtcer-
tainly know, the posml Diplomacy
hobby was smted in this zine, and 1t

continues to thrive and prosper here
in superbly played games. Very few .

publishers combine John’s regulari-
ty (um, that’s 610 issues, okay?) and
timeliness (turnaround is usually
three or four days); considering the
number of games running here, and
the chat that John produces, and the
length of time without any significant
‘lapse, I am completely and utterly
in awe. It doesn’t surprise me that
Larry Peery reports that his Archives
include eight feet worth of Graus-
tark. (Just be glad you also don’t
have the 11 or 12 hundred other
Boardman pubs, Larry!)
- John’s definitely of the old school
when it comes to publishing, and all
his zines are printed on mimeo

machines (of various age and quali-
ty—1 think I remember John saying,

in one of his pubs, that he and his

wife have four different mimeo
machines in various stages of repair

~avound the house!) The mimeo soxme-

times leaves the zine on the messy
side, with blotches of ink here and
there, but let’s just call it character,.
shall we? One problem with the
mimeo production is that it takes
nmetopnm(anddry)each sheet, so

.much of the work gets done ahead of
j deadline. Jobn adjudicates each game

as soon as he has orders in from all
the players. This means that late
order changes, and consequent
changes in the adjudication, are
sometimes not reflected in the game
report, but can appear elsewhere in
the zine. The sman Graustark play-

_er reads the whole zine, carefully.

As John Boardman is one of the
truly gifted writers in the hobby, this
is rarely a hardship. His always polit-
ical writing is the main reason why I
mjoytlns zine as much as 1 do. I
don’t always agree with John, but
there is absolutely no one in this

‘hobby who’s better able to

expose
the lies and absurdities of official
government anda, He’s leans
farto theleftinhispd.iﬁcs. but fun-
damentally he’s an anarchist and

hates govemments, and especially
.the organized and vnlawful govem-

mental violence known as “war,”
with a passion rarely seen in this
hobby, or any other pursuit.

When I joined the hobby in 1986
Ron Reagan had just bombed Libya,

‘bravely killing Khaddafi’s step-

dauvghter, and many others. While

more than a few of the sample zines

I received at that time were crow-
ing over this murderous exercise in
gunboat diplomacy, John was one

- of very few who called this for what _

it was—ufter barbarism. I might have
tumed tail and fled from this hobby
that had the distinct look of being a
bunch of war-lovers. But John's pubs

convinced me th_ai one could “love
wargames, but hate war,” and I stuck
around. Thanks, John. -GS

Tho l-lome Ofﬁee

.Fred G. Hyatt, 60 Grand\r!ew

Piace, Montclalr, N5 07043
$9.00/12 issues; open page;
xerox printedi; 10-16 pages; freq.:

4 weeks; circ.: 57 {?); first: Mar. B

1986; last: Nov. 1992 (#73)
Runs: Diplomacy (3}, African Dip

(1), Eurasian Dip (1), 14998 Dip

(1), Youngstown IV (1), Coionia
vii (2), Gunboat Colonia VIl (1).

Landbridge ili Dip (1).

Openings: Diplomacy, “Weiss Vari- -

ant” (“Zero Sum”-style?) Diplo-
macy {no game fees for either)

One of the best warehouse zines

apround. Ifyouhkegames.dnsxsthe .

place to play. There are a wide vari-

ety from the five player 1499 1o the
large Colonia and Youngstown
games. It even runs Dip for you tra-
ditional idiots.

The home of my favorite variant,
Colonia VIL Fred runs a lot of games

' and runs them as good as anyone

could, I believe. He's my favorite
GM. THO always begins with a mini
bio of some historical military figure.
The history lesson alone is worth the

1 effort. Sometimes there are letters, -

but not often. Whmthmam.they TS
interesting to read. . IS
Fred Hyatt seems to have acquired

a new toy recently and the look of .

THO has had a sharper look for sev-
eral issues. It was an excellent ware-

house when I first saw it (albeit with

a military man “mini-bio” to lead
off and one-liners interspersed: “A

DPMcC
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govemnment that robs Peter to pay

"Paul can always depend on the sup-

port of Paul.”). But more recent
issues have included cartoons, guest
written features, and some qmck
rmusing by Fred. .

‘Games are still the item in THO,
with Diplomacy and Colonia being
the games of chaice. I haven’t played
here yet, but probably I will soon. A
word of caution, however; Fred uses
NVR = YES so you have to pay
attention. BE

The Home Oﬁice is a very reliable
warehouse zine g in-vari-
ants. Fred Hyatt is a great GM.
Amusing quotes are interjected
throughout each issue. Of course 1

-. “ think THO could use more person-
.ality, but Fred’s subscribers seem to

be quite content with what they

. receive. I highly recommend it. PR’

Fred Hyan actually admowledged
this miserable insect’s existence this

~ ume around, and sent me the most
!ecmtcopyofIHO I'm glad he did,

a8 otherwise the picture would have
been of an issue T had available from
July 1991, when it locked, well, sim-
ilar but shghtly different. ==
There are a tremendous variety
of games being played here, and this
is one of the few places you can find
“monster variants” like Youngstown

- or Colonia (Pred’s own design,

where players siart with the amount
of units that generally signifies a win
in regular Dip—so no matter how

pathetic your play you can hiave your |

jollies running around with huge
armies and fleets, at least until the

- pros who play here crush you like a

linle maggot).
Fred inspires tremendous loyal-
ty, and this with few of the modem

“tools of the publisher’s trade”—he.

uses a typewriter to put his pages
together, and no maps are provided
(admittedly, maps would probably
be tricky for the “monsters™). How-

© ever, he xeroxes the thing rather than

use mimeo Or spirit masters—some

. compromises have to be made, I
 guess...

For non-players (not very many of
those, is my bet) interest is provided
by Fred’s trademark mini-bios on
various military figures (all the ones
T’ve seen have been of Americans,
but this might have been a coingci-
dence). . Iwonder, though, what Fred
is lea\nng out of these. The man pro-
filed in #73 was Gen'l. Anthony
McAuliffe, a man who may very
well be more familiar to us

- Stven

wargamers than virtually any other
American general of WWILI, even
though realisticaily he was small
potatoes. Those of us who grew up
on a steady diet of the AH “classics™
know full well the story of “Nutsi”
So how come McAuliffe’s con-
nection with Avalon Hill was
ignored? After all he was, I'm sure
you'll all remember, on the all-
important “Advisory Panel” that
“ensured™ the historical accuracy of
Avalon Hill's wargames, along with
(let's see if I can remember) some
Marine guy (L.t. Col. Dickson—7)
and the “hero of Midway,” Rear
Adm. McClusky. (I think he may

have died recently, I believe I read an -

obit on him in the N.Y. Times some-
time in the last couple of months).

Not a mention of this in Fred’s
bio, although we do find out that
McaAuliffe served for a time as “per-
meanent major general in command of
the Chemical Corp.” and when he
retired, seven years later, he wound
up as “vice-president of the Ameri-
can Cyanimid Company.” The old
rev?lvmg door at work, I‘m glad to
see

Seriously, the mini-bios are pret-
ty dry, but are of some interest,

though I'm unwilling to suggest, as |

John Schultz does, that they alone
are worth the price of the zine.
Unless you want to play here, you
probably should ook eisewhere. .
But, if you are looking for a game,
especially hard-to-find variants, run
by a GM that inspires fervent dedi-
cation from his players, you need

look no furd:ter.' You'rehere.  GS

Hoodwink

Drive, Atlanta, GA 30324
$.70/issue; open page; laser
masters/xerox printed; 12-14

pages; freq.: 4-5 weeks; circ.:
45; first: Sep. 1990; last: Oct.

1 1992 (#26)
Runs: Diplomacy (5), Gunboat with |

Press {3).

Openings: Diplomacy ($5.00), No-
Press Gunboat ($5.00), Diplo-
matic Chess ($1.00),- Scatter-
gories (free).

“A Dip Zine fo_r Purists,”™ our proud
motto. As a Diplomacy player
myself, I have designed Hoodwink to

be the kind of zine I would like to-

1939 Windemere |.|

play in. The comment I usua]ly get
from new readers at first glance is,
“Hey, nice. maps!” I do publish nice
maps, but that’s only the beginning.
Hoodwink’s game reporting is lacid,
pioneering the popular and remark-
ably sensible double-underlining
style for units dislodged or annihi-

.lated. I have one of the best records

in the hobby for avoiding GM error
in adjudications. 1 keep GM inter-
vention in the game press down to a
minimum, leaving the players them-

| .selves to make Hoodwink's press

possibly the most extensive and smost
pernmttothegwnamthehobby

1 keep very strict deadlines, and actu-
ally publish immediately after each
deadline, so there’s none of that rush-
ing to get orders in at the last minute
and then waiting around for weeks to
see what that some
other zines; as a result of this depend-
ability, Hoodwink has one of the low-

est NMR occurfence rates you'll ever

see. Players are pemmitted to play in
more than one game at a time, a con-
dition which not only gives you a.
chance to keep your interest going in
the zine if one of the games you're
playmgmmmsouttobead;saster _
but also considerably i improves that
“cost to play an aveérage game” cal-
culation which is so important 10 the
budget-minded Dipster. At the same
time, I take care to see that the same

- players aren’t facing each other over

and over; a steady trickle of new-. -
comers to the zine helps make this

s,
::z‘“.
§ BT eruemmpes

-vr“' Yy -~ *9 XK T 1 3

Theaigomg “Scattergories™ chal-
lenge has tumed out to be a popular

| feature, and I'm also looking for
-more people to try out my idea of

“Diplomatic Chess,” where oppo--
nents over the chessboard. simulta-
neously order two pieces each. But
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the main thing in Hoodwink will
always be the excellent Diplomacy
being played, and I gratefully tip my
hat to the players themselves for
making that happen. SC

I believe immaculate would best
describe this effort. It's go000 neat,
Stven runs a good game and they
‘tend to include a lot of press, which

is a point I like, personally Besides !

the games Stven writes a little one-
page thing about music each issue,
and a little ditty called Scattergories,
which just happens to have me
hooked trying to win just one stink-
ing time. Everyone participates and
- it"s a lot of fun. Checkitout. JS
Stven is to be commended for
publishing a first class product. It is
- an attractive zine, the players are
-good,thepressm ‘good, the maps
are good, there’s even some chat and
- extra-game stuff (including an occa-
sional reprint of Stven’s apa one-
‘pager “Yer Blues™).

I am thinking about starting up a

- game or two of Regular Diplomacy
sometime in the coming year (I've
gotta figure out a waytospendmy
copious amounts of free time, now
. that I'm ditching this beastl). Hood-
- winkhits onabmnmofe:gh:cyhn«
ders, for me, but not quite enough to
“draw my gamefee.
For one thing, despite Stven’s
about his “double-underdin-
ing” for dislodged umits, which adds
nothing to the information which any
- good GM provides, he leaves out
cracial information which shouyld be
provided as he refuses to explicitly
tell players whether they can build
units .or must disband. In this Stven

. is probably unique in the hobby-—

everybody else makes this vital infor-
mation part of the Fall tum game
report, but the “purist” inexplicably
declines. Since he, like any good
‘GM, must figure this out for himseilf
(clse run the risk of allowing illegal
builds or d:sbmds). I have no idea
why he won’t shmhsmformauon
with the players.
Stven also recently mtroduced

without discussion or okay from the

players, a house rule modification

which allows him, the GM, to decide
which units to remove “on a thumb-
nail tactical basis’ (whatever that
‘means) when a country in CD must

disband. For a “purist” zine thisis a’

peculiar rule, given that the rulebook

_provides a perfectly serviceable rule |

for just this eventuality. In our small
hobby, where you can- easily find

yourself lying to and stabbing your
GM in another zine, I don’t think
GMs shcnﬂdbeallowedthls sort of
latitude.

Stven ‘also won® toall_standbys:f

_.an_NMRingcountr)'ronlyhas one or

two centers (or units, which, if the

NMR is coupled with a tum when the

power had to make several retreats,
could potentielly lead to a 3- or 4-
center power not getting a standby
call). It’s his zine, of course, and he
can do what he wants; but I don’t
have to play here,-either. Make stand-
bys workfortheirfreeissnesl. i
Stven also is adamant about his
NVR = YES house rule (though he
coyly refers to it as NVR = NO),
and even refuses to accept “NVR

insurance votes” for the next tam. 1
assume he’ll accept NMR insurance’
moves for the following turn, why |

not votes? He's a]ready had at least

one game end “before its time” with
this unfortunate, ngldly-enforced,
- house rule.

I know this review is coming off
pretty negatively. Obviously I have
some problems with Stven as a GM.
That should not obscure the fact that

this és a top zine. It just has a few

problems, in my opinion, which
Stven refuses to take note of, or fix.
Aside from those problems, which
may well not be problems for you
(and certainly Stven has a legion of
satisfied players), his tumaround time
is impeccable, his regularity is almost

unmatched, the zine is one of the

prettiest in the hobby, and in many
ways it is one of the better zines
going. At just 70¢ per issue, it’s a
preity good deal, 100. -

* 'But it’s just not for me. GS

Kathf’s Korner

Kathy Caruso, 636 Astor Street,
Nomistown, PA 19401 -

$1.00/issue; digest, reduced

xerox printed; 12 pages; freq.: 4 |

weeks; circ.: don't know; first:

‘Jan. 1979:; last: June. 1992

(#181)
Runs: Dlplomacy
Openings: None.

This is just a warehouse. Winding
down the games. No new subbers,
please ~ JC for KC

1 guess everyone already knows
she’s running down to a fold. Al
the heartbreak was expressed in the

last ZR. But she still sends out the
games she's running, so T had to take
the opportunity to express how
impressed I am with Kathy’s out-
spoken, refreshing humor. You peo-
ple that are never going to get a
chance to experience XX really

missed something. JS

”.-":_ " P . —mm

--‘_-“
@— Wap e Mery Homgh, .. W
u:'-.. m—u-.-—n—..--

ﬁ-‘a’:’n v dorr ‘mlle wdl ( wees bouniny

l=-‘-=t -"='=T£-—,——- b > sweel dpseweer ser
PO . o .

m

This reviewer is a sort of Walter

Mitty of Dipdome. I’m not very

-exciting in person—I am a CPA,
after all—but I create lots of “inter-

esting” alter egos. “Gladys” in XK is
my favorite. She lives to slam dunk

the hostess Kwitch or any massive -

ego that wants o cross swords. Kathy
labels it silliness, which it is, of
course, but the creative abuse that
sets KX apart is an art form that

reqmrescatefulattennmasdoesany"

other creation.

Kathy has announced that her

Korner is running down to a fold,

‘and although predicting the fature

actions of Kathy Carusois never the
most rewarding pastime, I think that,

 notwithstanding the pmtestauons of
the KX legions, the end is near. X
- This review is to pay tribute toa

very special chapter in the history
postal Diplomacy. Kathy's Korner

_was the best of a genre of hobby

zines that were produced in the

1 1980’s. Zany, outrageous, and

absurd, these zines emphasized the
concept that gaming was for fun.
Kathy's Korner has been the longest
running of these high-energy zines.
The timeliness and the gamesmas-
tering has been excellent. Kathy has
consxste.ntly given a 110 percent
effort in order to make Kathy's
Korner a fun place to play. BE

. n«dﬁ--m-ﬁm"&
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‘has continued to put

" 'Thaven’t seen this zine since June,
- which was one of the first or second
- “gosgipy silliness-free™ KKs. So I

don’t have any hard data that Kathy
her normal schedule. John Caruso,

Kathy’s husband, who filled out the |

Pubber Info Sheet, changed the fre-
quency from five weeks to four, so 1

‘suspect that, if anything, she’s

increased the tempo a little.
Considering that the hardest time

| in the lifecycle of any zine must be
the period between deciding to fold

and actually sending out the last

~_~game report for the final game, this,
if true, is a good sign. Of course

Kathy® smanyloyalfznsandtoadlgs

~'would expect no less of her.

Kathy is not looking for new sub-
bers, so I guess she has enough

potential standbys on board to cover
. any eventualities. {On the other hand,
~ since she's selling her 12-digest-page
. thingie fer a buck, she could make a

tidy little profit if she was willing to
expand the sub basel) -
I don’t know how much longer

. KK has to go. Back in June there

were at least three games still in

1901--02; even at four weeks per tmm
these games could stretch this zine's

hfespanto 1994(andaprobable sec-

- ond “century”—i.e., issue #200).
* Likely we will have KK to kick
~around for at least another couple of
- issues of ZR. So save your laments,
ladies and gents, there’s still life in-
GS-

this one.

Kempelen's Turk

'~ Brent Farha, 3980 E. Central,

#2, Wichita, KS 67208" ,
Three stamps or one dollar; open
page; xerox printed; 10 pages;

- freq.: 6-8 weeks; circ.: 12; first:
“1 can’t recall (believe it was Jan.-

1989)"; last: Oct. 1992 (#15)
Runs: Gunboat Diplomacy (2),

- Dune imperialism variant {1).
- Openings: None. -

CAs it happened my Russian Front
: Dlplomacy variant iamed out to be

“okay.” Not good, not bad,
but...“okay.” Being one who open-
ly admits to my errors, I decided that

" there are enough "okay" things to

do already, and that one’s hobbies

- should include “great” things to do. -
‘So I talked to all parties involved
.and gave Russian Front Diplomacy

this thing out on

the boot. My new Dune Imperialism
variant may go over like a turd in a
punchbowl, but at least I have the
advantage here in that most players
are already familiar with the original

Since the last Zine‘Regl'ster, T've
dropped the book reviews segment

from Kempelen's Turk. I"ve added an
- article called “The Straight §

which is a how-to column for the

on-the-cheap (“How to buy a bike,”
“How to buy a Nintendo,” etc.). I've
also brought back “The Shit List”

by popular demand (formenly entitled

“Blind Boners,” or *Movies-]-
haven’t-seen-but-know-to-be-
stinkers-because-I’'m-a-scriptwriter-
and-I-read-the-trades™). I may add
one more Nintendo game review (I
now do two) each issue. .
- The main reason I publish is to
keep in touch with some high school

cronies, or to swap with (or sell out-

right) to other people or publishers.
I consider Kempelen’s Turk to be
the Playboy of the Dip rag markez;
it's very unpolitical and yet infor-
mational in a hedonistic sense. BF

A “mrd in a punchbowl"? My,

~ what a graphic image! Would that be

extreme close up or moderatc long

shot I wonder..
- Kempelen’s Turk is one of the’

stranger zines in this hobby, and is
somewhat removed from the main-
stream. Since most of the games are
Gunboat, it’s hard to know who’s
playing here, but the names you do
rnun across are not to be found, for the
most part, in other zines.

.Brent has a nice sense of humor,
and if you’'re interested in the stuff
that interests him (primarily movies
and, especially, Nintendo video
games) you’ll like this zine. The last

issue included rules and map for the

Dune game, which is a vanant of
Imperialism, which is a variant of ...I .
dontknow what. Looks to be on

the gide, but if you loved

the novel(s), you might like the

game. Although Brent claimed no
gs on his info sheet, in issue
#15 he was inviting his players to
join the game on a first-come, first-
served basis. Maybe he doesn’t want
“outsiders” in the games? If you
think you might be interested in the
Dune thing, drop him a line and let
him know you want in, and maybe

-he'll send you the rules.

At any rate, it might be worth see-
mg:fyoucangetasampleofthxs '
one. It's not-the fastest zine around,
indeed, it is one of the slowest out
there: Brent has put out gix issues in
sixteen-months. And it ain’t the pres-
tiest one going, either. But it still

‘might be worth checking out if you

are interested in seeing the wide vari-

ety that makes up this hobby. GS

Lemon Curry

Don Del Grande,

142 Ellseo Drive,

Greenbrae, CA 94904-1339

$.65/issue; $1.00 if longer than
24 pages; digest; xerox printed;

20 pages; freq.: 5 weeks; cifc.:
33; first: June 1980; last: Oct.
1992 (#127)..

Runs: Diplomacy (3), Kingmaker

(1),.1830 (1), Trivial Pursuit (1). .
Openings: Kremilin, Trivial Pursuit
(no game Tees). :

Subscribers to Lermon Cwrrynot only
get a variety of games, hobby news,
miscellanecus ramblings, the
Warz saga (may THE BOURSE be
with you), and Intemational Diplo-
macy Toumament Ratings, but a free -
Holy Grail or unreasonable facsim- -
ile thereof (limited time only—
OOOPS, time’s up). .. DDG
Lemon Curry is a dependsable and
funny zine. It’s a quick xeadxfyou re

‘not playing in one of the various

games, but Don has a standard recipe
of news and satire in each 1ssue.
Nothing wrong with a recipe, we’re
all still eating d:;ocolate-diqi cookies
aren’t we? PG
Lemon Curryis evidence of Don’s .
wry sense of humor. His epmsodlc
hobby satire is very funny, but it’s
directed toward a relatively small
group of well-known hobbymts so
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some subscribers might not get some

- of the jokes. LC is a friendly, playful

zine which happens to run some
games. I encourage you to join the
fun. - PR

L. {100} Tt Kalvia, 47, Best Riusia, enly wis

Well done, nice looking, reliable,
furny, enjoyable, etc. LC isn’t a spec-
tacular zine, but then if it were spec-

" tacular, it probably would have dis-

appeared long ago with all the other
spectacular zines which have been
published over the years. One of the
attractions here is an ongoing game
of Trivial Pursuit—the only one in
the hobby as far as T know. ScC

Don Del Grande is a pretty good

" writer; I wish he would write more

than he does. If he went to a smaller

. typeface he could. Everything that

Don writes is not brilliant, but on

" the whole he can be a pretty enter-
_ taining satirist. I think even he would

admit that he is a better writer than he
is a GM. Don runs a large number of

different games; in fact more differ- |
_together digest zine that for the most

ent games are run here than in all of
the Canadian zines combined! A

major part of Lemon Curry is the
I - onal Di

nal Diplomacy Toumament

" Ratings. This isn’t a big thing in

North America (prophet without

honor in his own country), but for:

anyone interested in the Internation-
al side of Diplomacy it is an impor-
tant introduction to the best players
around the world. What comes
through most is just how much Don
enjoys producing his zine. BMcK

I recently landed here when a

Retaliation orphan was rehoused in

LC. I think I understand, now,
Brent's commment above about Don
being a better writer than GM. Don

- “Priority

has made a few errors in adjudica-
tion, and in my opinion he has
flubbed some more general GM
issues. For one thing he changed the

name of the orphan game when he
‘| took it over, from HENWAY to

DAMN YANKEES. My subsequent
NMR in a following tum was pre-
dictable—I get a lot of zines and
generally look through them right
away, but was not yet in the habit of

playing in this zine. I might have .

noticed HENWAY, but DAMN
YANKEES meant absohitely zilch to
me. I strongly suggest that those pub-
lishers who take over orphan games
hold onto the original game name!
(For some reason Don has some-
thing of a “fetish” for name changes,

as Lemon Curry is at least the third

name for the zine—and that in just
the past several yearsl) '
Don recently NMR’ed the large
Austrian player in DAMN YAN-
KEES, although the player had tried

to get their orders in on time by’

spending $2.90 on a “Priority Mail”
letter. Don almost gleefully informed
the player he was out of Iuck, since

than it “should have™ and arrived 24

hours after the deadline. Okay, fine |

and good, those are Don’s house

rales, but it still seemed like a crap-
-py thing to do. Especially consider-

mg that the game report was incorrect
in the zine and Don included a flyer
with our game on it, which is where
he noted the Austrian orders had
arrived late. You got the fershlug-
giner orders—use them!

But what the heck, if that’s the

.way Don wants to do things, that’s -

the way he does them, and whoam I

to argue? I don’t have to play here,

after all. .
Lemon Curry is a nicely put

part is built around the digest page.
Unlike many digest zines, there’s a
fair amount of white space, and the
type size is pretty large. As Pete
notes above, this makes for a quick
read, but given that Don turned his
first “century” a few years back,
brevity may be the soul of longevity.

My guess is that subscribers and
players here won’t have to worry
about a fold. Don seems happy with
what he’s doing, and since the last ZR
Don has kept on pumping out issues
at his accustomed 5-weekly pace,
and if anything turnaround has got-
ten slightly better. No Dip games are
currently offered, but I'Hl bet we’ll

Mail” took a day longer

yet, but who knows. -

sec some openings pretty soon.

There’s some variety of games here,
but due to the smallish size of the
zine, not as many different kinds as

‘in other “variety-pak” zines like

Perelandra or Dipadeedoodah!
At 65 cents per and no game fees,
this is a prety cheap zine.... GS

Loco Motives

' Dan Huffman, 311 Mallard Court,
Charles Town, WV 25414-9469

Free; open page; laser/paint jet
masters/xerox printed; 12 pages;

freq.: monthly; circ.: 48; first: Nov.

1991; last: July 1992 (#8)
Runs: 1830 (3), 1835 (1)
Openings: Don’t know. - -

Loco Motives might be in trouble. I
had a trade with Dan, but I haven't
seen LM since June. Dan seemed to
be doing a very good job running
his choo-choo games, so I find this
mysterious lapse to be quite surpris-
ing. . PR
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This zine is very similar to fast
trax in that it rans only 1830 and
related games and has a letter column
devoted to the same topic. Loco
Motives is a cut below fast trax in
terms of physical appearance,
GMing, and entertainment value, but
it is probably unfair to compare Dan
to an experienced GM like Dick
Martin. Loco Motives gets the job
done, which-is all you can ask for.
Unfortunately, Loco Motives has
recently begun to resemble fasi frax
in one more very disturbing way—it
has become very unreliable and the
latest issue is several weeks late. 1
wouldn’t be worried about a fold
ScC
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_Acmally, the most recent issue
~ was postmarked July 11th, but bore
the same June 5th date as issue #7.

_Still, that means almost five months

~ have elapsed since the last issue, and

those who are trying to remain

unconcemed about this zine folding
: should be a little concemed.
Dick Martin mentions in the Novem-
- ber fast trax that Dan is “stalled at the

-moment,” but hopes that the pause
won't be as drastic as the ten month
hiatus that fast frax wasme]femm'g
ing from.

I’m not sure if Soott has seen‘

another issue since the July issue,
" i.e., one that neither I nor Phil
received: he wrote his review in mid-
November yet for him the latest issue
is only “several weeks late.” The
July issue had an August 1st dead-
line, so if that’s the last one it’s real-
1y more like several month’s late.
Who knows? At any rate, if we are

- . looking at & fold (and zines that don’t’

ite make it to ten issues and then
disappear for three or four months

generally tum out to be folds, even if |

the pubber struggles back for anoth-
er issue or three) it’s too bad as Dan
- was filling an on again/off again
niche.
- I'dheahn]ewaryaboutsen&ng
. this-guy any money unti...SMACK

- “Wake up, Schenck!™...oh, right,
this thing’s free and game’ s are free.
‘What the heck, write Dan, ask for a
sample, and see if you can discover

what's happening. If you find out, be

suretoteJlPete. GS

Maolstrom

Buz Eddy, 7500 212th St. s W,
- #2085, Edmonds, WA 98020
Free; open _page, xerox printed;
1-4 pages; freq.: b weeks; circ.:
don’t know; first: July 1991 last

" Oct. 1992 (#9)

" Runs: Invitational Prize Diplomacy
- (1)

‘Openings: Invitatuonal Dlplomacy '

(free?).

Maelstrom mrted with a vision of
trying to duplicate Walt Buchanan’s

- Hoosier Archives, but the interest in

_ true archive services is not great. Jim -
Meinel was able to demonstrate that .
most of the hobby history is recov-

. erable with his Encyclopedia pro-
Ject and his sales mdacate no great
~ interest.

Maelstrom continues to do what

"John Caruso labels “dabbles in
archives.” )
something from the past. Maelstrom:

Every issue picks up

also serves as a vehicle to support a
ratings project that began in 1967.
Maelstrom Ratings have every game

result that has a Boardman Number

that was A) reported, B) not declared
irregular (although I did rate a few
when I with the BNC rul-
ing), and C) wasn’t PBEM. :
Maelstrom has one invitational
prize game going and will probably
to start one or two more. The
idea is to provide a place to plsy
where one is guaranteed six oppo-
nents that take the game seriously.
Archives, ratings, and invitation-
al games—exploring the areas that I
think might be helpful in populariz-

ing Diplomacy. Maelstrom is, and

will remain, a postal D:plomacy zine,
but I hope to take what is leamed
there and help construct a support
system for a larger local club and
tourriament hobby

Buz began by trying to feed his

1 archive bug and has moved to feed-

ing his ratings bug. We nwd_ some-
body to care about who's a good
player and who’s not, so Maelstrom
is a welcome vehicle.

gling to find an identity. At one time

‘Buz had toyed with the idea of .
1 becoming Hobby Archivist, and he

collected and accessed a lot of old
zines. One Maelstrom issue featred
an unintentionally hilarious episode
with Bruce Linsey contesting a game.
Now Buz appears to be focusing on
a rating system for all players the
hobby has seen. This last venture
sounds i mten.-.stmg to me, but I won-
der how long it can carry the zine.

Perhaps Buz should return to reprint-

BE | Buz has ditched the

PG
Maelstrom still seems to be strug-.

ing material from old zines. Nobody
else does it.
Um...Phil, that Linsey epxsode

‘was meant to be humorous. More-

over, as reported by Buz in Mael-
strom #6 it was a spoof by Jack Mas-

ters (Black Frog). However it was

easily the funniest thing I've read in
this hobbya]lyearl ,

- At any rate Maelstrom seems to

havc gotten firmly off the ground
since the last ﬂ?.‘Before that it was

touch and go, but since August Buz

has put out four issues, a]:hough his
schedule remains somewhat irregu-~

lar, presumably because the first

game has only just started. I expect
that fromn here on out the pace will
standardize on Buz's five-week
cycle—we’ll have a lot better idea by
the time the next ZR appears.
Physically the zine is open page,
wnh"dlgest -size” type. This gets a.
little small, and coupled with some
poor copying paper this has made
for an uneasy read. But it looks like
“textured” lime -
green paper on which early issues
of Maelstrom ; the zine is .
deﬁnnelylhebenerforn. Buz runs

, _ ple
| white space, actually—I"d prefer a

slightly more packed in layout if it. '
could mean decreasing the type
reduction by 5 or 10 percentage

Much of the reading mamrm the
zine has to do with either Buz’s
Maelstrom Ratings (which have
showed up in a few zines across the
hobby), or past hobby controversies
that Buz digs up out of back issues of
Everything, t.he BNC zine. Buz also -

'expendscons:dmbletcneronapos—

sible hobby organization, although
his focus seems to be mostly on

increasing face-to-face play through

establishment and maintenance of a
local dub system. All power to lim,
but I think his comparisons be,tween :
chess and D1plomacy are way off .
base. :

“Buz feels that the example of
chess, where local clubs emphasizing
face-to-face play are apparently the
bedrock of the organized chess
hobby and where posial play is a

“small adjunct” to the hobby, could
be profitably copied to our hobby. 1

disagree almost completely. Chess
is dumb by mail because you play
exactly one piece per tum, and the
only thing to send to the (one) other .
player is something like Q-QB4. And -
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good chess games can easily last 40
turns, sometimes far longer.

Dip, on the other hand, is much
richer. Each tum can involve sending
several detailed negotiation letters
‘10 up to six other players, as well as
sending moves and press to the GM.
An average Dip game lasts about 20
turns, many fewer than the average
chess game. Couple this with the
extreme ease of finding one other
chess opponent compared to finding
-six other Diplomacy opponents (a
- ratio of 2! to 71, perhaps), and it
becomes obvious why postal play of
Diplomacy is so im t to our
hobby, and why it isn’t for the chess
hobby :

At any rate, that’s what in this
- zine, Oh, and a “big money” invita-
tional game ($100.00 first prizel).
“Invitational” games are often flops,
mostly because 100 much is expect-
ed of the players, and they grudg-
* ingly agree 10 play even though they
" may be overloaded. It’s obviously
far too early to see if that will be the
case here, but I do note with con-
cemn that there was no press accomi-

panying Spring 1901 moves—never

agoodmgn,lthmk
~  This one’s freel What are you
wamng for... GS

NEWINEWINEWINEW]
Making Love In A

Canoe

. Brent McKee, 901 Avenue T
‘North, Saskatoon, Saskat-
- chewan, CANADA S7L 3B9

$.04/page plus postage (sam- |
ples $1.00); digest; xerox printed;:

" probably no more than 20 pages
tops in near-term; freq.: 6 weeks;
circ.: ?; first: Nov. 1992; last:
Nov. 1992 (#0)

Runs: None.

Openlngs Dlplomacy ($4 OO)

Since some of the people 1 entered
the hobby with have started and fold-
ed their own zines, I feel it is high
~ time for me to start something of my

own. Not without some trepidation,

I might add. I centainly don’t want to
bum out or burn the candle at both

ends. Consequently I don't intend to

open a whole lot of games and find
I can’t finish them. Openings will
appear on a slow but steady pace.
Press will be encouraged, even to

the point where I'll cut some of my
own stuff to fit it in.

As for the rest of the pages, well,
there will be an extensive letter col-
umn Chopefully) and, well, me. My
interests are history, especially Cana-
dian history, and within that the his-
tory of the Royal Canadian Navy.
My writings won’t be limited to that.
I intend to look at whatever inter-
ests me.

Finally, some thought about costs.
My prices are in Canadian dollars. i
you send me American money, you

~will get what my bank gives me for

it. Currently I think there is a 20-25
premium, less charges. I will

percent
do whatever I have 10 do to keep the

postage costs as low as I can wnhom:
hurtmg the zine. I really can’t
promme much else with any certain-

ok T T e
e -.-.-._..,.. T
po iy e e e e T

"I like to live on the edge. Since
last time I got away with listing Elec-
tion HeadQuarters as a "“NEW]”
zine, I’'m going to again live dan-
gerously and risk another Ishkibibble
fiasco by listing Making Love In A
Canoe.

This “zine™ is not yet happemng,
and I don’t know when Brent expects
to put cut his first zine, Obviously I
can say nothing about it and a sub-
stantive review will have to wait for
Pete’s first ZR. My guess is this will
-a somewhat like Excelsior, though
hopefu]lynm]lcomeoutamight
more regularly than XL.. :

Brent’s “price per digest page plus
postage” is a bit of a mistake, I feel;
it doesn’t provide much incentive
for the pubber to keep the zine
focused and cheap—~zines using this

BMcK-

pricing system have historically
ended up being some of the most
expensive going. We'll have to wait
and see if Brent can churn out prose -
with enough interest to mnke the cost
acceptable.

I do like Brent’s *go slow”
approach. I wish more new pubbers
approached their zine with this atti-
tude. I strongly urge limiting players
to just one or two games (let them
standby if they’'re so gung-ho), both
for new startups and for established
zines. I’ve long been convinced that
hobby health is advanced by having
players spread their playing over
many zines, and by having more pub-
lishers running fewer games rather
than fewer publishers runming more
games. At any rate Brent, be patient,

 even if it takes a while to fill your

first few games.
Send this guy a buck and see what

| his zine is going to look like. But . .

Brent, I'm expecting a sample of
issue #1 for free, given that I'm risk- -
ing substantial eggonface should you
decide to fold your tent even before
erecting it, and steal quietly away...
[Just under the layout wire note:
O-kay! Issue #0 of this zine just

. popped into my mailbox, a couple of

days before we start prml:mgl
Brent is using a variety. of soft--
ware packages to put his zine togeth-
er, with the ultimate layout tool being
First Publisher, a compact Little thing
on which I began publishing my own
Upstart. 1 had version 1.0, and it was

- slow as nails. As Brent’s computer is
anXT—clone.(as wasmme) he could

be waiting on some 15 mimuite pages
(at least, that’s how long it took to
print my final “camera-ready’ pages
on my 9-pin printerl).

‘Brent's maps look similar to’

- Bruce McIntyre’s and I suspect that

they both used the same “base map,”
which is not the actnal Dip map. Due
tothepmjecumofthxsbasemap,the
Scandinavian countries seem to loom -
like the Elephant Man's forehead
over the rest of Europe. (Well, not -
really, but it’s an interesting image, .
to be sure.) Still he’s really produc-
ing nice looking pages given the
equipment he’s got, hopefully T'll
get it scanned so you'll see what 1
mean. -

Digest, maps, final position in all
caps, First Publisher, emphasis on
letters with politics a priority, and a
deliberate policy of go-slow—

| thumbs up! Do be sure to check it

out.] GS
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Maniac’s Paradise

' Douglas Kent, 54 West Cherry
- St, #211, Rahway, NJ 07065

- $1.00/issue; open page;

masters,/xerox printed 42 pages;
freq.: morithly; circ.: 71; first Mar.
1989; last: July 1992 (#41)

* Runs: Diplomacy (9), Gunboat (4),
- .~ African Diplomacy (1), Woolworth’

1D (1), Namia Wars (1), Diadochi
V (1), Asian Diplomacy it (1), 7 x
7 Round Robin Gunboat Tourmnmey
(1, by fiyer), Middle Eastem Dip

@, Kremiin (1), Enemy In Sight

()

Openings: Diplomacy ($5.00), |

Diptomacy (free), Balkan Wars VI
(free

Maniac's Paradise is the flagship

‘publication from which I master-
‘mind my evil MegaDip strategies to

teke over the hobby. ILknow an open
page zine with 40+ pages sounds
big, but there’s even more crammed
into my zine, because to keep the

- gize down I've had to reduce the font
- gize in my “Uptight, U]

: and Anti-
Social” letter column and in the sub-

z:msﬂ:atMPcarnes.andevenehm .

inate some of that precious white
space I arh so famous for distributing.

If I left things they way they used to

be, we’d probably be up to 60 pages
by now. So, you're probably won-

.dering what could possibly fill up a
- zine this big. Aside from all the

games listed above, we've got Jack
McHugh’s famous (and huge) sub-
zine “And the Horse You Rode In
On,” my wife Mara’s “You’re the
filled with a good dose
of hubby-bashing), and an occagion-

al column by Mickey Preston called

“Metropolis—The Chronicle of the
Downfall of Western Civilization.”

“Where else can you find all this, plus

Robert Stimmel’s College Football

'ratmgs, Paul Milewski and Eric Bro-

sius arguing about statistics, my

. nghl—wmg political views and rock

quiz contests, Crazy Markie Nelson
droning on and on about everything,

" and a tumaround time that has been

under 24 hours for 44 consecutive
months (past performance is no guar-

. ‘anteee of future resulls, as we say

on Wall Street). You also get the lat-

- est in hobby news—mainly because

-1 make most of it! A Whining Kent

Pig Production. Kﬂl a tree—sub to’
- DK,
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There’ ssomeﬂnnghmforevay
one. Lot’s of well-run games. Letters
and commentary from Doug. He def-
mitely has a right wing bent that real -
ly gets my goat scmetimes, but 1

enjoy a good argumernit as well as .

the next gay: It’s never boring, I can
tell you that much. Wife Mara usu-
ally has something to say about wed-
ded life with Doug. I and most every-
one else usually find this extremely
enjoyable. Of course she can get

away with a lot more than anyone
‘elze could, I'm sure. There’s a sub-

zine here as well, run by Jack
McHughcal]pd“AndﬂnHmser
Rode in On.” Hmmm... I won’t

speak much about Jack’s GMing-
ability, except to say that in this case..

I don’t think it really matters. He
fixes everything and it’s worth some
aggravation to listén to Jack rave on
about this or that. A range of topics

100 vast to explore here. If you've got

a thin skin forget about getting
involved with Mr. McHugh. Almost

forgot. One of two places otherthan

Martha where you can play Enemy
In Sight. At this very moment Mara
Kent is kicking my arse in the guise
of the She Hulk. : JS
MP is picking up the KK mantle.
There’s a different crew, but the

- same slap-on-the-back kind of feel. It

also resembles KX (at least, the early
W/KK} in the two-headed beast
approach to editing. Doug’s letter

column tends to be either one-liners

or long-winded polemics, while

Jack's lettercol is more of an inter-
change between McFlap and the

readers. ,

- Although Jack and Doug slag
each other almost by rote, everyone
else is either their friend or their

enemy. And even some of their
friends get abused. The adventure

-over the next six months or so will be

to see whether they can find new
areas of the world to explore, as some
of the topics in MP have been re-re-
rehashed now. PG
Maniac’s Pamdue features a lot
of games, including varignts, a good-
sized letter column, Jack McHugh’s
reat subzine “And the Horse You
ode In On"—the best part of the
zine, for me—and other occasional
features. It is a popular, timely zine
with an “in your face™ attitnde. Very
(Honestly, I never would have -
expected such from Doug when he
first published, but now that he has .
become more power hungry, Doug
has become more interesting, too—
ormaybe he is just faking it.) PR
Thavent seen this zine since July,
the past year and a half will centain-
ly sympathize when I state that this
is one of my least favorite zines.

‘Mostly that’s because Doug, and
especially his subzine editor, have -

targeted me for unkind, nasty abuse.

- Doug cut his trade with ZR last sum-

mer so I have no idea whether this
crap has connnued.thoughlsuspect .
it has, especially if Mark Nelson is -
beconnngabxggerv’mcemt.hemnse.
Is this what “fannishness™ is all
about, Markie?!? _

I have heard (in Pete Sullivan’s

C’est Magnifique from across the

Atlantic, no less!) that the subzine

. disappeared recently. I suspect it will

be back, although the subzine editor
seems to be havmg difficulty meet-
ing his commitments these days
(when was the last time ‘we saw
YZOZ, anyway?). '
Doug came within a heartbeat of
the Runestone Poll this year.

winning
I can’t spéak from recent experience, -

‘but there’s a lot to like here—Doug

is incredibly fast, and his zine is easy
to read, though I don't know what the

- effect of the recent format changes

that Doug mentions have been. Maps
are provided for the players—a plus
in my book. Doug is sometimes slop-
PY in his adjudications, presumably
due to extreme speed, but atleast he .
corrects these errors by flyer. -
Strangely, he almost never mentions:-
these error corrections in the fol-
lowing issue,..

All in all a good zmewnhalot :
going for it. But if Maniac’s Par- -
adise represents the future of the.
hobby, it’s toobraveandtoonewa
world for me. . GS
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pubber, albeit on a five or six times | you feel welcome. It makes you want

: ' | a year schedule. to stick around and enjoy some tea
The MetabDiplomat  The one game of Press Gunboat is | and crumpets. You know what I
still kicking out a respectable amount | mean. Homey. That’s what it is.

Joft McKee, 481 Westhrook St. | of press, so the players still seem 1o | David is still trying to batton down
Apt. 105G, South Portiand, ME | be interested in the thing. his format style but I have all the -

. 04106~1939

$.50/issue, free to players once
their subs run out; digest; xerox
printed; 20 pages; freq.: 5-8
weeks; circ.: 22; first: Apr. 1989;

- last: Oct. 1992 (#37)

" Runs: Gunboat (2).

Openings: None.

-Metalssullmﬂlepmoessoffoldmg'

gently. The frequency is becoming
more irregular as my sanity and
amount of free time continue to
decline. Plus, I keep getting sent on
in Asia). Doesn’t do much for my
publishing schedule but does give
me some interesting things to write
about. I'm not actively secking new
subscribers and not promising much
to the non-player, but if you are into
nsk-takmg go ahead! JM

M

Oolsbor 5. ¥N8 -

. Iptbnd B mp oh.
Fomrger i-TRAME ."—:a'{'-—w.

-
T e e i

T e e— oy
Py sl by
ﬂh—mlﬂb
P——y—r q---

—-l--—
P

Meta continues.to slow as zine
death approaches—I've seen three
issues of the thing since the last issue
of ZR. It’s hard to say how much
longer Meta has to live—in some
ways it’s up to the players of the two
_rernaining games (both Gunboat). In
both, powerful Austrias are threat-
ening to push-through to solo wins,
but are resisted by disparate coali-
-tions. These sorts of games can take
a long time to complete, since a play-
er who's way out in front may not be
able to grind their way to victory
against determined opposition, but
in Gunboat the tendency is to refuse
draws and go for the win. We’ll have
to see—but my bet ig that this zine
-will 1ast well into Pete’s reign as ZR

Jeff let the “digest” format stand
ont his pubber info sheet, but the last

couple of issues have appeared full -

page (and printed on just one side
of a sheet of paper). And it’s been
many issues since Metg appeared
with 20 pages: the last two issues
have contained just five pages each!
So there's not much here, except
for two happenin’ games and some
interesting travelogues from the pub—
lisher. Meta, one of the last, and pe:
haps the most successful of the “Brat

Pack™ zines fades slowly into the |
'amset,andwﬂlbennssedbyallwho

ever played here, I think.

*(The “Brat Pack™ was a loose
conglomeration of “brash, young™
zines that appeared in the 198789
period, mostly associated with ex-
ZR publisher Tom Nash. “Brat Pack™
zines included (but of course were
not limited to) Been There, Done
That, MetaDiplomat, Entropy, The
Scribblerist, Moiré, and several oth-

‘ers. They were mostly put out by

college students (or recent gradu-
ates), were tions,
and most tried to do too much too
soon and faded out in fewer than 20
issues. For a time they had a sub-
stantial impact on the hobby.) GS

| Metamorphosis

David Wang, Box 275, Summit,
NJ 07901

$.75/issue ($9.00/year); opeéen
page; xerox printed; 10-14 pages;
freq.: monthly; circ.: 30+; first:
July 1992; last: Nov. 1992 (#5)

Runs: Diplomacy (1), Gunboat (2)

.Openings: Diplomacy, Gunboat,

Cabinet Diplomacy 11, MacArthur
Diplomacy, 2-player Colonia VI,
Fog of War Gunboat Diplomacy,
Snowball Fighting, PBM Dodge-
ball (all games freel)

Game offerings include playtests of
original designs (non-Dip). DW

Now, here’s a newcomer to the
hobby that definitely holds some
promise. David writes in a free-flow-
ing comfortable style which makes

confidence in the world that he will,
and that he’ll be around for a while.
1 think he needs to close vp the white
spaces a little so he can get more of
himself into the zine and still keep his
price under a buck where it’s more
than reasonable. I'm looking forward

to continuing my stay here. Join me,

would you? David also runs a Fog of

War flyer that for the life of me I

can’t find the name of right now.
Ask him about it when you write.
But write. JS

if

v
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mapacess Suseperie

This is- a zine that looks to be
headed for good things. Dave is run-
ning basic Dip games, but he’s also
going to open some interesting vari-
ants, He's already gothlmsclfa sab-
zine (apparently this is where the
game-of “postal Dodgeball” will run)
and in many ways the zine bears the
signs of having been thought out
before publishing began. At any rate
David's off with a bang. -

John Schultz advice to close up .
the white space is a good idea. The
last issue contained reports of just
two games (the third game was .
delayed), with minimal press, yet it
ook up 14 pages (there was quite a’
lot of other stuff thrown in, from the
final standings in John Caruso’s
baseball league to reviews of a “pro-
fessional” PBM game called
Sovereignty). If David acmally fills
all the games he has open (7 or 8), he
will have a lot of difficulty keeping
this pup under two ounces! In short
the 75¢ subfee will get eaten, com-
pletely, by the Godzilla monster the
postal service keeps hidden in the
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back of every postal famhty in the
country. -

What about going digest with this
- one? I think David’'s type is clean
enough that reducing it down 65 per-
cent to fit the digest page will work
fine, and if that’s coupled with a gen-
emlmductmnmﬂmamamtofspacc
“wasted” on white space, you're

lookmg at possibly getting the thing |

. back under an ounce, saving both
- and costs. I'd hate to
see David chuck some of the non-

" game stuff he's running in order to fit
- everything in, and raising the price of

' .a zine this new could scare away
potential subbers. T

. David's game reports are clear,

. the maps' are quite nice, and player

addresses are provided (at least for

" - the one game of regular Dip that I |

saw). This one looks like it’ll be a

- . . good place to play, and David clear-
~ 1y has a lot of enthusiasm for pub- |

- lishing. My only caution would be to
avoid overloading the zine——either
limit players to a single gamestart, or
cancel some gamestarts and refund
. the gamefees, at Jeast until he's sure
he can handle it all. That said, why
not request a sample and see what
you think. As one of the few “true™

" Diplomacy zines started in the past

. few months, David deserves our sup-
GS

Niccolo o
Chris Hassler, 285 N. Holliston

#2, Pasadena, CA 91106

$1.00/issue (free to Judges);
open page; laser masters/xerox
-printed; 10 pages; freq.: quarter-

ly; circ.: 10; first: Oct. 1989; last: |

- Dec. 1992 {#13)
: Rung: None.
. Openings:.None.

Niccolo was a citizen of Florence
. during the late Fifteenth and early
Sixteenth Centories. .. what? Ohl Youn
wanted to know about the zinel
' Okay. Niccolo is the official zine of
. the Number Custodianship - for

Machiavelli (NCM), sort of the
Everything of the Machiavelli world.

o In it ¥ announce gamestarts, report on

games in 8, maintain a census
of Machiavelli players, and keep a
ratings poil of all players and stand-
bys. Plans are in the works to inclnde

_ andlor Judges) and to eve.nma]ly ran

.starting up
known as the CCN (from “Custodl :
an of Custodial Numbers™). The pur-

an invitational game. And finally,
no Garret, I'm still not planning .to
combine the NCM with the CMN
(Custodian for_Merchant [of Venus]
Numbers). Since you're giving up
ZR,you take on that job with all the
ooplous free time you’ll have. CH

- NICOOLO
SRR
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Right, Actually. I'm thinking of
anew , to'be

pose of this one will be to grant all
custodial services a unique identifi-

" er number, so that henceforth the.

massive confusion that has attended
custodian-related matters will be
reduced, if not completely eliminat-

‘ed. As well, a 17+ character code
“will also 1dent|fy what each custodi-

does.
Therefore, from now.on the NCNI
will be knowh as G:N 1992ABncm/
ch/miccffried.

Seriously Niccole containsg

“*“everything you ever wanted to know

about postal Machiavelli, but were
too stupid to know that you really

needed to know it.” Everything that
Chris says is in Niccolo is indeed in
{ there, and it’s all done up in a nice

laser-printed zine.

(Machiavelli is 4 garme put out by
Avalon Hill that bears more than a
passing resemblance to Diploma-
cy—indeed I believe that either the
MNC [CCN-1992AQmnc/lk/atph/
fried] or MNC/uc [CCN-1992 AV
ml,lducibwllordlseriquslyfried]. or
both, continue to issue numbers for
Machiavelli, claiming Junschctlon
over this game under the guise that
it’s nothing more than a simple Dip
variant. In a matter of weeks, I, as

"CNN, expect to issue a 55-page

report condemning this unlawful
of MNC and/or MNC/uc power.)

ice as an unwarranted exercise

articles (hopefully written by players | practi

If you are either playing or Judg-
ing Machiavelli, you probably will
want to get this zine. Others may not
be that interested in it.

All kidding aside (surel) Chris is-
doing a fine job with this thmg (Issue

'#13, his third, just rolled in hére
‘ahead of schedule!) And now...I .

hereby announce that along with

{ assuming the CCN position, I'm also

taking over the Custodian for Mer- =
chant fof Venus} Numbers (CMN,.

or CNN-1992BGcmn/gs/zixq/ffried-
beyondbeliefandmore), effective
immediately. As my first act T am

‘declaring all previous postal games.

of MoV to be irregular.. All Mer-
chant Masters should apply to me, in
triplicate, to receive authorization to .

"{| run MoV games. A small “take-

home™ exam will be administered to
test the competency of any Merchant
Master seeking authorization—pro-

‘fessionalism demands no less...

POWER! Ain"tit lavly... GS
Northern Flame
Cal White, 1 Turnberry Avouue,
Toronto, Ontarlo,

CANADA MSBN 1P6 =
$2.00 Cdn to North Amerlca.
$2.50 for overseas; open page;

laser masters/xerox printsd 20
pages; freq.: 6 weeks; circ.: 80+;

| first: Dec. 1987; Iast Oct. 1992

(#40)
Runs: Diplomacy (5), Gunboat (1),

Facts in Five (3).

Openings: Diplomacy, Gunboat,
1885 Dip variant, Flintlock |} (all

these are $5 00), Facts in Five‘_ :

{free).

Tradanonally more of a readers’s
zine, but lately I've been putting

moremlphamsonhavmgavanetyof,

the water's fine! -
All the best zipes seem to be edit-
ed by baseball fans. Another amazing
observation by yours truly. '
- Cal is a fun guy, a rare thing
among Hobby Old Farts. In fact, he’s
so genial that you can easily forget
that he was around the hobby nearly
two decades ago—Conrad von Meg-

ke is the only other persom to go

that far back who maintains a light-

hearted attitude on Dip. -
In trying to be nice to everybody,

though, I'm not sure he expresses .
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himself enough. NF could benefit
from a joke at its expense every now
and then. The zine is good proof that
there is a Canadian culture distinct
- from the U.S., Iucky for us. PG

Northern Flame is no longer feel--
ing the pressure of being the top-

ranked Runestone Poll zine, so now
" _Cal feels he can make some changes
to his zine. The change in format is
the most obvious one, but one feature
which has not changed is Cal’s pop-
‘ular letter column, which deals with

" the hobby, spons, science fiction,

and more. NF seems to have a slow-
~ er publishing schedule, t00. While

it might not be the “in™ zine now, NF |

has plenty to offer the hobbyist look-
-ing for more than just quickly adju-
dicated games. Cal's: touch-
es, from thoughiful o;:_mzons to
“Calvin & Hobbes™” comic strips,
make his zine worth getting, if noth-
.ing else. - PR
This is a hard one to rate ag it is in
- transition. Cal’s experiments with
format, change of printers, and a soft~
ware disaster have left the last cou-
- ple of issues a hit spotty. Once he
gets these worked out I have no
doubt that NF will return to its con-
sistently high standard. Variety is
the key feamre. Cal has a huge let-
tercol, a couple of subzines, quizzes,
- and mind-benders. The games are
. well-im, on 6-week deadlines with
turnaround usually a week or.two.
Though it was dethroned from
- the Runestone standings, I feel
Northern Flame’s glory days are far
__from over. RL
Cal White has remodeled North-
ern Flame in a way which he hopes
will reduce his out of pocket costs
and the cost to the readers. The main

difference is the shift from digest to.

open face. Layout on issue #39 was
quite professional-looking, particu-
larly in the use of white space. Unfor-
tunately between issues #39 and #40

he suffered a computer problem

which resulted in the zine looking
more like benzene than what long-
‘time readers have come to expect.
- The heart of the zine is the letter col-
umn which is rambling and usually
covers a number of subjects, find-

-ing its direction more from the read-.
er's interests than from Cal's. There
are a number of subzines, including
‘Mike Agnew’s highly rated “Notes
From the Bunker,” as well as one
which Robert Lesco cranks cut on
(gasp) a typewriter! The major area
where I fault Cal is on presentation of

the games. In the new format they
seem to have been relegated to a cor-
ner. There is depressingly little press,
although 1 suspect this is because he
doesn’t get much from his players.
For a group as loquacious as the
Northern Flame subscriber list, this

is depressing. BMcK

In the last issue of Zine Reg:ster

- we dumped all over a software
uct called Express Publisher, wh1ch-

1992 Dipcon Champ Marc Peters
was usging to put together pages for
his zine So I Lied. Marc didn’t enjoy
using it very much, and it sounded
like his troubles with the thing were
pretty terminal, but latest word is

‘that he’s going to try again. -

Not so Cal White, who's experi-
ence with Stacker, a hard disk com-
pression utility, has had the effect
of maming what had been one of the
prettiest zines in the hobby into
something only a bureaucrat could
love. Stay away from Stacker! If
Cal’ sexpenencezsmygmdeym’d
beafooltotmstlmpmumdatato
Stacker, or to any “automatic com-
pression utility.” (Your income tax
files, sure, but your.zine?{?)

Using programs like Stuff-It or
Compactor (on the Mac) or PK-Zip

(or whatever is the current standard |

over on the PC), whichyouuse ona
case-by-case basis to compress indi-
vidual files or groups of files for
archiving, or to squash them onto a
floppy—that’s one thing. But letting
a computer program go off willy-
nilly compressing everything it can
get its greedy little hands on——blg
bad ideal

At any rate, I've used issue #39
for Cal’s picture instead of the more

recent #40. Believe me this one looks -
“a lot more like what Northern Flame
has looked like in the past, and what

it will look like in the future. (fndeed,
I just talked to Cal when he called in

_his “info sheet,” and he told me that

he’s working on NF #41 even as I
type this, and it should be out, in all -
its former desktop published polish -
Jjust about the same time as this issue
of ZR hits the mails.)

NF won the coveted Runestone
Poll two years ranning, and slipped -

_backonlyasfarasth:rd;ﬂaoetbm

very best zines in the hobby. In my
humble opinion Cal’s recent moves
to “pump up” the games service

‘while hopefully keeping much of

what has made the zine interesting to

non-players will only make this ope-

even better. Which is too bad, really, . .
because one of these days I’d like
the satisfaction of edging him in the
“big leagues” (Upstart has, of course, -
repeatedly slam-dunked NF in the
“minor league™ Marco, but some-
how that’s just not as satisfying...)

(By the way, Brent McKee men-
tioned to me that I was off-base on
NF last issue, when I laboriously cal-
culated the “total game cost™ for .
every zine. Specifically, I calculated -
Cal’z game cost based on U.S. dol-
iars, which overstated the cost of

| playing here by as much as 20 per-

cent. Note that Cal’s costs to U.S.

.subscribers are in Canadian dollars,

and as the U.S. dollar is more valu-
able than the Canadian buck, you
acmally get a bit of a break. It’s still -
perhaps the most expensive place to
play in the hobby-—a full 20 um -

.game could set you back, say,

$35-40 in U.S. dollars—but it’s not
as much as I stated last time. This
damn lie, er, “statistic™ has also been
altered, mewhat. by Cal s adop-
tion of a “pay-one-price!’” sub fee,
rather than the page count x price -
per page + postage that he used until -
a couple of issues ago. At any rate I
stand corrected.}

Cal is opening up a bunch of
games and committing to doing a
better job running them (I agree with

Brent, above—games have some- .

times seemed a mere side show com-
with the gab and lettercol). Up
to now NF has been known for the

- quality and quantity of its yak.:

Maybe now it will make a name for
itself as a good place to play Dip -
and variants, too.

If you like to stab and talk at the
same time, check out Northern
Flame. You'll probably like what
you see. GS
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off-the-shelf ,
' Tom Howell, P.0. Box 1450, Port
Townsend, WA 98368-0036

" $1.00/issue, subject to revision .
after actuai publishing costs sta--

.bilize; open page—to be convert-
ed to digest; xerox printed; 6

pages in issue #1; freq.: 6 weeks;’

. circ.: 15; first: Oct. 1992; last
-Oct. 1992 (Vol. O, No. —2) -
Runs: Diplomacy (2) ("Blackwolf”
will not-be seen in the pages of

off-the-shelf...)
Openings: No openings pianned
but I'm holding the option open;

" no game fees. One game of Hard-

bop Downfall planned. for the
_Spring-—-s openings.

off-the-shelf currently consists of two
Dip games, a letter column, respons-

es to the letters, subscribers/players
listing, house rulcs and mumblings
by the publisher. An Editor’s Column
is scheduled to start in the February

1993 issue. Other features are

planned. off-the-shelf will ran Regu-

lar Dip and Hardbop Downfrag
_ Eric Ozog has given “Tom: games
- from szlomaac Immunay to get
started. - BE
. 1bave anote from Mike Magnu-
son that Tom Howell is starting a
-new zine called oﬁ'—thc-shelf pn—
manly or;i:tans :
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‘Newer than new, Ive seen exact-

lymeusueofth:stlnng’ By now the
second issue is probably out, but 1
may or may not seeit, smoeI m not
trading with Tom. I'm not sure I
understand Tom’s numbering -sys-

1y over, I'd have suggested that this

tem—the one issﬁe I've seen was
desq:ibed by Tom as “the first issue,”

.yet it was numbered as “volume 0,
‘number —2.” Any idea what th.xs

means?
z Iguesstheldeaistopubhsha

small, modest zine, primarily direct-
ed at ranning games to con-

cIusmn.Twoorthmemomhsago,'

wnhEncOzog report-

Depression final-

might lead to a thin zine. Howeverin
the most recent Ramblings By Moon
light Eric noted that several zines
(with more than few games!) are
now starting to look like folds. Tom
Howell may have more fodder for his
zine before he knows it!

TommayormaynotbnﬁgBlack ‘

wolf, a game of “Hardbop Down-
fall” (Tolkein’s Middle Earth), into
the pages of the zine—his info sheet

‘says no, his ziné says yes.

Tom seems to have some con-
nection with the English hobby. He
has dragged in a couple of Brits 10 act
as standbys in his games, and he
mentions (and reviews m this ZR)
an English variants zine.

There was not a :remendous

amount in this first issue, but Tom |

wants to run a letter/comments col-
umn. In fact there were some letters

.in the issue I saw, but mostly of the

“yes I will continue with the game,”

~or *no I will not continue with the

game” variety. Not very interesting

fare, to be sure; my guess is Tom'

was signaling that he'll publish just

| about anything. At a buck an issue

this thing is presently overpriced, so

Iexpectthatqﬂ‘the-shelfwﬂl“grow" '

into a bigger zine. With just a few
games, and plans to go digest in the
future, it’s fairly obvious that Tom
will be locking to fill his pages with

- alotoflettersandechtonaloom

ments. Should be good!

- At any rate it’s great to see pub-
lishers bringing out new zines! Nice
1o have you aboard, Tom, and best of

hckmﬁyourwbhstungvcnturcm
. the futare. ,

[Late note: off-the-shelf vol. 0

| number ~1 just showed up—a free-

bie from Tom (thanks!). For some

reason I forgot to mention that Tom |
his new |

probably will be running
games under the “British” style of
“predictive retreats and adjust-

ments”—another sign of his ties to § |
Albion. There was some discussion

on this matter in this issue, with
enough of the orphan players object-

ing to switching to “English-style™ in
mid-stream that Tom changed hu -
mind. Either the guy is a wimp or
he’s flexible; either way he's willing
to dialogue with and listen to his
‘subbers. More letters, still not of any
great substance, but Tom is making
the most of what he’s got and I pre-
dict this will turn into an interesting
col once it gets rolling.] GS

Orphan Son of the
Poduni News

Robert Hartwig, 6612 w. 143th -
Ave., Westminster, CO 80020 -
$.50/issue, $.60/issue to Cana-
da, $1.00/issue to overseas (air
mail); open page; xerox printed;
12-15 pages; freq.: 10 issues

" per year; circ.: 29; first: Dec.

1990; last: Oct. 1992 (#18)
Runs: Dlplomacy (4), Chivilization
(1).

Openings: Diplornacy or Clvuliza-:‘r'
tion. S

This is a publican'on that began its
life as simply a place 10 finish out
some orphaned games which
couldn’t find a home. Intended or
not, it’s become a full-fledged Dip
rag. Besides very well-run games,

the last issue I saw had an editorial |

section, mail call, cartoons, cross- -
wordpnzzh: the beginning of a sub-

zine for the running of a game of

Civilization, & humorous of
Orphan Son called “Orphan Son Of
A... by Bob himself, and subzine,
“WAY Out Of It!” by Andy York.

By catering to orphans Bob con-.
tributes a valuable service 1o the
hobby. Help him out by subscribing
and offering to standby. - JS
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Zine Register

Orphan Son is a zine dedicated

to rehousing orphaned Gunboat and

Regular Dip games. This alone eams
it high marks. But Robert offers more
than just an orphan warehouse. Fre-
quently he will relate interesting tales
about his family. Also featored is a

small letter column and—Robert's |

latest kick—crossword puzzles. If
Robert doesn’t have any new game

‘openings, you can always volunteer

to be a standby for the orphaned
games, which sorhetimes are in great
need. OS is a friendly, easy-going
zine, and I recommend it to all. PR

Bob and I aren’t trading, but he

periodically sends me sample issues.
of his zine to keep me apprised of |

recent developments. He sent me
isgsue #18 in Lien of an info sheet,
which is okay as I was abletoupdate
his info. I think I've got it all sub-

- stantially correct, except that in the
-zine there is a reference to a game of

Gunboat which I was unable to find.
OS often runs a little slow. 3-1/2
months separate the stated deadlines
on issues #16 and #18. Ten issues a
year might be a liule on the opti-
mistic side; 'Bob is probably good
for more like per year.

I like OS when I see the occa-

sional issue. The writing, from Bob
- and others, is often of very high qual-

ity, and with a nice variety, too. Last
issue of ZR I was raving about all the
Star Trek: The Next Generation stiff,
but this time I am utterly bowled
over by Dan Hanson’s incredibly
polished “Introduction to William

e as a Baseball Announc-
er.” Written totally convincingly in
the style of the Great Bard, thisis a
conversation between Shak.
Fool. as they amnounce the seventh

- inning of yet another baseball game.
‘ Dandldareallymoe_]obontlnsamd
I guess my only criticism is that it

was foo polished—I often skip over
stuff that looks like it was just cut and
pasted from *real world™ pubs—how

was I to know that this was just some

-dumb hobbyist casting pearls before

us swine. Oink, oink! At any rate I
almost didn’t bother to read it, which
would have been unfortunate. (My
guess is regular readers know Dan’s
style and make it a2 point to read
whatever he submits.)

Dan was apparently the one
responsible for the “humorous paro-

- dy” of Orphan Son that Phil men-

tions. Once you figure all this out, it
came as no surprise when I read a let-
ter from Andy (Rambling WAY)

‘that interested i playing.

York saying “I'd like to add Dan as
a staff writer in RW.” Boy, I bet he
would! Good writers (and Dan has
the magic lamp obviously) are tough
to come by; if Bob is smart he'll do
whatever he can to hold onto this

8uy. '
- At any rate, don’t make the mis- |
take of thinking this thing’s just

another games warchouse. Even
though #18 was thinner than issues

I've seen in the past, there was |

enough here to easily make it worth
a couple of shiny quarters. This zine
is worth seeing, even if you're not
GS

Pedro in the Rain
l'-'orest

Conrad von Metzke, 4374 Donald
Ave.; San Diego, CA 92117

Free; digest; xerox printed; 12

pages; freq.: monthly (actually 4-
weekly, but that's close); circ.:
13; first: Oct. 1986 (in its original
form as a flyer attached to

Costaguana); last: Nov. 1992

(#78)
Runs: Railway Rivals {too many)

‘Openings: No thanks.

and |

About ten issues left in this one,

folks, then Pedro disappears forever
into the Rain Forest. Ye Humble Edi-
tor is tired of doing three ’zines at
once. If you want to play Rivals, look
up Buckeye or Encounter or ark. Or
I suppose you can write to me,
because Pedro won't actually evap-

orate, merely transmogrify. CvM

The rch of the American RR
hobby keeps plugging away. He
manages to drag his British RR bud-
dies into games, which helps make

‘them very good indeed. Well run, as

usual. If you are speed freak, it might
be a littde slow for you, but the pace
suits me just fine. (But we a]ready

- know how slow 7 am...)

Pedro is Conrad’s zine for Amer-
ican players of Railway Rivals. It is
the only Rivals zine currently being

‘produced in the digest format, and is

also the most entertaining of the

available RR zines, featuring Con-

rad’s own writing and an occasional
letter column. The game reports are
a little sparse compared to a zine
such as Buckeye Rails or ark, but
they get the job done just as well as
those other zines. Conrad is a very
good GM. - SeC
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Anyone who is anyone in North
American RR games should be play-
ing here. JKG

A few issues back Conrad
shocked his readers by headlining
“NEWS FLASH—PEDRO WILL
FOLDI!I” My guess is this took his
players by considerable until
they read on: “Yup, it will. I'm not
quite sure when, though; I'll have to
see how it goes. A rough guess .
wotld be in about three days; after
all, first T have 1o type it and print ig;
only then can I fold it into the
envelopes.” Hardy-har-har, this guy

- cracks me up!

Pedro, like all of Conrad’s zines
these days, is produced in digest
form. In the last issue of ZR I
remarked upon the mutability of
Conrad’s “form factor,” but since
then he’s basically been putting out
all his pubs as attractive little digests.
Conrad has been pretty regular and
the turnaround, while not speedy,

| has been a predictable 10 or 12 days.

Unfortunately the last issue was

. about three weeks later than usual.

While Conrad is a self-described -
“non-TurboPhreak,” he does like to
meet his commitments, and this lag
is apparently goxng to leadtoa few
changes. '

Pedro will hkely end up being
“folded” into either Disoriented
Express (or vice versa) or both of
Conrad’s RR zines will end up going
into Costaguana. No matter what,
Conrad says he wants to cut his
workload by running fewer games,
and fewer zines; both those objec-
| tives seem cmnple:cly rational to me.
I guess Conrad’s joke-y bit reported
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abmemﬂacmallymdupbmngm—
scient. -

I believe that the end result of the
' chmgcssww;nngover&mradsfar—
flung

will be to |-

publishing empire
start charging some bucks for the
zines, which up to now have been
- FREE! Hard to beat that price,

" which is why more and more subbers

_have been beating themselves to his
“door. And I don’t know what will
. happen with gamestarts, either. The
thing to do is to write Conrad and see

.wh.at’s & Guaranteed you'll get a | |

: (If
- “P.T O.” at the bottom of the letter,
 that means “Please Tum Over " Just
' 80 you know D -GS

E Ponguin Dlp
- Stephen H. Dorneman, 53 HIM

$15.00/10 issues; open page;

" laser masters/xerox printed; 16

- . pages; freq.: 5 weeks; circ.: 90;
first: Feb. 1987 last: Aug. 1992

(#56)

Runs: Diplomacy (5).

Openings: Diplomacy ($6 00).

_ As the cover often says, Bean Dip,
French Onion Dip, Penguin Dip...

' The science fiction fen that inhab-

it PD maintain a tone that “we know

what’s wrong with the world and

,whatnneedsandmtntoobad‘

nobody listens to us”. . .and you enjoy

it! PD is the portal that allows our | .

. hobby 10 be tinted (not tainted) with
- their optimistic attitude. - PG

Elegant. I have admired Penguin
Dip for the stateliness of presentation.
I selected Penguin Dip for both my
venmres into writing, and my
‘Dipcon report, becauseIfe]tSmplm:
woulddothcbestjobof

"The contributed artwork adds to the
c.lassylook of thig zine.

There seems to be two sets of sub—
scbers. The extensive letter column
is populated with names that do not
parnmpatc in the Diplomacy gam-
ing, and the gamers write relatively
little press. ’

In his most récent issue Stephen
ventured very briefly into the absurd
(this reviewer’s favorite territory),

but he did it with his standard class:
“Penguin Dip endorses Bill Clinton. .

(Penny would also endorse Bill Clin-
ton, but she couldn’t figure out how
to slgnhernameonhisbackand
cash him.)" ' BE

my only win in regular Diplomacy in
,thls zine—lucky because Stephen

" say about our hobby: “postal

Iwas]nckyenoughtoclockup'

seems to include a “Conqueror’s

Club” to goad his other players, list-

ing the five of us lucky enough to
havepulledoft‘asolomnmPD A
good iwenty issues after my sub-

scription lapsed, my name lives onl

Penguin Dip’s “connections™ to

what I ea]led the “larger *samizdat’
hobby” in the last issue of ZR recent-

{ ly paid off, big-time. PD was the

only postal Dip zine listed in The
World of Zines (a book by the ex-edi- -
tors of Factsheet Five), which wasa
sort of “meta-Zine Register” that lists
sometln.nglikem:anesmallthc

_vanons categories of American

“samizdat.” Of course not having a
whole category for postal gaming”

" they stuck PD in the “science fic-

tion™ section; here’s what they had o

gamers
are people who conduct incredibly
complicated simulations by mail,

,wnhazmeoftmacmgasthecmnal

linking point betwecn players.” Hey,
if they want

icated
simulations,” go play Africa Korps,
or Advanced Squad Leader] I doubt
the hobby will get much in the way
of new players from the basically
negative listing, but who knows. PD
might pick up some more smence
fiction fans.

Stephen seems to have corrected
the “slippage” problem that I report-
ed last issue, since the sample issue
he sent me recently (#56) was dated
20 weeks after the last'one I'd seen
(#52)—-bang on his five-week sched-
ulel

PD continues to be perhaps the
most beautiful zine in the entire
hobby, with the trademark original

antwork lending tremendous class to '

How About A Subzine?

. zine.” Put simply, a subzine is a little “mini-zin
that appears inside a larger zine. Generally the subzme
pablisher prepares xerox-ready copy for the publish-
er of the zine to just dump into place, but occasional -
ly the zine publisher also prepares the subzine from

zine editor.
Subzmesccmeandgo.GmmIlythcyhaVcashon
_ erhfezhandozmes—mtherﬂ:eednorlosesmterest.
or gets so interested in publishing that he or she leaves
theoonﬁnesofﬁxelargermandstanspubhshmgon
his or herown. -
Subzines that run games generally act like zines
anyway——given the additional time needed to send
xerox-ready masters to the zine publisher it would

bgqum:d:.t‘ﬁcuhmnmagameofreguhrmplomgcy

computer file or manuscnpt subumtted by the sub-

wn.houtsendmgthe subzine out, at least to the play-

1 ers of the game. (Gunboat, on the other hand, is a
,-Manynnepubhshersstartedom;pubhshmga sub-r

good game to run compietely through the subzine
route as the players don’t need any mail time for

‘negotiations.)

Subzmesﬁdaiottoazme—ad:ffmentvmce,achf-,_
ferent style, and more pages for people to read, gen-
erally a good thing. if you're interested in trying pub-
lishing, but you’ renotsurelfywhavethepanmceor
determination to pull it off, running a subzine can
help give you some of the answers (though remember

.that some of the most tedious and frustrating work in

putting a zine together comes after the rubber hits the
road, or more precisely, after you've gotten your
printer or typewriter to spit-out the xerox-ready copies).
If you think you'd like to try producing a subzine,
try asking your favorite zine publisher if they’d be
interested in taking on a subzine. Or listen for offers
from publishers to open their zine to a subzine. GS
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the whole thing. (Unfortunately the
- combination of scanning and low-

res laser printing will not show off
his cover to best advantage here in
. ZR.) Issue #56 had more letters than
I’'ve ever seen here, and as Stephen is
now running the text in columns
instead of “unrelieved margin-to-
margin text,” the zine has gotten
even more accessible. Sadly I've
never gotten that excited by what
gets published here, and Stephen
almost never rcsponds 1o letters. - -

Indeed, Stephen is mosily absent

from this zine. With the exception of -

less than a page about current goings
on in his life on page 2, and a half-
page essay on this or that on the back
cover, that's about all we get from
Stephen. He never intrudes in the
game press. The feel is somewhat

similar to Hoodwink, actually—a |

nigh-on perfect zine, but one that’s
curiously lacking in soul. Oh well,
“soul” takes time and creative ener-
gy- Stephen’s formula has certainly
worked so far, and if that’s what he
hastodotostaymbumness,more
power to him.
. Stephen is a pretty good GM,

though not perfect. For the price of |

-the subs and gamestarts maps should
be included, in my humble opinion,

but if this doesn’t bother his current.

_player roster, that's all he can ask
for, I guess. He has openings for reg-
ular Diplomacy.

This one is very deﬁmtely worth-

checking out, no matter what you’re
. interested in. It’s a classy little pub,
" one that shows off our hobby to best

advantage. -GS

Pennant Madness

Bruce Linsey, 170 Forts Ferry
Road, Latham, NY 12110

check with Bruce for price—avail-

able only to league members;
open page; laser printed; 4 pages;
. freq.: biweekly during the base-

ball season; circ.: 12; first: April
©.1992; last: never seen,

~ Runs: onzo Baseball (1 league).”
. Openings: Gonzo Baseball—wnte

" - for info.

Pennant Madness is the publication
for the results of Gonzo Baseball, a
game in which participants own
teams consists of Major League
Baseball players. Game results are
based on players’ real-life perfor-

"McCrumb sentyou. ]
How could I have “never seen”

marices. 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 free Gonzd Baseball starter

packet. BL

Desplte the fact that I got robbed .

this season, this is still an excellent
place to play Rotisserie Baseball.
While I was a bit leery about Bruce’s

-differences from traditional Rotis-

serie Baseball, I have since found
out that I like it even better. And
next season, I plan on remaining in
first place all season rather than
blowing it down the stretch. And if
you do decide to play, make sure
that you tell Bruce that Dave
- DMcC

this thing, but yet I've got a shot of
a recent cover? Geod question, but it
has a simple answer——Bruce kindly |
semmeacopyofarecemoover but
not the whole zine.

From what I-can see it’s a very
clean, attractive effort, with qmte
possibly the smallest type in any zine
in the hobby! What is that stuff in the
lower right, Bruce? 3 pt. type?
Zowie, my eyes hurt, just thinking
about it, and those of you who’ve

' seen my zine Upstart know I'm not

one to be afraid of tiny type.

Other than that I have no idea
whether this thing’s any good, but I
gave the ¢copy of the cover to my
sister’s boyfriend, who is easily the
most baseball-obsessed person that I

know (he’s in fwo Rotisserie |
‘| leagues), and he may be able to

check it out next season. Of course

.his report will be too late for my

tenure as ZR dictator, but ...

If baseball’s your thmg you have
few options in this hobby. Send for
your free info packet today! GS

Perelandra

Pete Gaughan, .
1521 S. Novato Bivd. #46,
Novato, CA 94947-4147

$1.00/issue ($1.50 overseas air- '

1 mall); open page: laser mas- -

ters/xerox prmtmg, 20 pages;
freq.: monthly; circ.: 75; first: May -
1982; last: Nov. 1992 (#103)

Runs: Diplomacy (6), Deviant Dip
(1), Titan ({2), British Rails (1),

Merchant of Venus (1), Metropo- .

lis (1), Monopoly (3), Snowball"
" Fighting (5).

Openings: Diplomacy ($5.00),

Railway Rivals {$3.00), Literary
Quiz {free), Dip Battleship (free).

Picture a small, special-interest -
Dipzine, featuring literature and one
queer little skittles game (Snowball
Fighting). Picture it with a regular
family of readers and contributors
who talk politics, games, and life,
but never very emotionally or insult-
ingly.

Now picture this poor,; irmocent
Dipzine being bloated all out of pro-
portion with twenty pages and twen~
ty games and left wing-right wing
arguments intruding in the leuercol.
Tts editor tries his hardest to balance
the small-town beginnings with the
big-city growth, but he needs your
help! Save this old, historic zine from
the ravages of modermism, comput-
er publishing, and rail games! Sub-
scribe today, won’t you? PG

‘Great games, great articles, great
zine. The best in the hobby. I1ove the
wide variety of games, and because
of that will even put up with the
token Dip game. I like Pete’s desire

to import European games, and his



Issue No. 21

55

" own Snowball Fighting is a blast. I

. just don’t know which is more fun,

. the game itself or the press. Highly
recommended. . - DMcC
Winner of the 1992 Runestone
Poll. This continues to be what I con-
sider to be one of the two finest pub-
* lications in the hobby. Home of
‘Snowball Fighting, my favorite just
for silly fun games. What can you
say?msﬂnngzsjustchnd:fullof
everything you can imagine. Pete
likeés to try simple little different
~ things. He’s also environmentally
conscious, if that’s important to you,
. and it should be. : - JS
: Perelandra is, by acclimation of
its peers and its subscribers, simply
the best zine in the hobby. It richly
- deserves ﬂ:ehonorbestoweduponit
in this year’s Runestone Poll. For
about a year now Pete has managed
to get each issue in the mail within
two to four days of his previous
. desdline—no mean feat when you
consider the size of his sub Llist, the
size of the zine (getting upwards of

: mpaguthesedays)andlhenwnbet. performance
| for just a few more issues before bal-
Ioting for the 1993 Runestone begins. '

of games he’s running.
tions, Pete, you truly deserve it!
With Pete’s towr de force issue
" #100, he quietly abandoned the mast-
head that has served him-so well for
* 10 years (it was in some sort of Olde
. English blackletter face) and adopt-
ed a more “modem™ brush script face
for the Perelandra logo. And some

most notably the
"ht.erary selecnons.
reviewer always felt was the weakest

of the

pant of the zine. Instead Pete is trying -
to pump up the letter column— -

patting letters of comment smack on
page ane, that sort of thing. :
Pete has also instituted a
- “Sweeps”™ colymn, which reports,
_briefly, on some of the zines he's
' mvedoverthcpastmonm.ldm‘t
‘know how eéxtensive he plans on

way along Wwith 50-60 trade sub-

he may want to rethink

scriptions,

this feature, else it take over more of
his zine than he wanis!

. . Finally, Pete has stabbed me in
- the back and dropped his price, from

- $1.50 an issue to a nice round buck.

This makes a good deal that miuch
better, though he still charges a
* gamefee.

- Pete’s game reports are fairly
dear although despite nnming one of
- themostcompmenzedmesmthe
.~ hobby, he still insgists on using a

‘dumped the

which this-

throwback notation left over from
two-fingered typists on Wellington
portable typewriters. His maps are
very clean and usable (Postscript’

"graphics), and he ‘even trotted out

some color maps for his big (44
pages!) issue #100, although this was

a one-shot deal. (And the

crumb-bum didn’t bother to put cur
Merchant of Venus map in color,
either, what a lightweightl)

In short there's a tremendous
amount to like here, and in my opin-
ion the changes that Pete has insti-

-tuted wi]lmakehlspo]l wnmerevm

better!
- In a vain attempt to swing the tide

against Perelandra, and to slow.

down Pete’s impeccable perfor-
mance, I threw in my trump card and
coup fourré
coo-foo-ray) on him; I slyly maneu-
vered the country bumpkin into tak-
ing Zine Register! (Us big-city guys
and our slick ways, you know...)
Unfortunately even this will

prove
oo little and too late-—Pete only has

to keep up his sterling

Long before he ZR starts dogging
him, slowing him down, depressing

him with a crushing workload, the

votes, in the main, will be in, though
notcoumed.

1994 though...;ustwut! GS

Perestroika

Lawrence Cronin, P.O. Box
40090, Tucson, AZ 85717-0090
$1.00/issue or $10.00/year (12
issues); digest; xerox printed; 25

pages; freq.: monthly—entirely |

reliable; circ.: 25; first: Oct. 1989;
last: Oct. 1992 (#37)

Runs: Diplomacy (2), Perestroika
Dipiomacy (3).

Oponings:
($5.00—gamefees divided among
winner{s]).

A faithful zine devoted to jazzing
up the regular Dip game by provid-
ing more economic measures such as
economic investment, trade, and
political § s. For those tired
of the tedium of routine Dip. The
vanant has been continuously
improved—it’s simple to leam the
additional rules. LC
Perestroika is a mixed bag. Tt is
more warehousey than it used to be,

Perestroika Diplomacy‘

when it included articles on lifé in

‘Russia and other such features A

small lester column has arisen, often
devoted to analysis of the games and
Larry's many Perestroika Dip vari-
ants. I played in the original and
most simple version, and it is quite
enjoyable, but later versions have
become more complicated. Larry is
a poor GM, bat it is not his variant’s

| fault, though the many “flavors® of

the variant do make a bad simation
worse. Rather, Larry is a careless’
GM. One of his worst policies is to
let positions go for several seasons in
civil disorder without appointing a
standby. Instead, Larry asks for vol-
unteers, a call which often goes
unheeded. To Larry’s credit, he does
publish regularly, and he has a fine
sense of humor. So I expect he will.
take my criticism better than some. -
other publishers might. I believe

'Larry was toying with the idea of

Simple Perestroika Dip. Perhaps if
L.arry could settle on one version of

hxs variant, Perestroika would ‘:

improve.
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The. fundamental problem with .
Perestroika Dip, as designed and exe-
cuted by Larry Cronin, was that
Larry was looking to design an un-.
winnable game. Yes! -

His thesis is that warfare is no
longer “profitable” in the modem
world, and he wanted his design to
demonstrate that conviction. Well,
heck, it’s one that | share with Larry,
but it doesn tmakeforaverymt'er—
esting wargame, does it? The
lem was trying to these 1deas
onto a game system degigned to sim-
ulate, however imperfectly, the
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events leading up to World War I,
and to draft, as “playtesters,” people
used to moving units around on the
bartlefield to achieve their geopolit-
ical ends.

Larry would have met with more
success had he started completely
from scratch, with a completely new
game system, and perhaps a com-

' pletely different hobby grouping. |
Instead, when the gamers wouldn’t

play the game the way Larry thought
his rules should make them play, he
changed the rules. Eventually rules
were stacked on top of rules on top of
rules, all in hopes that an unwinnable
game might have so much chrome
that the players could be convinced
they were having fun. It does not
appear that the experiment was a
success. ' '

So much for the “variant,” which
someday may tam out to be a good
one, but only when control of the

.. rules are finally, and inevitably,

LT

wrested from the hands of Larry
Cronin. As for the zine, because
Larry and I have stopped trading our
game zines, I've been seeing it only
mterml,ttently over the past six
meonths. The most recent issue seems
to be pretty much the same as when
I was subbing, except that country

- “treasuries’™ are a good order of mag-

nitude larger than the last time I
looked (some of the countries now
have enough “economic pomts to
buy several thousand armies or
fleets?).

. Issue #37, the latest, arrived bear
ing news on the cover that son Kevin
Darby Cronin arrived just two days
after the previous deadline, “yet the
zine’s still on time!!™ Holy cat-o-
tonics, Batman, isn’t that just a little
bit extreme?1? So if you do sub (and
play) in this one, I think it’s a pretty
fair bet that you won’t have to worry
about Larry ever being late. As far as

Iknow he has maintained his unbro--

ken record of monthly deadline inter-

vals, though oddly #37 proclaims | |

itself as “Fourth Year Anpniversary

Issuell!” Hmmm, I guess by this he |
means the beginning of the fourth

year...
Obvmuslyldon tthmkveryhlgh

ly of the variant, and I can do with-
out the zine, too. But many of Larry’s

players are happy here and feel he’s-

doing an okay job. He continues to
open and fill games, so for some
people he must be doing something
right. Maybe you’ll appreciate
Larry’s dedication to regularity and

‘timeliness. Maybe you'll want to

give the Perestroika variant a try—it
does have gsome interesting ideas.
Maybe you'll enjoy all the cartoons

(New Yorker-style mixed with Calvin
& Hobbes). Whatever. Request a |

sample from Larry and see what you
think. : GS

Pilot Light

Kevin Brown, 100 Patton Drive,
Wamer Robins, GA 31093
$10.00/12 issues (free to United

standbys); open page; laser print-
ed; 12-14 pages; freq.: monthly;

“girc.: 40; first: Oct. 1988; Iast._

Oct. 1992 (#46)
Runs: United Soccer League. -
Openings: Don’t know

‘What can you say abmt a zine that

has no letter column, runs only one
game, and has almost no non-game

hat, but still manages to finish well

in the Runestone Poll? If it was me,

I'd say something’s wrong with the

- Pilot Light tries to be a pleasant
linle zine catering to those few souls
that play United on this side of the
Atantic.  Over the last year or so
people have been trying 1o make
more of it than it is, calling PL “the
flagship zine of the United hobby,”

and other nonsense. If you want to.

play United and already know how,
or you've heard about United and
always wanted to try, or you just
want & diversion from the wargames,
Pilot Light is a good place to play. PL
also features the occasionally appear-
ing subzine “Poll Talk™ by Eric Bro-
sius, which is about the operation of
the Runestone Poll. KB

Piiot Light 46
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A great place 10 play United. Of
course, since I frequently win, I may
be a bit biased. It does have the best
press in the United hobby, and this
includes all of the European zines I
have seen. The competition is cut- *
throat, so don’t think that the luck
element decreases the competitive-
ness in the players. They see no rea- .
son to win a game 10-0 when they

1 can win it 20-0. Still, United is 2 °

game that you can enjoy while losing
because you can be planning and’
making - strategic decisions to -
improve your team for the following
season; not like in Dip were nothing
you do’in your current game will
help you in your next. Give Pilot
Light a try. And tell Kevin that Dave
McCrumb sent you. - DMcC
. Pilot Light is still the most enjoy-
able United zine currently available
(with the possible exception of the
league in TAG, which 1 have never
seen). There is a lot of funny and
often abusive press; Kevin has man-
aged tO maintain his interest in pub-

lishing at a high level despite having
' produced nearly 50 issues in just

under four years. The last couple of
issues have been much later than
usual, and Kevin has mentioned feel-
ing a lintle bumed out, but he remains -
an active and involved player and
it’s likely that his interest in United =
will carry him over this little rough
spot in PL’s publishing history. This
is an excellent league for United
novices because the rules are simple

-and the league is large enough that

there are always openings for stand-.
ScC

bys and/or new teams.
The rules are simple, good for a
novice. : JKG

Okay, the poll’s not perfect. I
don’t think anybody ever said it was.
I agree with Kevin that his fifth place
showmg in the poll was a little high,
just as I thought Phil Reynolds®
showing was a little low. These
things work themselves out, I think.

| With only four issues of PL in the -

last six months, presumably this sta-
tistical aberration will correct itself i m

-the 1993 Poll.

Actially, PL is a popular zine that
seems to do a pretty good job runming
a United Soccer League—by gener-
al acclimation of Kevin’s peers I'd

| say this is the best one going.

But as far as tape goes, this is def-

| initely the stickiest zine in the hobby:.

Hmmm, it’s getting toward the
end of my “long day’s writing into
night,” and I seem to be rurming out
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of both sféar_nandthings‘vto say (I‘:he-.
should be a pretty

»

comj
good clue of that, eh?), Look, you
wanna play United, you gotta check
this one out. Free issues for United
standbys. How can you go wrong?
(Wel].IsupposeyoucouldgetcaI[ed
_ into the game, but according to all the
reviewers you should be so ncky.)

Sub 10 this one and see what all
the fuss is about. T GS

mvgdﬁa

- PhH Reynokis, USF #4288, 4202
Fowler Av., Tampa, FL 33620

. SASE/issue or $3.60 /year; open

page; laster masters/xerox print-

- ed; 2 pages; freq.: monthly; circ.:
-30; first: Aug. 1990 (this is when

. Phil ook it qver), Iast. Nov. 1992

(#26) .
Runs: None..
, Mlnﬂ None

" Pontevedria is a listing of North
- American zines.and GMs with open-

ings for Diploacy, its variants, and

- other games. The most comprehen-

sive and up-to-date source for current’

hobby game openings, it is published
attheeodofeadnmonﬂ:.ﬂmyxsme
.contains over 50 entries. If I am
'almdymcavmgame.nsmwm
updmdaummmnyeadlmmﬂx.lf
Iam not, I encourage the zine’s pub-

lisher to keep me informed of rele-

- vantmformanonbyletterorsample
_issues. To provide a better hobby
'mce.nadesmmcnuraged. PR

el £03
iy Sereriig

e | SRR
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How use.ful is it, really? I don’t

believe anyone has ever contacted
* me about a game opening that I list-
" ed in Pontevedria. Maybe that’s

- becanse my zine is late in the alpha- '

.hst
Listing of game opmmgs avail-.

-service, though I suspect

bet.andsonfallsneartheendofthe
" SKG

able and where. That’s it, but- worth
getting if you want to save yours_e]f
a lot of legwork. Or writers® cramp,

maybe. A positive hobby service by
an active hobby member. JS

1 second that emotion. Phﬂdoesa '

a zine listing service into a cheap,
two-page, updated monthly poop
she.et. Great ideal. :

Obviously it’s not Zine Register,
and it doesn’t try to be. There are
no reviews, guest or otherwise, and
no comments from Phil. Just a dry
listing of zines, publishers’ names
and addresses, and game s. In
months when 'ZR doesn’t appear Phil
does has the most up-to-date game
openings info available. -

The latest word is that Phil is
going to let John Camso bundie Pon-
tevedria with John's Grass Roots,
the so-called “PDO Zine Directory.”
What the heck, it can’t hunt either
the func-
tional similarity between GR and
.Port may lead peop]c to wonder why
Jobhn is wasting time and money
essennally duplicating a pre-exist-
ing hobby service, while
almost four times as much as Phil
charges for Pont.

Idohaveonethngtostyabmn'

Stephen Glasgow’s mention that he
has yet to receive a subscriber based
on his hxtmgml’ontcvedna Obvi-
ously I can’t speak 10 Stephen’s

experience, but I have received a’

steady trickle of ts for Zine
Register from the little ad that Phil
has included in all his issues (let's
see, maybe one per month on aver-

-age, something like that). So I do
} think Pontevedria works. Who
knows, maybe somebody will sub

toWarFa:rbasedondlehsungm
ZR that the listing in Pont convinced
tbnntoh:yl(l.egbmecamaedm
the.. kneebone.)

- O\ I GVEL TELL Y00 YorRe A4
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-house zine with a
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The problem may be that most
people who are looking for a game
are really locking for a game &zmc
combination. That’s where ZR, with
its wealth of information about zines,
comes into play. ' -GS

'IhoPrinoe

‘Jim Meinel, 2801 Pellcan Dl'lve

Ancherage, AK 99515-1364
$10.00/20 issues; open page;

laser printed; 8 pages; freq.: 4

weeks; circ.: 32; first: Sep. 1982;.
last: Dec. 1992 (#120)

Runs: Diplomacy (5).

‘Openingis: None.

Warehouse zine offering regular -
| Diplomacy games only. Some chit-

chat on the goings on of my life.
Due to new baby in the family and a

new job, I will be drawing downmy

gamaloadtosenhdowntoasmall
erworkload.Standbysalwaysneed
ed. JM
JimMﬂnelhubemmtbeMbby
for quite a number of years. The

-Prince is on issue #115 or so and it
chugs along. I first retumed to the |

postal hobby at Jim's urging at a - =

CPA seminar that we both attend-
‘ed. The Prince was a simple ware-

house and little more. It had gone

through years of active hobby. -

involvement, but was sort of taking
a breather. When Jim got excited

about the Encyclopedia project, The

'Prmcealsobegantoshowvnﬂm

Then Jim acquired data psocessmg
equipment and the “new” look
Prince started to become a -multi-
page compendium. Consonant with
his reawakened interest, Jim accept-

ed three orphans. But five adjudica-

‘tons instead of two taxed his inter- -
est level and he bungled one ortwo.

(Which might be an “oops” for some
but for a CPA is a sin against

people,
‘ allthansholy)So with a new baby
'} in the house, a major career shift,

and the discovery that reawakened
interest in the hobby wasn’t unlimit-

ed, he closed the doorto new games
and has suggested that a return to
the warchouse may be approaching.

Still, his tales of career and home
have made exciting reading. BE
- The Prince is a pleasant ware-
Besides the handful of regular Dip
games, Jim provides political com-
mentary or accounts of his personal
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life. The games do not feature much
press—except for the ones with Stan
Johnson, of course—which might be
expected given some of the old pros
-who inhabit Jim's zine. The Prince is

s
- ‘The Prince .
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I think issuc #119 of The Prince
may have been the most enjoyable
hobby publication in the last six

months! Kind of a furmy thing to.

say about a purported “warehouse,”
isn't it?

© Jim started thmgs off with his

“above the masthead” thingie say-

ing “The Cold War is over, guys.”

Since this just happened to fit my "

explanation for the basal cause of
the psychological revolution sweep-
- ing the country (of which the Clinton
election is a mere symptom), I knew
we were on the same track. But then
. to read Jim’s explanation of why
he’s going to vote for Clinton, putting
- a CPA’s seal of absurdity on the past
12 years of Reaganbushtnckle—
downeconomics, oh it just got better
and better. Here’s a choice bit: “What
the conservatives are really scream-
ing about is not waste—that term is
a misnomer. It's income distribu-
tion that they hate, oh they hate it,
~ yes they do, yes they do, yes they
do!” Right on, brotherl!

- It would be a huge mistake to.
write this one off as a mere “ware-

house.” It is so much more than that.
Jim has shown time and again that he
" can crank out sensitive and touching
prose, from his wife having a baby
‘(which, sensibly, forced the games
oato the backburner for a month), to
the visit of his son (damn, Jim, that
“bears don’t let go” bit left me gasp-
ing for breath), and other topics.
I must have given away the issue
. where Jim discussed his foture plans,
. but I believe he has said that he

-bing to once my trade is up!]

enjoys writing this stuff more than he
likes adjudicating the games. Since
I'm not playing here, and likely
won't be able to sneak my way in
anytime soon (though despite the
lack of maps this is certainly one of
the places I'd play, if there were
openings), I say keep going with the
columns! They are the best patt of
the zine for this reader.

~ And if Jim should ever decide that
the pressures of the new kid, job
change, etc. are getting to be more

" than he can handle, my suggestion is

to deep-six the games, stick his writ-

"ing into a subzine @nd go to town. 1

know of at least one zine that would
love to run a regular Meinel subzine,
and that’s a fact...

[Later than late note: The Prince
#120 rolled in here just minutes
before layout starts. Forget this thing
ever becoming a subzine. Jim is posi-

‘ uomnghlsnnetobethedlscuss:ton

zine on Clinton economics. I'm

bowled over! As you might expect
hig last issue drew many comments
from a broad cross-section of hob-

" byists and Jim, not satisfied with his

tour de force issue #119, provides
even more data and charts, which I
don’t now have the time to go
through, but definitely will once I
get three minutes of reflection time.
This is one zine I'm definitely sub-
GS

"‘Prodigy”

(Information provided by Andy
Marshall, 775 Quince Orchard
Bivd., Apt. 32, Galthersburg, MD
20878-1672) On-line “Service,”

Access through computer/’

modem

$14.95/month plus $.25 per pri-
vate message after the first 30
each month; computer screen;
whatever your computer is
attached to; N/A; freq.: games
usually have weekly deadlines;
circ.:
playing Dip; first: Jan. 1991 last:
never seen

Runs: Diplomacy (about 12),
Grand Dip (1), Free-Setup Dip (1).

‘Openings: New games forming all

the time.

Prodigy is an online semce that
charges a monthly fee and message
fees, but no online charges. It’s a bit
expgnsive because it’s heavy on

graphics. This, unformmnately, makes

about 60 people actively

it a bit slow. Its only redeeming fea-

‘ture as a Dip venue is volume; there -

are at least 60 people playing Dip -
on Prodigy. Right now I know of
about 15 games in progress, and we
recently celebrated our 40th games-
tart (and still kicking). There are two
variants in progress; one is Grand
Dip (one player per center), the other
is a free-setup variant of some sort
(I’m not paying real close attention to
that one—sorry). There’s also a tour-
nament nearing completion; it start-
ed last January, a three-round affair
of 28 players, with the top 7 (under
a secret scoring system) makmg the
final round. These activities are all’
self-directed; Prodigy offers bulletin-

board type setups, and we all metin =

one devoted to gaming. There’s a

‘1ot of other gaming going on too;

people are playing wargames, role-
playing stuff, and some other multi-
player games. The main drawback -
is cost; Prodigy imposes a limit of 30
private electronic mail messages a
month, and each message over the

limit costs a quarter. As an exam-

ple, I'm playing in two games and
GMing two games, and my monthly
mail count nears 200. This is not a
cheap thrill. On the other hand, with
weekly turns it offers gratification
as close to instant as you're likely to
get in any form of long-distance
gaming. We used to have problems
with censorship, too (Prodigy didn’t

| like us conducting business in pub-

lic), but that seems to be a thing of
the past. Prodigy offers a wide vari-
ety of other services and features,
but I"'m not interested in shilling for
them; if you get a free tryout or
something, definitely take advantage
of it, but otherwise I'd suggest this
only for truly hardcore, masochistic

{-gamers who are hopelessly in love

with their computers.

Thanks for providing this write-up
on Dip activities on Prodigy, Andy,
since our original prodigal son, Drew
Franz, is off playing Captain Nemo
somewhere in the Med.

It's really too bad that Prodigy is
so stingy with E-mail—thirty free
messages a month may not be -
enough to play even one game, and
25¢ per message is an absurdly high
amount given that electronic bits and
bytes are all that are changing hands.
T understand that there are E-mail
Dip games underway on GEnie,

where E-mail is free, but unfortu- \

nately I have no information on that
network. Maybe next issue.
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Due to the structure of Prod.lgy
which does not allow uploading or
downloadmg of files, there is no

. “zine,”
Rather there is just a grouping of
players who send messages to one

~ amothér, and post information on
public “bulletin boards."”

: Given the impediments to E-mail
-,playhere (and cost is a major one)

it’s amazing that such a vital playing

- group has arisen on Prodigy. (The

number of games reported as run-
ning has more than doubled in the
have something to do with the obvi-
ocus organizational talents of Andy

" “God-Emperor’” Marshall, but since

~ Pve already lavished sufficient praise

on Andy for his successful postal

startup Aren’t You the Guy Who Hit.

Me in the Eye?, I'll hold off on fur-
-ther lavishing at this time, though I
reserve the right to reapply lavish at
somepomtmthefumre.

Protocol

Eric Kllen, 8124 Blldlomth Way. '

- Las Vegas, NV 89128
"~ $.75/issue; open page; laser
_printed; 5 pages; freq.: 4 weeks;
- clre.: 20; first: Feb. 1989; last:
Oct. 1992 (#46) ‘

" Runs: Diplomacy (2).

_ Openings: None.

Idon’t allow NMRs. I"'m running
down to a fold and the zine is free for
_standbys. It looks a lot better now
that I've gotten into desktop pub-

- e m “
: -;=H===-..-.~.==-.-==-:.‘._r.=-
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I've been with Eric for a long,
lmgnmeandlcansaywnhsome
~ authority that he is accurate, timely,

per se, on this network.

_EKr ,

"and interesting. I believe it’s still
true that he intends toTundown to a
fold but I'm in both of the games
rmmingthgrenbwanditlooksh‘ke
it’s still going to be a while.I'm

-Aci to my records, it looks

his reported 4 week schedule, but
prettydamngoodforanne un-
ning down to a fold” (where the
experience of, for instance, Meta-
Diplomat is a 1ot more typical). I've
only seen two issues of this thing—
one last fall, and the most recent
issue, #46.

The game ad_;udmauons in this
zine are positively painful to look
at—everything is upper-case, failed
orders surrounded by parentheses,
no underlinings, etc. I assume this is
the work of a computer adjudication
program, but I should have thought

GS | that getting a computer to spit out

attractive looking adjudications

the heck happened in the turn. But
what do I know, am I a computer
programmer? Other than the adjudi-
cations, however, the zmelooks very
attractive.

- Beyond the two-games running
in the zine, Eric included some of
the same file that in
Electronic Protocol. Eric also

i ehed:edmwnhabnefpdmmlcan

ment concerning who he was going
to vote for (Andre Marroun, “the only
candidate with a moral platform™).
But mostly it seems like the empha-
sis is on the two games.

As John says, Eric could probably
use a standby or two to belp finish up
the game. vaeﬁnsonealook. GS

,w
Protozoan '_
Scott Cameron, 4 Meadow Lane,

| Hicksville, NY 118025304

$.29/issue for players ($.50/
issue for non-players); open page/

pages; freq.: 3 weeks; circ.: 20;

Runs: 1830 (1), Britannia. (3),

{ “Choose-up Sides” Britannia (1),

Kingmaker (1), Republic of Rome
-{1), New World (1).
Openings: New World ($3.00);

others possible in early 1993.

Eric could use & standby or two. JS' '

likeEzmhaspnaJtll issues in a it~
tle over 13 months, which is atad off |

would have been cake compared to ik

legal size; xerox printed; 4-5.

_{ first Aug. 1984; last: Nov. 1992
(#116) '

“Insult huinor” is very popular nowa-
days. Here are gsome insults for you .

to try out ont your friends:

1) You're so ugly you could
frighten warthogs;

2) Your sister's so fat, she wore a .
yellow raincoat one day and three
people tried to hail her; :

3) Did you hear about this zine

' Protazmn? It's fast and cheap—]:ke
your mother

S e :-.-b.\--. ’
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I asked for a sample of Protozoan

| after sending the editor two samples

of my magazine along with my Rus-
sian Front variant. This was—I.
think—in spring of this year. I
haven’t hedrd from him since. - BF

Scott has GMed a wide variety
ofgamesinthis *zine, and he con- -
tinues to try others. He has proven

himself to be competent and reli-

able. - JKG
" I'm not sure what to say about
Brent Farha’s complaint about

‘Scott’s unresponsiveness—obvious-

ly my experience with Scott has been
completely and utterly the opposite,
which is that Scott has gone out of
his way to be helpful and supportive,

| at least of this particular hobby ser-

vice. Give it another shot, Brent,
maybe the postal service screwed
up—it does happen you know.
(Indeed—the last 1ssue of Proto
included a brief about “the
latest affront™ from the Hicksville
P.O., which ended up with Scott’s

‘rather plaintive bleat “Gee thanks,

Mr. Mailman. Tha.nks a lot...for

-| nothing.”™)

There are a couple of mterestmg
points about this zine. One is that it
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is sometimes the fastest zine in the
hobby-—faster than Maniac's Par-
adise, faster than Cheesecake or
Hoodwink, faster even than Upstart
(small joke there, folks...). On sev-
eral occasions over the past six
months this zine has not only been in
the mail before thie deadline, it has
dropped through my mail slot as
-~ much as three days before the dead-
~ line! Obviocusly once Scott has orders
from everybody, the zine gets
shipped. (But just to set the record
straight, more often than not the
tumaround is a more “nomasl” two or
three days afier the deadline.)
Another notable fact about this

zine is that despite the wide variety -

- of games played here, and large
r being Tun at any one time (8,
at present), the sub list remains rather
small. Scott has obviously attracted
a small core of players who want to
play oddball games really fast, and
for whom Scott’s speed and dedi-
cation to his players is far more
important than the specific games
Jbeing played. Some of Scott’s play-
ers seem to be in every one of his
games!
My guess is that this group of

" full-blown “Arson

the zine on track, and as fast as
blazes. Speed begets speed, appar-
ently. (Just for the record Scott has
published no less than nine issues in
the past six monthst)

‘There is often very little here
except the games, and lately Scott
has been stingy about publishing his
trademark “Arson Reports.” Perhaps
in anticipation of this review, how-
ever, the latest issue arrived with a
Report,” not quite
as whacked-out as some I've seen
in the past, but the headline “Woman
cooks herself from inside out in tan-
ning booth™ certainly manages to get

your attention, doesn’t itl This issue |

also included a review of some Tony
Hillerman novels, 8o in some ways it

was a special issue of Proto consid- .

ering the amount of reading matter.
(It weighed in at two ounces, too—
gee thanks, Mr. Mailman...)

* Mostly you can look forward 1o
what may well be the uglieést zine in
the hobby, with incredibly cramped
game reports, and the only one on
legal size paper (except for Scott's
other zine, Rails By Mail). But you
can also expect to see more issues of

If this combination sounds -
ing, don't delay, but send for your

sample...today! GS
NEWINEWINEWINEW!
Punchdrunk

Jake Malversiadt, 4154 Tana-
ger St., Fort Collins, CO 80528,
and Tod Zechiel, 1205 N 7th St,
Caiion City, CO 81212 and Erlc
Voogd, 22620 Byron St, Hay-

ward, CA 94541 g

Basic Service—$1. OO/month-
open page; xerox printed; 8 pages;
freq.: monthly; circ.: 22; first: April
1990; last: never seen
Runs: Title Bout, Stock Market
Monopoly (a Monopoly variant).
Openings: Both games open to
active players.
At Punchdrunk we don’t care about
boxing. We just like Avalon Hill's
Title Bout game. Players manage
real-life boxers (Ali, Hit Man Hearns,
Sugar Ray, and more) toward big-
money fights and the World Crown.
Coming soon: A Monopoly variant’

“speed-oriented™ players help keep

this thing, more quickly, than just
about any other zine in the hobby. .

that tums the Atlantic City real estate

Raifroad Rivals L ‘ )
- We are about at the point where the Lore of the Rail-
road has disappeared in America——it’s been too long
* since we used them as a major means of travel——but

- somehow the no continues and Thm,gs Rail-
-roadesque, including several excellent games, remain

consistently intiiguing. (There’s somethmg of a par-’

allel here with original Star Trek fandom, it seems to
me.) The most popular of all the railroad games is also
one of the simplest to leam: Railway Rivals, designed
in Wales by a teacher as an instructional aid about thir-
ty years ago. The game was so successful in the school

that the designer, David Watts, reworked it for recre-

ational play and began marketmg it in the early 70s.
The first postal game began in 1972 in England, the
game itself won the “Game of the Year” Award when
released in Germany in 1984, and in 1986 it finally
made its way across the Atlantic and caught on here.

And the fourth commercial release of the game setis | .

just now hitting the shops, made by Lauren (Ger-
many) and marketed here by direct import. (A few
copies of the previous release, by Games Workshop,
tum up in stores now and then; the release prior to that,
in tube format and made by the designer, can be
bought in America from Ken Hill—cf. Buckeye Rails.
So you have your choice.)
Railway Rivals is not so much a game as a game
_ system, in that a single set of rules will serve for an
unlimited number of scenarios. At this writing, over
- sixty scenarios exist, and more are coming oyt all the

-more money than your rivals. Six rounds of races,

- way Rivals is not, however sumlar to Dip in any

“hobby was started by an old-time Dipster—me.

time. It is even possible to design your own scenario
to fit the rules, as several Americans have done wnh
great success.

It works this way: You aregnrenamap(m ‘hex
form) of a given scenario. Your jobis to build a rail-
road and serve the towns indicated. The idea is to |
build the most efficient and cheapest line you can,
preferably superior to those your opponents are simul- .
taneously buildlng. After six mms of this, the action
shifts to “races,” i.e., contracts for dehvery of goods
from one town to another; if you deliver first, you make

and the winner emerges as the richest player. Simple
enough? Well, not really, because there’s a great deal
of strategic ability required; as with Diplomacy; the
rules are simple encugh but the skill needed to make.
good use of them is another matter altogether. (Rail-

other way.)

Try a game or two. Postal  games are cheap and
quick (thirteen tums), so it isn’t as if you’re commit-
ting a major_portion of your life to a trial. The places
to start (in this Register) are: Encounter, Buckeye
Rails, Rails By Mail, and, for on-line computer buffs,
Electric Trains. Look elsewhere in these pages for
hobby service . we got "em too, which fol-
lows when you eons1der that the American Rivals

(Railway Rivals was designed by, and is copyright-
ed by, David Glyn Waits, “Rostheme,” 102 Priory
Road, Milford Haven, Dyfed SA73 2ED, U.K.) CvM
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game into a wheeling, dealing, penny

stock market. JH
1 found this zine listed in Grass
Roots so 1 fired off an info sheet to
‘Jake; it arrived back here in just
-enough time to appear in this issue of
ZR. Who says the U.S. Postal Service

. is slow?
I'm not sure abom the Title Bout }
_ thing; probably it will interest some _

readers, but it leaves me pretty cold..
" That StockMarketMon ly thing,
. though, sounds like fun. I've alway_s
enjoyed “juicing up” Monopoly, and
this could resemble those wild, free-
ranging games we used to play back
in college days. (We included a
bunch of “extra™ rules that the offi-
cial rules didn‘t exactly proh.lbn
sach as options, shares held in other’s
monopolies, “free hns Jmmum:ws.
and the like.)
- I’ve never seen the. zine thence 1
have no picture), but it has appar-
‘ently been out there for about two
and a half years, so my guess is it"s
an established thing and not about to
fold. (But we’ll label it a “NEW/I" .
zine since it’s never appeared here in
Zine Register.) If you are interested
in either Title Bout or the Stock Mar-
. ket Monopoly thing, why not sub-
scribe and give it a shot? Then next
issue you can send your thoughts to
Pete Gaughan and let us a]l know
what you think. -GS

Qllost For Power

- Russell A. Wallace, Post Office |

Box 256, West Lynn, MA 01905

Free to players/traders;. open
- page; dot matrix printed; 12
- pages; freq.: 56 weeks; circ.:
24,; first: Aug. 1991' last: Sep.

1992 (#13)

Runs: Campaign Trar! (4), Bus
Boss (2).

Openings: Diplomacy, Elfengoﬁld.
Fishy ($15.00 game fee, $5.00
game fee each additional start;
game fees include sub for life of
~ game; willing to u'ade) ‘

" The zine is a forum for my war sto-
res and whatever else I feel like
wmmg about. Has a lively letter col-
umn. RAW
A very mteresung outside-the-

~ norm publication. Specializing in.
Bus Boss and Campaign Trail, Russ
offers other games which you nor-
mally can’t find elsewhere. He does

issue with a scgmmt of his experi-
ence in Vietnam and does it without

becoming morbid. That’ s hard to do
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: Quest For Power features sever-

al games of Campaign Trail, a short
letter column, and often interesting

'mlcsfmmRuss He seems to be hav-

ing problems keeping to a monthly
pubhshmg schedule, however. QFP

is a friendly place which doesn’t
mind the occasional debate, but my

-impression is that many of its sub-

scribers are not in the hobby main-
stream. Worthalook.espcmaﬂylf

you are curious for something dif- -

ferent. PR

This zlnebeganbynmmnggames‘

of Campaign Trail, a simple elec-
tion garne, and has since branched
out into Diplomacy and Bus Boss.
This is probably the best place
around to play Trail due to
Russ’s relisbility and the low price he
charges ($10.00 as opposed to $20.00
or more for other CT zines). The

- publishing schedul¢ has slowed con-
siderably in recent months as Russ

has opened new games of various
sorts, but a fold is unlikely. The zine
features very nice hand-colored maps
for the Campaign Trail games, but
the best aspect of this publication is
probably Russ's war stories (Russ
was a dog handler in Vietnam). Russ
is one of those natural storytellers
and hi¢ reminiscences are reason
enough to get the zine regardless of
what game heé’s ranning and whether
you mplaymgmlhezn or not.
Trall, incidentally, has
heen cﬁcmily .as the third
step in Diplomacy hobby bumout,

after United and Railway Rivals.

Impatient Dip bumout cases may

wish to skip spending three or four -

years playing those other games and - -

go directly to Campaign Trail. ScC
‘The last deadline in this zine was

. | October 8th, about 7 weeks ago.

WhileQF?hasneverbeentheﬂastest .
zine in the hobby—tumaround, while
trending longer over time, has prob-
ably averaged somewhere around 10
days—this is really omt of the ordi-

nary. Either I am missing an issue

Cwiich T doubt, given the speed com.

ments of the other reviewers), or
Russell has run into a roadblock. The
last issue was #13, not a good omen. -

Assuming that the holdupis justa
temporary thing (though like I say the
trend is not good—Russell took at
least 15 days to get #12 in the mail,
and 19 days for#13), thishas been a
pretty good venue for playing Cam-
paign Trail; until recently the only .
game available that “;'ecreates” a
presidential political campaign (but
see Election HeadQuarters and Call.
Me Pre.udent). 1 always enjoyed Rus-
sell’s war stories, although I'm sure

glad he hasn't killed anybody yet. -

The “colorized™ maps showing elec-

-toral college totals were always

attractive and I’'m sure quite useful.
Some press attended the games, .
although not a tremendous amount, -
but the leneroohnnnhasbemgrow-
ing, so there’s been some reading -
matter even for stodgy non-players
like me.

I have no real idea what kind of

- games Elfengold and Fishy are, so

you’ll just have to bug Russell and
see what he says. While you're there,
teiltumthatthehobbyxs wondering

what's and wouldn’t mind
seeing another copy of QFP! :
' Russe_]], come on back! . GS

Ralls By Mall

s«»ttcamoron. 4Meadoﬁl.ane, a
Hicksville, NY 11801-5304

| Free for players ($. 50/issue for

non-players); open page/legal
size; xerox printed; 2 pages; freq.:.
3 weeks; circ.: 10; first: Mar.
1990; last: Nov. 1992 (#45)
Runs: Railway Rivals (2), Bus
Boss (1).

Openings: Railway Rivals ($3. 00) ’

RBM is a mne dedmated to ra:ls,
which are small marsh birds of the
genus Rallidae. Each issue contains
useful and interesting facts about
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rails such as where they live, what .

they like to eat, and how you can
send them through the mails. Helpful
bird silhouettes are 'also a big part
of the RBM experience. The zine
also carries games of Railway Rivals

and Bus Boss. sStC
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Excellent. Not much to lock at,
but Scott runs his games quickly and
efficiently. If you hate the Red Sox
and love the Yankees, you and Scott

will get along just fine. I"'m not sure

" what his long-term plans are, but the:

zine is shrinking and the number of
games is very low. The pace is pret-
ty fast (roughly 2-3 week deadlines)
and I've had to frequently phone in
. orders to keep up. Overall, a great

place to play RR or BB. - KH
_Fast and accurate—but difficult
toread. JKG

Hey, what's this Red Sox/Yan-
kees thing? I may not know much
about baseball, or sports in general,
but even I know that the Bosox are
Ghods (albeit with clays of feet),
while the Skanky Yankees are no-

good bums in pinstripes.
' With the exception of the little
silhouettes of rails (which, believe
it or not, makes RBM at least twice as
“pretty” as Proto), and the absence of
a pub date on this zine, this is like a
mirror image of Scott’s other zine,
Protozoan. Same legal pages printed
on just one side, same crammed-in
look and feel, same speedy respon-
siveness. o .
- AsIdon’tplay RR or BBIcan't
say much about this zine, except that
in many ways it seems to be the
opposite of Ken Hill’s Buckeye Rail

Gazette. Where BRG is ofien a bit on

the slow side, RBM is a high-octane

vavavroom V-8. Where RBM looks
like a disaster area, BRG is the clean-
est Railway Rivals zine in the hobby.
Tt is perhaps tomatic of the
“gentee]l” RR/BB hobby that despite
the profound differences in the
approach of these two publishers,
both of them seem to have genuine-
ly nice things to say about the other’s
zines. Keep it up, guysl S
[Very late note: Yet another zine

which just slipped under the layout -

deadline. Same as always, although
this time Scott mentions that he
might have seen a quick shot of a rail
while switching channels on the

tabe...but he's not sure. It's been.

many months since any sort of sight-
ing of rails has been reported in these
pages, so this is actually kind of
exciting news.] ' . GS

NEWINEWINEWINEWI

Rainbow Warrior

‘Shane Hedegard, 613 Central

Avenue, Salinas, CA 939011607
Dont know price; don't know for-
mat; don’t know how printed;

don’t know page count; freq.:
don’t know; circ.: don't know; first: .

don’t know; last: never seen
Runs: Don’t know.
Openings: Don’t know.

I recently sent Shane an Info Sheet,

| but unfortunately he never respond-

ed. .

I heard about this one in Péte

‘Gaughan’s Perelandra #102, where

Pete had this to say: “I'd never seen
Rainbow Warrior before, but it is
apparently up to issue #9. Shane
Hedegard is offering to run
wargames such as Axis and Allies
and Eastern Front alongside Diplo-
macy and Intimate Dip. Number 9
has Shane's description of fear,
loathing, and cross-gaming at the
Pacificon Dip tournament.”

There, now you know as much as’

I do.I'm sorry we don’t have a pic-
ture of this one. If any info rolls in

before I go to print I'll of course |

update this listing, but otherwise
you'll have to bug Shane to get a

more complete picture, including

price, open games, other features,
etc. The address should be okay,
though; that’s the one Pete had. GS

Rambling WAY

‘W. Andrew York, P.O. Box 2307,

Unlversal Clity, TX 78148-1307,
CIS: 73210,3053; GEnie:
W.YORK1 '

$1.00/issue ($1.25 Canadian,
overseas as hecessary); open
page; xerox printed; 24 pages;
freq.: monthly; circ.: 76; first: Oct.
1990; last: Nov. 1992 (#24) =
Runs: Diplomacy (4), Intemation-
al Diplomacy (1), Gunboat (3},
Nuclear Destruction (1).
Openings: Diplomacy, intema-
‘tional Diplomacy, Gunboat (all with -
$5.00 NMR fee). :

Rambling WAY is entering its third
year, and going strong. There is a
robust intemational readership which
provides a nice compliment to the
North American players and view-
points. 3 subzines are regularly fea-
tured, one originating from Great
Britain, the second written in Brazil,
and the third from Tokyo. Two addi-

tional staff writers provide a variety

of articles and material to the readers.
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Other highlights include a month-
ly Poll Question that often creates
an ongoing debate. A Convention
Listing and tidbits of Hobby News
are also regularly featured. The
recent purchase of an IBM compat-
ible computer is the first step in
improving the layout of RW, and in
adding new features. ,

Of course the primary reason to
join RW is to play games. There are
always openings in Regular and Gun-
boat Dip. Also International games

-with two month deadlines for players

outside North America (and a few
inside) are available.
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- scription and join a game.
I thoroughly enjoy the one page-

. tion-Of-The-Mon
. ates some interesting

beyond being a “typica

Issue No. 21

63

Send for a sample, they're free (a .
" couple of stamps are appreciated,
" but don’t bother sending 2 SASE). If

you like what you see, try a sub-
WAY

international subz:lnes The “Ques-

. Plen-

ty of games, no maps. SKG

Here’s one I really enjoy a lot. .
.Full of stuff. Ten games at my last

count. 3 very interesting subzines
originate cutside the U.S. And a Poll
Question each issue which generates

. thoughtfal responses from many

sources. You can’t go wrong spend-

" ing a few bucks on this effort. . JS

_ Mmmm 1 smell another “collec-
tion"” zine evolving here. Like Coat
of Arms before it, RW’s strength is in

really columnists here and not sub-

Andy’s own work congists of the
games (with a lot of white space)
g@nd an occasional comment inserted
into the mder-response section, plus

acovm'pageofwhatsgomgonm.

his life, mostly his gaming life. The

. monthly_ reports from several over-

seas folks are the paprika on this
dish. The next step will be to use
those essays as stepping-off points

_for talk by Andy and his subbers.

. You will have a hard time finding
someone as dedicated to running
games well while listening to every
suggestion he’s given. PG
- - Rambling WAY has nice vanety-——

- .well-run games (though Andy is still
Jlearning some of the touchier
‘of GMing), a small letter column
- spurred by a “Question of the

Month,” columns from around the

'world, and a gaming con schedule.

RW is pleasant enough, but I think
Andy needs to interject more of his

.pemonahty thmugh original writing
: ‘PR | sets him apart

if his zine is to improve.
Andy has done a fine job of build-

~ ing his zine into an established hobby

His zine has g'o:ie far, far
" Mensa zine
that pitches just one or two games to
a limited audience,tobeing a gener-
al hobby mover and shaker in its
own right. Indeed, Andy’s reported
circulation of 76 subbers puts him
comfortably in the “big leagues.”

The zine is nicely put together, if |
Jjust a little bland, but Andy has plans

to acquire a desktop publishing pro-
gramandtlnsshou]dallowhlmto

| .. spice things up a little. He should

" column gener-

also be able to pack more text in on
each page, allowing more growth for
less money.

In some ways Andy is on the
cusp. Does he want to focus on

‘games service, or does he want to
do the “word thing”? Or does he '}

want to bite the bullet, do both, and
make a major play for hobby excel-

lence, and, eventually, DOMI-

NANCE!? My guess is he’s going for

that third option, and he just might

pull it off; unlike some still young
publishers Andy has demonstrated

' a -cool maturity when it comes to

growing his zine. So I'm not at all
worried about overload, bumout, and
folds with this one: Andy knows his

| limits and knows how mnch he can

do That’s good.

Cenamly he’s shown that he can
pump the issues out on a regular
basis, come hell or high water—
that’s a prerequisite if he wants to
make a play. He can write, although
there’s still not as much of his writ-

_ing in the zine as some would like.

But the more writing he does the

easier and more confident he will-

become. The issues discussed in tbe
zine could be a lLittle “weightier,” in
my humble opinion. (One of hls

' monthly poll questions was: “Are |

you pleased with your name?™)
. His games service is already pret-

_tygood—heusesthebynowfammls

ZR-approved CAPS for final posi-
tion, so of eourse...I approve. Maps
are one thing that would be-an
nnpmvummthere. but it's possible to
be a “top ten™ zine w1thout maps
(e.g., Cheesecake). .

¥ Andy can just keep on doing
what he’s doing now, and keep to
his regular schedule; I predict he’ll be

a “top twenty” zine within the next |

Ye&r Or 50. Movmgmtothe"loptm

.will require him to come up with

something special, something that
from the rest of the
pack. We’l see what he comes up

This zine has something for every-
one, both players and readers. That
means it has something for you. Why
not send Andy a buck and ask him to
send you a sample (or request it with -
your Zine Bank packet). GS

Ramblings By
Moonlight
Eric Ozog, 9509 209th Avenue

East, Bonney Lake, WA 98390

$10.00/10 issues ($15.00/10
issues to Canada and overseas);’
digest; xerox printed; 20-24
pages; freq.: monthly; circ.: 50;
first: Jan. 1991' last: Nov 1992-
(#23)

Runs: Diplomacy (6) -

Openings: Diplomacy ($3.00
donation 10 U.S. Orphan Semoe)

Ramblings By Moonlight is the zine
that rose from the ashes of two clas-
sic folded zines: Cathy's Ramblings =~

and Diplomacy By Moonlight. After -

two years I'm still going strong with
this enhanced warehouse zine:
Games, articles, letters, ,and,
of'oourse, ramblings by me!

~ This zine is full of standard games -
with good 1/4 page maps, yet retaing
a personal feel. The author shares
his life with readers, and they write
warmn letters in retumn. Simple for-

matting, intriguing cover. SKG
. You deserve an Ozog break today.

{ Even land-raping Republicans will
_enjoy hearing Eric converse about -

life in the woods, and they get John

| Michalski on a regular basis (John
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was a Neanderthal before the term
was even invented).

Now that the Ozogs have a human
child to accompany Sheba-dog, they
seem somchow less ethereal than
they used to. But it’s still Dipdom’s
version of the Camelot story, this
Eric and Cathy thing. PG

Eric and Cathy, Up in a tree, K-I-
S-S-I-N-G. First comes love, then

‘comes marriage, then comes Shan-

non in the baby carriage!

I don’t think that tree house,

which appeared without explanation
on the cover of the most recent RBM,
is really where the Ozogs live, or

kiss, but it might as well be. Eric is
. very much involved with trees—he

works as a forester/ranger guy for
the U.S. Forest Service—and in just
about every issue we hear something
about trees, from what the “orcs”

" next dooraredomgwnhthetmes
- on their lots (generally cumting the

suckers down), to various Forest Ser-
vice memos relating to things like
the Spotted Owl or beer bashes on
National Forestland. - -

The
good clue to another part of this zine,
which is that Eric is free with the
y since he and
Cathy had their first child, we've

. seen picture after picture of proud

Eric, proud Cathy, and gorgeous
goof-ball Shannon (dressed up in

Halloween togs, no less). I don’t
. think any other publisher is as free

with his pnvate self as Eric (except,

plcturethatywsecmalsoa'

perhaps, Jim Meinel)—one is
allowed a glimpse of the real Eric.

As a place 1o play Diplomacy,
RBM has few equals. Nice big maps
are provided. There's a fair amount
of press, though not an overwhelm-
ing amount—at least not enough to

'squeezetheplcsanofthezme Edc

is as regular and reliable as they
come, with a tumaround that aver-
ages a}_:_vout four days, although every
now and then he’ll throw an extra
week in the works, as he did with the

-August issue. I think what happens

is that Ae eats the occasional week
“ratchet” to keep on the monthly
schedule, which seems like a per-
fectly fair, nay, seasible thing to dol
Give yourself an easy zine produc-
tion every three or four months. I
don’t especially prefer the all lower-

case-two-finger- e-typewnt-
er adjudication style, but that’s his
business. I"d definitely still play

- here.

" RBM in some ways is the perfect
zine—Fric packs in a good number
of games (meaning he's got a
“viable™ sub base), he runs leuers,
editorial commentary, cartoons, pic-
tures, news about the U.S. Orphan
Service, travelogues, and more. All

-this in a sensible one-ounce (24

digest pages) package that is doable,

month after month. I suggest that

anybody who'’s thinking about start-

ing a zine take a look at this one
first-—it’s a maodel of how to be suc-
cessful in this hobby (8th in this

- quesﬁons.

year’s Runestone!), without bmalcmg
your back, or your mind, trying.
He’'s got openings...

‘Rebel

Melinda Aan Holley, PO Box
2793, Huntington, WV 25727
$1.00/issue; digest; xerox print-
ed; 24-32 pages; freq.: 5-6
weeks; circ.: 75; first: Nov. 1984
last: Nov. 1992 (#76)

Runs: Diplomacy (12—14), Gun—
boat (5-7).

Openings: Diplomacy, Gunboat

‘Diplomacy ($5. 00 game fee for

all games).

Rebel is a gamer’s zine. Diplomacy
only is played. A subzine, * oxfire,”
is included as space permits. It
includes trivia contests and Scruples .
MAH
. Hmmm. I see all my *“guest

reviewers” have deserted me on this
“one. And unfortunately it’s been sev-

eral years since I've played here, -
although Melinda and I have been

trading Rebel for ZR. So I'm not sure
what I can say about this one, except.
that duty forces me to come up with

something. I'll forge ahead... _

Considering the number of games

running here (as many as 20 at any
one time, turnaround is really pretty
good, and a lot better than I remem-
ber from when I was playing here

The New Zine Registor Regime

Zine Register ,staned_ ‘evolving from the day it was

launched. If it stayed the same, while the hobby

changed and progressed around it, none of you would

bother to read it. So expect change.

I think ZR can be almost everything. Basic data like
prices and games are the core, but they don’t help you
make your initial decision on whether to try a zine or
not. The reviews you see here help readers spot the
zines that have an atmosphere they'll enjoy, or a fea-
ture they really like. And I intend to make it easier to
find every feamire and style by expanding the basic data
bymcludmgkeyword descriptions like warehouse, pol-
itics, or cliqueish where appropriate and with pub-
lishers’ permission. I'll also be adding indexing fea-
tures to help readers locate the rail-game zines, the vari-
ant homes, or the Machiavelli zines they’re looking for.

(The one thing I won’t add is a game opening
index—waitlists change too fast for ZR to keep up, and
Pontevedria does that job admirably.)

But not everyone reads ZR in order to find zines to |

subscribe to. As a zine-finder it’s a big help to novices.

But for those of us who are established in the hobby,

ZR serves as a meeting place. It’s a forum for check-
mguponzmeswea]:eadyknowabwt,btnchoosenm
to subscribe to; and it’s a “status board’ for what’s hap-
pening in zines we do see, giving readers a chance to
evaluate their editors on neutral ground.

SoI'd like to give Dipsters the chance to do more
than review zines, but review the hobby as well. I
won’t duplicate effort here either—F oolhardy already
offers an exchange of views on Dipdom. What I will
do is offer space in Zine Register for letters and com-
ments on the hobby at large, on a specific topic each
issue. I'll need help from publishers when I send out
Info Sheets, telling their readers what’s coming up in
ZR, so that both publisher -and non—pubhsher input

. finds its way in.

There will be a couple of graphic and layout
changes—a return to open page printing, for exam-
ple—butr.hesevnllbesmall.l I won’t write
riearly as long reviews as Garret does, which should
provide the extra space I need for my new features. .

. 1thank Garret for the charice to help the hobby by
running ZR and I hope you readers will keep back- |
ing the project as part of Dipdom’s next burst of .
growth PG
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(1987-89 or so0). Since the last ZR

- Melinda has put out four issues on an
average tumaround of around seven’

. days. Players typically are given at
least a month between postmark and
~ following deadline, often as much

as five weeks. This is a nice long

negotiation period, so if you're the
kind of player who likes an involved
game with a lot of back and forth
and coordination of plans, Melinda
" provides the framework for that to

, Physxca]ly the zine is pure ware-
house and could benefit from maps,

- or little cartoons, or something to

bxeakupthemonotonydgaineafter
game after game. But these bits of
chrome may be unimportant to you;
if so this could be a zine for you to
. put on your “wish list.™

As far as reading matter, some of

the games specialize in press, some
dont.It’sabntofa oot. I'm

not really that fond of the “Foxfire™
subzine—Melinda has a difficult

tilme carrying this one off, I think. It.

hasn’t yet been able to replace the
popular “High Inertia™ subzine that
.waspubbedbyhndaComtﬁnanche

until a couple of years ago.
: Finally, one thing is pretty cer-
tain—Melinda is a mem-

ber of the Dip community. I don’t see
- afold anytime soon (which is a good

thing, considering the number of

games that would be orphanedl).’

And if for any reason a fold did
- become necessary, I'm 100 percent
certain that Melinda would make
. sure her flock of gamers was well
_ cared for before bowing cut. She’s
just that kind of person.

[Late news: Rebel #76 just rolled
in the door; another fast issue with a

five-day tumaround.. Apparently

Melinda is going to try pubbing on a

five-week schedule (instead of her
previous six weeks); if she can keep

tuming her issues in under a week
her players should have no problems
with this change. Apmnympresslve
performancel] .

| So I I.ledl
1 Marc Peters, 370 North St., Sun

Prairle, Wl 53590
$.50/issue; digest; xerox pnnt—

‘ed; 16 pages; freq.: 10 issues

per year; circ.: 46; first: don’t
know; last: ? (#37)

Runs: Diplomacy {6}, Gunboat (3), -
WW ilib (Global 15-player vari-
ant) (1).

Openings: None, until two current

- .'games end.

Well, not only did my guest review--

ers stiff me on this one, but the pub-

ber did ool Consequently I am mere-

ly repeating the information I had in

_the last izssue of ZR. ] have received

nothing from Marc since last June,
neither info sheet nor of a cur-
rent zine, that would allow me to
update the information given above.

Oh well, I guess in that case I

‘won® tfeeltoobadabommennmnng

Dlpcon XXV again. First place,

' wasn't it Marc? North American |
Champion? Best in the Mid-West? i-

Super-Dipper? (Heh, heh, heh...)
So 1 don’t know what's up with So
I Lied. At one point I had some sam-
ple copies ‘of the zine, but I foolish-
ly di sed every one through the

Zine Bank and now I'm S7L-less. No :

picture of this one, therefore; a

was having with the frustrating
Express Publisher program, he was
turnmg out a rather attractive mgest

‘zine, one that would have livened
up these pages. I talked to Marc a |

few weeks back and it sounded like
he had not yet abandoned SIL,

‘though I suspect that there has not

been an issue produced since last
spring’s #37. In fact he requested a
copy of my Dip map so he could
scan it and stick it into his layouts—
so I think something will eventually
reemerge from Sun Prairie, although
I'll not hazard a guess on timing
beyond “real soon now.”

GS

On the other hand (good cop, bad
cop routine here) if nothing has been
produced by next ZR, Pete rnight
want to give some serious thoughtto
listing this as a fold, and Eric Ozog
might want 10 send the Orphan Ser-
vice Thought Police on a little Wis-

Son of Flip .
Eric Shaffer, Box 144 Smith Hall,
Lock Haven University, Lock
Haven, PA 17745, or George R.
Mann, 5308 Tower HIll Court,
Wllllamsburg, VA, 23188 '

$1.00/issue; open page; xerox
printed; 12 pages; freq.: 4 weeks;
circ.: 12; first: Aug. 1988; last: -
Oct. 1992 (#31) '
Runs: Machiavelli (1).

- Openings: None.
" The zine is heading towards being

100% professional wrestling. Pub-
lication will also be stepped up to
monthly issues. Eric will be the pri-
mary publisher and he will be taking

this zine to higher levels. If you'rea -

pro-wrestling fan, catch the wrestling
zine of the future! As for Machi-

avelli, it has been detached from SOF

(usually was anyway). I doubt I'll
run anymore games after this one
ends. I hope to become more .of a -
goonptfibmor to the new and improved

H“P P )’ Ha llowccn

rom~Son of Flip ~
(il mpelyias fu Uy o} Wiy Rrnel T v Gpichmnd
{2t parmead ol firpmdis:

""J-W'.-,‘I-i =, e

" Hmmm. I'm not sure how much
longer we should list this zine in ZR,

"as it is getting farther and farther

afield from the “postal multi-player
games hobby.” After all, as reported
by The Worldonmes (seehsnngfor
Penguin Dip) there is a rather large
number of zines that focus on pro-

- GRM
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_ fessional wrestlmg (at least 401), so

if we gently ease Eric out of this
hobby he won't be left in the cold or

‘anything. Indeed, I have received,

unasked, samples of two pro-
wrestling zines (with absolutely no
connection to this hobby) in the last
six or eight months—obviously Eric
is already hooked up with these folks.
(They must have gotten my address
from Eric’s sub rosters.) Machiavel-

" 1 no longer appears in the zine, but |

on flyer from George Mann.

Now obviously there are some
zines listed in ZR that don’t run
games, such as Benzene, but gener-
ally they are in some ways tied in
with our hobby. In Benzerne’s case,
most of Mark Lew’s sub base comes
from inside the hobby, and the case
can cenainly be made that while the
zine is atypical, it is still parf of the
hobby. I don’t think that’s true of
this one, however. The focus is
unremittingly on -professional
wrestling. The sub base, which once
was drawn much exclusively
from inside the hobby, is now much
more diverse—I spotted only 5
names [ recognized (out of 14)in a

. recent sub roster.

But whether we drag SOF
screamning and kicking, out of the
pages of ZR is a decision I leave to
my illustrious successor! Actally I
suspect there will be lintle kicking,
and less screaming—editor Eric
Shaffer is distincily disinterested in

.mepostalhobbyandprobablywmt

even notice.

-This thing is just about pro-
wrestling, and to this observer, who
doesn’t get it, it seems obsessively
about pro-wrestling. If that’s your
thing, check it out. GS

Standard Gauge

Bill Wordelmann, 541 Canyon

- Trall, Carol Stream, IL 60188-
‘:1364

$.50/issue; open page; dotmafrix
masters /xerox printed; 6 pages;
freq.: monthly; circ.: issue #1 was
approx. 40, expect final circ. to be
in the teens; first: Nov. 1992;
last: Nov. 1992 (#1)

Runs: British Rails (1). -
Openings: None now, but very
soon (when | get the hang ofdoung
this. = -

Standard Gauge
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I have picked up the British Rails
portion of David McCrumb’s folded
zine, Twains. I'd like to make this
primarily a Mayfair continental rail-
building game zine, but I think I'l1
expand out to run Railway Rivals as
well. Stay tuned... BW

Standard Gauge iz a new zine

‘dedicated to the play of railroad

games. Bill is a playtester for May-
fair games, so his preferences for the
Empire Builder series is not surpris-

-ing. In the future Bill hopes to offer

Rmiway Rivals and Snowball Fight-
ing. He would also like to start a let-

ter column, though your guess is as
good as mine as to the topics he

prefers. The game report for the one

_British Rails game has the same look

as those found in ark and Perelandra,
the two zines after which SG is pat-
terned. Looks promising—let’s sup-
port our newest fl PR
Newer than new, Standard Gauge
#1 bears a November 6th dateline,
which I think makes it the youngest
zine in here, and not much older than
this Zine Register you're holdingl
Bill has taken over one of the
British Rails games from David

McCrumb’s folding zine Twains (I

can’t remember where the other one
landed, but I'm sure it will surface
somewhere)—this one is named
“Mermimac.” Bill’s stated intention is
to “go slow” at first and make sure he
doesn’t get overwhelmed, which is
just the right atitude and will likely

grant him long life in this hobby.

Although he hasn’t officially offered
any more gamestarts, he's leaning
toward another Mayfair rail game,
such as Nippon Rails or North Amer-
ican Rails. He'd also like to offer
one or two Railway Rivals games
and possibly a game of the ever-
ular Snowball Fighting.

open more. No press

Bill’'s first issue w;as' free: he
expects #2 will be a freebie wco. Why

| not write Bill and ask to see a sam-

ple? I think you'll be pleased by the
altractive zine our hobby’s newest
“rookie’ is putting out. If you want to

] get in on the ground floor of a new.

zinededicatedtdthebooming“choo—'
choo” craze, this is one you won'’t

-want to miss.

[Late note: Bill managed to retum
his info sheet, right before I start
layout. 'Ihcmfore my “review” may
sound repetitive, but I don’t have the
time to go and edit the thingl] GS

Starwood

Melinda Ann Holley, PO Box
2793, Huntington, WV 25727
Sub included with gamefee; open .
page; xerox printed; 10-12 pages;
freq.: 3—4 weeks; circ.: 16; first
Oct. 1987; last: Nov. 1992 (#73)
Runs: 7 x 7 Round Robin Gun-
boat Tournaments (4). :
Openings: 7 x 7 RRGT tourna-
ment open ($15 00 toumament
fee).

Starwood only runs 7 x 7 (Round
Robin) Gunboat tournaments. I will |
mun a maximum of five or six at a
time depending on the status of the
tourmnaments. If a couple are winding
down (like now) I'll go ahead and
MAHR

I guess it’s left to me to provide a
“guest review” for Starwood. Given
the nature of this “Gunboat—only"
zine, it would be giving somethmg
away if one of the players wrote m
about this one! »
This zine exists for one purpose— '
torun 7 x 7 Round Robin Gunboat
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o Tdufﬂa.meﬁts (known as RRGTs).
This is one of the few places you

 can find this sort of thing.

RRGTs are probably a good way
10 get quick exposure to basic game
. strategy and tactics. Since there’sno
press andfor negonanons you focus
‘on the moves, meaning you can tum
’ your moves in qmckly As you play
a different position in each game,
- you'll quickly get a sense of good
ways to play each country, maybe.
~ Soin some ways an RRGT might
be a good idea for someone com-
pletely new to Diplomacy, even
though the crucial element of nego-
tiation is ignored. For the most part,
however, and especially here, old

time veterans (and long-time Melin- "

. da Holley subbers) seem to be the
ones playing these things.

- . Maps are not provided, which cuts
down on Melinda's outlay of time
and money, but it means the players
have to drag out the mapboard.

" . Melinda’s adjudication style is clear

- - and accessible.. Hmmm, other than
- that, what can I say about Starwood?
- There is absolntely nothing here but
. games—-no other zine is as much of
a “warehouse” as this onel

As far as T can tell, ‘Melinda is
doing a great job. She cranks the

*_issues out pretty much on her stated

" 3—4 week schedule, with an occa-
sional longer delay (for instance, in
July), but I'll bet the players also
"don’t mind the occasional break!

" Since you get to play 7 games for just
15 bucks, there snobetterdealtobe
found!

“ The questlcn is, do you want to
~ play in a RRGT? If you do, this cne’s
for you. If you dont,dmtbother
with Starwood.

~ Suicide Squeeze

. John Caruso, 636 Astor Street,
Norristown, PA 19401 7
Free to players; “"reduced”
{digest?); xerox printed; 4-8
pages; freq.: 2 weeks during base-
ball season, 3 weeks off-season;
circ.: 26; first: Jan. 1991; last:
Mar. 1992 (#24) .
Runs: Strat-O-Matic computer
baseball league; 26 teams; 162
game schedule. =

. Openings: No openings at pre-
sent; waiting list for opemngs as
they oocur——expans&on in 1994
($30 00 fee).

Gs

Best Baseball L eague running. Your
teams actually play the games.
Unfomma;ely, it would be too diffi-
cult, at this time, for me to run more
than one league. A JC

‘Many many people these days are
running baseball fantasy leagues

-based on Strat-o-Matic or similar

games. This is the only league where

you compete with Dip players. How
games can you find where you

many
. face Bob Olsen, for crying out loud?

The “zine” itself is results, player
drafts, stats and transactions, not suit-
able for nonplayers, but check with
John for an expansion team. Nag
him, in fact. _ PG

So who’s Bob Olsen, Pete?
Um...yeah, I know who Bob Olsen
is, and you know who Bob Olsen is,
but remember, this ZR thing will end
up in the hands of a lot of people
who were still in training pants when

‘Bob was in his hobby prime. Try to
-remember that for next issue, okay? -

{For the non-cogn‘oscenli Bob

Olsen, old *Silver Toague,” was a

masterful press writer, though a
somewhat indifferent player. He ran
a couple of very successful subzines

in the mid- to late-80s, and while he:

pretty much faded from the scene
by the end of the decade, he seems to
be making moves to resurrect himself

in the hobby, though he’s still most-

ly a United-style bum victim.).

~ Unfortunately I don’t have a pic-
ture for Suicide Squeeze since
through the Zine Bank I gave away
the one copy I'had. Although I asked
John to at least send me a cover of a
recent issue, no can do. Or no did do.
Whatever. At any rate, SS is proba-
bly one of the few truly active zines
that won't have their own little pic-
ture in this issue of ZR—unfortu-
nate, I suppose, but this gives me

"t license to crank out another 1000
1 words, right? '

Actually I've already rab out of

.steam on this review (thank God for
Bob Olsen.). From what I remember |

of the one copy I did see, it was the
usual Caruso product—unexciting

layout and type, no graphics, just a !

lot of stats and tables, that sort of
thing. As no less a Caruso booster

|| than Doug Kent’s subzine editor has

noted, John uses a computer Iike it
was a typewriter, and does not avail

himself of any of the special features °

or formatting tricks that computer-
ized production allows. -
Ch well, that may not matter. for

this. zinie. The point here is to play

into this thing.

some ball! Apparently John is doing .
a pretty good job on that account—
at least nobody has written in with
ts, which is a good sign.
Ask for a sample maybe he’ll send
you one. But barring a standby call,
you’ll have to wait until 1994 to get
. GS.

The Tacl.ful Assassin

Eric Young, 4784 Stepney Road,
RR #2, C2, Armstrong, Bc :
CANADA VOE 180

-$7.50 (Canadian or U.$.) per year

{(approx. 10 issues); open page;
laser masters/xerox printed; 10 .
pages; freq.: approx. 5 weeks;
circ.: 40 (14 Canada, 26 U.S.);
first: 1991 (?); last: Nov, 1992

(Vol. 3, #24

Runs: Diplomacy (5), Gunboat {2).
Openings: Diplomacy, Gunboat,
Asian Diplomacy ($3.00 NMR fee).

-TthacgﬁdA&vassmhaspiwmtobe 2
-a solid 'zine. I do not recall it experi-

encing any significant delays. Ericis
a good GM, but he has some small.

naggmg pmbluns—mlsnotmg maps;
running some games using the
“British style™ of combined seasons,
which can cause confusion; and not
listing standbys® names when a play-

er NMRs. Clearly there is room for =

improvement in the gaming aspect of
TTA. Other features include a small

letter column, editorial ramblings,

‘and logic puzzies. Eric adds the per-

sonal toach with these latter nems,
making TTA apleasanﬂy modest mnc.
toget.

Vehmw 3, #30

m-mmmusm

spmbablyﬂlebestp]acetoplay
among Canadian ’zines. It's reason-
ablymompt(byCm&mspndaﬁs),
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the maps are clear and Eric obvi-
ously enjoys GMing. He seems 10
. be approaching the saturation point
for games s0 openings may be hand
to come by. There is a bit of writing
but the focus is on the games. RL

Yes, Garret, when | said last issue

that Eric could get rid of “them, “ I

did mean the crosshatching on the
maps rather than the maps them-
selves. Give Eric Young credit, once
it was pointed out he saw the prob-
lem and did something about it. Then
agam, that is the sort of thing you can
- expect from Eric. He is

reader commentary. The Tac{ful
Assassin is a fast-rising commodity
in the North American zine cornmu-
nity. The balance between writing,

letters, and games is just about right
for what he wants to do. Eric’s own
writing tends to be toward the philo-

sophical side of everyday issues. The |

. games have a fair amount of press,
although Garret probably would not
find it enough for his tastes. All in all,
a very nice product, well worth the
cost.

Ex-cuse me, I hope you don’t

-mind if I say what J think about the

press. Cheeshl

' Well, the games have a fair

amount of press, but not enough for

my tastes,..
Actually, one thing that's a litle

about the Gunboat games, .

at Jeast (which, predictably, between
the two of them have more press
than the five regular Dip games put
together) is that the players have
adopted nicknames. This seems to
.personalize the press in a way that
_ writing “Germany to Rome™ just
doesn’t do. Mlight be an idea to try ...
. I found the most recent issue of
TTA fascinating. Eric gave quite a
long autobiographical statement
(about two pages)), telling us how he
was bom in B s grew up in
California, went to oo]lege at Berke-
ley during the “wturbulent sixties,”
did the drug and draft-avoidance
thing, became completely disen-
chanted with the U.S. government

" as a result of the Vietnam War and

other foreign policy outrages, and
eventually wound up on a self-suffi-
cient farm in an idyllic setting in
- British Columbia, a Canadian citi-
zen.

Yes, Eric, I enjoyed it tremen-
dously, especially the stuff about
being “in our canoe on a small lake
where a loon will call to me. I can
ride our horse up the mountain

BMcK

behind (1 km) our house and have to
turn around because we see a bear. I
can raise my head up from stacking

-firewood to watch a flight of 200

geese heading south.” What am I
doing in this stupid city, anyway? 1
really miss not knowing what phase
the moon is in... .

At any rate, Eric is somebody
who's willing to share his life with
you, whmh is somewhat of a “Cana-
dian” trait, I feel, but he also tries to
nm Dip games on a regular schedule
(that must be the “American” in
him). Iﬁndna]ntlemtmsnng actu-

body who was born in Baltimore and
grew up in California...

Unfortunately, Enc is a lintle

flukey when it comes to the zine.
Some issues are turmned around in
under a week, but Vol. 3, #22 took
exactly one month (and others have
taken almost as long). For mysclf
since I'm not playing here, if it takes
Eric a month to comeupvmhthe
kind of matter that we got in
Vol 3, #24, I'll happily wait. But

this sort of h13h1y variable schedule -

can be tough on players. Should they
call when the zine is two weeks over-

‘due? Or should they wait (and risk an

NMR—the posties probably screw

-up in Canada as much as they do

here), figuring that since Eric was
this late before why waste time and
money on a phone call? '

Still, all things considered, this is
one of the best Canadian zines, not
quite as good, all around, as North-
ern Flame, but in my humble opinion
better than any of the others. Preny

cheap too. Eric has some openings
‘that are taking forever to fill, and as
‘Robert Lesco notes, these may be

the last for a while. Don"t let this
opportunity slip through your fin-
gers Write Eric today.

Ter-ran |
Steve Helnowskl, 860 Colorado
Ave 2A, Loraln, OH 44052

Free to players; open page; xerox
printed; 4 pages:; freq.: 4 weeks;

" circ.: 30; first: June 1976; last:

Nov. 1992 (#198)
Runs: Diplomacy (4)
Openings: Diplomacy ($5. 009)

White with black ‘markings—used
to be blue but no one could read the

blue ones. Fresh out of the Meso-
zoic. - SH
Ter-ran runs a handful of Dip
games featuring some hobby veter-
ans and good press. The zine is pub-
lished regularly and frequently, con-~
firming its long history of depend-
ability.  Steve often has a page’s

- worth of amusing anecdotes regard-

ing himself or his players, and this
gives character to the warchousey
Ter-ran. Steve is a good GM. L high-
1y recommend playing here. PR
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I tried to ‘confirm a game pﬁce

- (Steve didn’t put anything down on

his info sheet), but despite reread-
ing several back issues, I was unable
to dig anything up, except that in the
very latest issue Steve, announcing a
gamestart, said that if “you
owed/owe any gamestart $, serid that
along.” So 'm pretty sure that games
here do cost money, and I think the
price is five big ones—pretty damn
cheapl (And if I guessed wrong, -
Steve, let Pete know for the next .
issue.} .
T always enjoy Ter-ran, 1:hough
I'm not playing here. That makes it
more than “just a warehouse” in my -
book. Every issue has a couple of

jokes (some of them are old jokes)

with Mark Fassio, who seems to be
Steve’s mascot or somethmg, as the

 perpetnal butt. Indeed, one is tempt-

ed to call this “Mark’ sZme,” since
he plays in many of the games and is

_somuch a part of the “culture™ here. -

Each issue generally includes a
“Slkme Shorts” feature, which has
Steve gabbing for a page or two
about something that’s happened in
his life recently. These range from
Steve’s batiles with a scorpion (Steve
emerged victorious, thank God!) to
Steve’s battles with wormy pizzas

inside his leg casts, to Steve’s batiles
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. with “customers” along his mail
route. I enjoy these bits as much as
ing I come across in the hobby.
It’s too bad there isn’t more of it,
- actually, but obvmusly there's a
- trade-off between quantity and qual-
" ity, a fact that this pathetic reviewer
" has yet to realize, I suppose..

AndStevehasntgottenﬂnough.

his second “century” by trying to be
all things for all people. Like many
long-lived zines he has managed to
survive by keeping the effort down to
,amanageables:z.e I don’t know if
this is how it’s always been for Ter-

ran, but for those of us who like to |

nn big powerhouse zines, it is cer-
tainly food for thought. ‘

. I"m not sure I'd want to play here,
no matter how cheap, as the players

) . are a tightly-knit bunch, and except

for speed and regularity, Steve's
. games service is less than I'd hope for
(no maps, for. instance). But these
issues may not be that important to
you, If that’s the case yoi owe it to
yourself to check this one out. After
a.’:most2001ssuc.snsaprettyfa:r
. bet that Steve won't leave you gasp-
ing for air with a messy fold. He’s got
~ his formula down, and it works. GS

36 Miles of Trouble
Paul Gardner, 5 Timber Lane,
Brattieboro, VT 05301

$3.00/10 issues; open page;

typed masters/xerox pririted; 2 |

" pages; freq.: 2 weeks; circ.: 14;
first: Jan. 1992; last: May 1992
- (#6)
Runs: Don't know. .
- Openings: Don't know. .

Small, intimate, and (sorry, amig‘o)_

dreadfully typed, but to play here is
really to join a small family of good

- buddies. Paul was one of the original |
- " American players, and he remains a.
ﬁneGMandampetbplayer And he

is prompt!! Don’t come here for
frills, but don’t avoid it for their lack,
either. (Aren’t circular statements
like that fun?) - CvM
Very small and very fast. Until
recently it was running every two
weeks regardless. It’s slowed down
some recently. He runs Acquire, Dip,
RR, and one or two others. Fast,
_fast, but little more than a ﬂycr in
content. KH
- Paul is fast and accurate. Thisis a
good place to play. JEKG

This is primarily a Railway Rivals
zine which also carries games of

Acquire and Diplomacy. Lately, .

TMT has been undergoing a hiatus—
the last issue was about a month and
a half ago——which seems to be due to
Paul’s making the mistake of putting
his personal life ahead of publish-
ing his zine. Paul is a reliable pub-
lisher, so there’s no danger of a fold
and it should be only a matter of a
few weeks before TMT is back to its

rapid two-week schedule. The
'GMing is good although the zine

mtmuchtolookat.lnfact.dns:s
one of the three or four zines cur-
rently being published which is even

-uglier and more cramped than Pro-
tozoan—and I say that as a oomph—'
‘ment!

Ihaventsemﬂnsthmgmcelast
May; Paul did not respond to two

‘requests for-information. (Unfortu-

nately I'd Zine Banked my only
copies of the zine, hence the lack of

I'must have hit him up with my info
sheets just about the same time some-
thing happened to derail the zine, if
only momentarily.

Scott’s news that Paulmlght actu-
ally let personal life matters inter-
fere with getting the damn zine out
every two weeks like clockwotk is-of

course shocking and abhorrent to.

me—I'm sending the TurboInquiki-
tion up to Vermont to see what the
heck is going on up therel

Not much more to add to what
the other reviewers have to say—

sounds like a good, quick (if kinda

messy) zine that might be having a
momentary setback. Paunl has been
around the hobby for awhile, though,
and has gone an earlier “ran
down to a fold” situation (Not New
York) so I'll second Scott’s assess-
ment and expect to see him back
momentanly.

This Train Is Bound
For Glory

Oralg Miils, 3024 Pascal St.

North, Roseville, MN 55113 -

Free to game players, free sam-
ples; open page; laser

master/xerox printed; 14-20 |

pages; freq.: monthlyfbrmonth!y
(terribly irregular); circ.: 14; first:
July 1989; last: May 1992 (#24)
Runs: Don’t know. _
Openings: Don't know. -

‘a new watch batiery

o} Ramon Lazaro, 1120 Cordova

WclLIhadbetterwamyouupfan

-Tluswﬂlneversctanyspeedreoords

The zine makes an interesting read

if you enjoy long religious and philo-

scplncnl discussions (nobody’s trying
10 convince you, just inform you),

‘and the games—very few of them—

are well managed and cleanly pre-
sented. But if you try to set your
watch by Craig’s schedule, you need

This Train is bound to be aban-
doned. Haven't seen it since #28
(which hada déadline of Jane 19).

(Late note: Craig just managed to
pump out a game report dated
10/9/921) PG

_ The]stestwordhem:s_that Craig
has been sending cut game reports
separately 1o the players involved in
the games. I’m not sure whetherthe

. zine itself has folded, is on hiatus, or

is still in business. chardless of the
status of the zine, Craig is still un-

, ning games of Rallway Rivals. SeC
a picture.) From the sound of things {-

Craig continues to pub, but not
really in ’zine format. He cranks out
a game report every week or so. The
resalt is many mailings per year, but

.only one game per mailing. JKG

Unfortunately 1 Zme ‘Banked
away the only issue of this zine I'd

.ever laid hands on, so no picture is

avmlable.Cmgdldnotrespondto-
twoqumtsformfoxmanmAnd I

can't for the life of me remember
what the heck this thing looked like -
or what was in it. So forget it, I'm
passing on this one. The informa-
tion above is just a reprint of what we
had last time, except that I've “Don’t
know"ed the games status fields.
Pete—it’ suptoyoutoﬁgureout _

what to do with this one. GS
Toucheé

Street, Coral Gables, FL 33134

$8.00/year; open page; xerox -
printed; 14 pages; freq.: 8 weeks;
circ.: 40; first: Jan. 1979; last.
Aug. 1991 (#92)

Runs: Diplomacy (1), Source of
the Nile (1), WS&IM (5), 1776 -
(2).

Openingés: None.

We're just a small *zine doing our
thing. At the moment, no new mem-
berships are being solicited. =~ RL

The last full issue of this zine that.

I've seen was the August 1991 issue,

CvM -
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" but Ramon recently sent me a copy
- of the coverto Touché #99, which is
the one that appears as the pictire for
this zine.

TOUCHE 99

- Consequently I haven’t seen a
complete issue of this thing in overa
year, so I don't really know what’s
going on with it, Touché is very

much out of the mainstream of the
postal hobby and his players are gen-

erally not to be found in other zines.
He uses some non-standard house
rules for his Diplomacy games (rules
that most postal GMs would object
strenuously to, such as passing draws
despite negative votes), but he’s now
only running one Dip game, and not
looking for any more players, so per-
haps he’s getting out of the Diplo-
macy business altogether.
Actually, as a glance at his
“Games Running” listing shows,
mainly this is a zine for playing
- Wooden Ships & Iron Men—to the
best of my knowledge Touché is the
only zine running this game by mail.

Ramon has reportedly specialized in

- running “blind™ games, with hidden-

movement and the like, which obvi-
ously exploits the potential of GM-
run games.

But...Ramon is not looking for
new subbers at this time. Perhaps
Touché is big enough for him (and
it's never been much of a speed-
zine). If WS&IM is your favorite
game and you’'re dying to play it by
mail, do get in touch with him and
maybe he'll let you sneak in, or
standby if one of his other players

GS

| drops out. It can’t hurt.

| Upstart

Garret Schenck, 40 3rd Place,
Basement Apt., Brooklyn, NY
11231-3302

$1.50/issue ($2.00/Canada,
$3.00/overseas); digest; laser
printed; 32-36 pages; freq.: 5
weeks; cire.: 85; first: Jan, 1988;
tast: Oct. 1992 (#57)

Runs: Diplomacy (8), Gunboat (5).
Openings: Diplomacy, Gunboat,
Capitalist Dip H (all free).

Upsiart, the hobby s slowest “Tur-
boPhreak™ zine, continues to set the
pace for all other zines..

First and foremost this thing is
for playing games. I like to think
that no other zine provides as satis-
factory an environment for play as
Upsrart Press is hlghly-valued in
this zine, and I encourage it every
way possible.

Someone once said (1t couldn't
have been me, could it?1) that my .

maps were “the best in the business,”
and through thick and thin I've made

‘sure that the maps are the best. I've

recently started taping into each play-

- er's zine full color versions of the

maps for their games. This adds a
little extra time to producing the zine,

but it’s worth it, I think.

Adjudication style (all CAPS for
final unit positions) is of course
approved by Zine Register, at least
for this issue. Who knows what the
new ZR regime will think? ‘

" At $1.50 per issue this thing ain’t
cheap, but there is no zine in the
hobby that delivers as many authen-
tic hobbyist words through your mail
slot as regularly as this one. Slowly,
perhaps, but regularly! Tumaround
from deadline 1o postmark is aver-
aging 9-or 10 days, definitely on the
slow side but considering the five-
week deadline interval, players get
enough time to negotiate. Games are

 free with your sub.

We recently went through a
design change—to a three-column
format (similar to what you're look-

‘ing at here) along with some new -

typefaces: gorgeous “Rainforest

-} Crunch-like LTTHOS, and CEN-

TENNIAL. (I‘heb.ig word “Upstant™
in the picture is the LITHOS—ain’t
it beeyootiful?). I changed up some

other aspects of the zine to make it

even better for players, too.

Y have continual openings in the -
old chesmuts, Regular and Gunboat
Diplomacy (with press, of course), .
and I'll probably be stamng up a
more refined version of the “as many
players as possnble Capitalist Diplo-
macy variant, which is a marriage
of Diplomacy and Bourse.

E-mail Diplomacy
[T asked a couple of questions of Eric Klien when I
sent him his info sheets, and his reply will serve asa
. sidebar on Electronic Mail Diplomacy...]]
I would be glad to answer your questions.’
“Apparently the number of ballots Eric Brosius
received through E-mail plummeted from something
like 68 in 1990103ust3m 1992."

1 guess people in the electronic hobby don’t care
much about the postal hobby. I did advertise the Rune-
stone Pdll in my electronic meandlwaﬂdexpectthat
the Compuserve electronic zine did the same.

“Is E-mail play on Intemet still vital and happening?”
Too vital. I've now started 252 games, and a vote
just passed to build a Usenet group called
rec.games.diplomacy. Two and a half million people
have access to Usenet! Oh no. If anyone wants to
help me with my paperwork, let me know. I am not

. gettmgmoughhe]pmoxdertogememterepmtsfoﬁhe

can't handle the workload.

' togemngntoworkwas getting a robot in charge of

BNC.

Basically };he situation in my e-mail zine, Elec-
tronic Protocol, is too much activity for me to handle.
Luckily I have a robot ran most of the games (with Ken
Lowe watching over these games) and I have Nicholas
Fitzpatrick assigning EP numbers and sending me
game reports as the games end. I have been unable to

sign Boardman Numbers for over a year because I

If anyone can’t figure it out, my no NMR rule has
been a huge success on Electronic Protocol. The key

the games. A robot won't let people slide past dead-
lines like a humsan will. A robot will immediately
look for standbys the second a person is late, instead
of waiting a week or two before looking for a replace-
ment. Unfortunately I find that humans do a much
poorer job of running a game than a robot. EK
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But even though ﬂle, emphasis is

on the games, we certainly don’t
neglect those who want to read, too.
Upstart has one of the biggest, and
certainly one of the most controver-
sial, letter columns in the entire
-hobby; you’ll always be able to find
something to argue with. I don’t real-
ly have to work (very hard) at this—
I just say what I think (from a decid-
edly leftist, rabidly green environ-
mentalist, and self-acknowledged
Marxist point of view) and the letters
just keep on coming. I apply .an
" almost nonexistent editorial hand to
the letters—ihey generally run com-

- plete from start to finish, then Ireply. |
" Ithink this gives people the confi- |’
dence to keep on writing, as they.

know I'll give them the space to fully
state their case before butting in.

I also include a column which for
years I've called “Read My Lips”
but which in view of circumstances
may require a name change (how
about “I Never Exhaled™!). This cov-
ers zine matters, hobby news, and
the like. It ebbs and flows as interest,
news, and space presents itself.

You owe it to yourself to see
Upstart All other zines pale by com-
parison. Remember, you read it here
in Zine Register so it must be the
‘truth GS

A great place 10 play Diplomacy
(for you unadventurous players).
Garret presents a game report almost
as perfectly as I would like. There is
a lot of press, most of it quite inter-
esting. There is a lively letter col-
umn, its interest improving when
Garret takes the time and space to
respond His personal notes each

V ly recommended.

issue are helpful for the players, at
least that is what they tell me. High-
. McC

Still one of two of my very
favorites. This has everything I look
for in a publication. Lots of well-
run games with neat maps, a letter
column, commentary by the pub-
lisher who isn’t shy about clearly
stating his views despite public opin-

ion. And I like the guy. I figure him

for an amigo. Garret is also environ-
mentally conscious. Good point.
Keep up the good work, guy. JS

Upstart now not only comes out
less often, it costs more than Pere-
landra. (And 1 promise that will be
the 1ast time I point that out.)

Garret is_the first to do a lot of
things—first with color maps, first
with 100% recycled paper, and so
on. He is also the best—best at draw-
ing intense argument on subjects of
substance, best at writing “editor’s
press™ (you know, one of the hardest
parts of being a GM is forcing your-
self to think of things to say in the
press!). But he is one of the worst
editors at being diplomatic.

' I like the zine; I have a mild fear

that it will weaken as some of those
who disagree with Garret may move

away and stop making their points in -

the letter column. T hope as he leaves
ZR behind that Garret can attend to
recruiting and encouraging letter
writers in Upstart. . PG

War Fair

;Stephen K. Glasgow, 32009

Pendley, Wlllowlick, OH 44095

$3.00/year, going 1o $6.00/year;
open page; xerox printed; 10

pages (planning 20); freq.: 5.

weeks; circ.: 28; first: Nov. 1989;

last: Nov. 1992 (#29)

Runs: Mensa Diplomacy (1), Mid-
die Earth 1l (1), Small Earth IR (1)},
The Bourse (1), Anarchy V (1),
Winter 1898 (1).

Openings: Diplomacy, Land Brldge
11} (both free).

 War Fair began life as a Mensa ﬂyer

but has grown. The loock has matured
as my software library has grown. 1
really really like maps, and use a
variety of graphics packages to pro-
duce full-pagers for each game. I am
developing a policy of NMR Pre-
vention, consisting of telephone
NMR insurance and instant stand-

bys from my local gaming club. I
trade with only 4 few other publish-
ers at any one time, but I'm trying to
increase my exposure to the hobby--
at-large. Wanna trade? Wanna sam-
ple? Let"s dance. SKG
_ This is one of the best new zines
out there. The game reports each
take up a full page and are clear and

_error-free, and Stephen’s maps, each

of which also takes up a full page, are
among the best I've seen. There is
also a section of political commen- -
tary which Stephen seems to want to
tum into a letter column. One very
promising sign for this zine is that it
has grown very slowly: from one

_game, to three, now to five and, per-

haps in early '93, to six or seven.
‘With this mature and intelligent atti-
tade, it snothkelythal Stephen will
let his project grow too big and burn
himself out. If you’re readmg through
ZR looking for new zines to sub-
scribe to, WF is deﬁmxely worth a

-SeC

‘sample request.
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War Fair is a quiet but friendly
and dependable warehouse zine for
Mensa Dip games and variants. One
of Stephen’s gimmicks are comput-
er-generated maps which, although
very clear, lack character. Neverthe-
less, Stephen is a good GM, and
every issue he includes his opinions
on some real world issues. It looks
like he is interested in starting a let-
ter column, but so far he has not got-
ten much response. WF deserves
more attention and support than it is
geuing. : PR.

- Wait a blessed minute, Phil,
you're saying Stephen’s maps “lack
character”? Give me a break! What
should he do to give them “charac-
ter,” anyway? Spill some coffee on
them, drool on them. nm ‘em through

the xerox five or six times and real-
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ly fuzz 'em up before making his
master copies? Cheesh!
Simply stated, Stephen’s maps are
. magnificent (and coming from some-
one who likes to think his own maps
are “the best in the business,” this is
praise of the highest order!). I don’t
especially like the ones that are made
up of cascading rectangles (Middle
Earth and Small World), but the Dip
one, which is as pretty a dupe of the
Dip board as you could ask for, is
great. Stephen uses arrows and other
symbols to indicate moves, supports,
cut supports, convoys and the like,
and the resuit is that you almost don’t
have to refer to the adjudication to
.sce what’s going onl (Actually I
‘wouldn’t mind it if the unit symbols
were made a liiiitle more promi-
nent—with all the arrows and what-
not they have a tendency to fade into
the background, so it’s a lintle hard to
see, at a glance, the current board
configuration.)

Stephen, or somebody, must be
submdazmg this thmg (the old 30¢ per
issue price was giving Steph
ly one penny to buy 8 or 10 ooges!),
so as long as he, or somebody, is
willing to fork over for the full-page
maps, I say keep "em!

Another feature of the zine is the
Bourse game (i.e., stock market trad-
lng)basedontheD:pgame I sup-
pose 1 should proudly mention that
my anti-capitalist smarts have once
again propelled me to first place over
the likes of Wall Street wiseguy Dou-

. glas Kent, and others. (Pro-capitalist
David Hood wisély avoided a disas-
trous repeat of the recent Concordia
fiasco...) Unhappily my reign in that
game is indeed perilous; I figure I've
got just one or two more turns of
first place status before Scott
Cameron boots me from my present
pinnacle—I just own too much
worthless Tuarkish stock and Stephen
won’t even send me the certificates
with which to paper my walls.

Stephen does a super job for play-
ers with this zine. The only downside
18 alack of press (and limited encour-
agement of same). but he hits all
other “players”™ issues squarely, and
successfully. Even at the new $.60
per issue this thing is a deal, con-
sidering there are no game fees. He
has an opening in regular Dip, and if
I ever get around to starting another
Dip game this zine will definitely be
on my short list. -

I agree with Scott that Stephen
has done a nice job of growing slow-

ly and intelligently. If Zine Register
has any effect at all, however, this
period of slow growth may be com-
ing to an end—this is really a good
zine for players and you owe it to
yourself to check it out.

Well Martha, it
Kinda’ Sorta’ Looks
Like A Dip
Rag...Don’t t?

John Schultz, 19390 1-308, In.
St. Prison POB 41, Michigan
Chty, IN 48360 -

Free (voluntary postage _donatnons
requested); open page; xerox print-
ed; 10 pages; freq.: 6 weeks
(sorta); circ.: 52; first: March
1991; last: Nov. 1992 (#17)
Runs: Diptomacy (4), Gunboat (3),
Winter 1898 Diplomacy (1),
;Ene?g In Sight (1), Snowball Fight-
ng

Openings: Diplomacy, Solo Anon
Diplomacy (both free).

Irun a lot of games in a minimum of

space and adjudicate them with a-

modicum of efﬁclency, I believe.
The rest of the rag is made up of
what some would call commentary,
but which I feel falls within the more
correct definition of general conver-

"sation. I agree or disagree with points

made by subscribers, and try to do so
in a reasonably intelligent manner.
Some space, sometimes, is allocated

to short stories by yours truly. Other |

than that it’s sorta frce-wheeling'.
Anything which strikes mine or a

reader’s fancy might see its way into’

the pages. I'm still more than willing
to send out samples to the curious,
but I've been forced to become more

selective in accepting “subscribers.” |

If you’re willing to play, standby, or
otherwise actively participate, I'm
more than glad to have you. i you’re
just looking for a read I'd suggest

- there are more appealing places you

can go. By the way, you heard it
here first...the namesake of
Martha...is getting married. Oh, my
achey, breaky heart. The lust and
friend of my life can now be only
friend. - JS

If John overcomes the production
problems Martha will be my favorite
small zine, John is practical and
level-headed—none of this pointy-
headed intellectualizing you get in

some of our letter columns. He wants
people to enjoy the zine and to enjoy
life and he’s more concerned about
the Iatter than the former. (But he
does run Snowball Flghtmg S0 you
can do both!) PG

Well Martha i is a heroic effort.
John is in prison and lately has been
experiencing more than the usual
difficulties in producing a zine.
Martha is host to several games, -
including Dip varianis and Snow-
ball F1ghnng. but this zine is more
than just a warehouse. John brings a
lot of feeling to his commentaries
and letter column, the latter being
one of the warmest and fuzziest let-
ter cols around. John is one of the
nicest people in the hobby; the fact
that he is in prison, though, has cost
John some potential subscribers, in
all likelihood. It is too bad some nar-
row-minded people are missing out
on a genuinely special zine. There is
a lot more to this hobby than just
playing Dip, and John knows it. PR

Ioh_n runs lots of games, yet he
maintains a very personal touch. He
leaves a reader fee]mg that he's a

He is a friend.

Apparently what is happem.ng is
t.hat John is sending his masters to
some benevolent fan on the outside,
who handles subscription “fulfill-
ment.” In the last issue this individ-
ual was revealed to be “Vince Glor-
to—Keymaster of Aunt Martha the
Martherian,” but I suspect this was a
nom de plume. At any rate the
arrangement has tacked probably two
or three weeks onto the turnaround of
this once speedy zine. -

I could care less. I am so mcred
ibly impressed that this thing comes
out, af all, that I'll put up with any-
tlnng to get it. TurboPhreak “rules"
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just don’t apply to this one. John,
the editor (is he still considered the
“publisher”—I don’t know) is'under
full-time lockup in the Indiana State
Pen where he languishes, doing
rather long time for a crime he com-
mitted some years back. Likely he
will be in at least a few more years
before he has a realistic chance at
parole, and if he has to serve out the
complete sentence I think it’s some-
‘ t_.h:ng like another decade, or more, I
can’t remember. For some reason,
probably to save money, the’ inhu-
- mane Indiana prison authorities have
decided to keep all prisoners on
indefinite lockup, which I think
means they get to leave their cells for
no more than one hour each day, to
take showers, exercise, etc.
I never understood how John was
able 1o produce such a superb zine to

begin with, but now, with these’

‘ridiculous conditions? To me it
speaks to something very good in
John’s character that he is striving to
keep Martha on track despite all the

. obstacles erected by the prison

authorities. :
This thing is allegedly free, but

_you damn well better send the guy
some stamps. On the inside prison-
ers’ labor is valued at pennies per
hour, so some stamps, several
stamps, many stamps, will go a long
way. Not that John would ever stron-
garm you like this, but T'm not him

- and you just better send him some

- stamps if you want 3 sub or a sample.
Period. - :

‘Where’s Kevin Tighe
~ Mark Larzelere, 7607 Fountailn-
bleau #2352, New Carrollton.
MD 20784
don't know; open page; Xxerox
pr:nted 3 pages; freq.: monthly;
circ.: 11; first: Jan. 1920; last.
never seen
Runs: 1830 (2), Intimate Dip (1)
- Openings: None; none foreseen.

Good question. Where is Kevin

Tighe? Personally I've never seen |-

him, or the zine.

For that matter, Who is Kevin
Tigue? Who is John Galt? Who
cares?

The truth is this zmemaywe}lbe

" dead-—Mark reported it as “running

down to a fold” in the last ZR, and |

I’ve heard nothing that would con-

the Runestone Poll: 4, 8,

GS.

tradict the publisher’s statement
(Mark didn’t return an info sheet or
a copy of the zine, which I've never

seen, hence no picture). On the other.

hand WKT received three votes in
_ and 9,
which are high votes for a folded
zine, though of course it didn’t make
the “main list.”

If anybody wtl.her’ehasanymfor—-
mation about this zine, yes or no,
good or bad, be sure 10 contact Pete
Gaunghan about it—he’ll want to
know, or at least he'll pretend he
does. :

NEWINEWINEWINEW!

Wild Gypsy Rose

Mark Luedl, 503 W Jefferson #2,
Ann Arbor, Ml 48103
Don’t know price; don’t know for-

‘mat; don’t know how printed;

don’'t know page count; freq.:
don’t know: circ.: don't know; first:
don’'t know; last: never seen
Runs: Don’t know.

Openings: Don’t know.

1 sent an info sheet to Mark Luedl,
but never heard back from him. Con-

sequently I have neither picture infor-

mation.for this zine.
David Hood reported in Diplo-
macy World #67 that Wild Gypsy

- Rose was running 1830 and 1835,

with s for both those games
and Diplomacy. We’ll have to take

David at his word since there’s no.

other information available. Actual-
ly, I think I did read something about
this zine in Frueh’'s Folly but Imust
have Zine Banked that issue on to
somelucky soul, as I can now find no
mention of WGR and I'm missing
an issue of FF—ithat must be the one
where WGR got plugged.

© 'Oh well, if you want to find out
more about this zine,.go straight to
the source. Good luck! - GS

.}
World Diplomacy

Larry Peery, Box 620399 San
Diego, CA 92162

$15.00/4 issues; additional
postage for overseas air mail—
contact Larry; varies; xerox print-
ed; 48-52 pages and up, maybe; ‘
freq.: quarterly (for now); circ.:
85+; first: Spring 1991; Iast. Win-
ter 1993 (#8)

Runs: None. ' :
Openings: WWPDC games only—
let me know and {'ll put you in

| touch with team captains.

After 25 years as a PBM Diplomacy
publisher, I do what I do. Some like
it. Some don't. At the moment I'm
trying to develop improved links
between the various international
Diplomacy hobby components
regardless of their physical location
or areas of interest within the game
or hobby WD currently networks
Dippers in some 20 countries on six

continents, with about half of its

readers being in North America, the
rest scattered all over the world. It
takes a strictly international per-
spective of things and focuses on
FTF Diplomacy events, results of
various hobby projects, variants, and
what-have-you. I'll leave it to Garret
to review the current effort and spend
a bit of space on our plans for the
upcoming year or two. First, the Cen-
sus: the first ever compreheasive
attempt to survey in depth the entire
worldwide Diplomacy hobby. Big
job. Well, we’ll see if it works. Sec- -
ond, the WWPDC: the first ever
attempt to organize a worldwide
postal Diplomacy champlonshlp
using teams from various national
hobbies. At the moment we're wrap-
ping up the preliminary organiza-

1 tional efforts and getting ready to

start the play. Third, the Archives:
I'm currently sitting on a stack of
Dippy zines about 170 feet tall. No

Apologia |
I had hoped to include sidebars on
variant games and United, but

never received anything from two
publishers I asked to write "em.

ers myself. But then due to com-
plete stupidity on-my part (some-
thing to do with transferring files

So I sat down and wrote the suck- -

between home and work), I man-
aged to wipe away a good hour’s
worth of work, which I’'m not
about to try and recreate. Sorry
about this, folks. Play Variants!
Play United! Both are worth your
time and effort, I'm sure. Unfor-
tunately, at this particular point in
my production schedule, they’'re
just not worth mine. Oh well. GS
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doubt some hope I fall off. I'm just
hoping to get rid of some of them,
preferably to other hobbyists and
archivists who can use them. In the
meantime I'm sorting and sorting
and sorting. And then begms the cat-
aloguing. Sigh... Fourth, we plan to
return to Birmingham for WDC IV in
1994. We also plan to see our most
recent Dipcon champion there. And
we intend to do more than just talk
about that. There are 2 lot.of Dippy
zines filled with talk, and chat, and
hot air. WD has its share of that, but
it also has more than its share of
thought and action. But if you don"t
* read it, you'll never know. Oh yes,
please don’t bother to sub unless you
are seriously interested in the game
or hobby. I lose money on every sub
and every trade as it is, so let’s keep
the losses down to a minimum.

T'll be reviving Xenogogic to carry
the results of the WWPDC games
which will feature the best players
from all over the world in a series of
regular PBM games. No sub sched-
ule has been established but if you
- want to follow the play-by-play, let
me know and we'll work out some-

| thlng re
WORLD
Diplomacy
An In-Depth Look at:
I_EPAL |

1992 has not been kind to this
zine, or to its publisher. I recently
received issues #6, #7, and #8, all
bundled into a single packet, and it’s
obvious that there’s been some
changes. For one thing the digest
form is gone—=a bit of a pity in my
book. For another, the intemational
focus has almost completely disap-
peared, and we are left, mainly, with
a focus on Larry Peery. .

Issue #6 was more a collection of
flyers and advertisernents than any-
thing else—1t was intended to be dis-
. tributed at XXV. There was

‘almost no “real” text to speak of.

to grips
which I'll call the “what have you .

Issue #7 was the weightiest of the
three I just received, but by far the
most depressing. Larry relates his
journeys to Dixiecon and Dipcon,
and there was more than a touch of a
Tom Nashian sign-off “Fuack You™ in
his narratives. He also included a
reprint of Pete Gaughan’s excellent
Dipcon article in Perelandra #100, as
well as David Hood's Diplomacy
World article on Dipcon. But the
most interesting part (though quite
sad, really) was Larry’s own story of
a depressing Dixiecon, where he was
confronted by, in his wonds, made-
ness, arrogance, and pouting from

‘ ﬂlehkesdJ'asonBa'gmannandJack

McHugh.

Issue #8 was much more like ear-
lier issues of Worid Diplomacy than
the other two—the focus was shifting
back to the international scene,
although by no means were we all
the way back to something like WD
#3, which was filled with quite a lot
of stuff about the international hobby.

Larry grumbles about lack of
respect, but I think he needs to come
with a certain fact of life,

done lately” syndrome. Perhaps at
one time Larry was a truly

‘person” in the hobby—I wouldn’t

know because the entire time I've
been playing games and running
zines, since 1986, he has been basi-

"cally peripheral. Why? Because he

doesn’t play games by mail, and he
doesn’t adjudicate games by mail,
and his “reading" zines (primarily
Diplomacy World and then World
Diplomacy) have always spent more
time and space pushing Larry Peery
than anything else. When someone
who’s perceived as peripheral starts
throwing their weight around in this
hobby, resistance, in one form or
another, generally follows.

Larry is talking about changing
World Diplomacy into a once-a-year
publication—a sort of “Diplomacy
Annual” kind of thing. I assume he
would continue with the international
angle, though there are no guaran-
tees. Larry is obmouslym abitofa
hobby funk, and it’s possible we are
witnessing a drawn-out “swan song.™

Hopefully, he’ll snap out of it, re-
approach the hobby with customary
optimism and vigor, and get back to
work. After all, he does have 170
board feet of zines to plow through;
he’ll need every ounce of his once
considerable energy for that task!

Larry, best of luck. GS

Zero Sum

Richard Welss, 554 Liberty St.,
San Francisco, CA 94114
$1.00/issue; open page; dot
matrix master/xerox printed; 28;
freq.: 4 weeks; circ.: 60; first:
Apr. 1992; tast: Nov. 1992 (#7)
Runs: Diplomacy (4), Gunboat (3),
Asian Diplomacy (1), 7 x 7 Gun-
boat Tourney (1), Fog of War (1),
Fog of War Gunboat (1), Chaos
Diplomacy (1).

Openings: Diplomacy, Autocratic
Chaos Dip, Gunboat (press), Gun-
boat (no press), Perestrolka Dip,
7 x 7 Regular Dip Toumney, 7x 7
Gunboat Toumey (all no game fee)

‘The basic house rule/premise of Zero

Surmn is that there are only two possi-
ble endings. One is that one country
wins solo. The other is that all seven
countries share in a draw. This is not
for everyone, but, since it’s a house
rule, stabbing is mandatory/expect-
ed—thus, for those who enjoy a “cut-
throat” game, here is the venue.
The commentary/letters involve
sports contests and psychological/
affective matters. We are about to
start an extended first-ever game of
PBM “Two Truths and A Lie.” RW
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Another publication by a guy I
consider an amigo. It’s fat with sub-
stance. Lots of games. Richard ain’t
shy about letting you inside his life
and that’s always interesting to most.
People like to say they ain’t nosy, but
we all know we are. Usually a fat let-
ter column that I find fulfilling. Con-
test, cartoons, and commentary. All
games are intended to be played to a
solo victory. The concept itself is
worth a look. This.got big fast.  JS
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, At long last, Dipdom has a resi-
" dent psychiatrist.

Richard has already offered a
dozen different contests, mostly of
the sports and mathematical type but
also a couple of essay questions. But
his own ramblings are rich reading,
he lays his life and his surroundings
bare to the readers. He wasn’t afraid

to admit that he didn’t know who
PG

Buckaroco Bansai was either. -
Last (alphabetically) and least
(numerically, sort of) comes Zero

- Surn. It is neither last nor least as a

*zine. Lots of sports contests with
Jree issue potential and psychology
. stuff, too!

. Ain’t the prettiest thing in the
.world, but anybody who uses an
. Apple ][ is okay by me! His draw
policy is unusual in that each non-
.orphan game can only end in a solo
win or a seven-way draw. An inter-

esting idea, and I'll be watching how

it works. Starting a baseball league in
_ the spring! Count me in! StC

Just when you thought the hobby
might have finally gotten over messy
folds, along comes Richard Welss
and Zero Sum.

Not to be negative or anything,

" but this thing is completely out of
control. I de not recomrmend sub-
bing to this zine, I do net recom-
mend playing in this zine, and if you
would please just go away and leave

Richard alone, the hobby might sur-
vive the coming crash. -

At present Richard is running 12
games and has openings for 7 more.
- That’s “only™ 19, but since three of
. these wﬂlbe7x7toumaments once

all of them fill he'll be looking at
having to adjudicate 37 games! Most

‘of them will have just started and
this “bump” will take forever to
unclog and untangle itself from

" Richard’s life. Two of these 37 adju-

dications will be “Fog of War,”

which in my experience of runming a

similar, though slightly less com-

_ plex, game takes about as long to

- adjudicate as four or five “normal™

games. -

- Frankly, I think Rlchard is bmng
completely imesponsible. Admitted-
ly he has so far been able to turn the
issues in a timely manner (barring
one two-week turmmaround between
issues #5 and #6), but I just don’t
think he’s going to be able to keep it

once his adjudlcauon load triples.

ot if “quality of life” means any-
thmg to him... R

Maybe I'l be wrong, and/or

maybe some of you think I'm being
unfair by being so negative. Fine.
You clean up after this one goes
down,
Please, I beg of you, 1gnore this
e. Give Richard back the life the
poorfool doesn’t even realize he’s
about to lose. GS

[[Which just goa& to show that
even if you express “hostility”
toward the idea of an “internation-

al hobby,” downplay its signifi-

cance, ignore it, and generally do
all you can to pretend it doesn’t exist,
it will make no difference. The
reviews, not to mention the zines,

will come flooding in anyway. We

have more “overseas” zimes listed
in this issue of ZR than any previous
issue. No real thanks to me, of
course.. . J] :

Beautiful Losers
Clive Lane, 53 Pritchard St.,

Annandale, NSW 2038,
AUSTRALIA

The Aussie hobby is driven by face-
to-face gatherings and tournaments
and the personal relations created
there; BL magnifies all of those. It’s.
a Liz Smith gossip.col'nn'm for Dip.
Needs more letters or more press,
I'm not sure which—just not enough
flesh on the bones. PG

Campo di Marte |

Fabrizio Mattel, CP 632, I-90:I..33,
PALERMO, lTAI.Y

CDM is the continnation of Bolletti-
no di Guerra by Pietro Cremona.
CDM has an interesting game namied
“Al Parlamento.” It is an exciting
game which represents an ltalian
electoral campaign, and the follow-
ing activities of Italian Parliament.
Fabrizio, like Marcello Mondini,
likes to propose many games, butin
Italy we have few players... LB
Luca noted that Fabrizio has about

-a million different games open. My

guess is you’ll need to know how 1o
read and write Italian.. GS

C’est Magnifique
Pete Sulilvan, 55 Brunton Street,

- DARLINGT ON County Durllam.'

DL1 4EN,; ENGLAND

£0.45/issue or £6.00/14 issues;
digest; xerox printed; 16 pages;
freq.: 4 weeks; circ.: 70; first:
Mar. 1985; last: Oct. 1992 .
(#119) ’

Runs: Diplomacy (2), Downfall of
the Lord of the Rings variant (1),
Railway Rivals (4), Monopoly (1).

Openings: International Railway
Rivals [f[don't know price]].

The international gaines are run 1o 6-
weekly deadlines, with the “inter-
im” adjudications sent to players

‘only, then reprinted in the next issue

for reference. The letter column
seems 1o trawl though just about

‘every combination of British and

American politics and hobbyviews.

There's also the “Sweepies™ section,
where I give a brief man-down of all
the zeens I've received, with brief
comments on each. PS

G'EST MAGHNIFIQLIE
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I suppose somebody had to
become the flagship publisher of
transAtlantic hobbying; Peteris one
of the few who still make a point of
fostering such trade. He runs a vari-

ety of games to staggered schedules,

so overseas players have no prob-
lem at all, and the costs are not huge
because Peter subsidizes the excess
postage. In addition to being a fine
GM, Peter also edits an excellent let-
ter column with an international
focus. I know a good review is sup-
posed to mention flaws, but I'm real .
sorry, I can’t think of any. @ CvM
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By virtune of Pete’s extensive
trades, this is the best window for
‘North American Dipsters on the
British hobby. (The U.K. zine regis-
ter, Mission from God, comes out
less often and has no hard edges.)
Pete's “sweepies” column culls the
highhghts and lowlights from every
zine he receives, so you go beyond
the hobby news to the comments and
attitudes that are popping up else-
where in zines. Games are mainly
Dip and Railway Rivals, and he
offers international sections which
run on six-week deadlines (Cee-Mag
is one of the last zines running three-
week deadlines). PG

Terrific zine. Peter is interested
in American politics and the zine
makes good reading. He also reviews
many British and American zines in

_his “Zines Seen” section. if you want

to play some Dip or RR with an
international cast, you can play in a
6-week deadline game. Itis extreme-
ly reliable and I wouldn’t have any
problem playing in it even with 3-
week deadlines if Peter would only
let me. Recommended. - KH

- No other foreign pub picked up as
many “guest reviewers” as this one,
-which I think you can take as pretty
clear evidence of the importance of
this zine to the trans Atlantic hobby.
(Note that this is not the same as an
“international hobby.””) Sometimes
reading this zine you'd never sus-
pect you'd left home! -GS

Compendio Ars
Diplomatica
Davide Cleopadre, via Emilio Cuz-

zocrea, 17, 89128 Regglo Cal-
abria, ITALY

' $.788 to U.S. (850 Lire if you
happen to have any hanging
around!); A4 paper; 24 pin printer
master/xerox printed; page count
= 1.5 X number of games; freq.:
Bimonthly; circ.: O; first: Not yet
published; last: never seen
Runs: None. _
Openings: Diplomacy (ltalian play-
ers only, to be called “080-CAD-
93"), Internaticnal Diplomacy
{“O03-CADI-93"). -

The game called 003-CADI-93 is
the one that will be played in an
international manner. Every move
will be sent to me. In fact my bulletin
is monthly, but for 003-CADI-93 I

prefer a bi-nionthly schedule. The

rules adopted are no different from
Avalon Hill’s. The non-Italian ver-
sion of CAD contains only games. I
prefer subscriptions for at least six
issues. In August the editorial office

.of CAD is closed. At present there is

nobody signed up for 003-CADI-93.
In the next letter I will tell you about
Semestral CAD. Keep in contact with
me, it’s better for both of us.

P.S. I'm searching for Dip vari-
ants. If you can send me something
I will reward you. DC

CAD is a new zine waiting to
begin its first Diplomacy game.
Davide promises many interesting
variants, especially map variants. To
know more about CAD we must wait
for its first issue. LB

Normally I wouldn’t provide a
“complete™ listing for a zine T hadn™t
seen, but in this case I'm making an
exception because this is a new one
that’s looking for some players. For
all I know it may be the only Ttalian
zine where English is spoken! GS

Damn the
Consequences

Brendan Whyte, 96 Walatarua
Road, Remuera, Aukland 5, NEW
ZEALAND

Since you listed this zine last issue
but had nothing to say about it, 1
decided that thiswwas a perfect oppor-
tunity to get you in my debt. Brendan
obviously puts a lot of effort into his
zine. From the cover (generally some
picture that is either relevant or top-
ical, and usually amusing) to the

caustic commentary on “The Back-

Page Thingie,” Brendan makes his
zine interesting and humorous. He
runs a wide variety of games through
DtC, most of which are Dip vari-
ants, but among which are Machi-

avelli, Crusades, Railway Rivals

(including an unusual Middle Earth
RR) and Samurai. He doesn’t have a
computer, however, so he does it all
by typewriter, which sometimes
makes it hard to read. The maps are
hand drawn and a little sloppy, but at
least he has maps. He is definitely not
afraid to express an opinion that may
be unpopular, but he seems to have
some trouble getting people to
responid. All in all, if you like variety
and are interested in getting a litde
taste of New Zealand issues, I would

highly recommend Damn the Con-
sequences. CH

Diplomat
Thomas Franke, Haarenufer 12,
D-2900 Oldenburg, GERMANY

DM 4.50 for overseas players,
DM 3.50 for European players,
DM 3.00 for German players;
open page (A4); Xerox printed;
2426 pages; freq.: 6—7 weekly;
circ.: 70; first Jan. 1990; last:
Oct. 1992 (#18) :

Runs: Diplomacy (national, 2;
international, 4), Kapitalisten- -
Diplomacy {national, 1), Woolworth
D {intemational, 1), Barbarian,
Kingdom & Empire (national, 2).
Openings: Diplomacy (hational,
international), Woolworth lI-D,
other variants as suggested by
players; no game fees for any
games. ,

Diplomat always contains an edito-
rial, an article about Diplomacy Strat-
egy, one or more articles about pol-
itics, a letter column, cartoons—all in
English. Maps are provided for the
games. D has subscribers from Ger-
many, the U.K., Sweden, Belgium,
Holland, France, Italy, Austria,
Switzerland, the U.S., Canada, Japan,
China, Australia, New Zealand. Most
of the players are veterans and there-
fore the NMR rate is very low. New
players from all over the world are
always welcomel TF
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A truly international zine. I have
received more varied intemational
sub requests and zine samples from
the plug that appeared in Diplomat
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than from any other foreign source. .
Luckily for North Americans,
almost the entire zine {except for a
few games) is conducted in English.
Thormnas is an excellent English writ-
er, as are his German cormrespondents
(unless Thomas translates and/or
~ edits the German letters, which I sup-
pose could be the case)
~ Lately discussion in the zine has
focused on the upswing in attacks
on foreigners taking place in Ger-
‘many. To me this is a fascinating
‘subject, as you might expect, and if
you’re interested in seeing some Ger-
man reactions to what's been hap-
. pening in Rostock and elsewhere,
this is the zine to get. I predict this
zine’s letter col will be the happen-
- ing thing for the next liule while...
. Physically it’s one of the prettiest
overseas zines I've seen. -GS

DolchstofS -
Richard Sharp, Norton House,

.. 46 Whielden Street, Y

. AMERSHAM, Bucklnghamshlre
HP7 OHU, ENGLAND

Winner of the Iatest British Zeen
Poll, this zeen runs straight Diplo-
macy only (including Intemational
games to slower deadlines). Richard
chips in with tales of his various trav-
els through France (mainly consist-
“ing of a list of restauramts to either
- detour to or avoid), and the occa-
sional hurmorous Bridge colummn. The
main feature of the zeen, however, is
.the letter column, which regularly
takes up 10-12 pages of the zeen.
Richard’s political views are fairly
- robust, so this is not a zeen for the
sensitive PC-types out there. PS

interzine -
Lukas Kautzsch, Selterichstr. 5,
7500 Karisruhe 1, GERMANY

Hobby listings and chat zine. German
language.

- Besides Interzine I publish Rhein-
Neckar-Zine (3-weekly, multi-games,
current issue #239, started Apr. 1983)
and Oberfoul (3-weekly, United only,

‘current issue #120, started Mar.
1987 —both in Germman, of course,

- and nearly without any chat, and

because of that probably of no inter-

est for Zine Register. Plus PBM *93,
an anmual Hobby listings booklet
(108 pages, descriptions of 140
games and 60 zines, etc.). LK

I was hoping to get an issue of

this before Thad to go to press, butit

doesn’t look like that’s going to hap-
pen. This guy sounds like the Ger-
man version of John Boardman! My
eyes and fingers hurt just thinking
about all those pages. G

L’Araldo Diplomatico

Marcello Mondinl, Corso Lodi

59/E, 1-20139 MILANO, ITALY

AD is a warehouse magazine. Mar-
cello loves to open garmes and games,
but in Iialy it is difficult to find play-
ers, SO games may wait for a long
t:unetobegm.ADmtheﬁ:st zine
runmng Gunboat (*Diplomacy Mil-

-itaire” in Italian) in Italy. This vari-

ant has been a big success and it is

the favorite game of AD players.
Sometimes AD has delays, but

AD delays are accepiable. LB

Laughing
Roundhead

Duncan Adams, 20 Welllngton

Cres, Ramsgate, Kent CT11 8D,
UNITED KINGDOM

The only zine I know of with a game-

opening waitlist available for “Gun-
boat Stab Slightly-Demiurgic Chaos:
Mercator” (one signed up, needs 289
more). Theme here is British history,

specifically medieval wars' and cas-

tles (each issue provides a “review”
of a different fortress!). It's not
stuffy, for all that. Duncan writes

fine satire (recently, on the history of
English, he described that physio-

phonological disaster called the Great

{ Vowel Movement), and abuses his

readers in traditional KX style. Rules
for silly games included free of
charge. PG

Lepanto 4-Ever

Per Westling, Rydsv. 246 ¢:18,
§-582 51, Linkoping, SWEDEN
Per Westling is returning to school to
do his masters in Computer Science.

European hobby.

.From 1972 dll now 17

As a result he is looking at producing
the zine on a quarterly basis for the
forseeable future. For many zines
this could be disastrous, but in the
case of L4-E I don’t think it will be,
at least not for his North Ame.ncan

‘readers. The games are run on sepa-

rate deadlines from the main zine,
but since few, if any, North Ameri-

.cmsparﬂclpaiemthegames itisn't
S | a major problem. The result of going

to a quarterly publication schedule
looks like more writing from Per and
the readership. In issue #24, Per had
letters from the U.S., Germany,
France, and Britain. It is a comfort- -
able entry point for anyone even
slightly interested in the non-British _
BMcK

Mission From God

Madelaine Smith and Andy Key,
144 Perrinsfield, Venymore, Lech-
lade, Gloucestetshlre, GL7 3SE
ENGLAND

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

Mondo Diplomatico

Luca Bamrontinl, Via Marradi 103,
-57125 LIVORNO, ITALY :

Lit. 1600 (about $1.20)/issue;

digest (A4 paper); xerox printed;

- 24—-32 pages; freq.: monthly; circ.:

©5; first: Dec. 1983;
1992 (#100)

Runs: Diplomacy (8), D|plomacy
Toumament (3), Dark Diplomacy
(1), The Struggle for Hegemony
in Europe (2).

Openings: Diplomacy, Gunboat,
The Struggle for Hegemony |n ,

Europe.

In Italy the hobby of PBM Diplo
began in 1972 when a _player living
in a town near Pisa his zine
named Il Corriere Diplomatico.
Diplo-zines
have begun in Italy; 13 have folded
while 4 are still active. MD is one of -
these four and I'I1 report on the oth-
ers, 100.

last: Nov.

MD is indeed a neat little zine

with several regular games of Dippy.

The game results are published with
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maps, too. It also contains an edito-
rial, a small letter-column, and some
news about the “Italian Diplomacy
Association™ (AID) together with
some statistics on the best Italian
Tournament players. (This was writ-
ten by Thomas Franke in his Diplo-
mat #17.) ‘
About these words, I can say only
that MD has a quality that is most
important in our hobby: punctuality.
In about 9 years of activity, MD has
never been deferred. A good quality,
1 think. ‘ B
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From all indications (I've received
two sample issues) this is a good
zine, and one that seems preity reg-
ular, as the two issues (#98 and #100)
were s by about two months.

The one drawback for ignoramus.

North Americans is that the zine is
almost completely in Italian!

- Now don’t go thinking because
you were able to figure out that the
title of this one¢ means “Diplomacy
World” in Ialian, or that the first
Ttalian zine was “The Diplomatic
Courier,” that you'll be able to get by
in this zine. Those are the easy trans-
lations! When I say this thing is

“almost completely” in Italian, 1

mean that. In fact the only thing
that’s neof in Ttalian is the title of the
game “The Struggle for Hegemo-
ny...” Frankly I'm pretty poor at any
foreign language, but while I might
be able to guess at some of the sen-
tences in, for instance, a French zine,
this one left me clueless!

As far as I know Luca has no
plans to run any games in English,
which suits me just as finely as if
the whole zine was done in English,
like Diplomar. Whatever he wants
to do. But unless you have some flu-

ency in Italian, my guess is you
won’t have a very easy time with
this one. If you do speak Italian, get
your sub fee in the mail today! GS

Mouth of Sauron

Mark Neilson, 21 Cecll Mount,
Armkey, LEEDS, West Yorkshire
LS12 2AP, ENGLAND

Not the most frequent of zeens (the

_issue before the most recent Septem-

berissue was in February), but since
all Mark’s games are run separately
by €-mail (on the academic INTER-
NET, where Mark is “amtSman@
sun.leeds.ac.uk™), this matters less
than it would with a games zeen.
And when it does arrive, it certainly
makes a satisfying “plop™ on your
doormat. The zeen features “Crazie
Markie” (a self-awarded nickname)
writing about the British hobby, the
American hobby and Science Fic-
tion Fandom, as well as occasional
forays into bridge and Diplomacy
strategy and tactics articles. There’s
also a letter column, which even I
write to sometimes. PS

Nertz
Willlam Whyte, 200 iffley Road,

Oxford, 0X4 1SD, UNITED KING-
pom -

| As erudite and intellectual as Ben-

zene but with a page layout that will
drive you into an asylum. William
makes connections that none of us
will ever think of, whether it’s music,
politics, psychology, or comics. Con-

sisting mostly of a lettercol, it doesn’t

have to be very regular or even very
fast, just entertaining. A good zine to
curl up on the couch with, especial-

ly if you have the B-52s or Jesus and -

Mary Chain on the stereo. PG
I've only seen an issue or two of
Nertz lately.

Notiziario A.1.D.

Luca Barontinl, Via Marrad| 103,
I-567125 LIVORND,l ITALY .

NAID is the official zine of the Ital-

ian Diplomacy Association. NAID

RL

is dedicated to the Diplomacy hobby,
with statistics, variants, PBM rules
for many garnes, and articles treating
diplo subjects. LB

Popular Cutlery

Adrian and Paul Appleyard, 254
Padstow Road, Eight Mile Plains,
Queensiand 4113, AUSTRALIA

Boy, is this slapstick. There are seri-
ous games in the midst of all the

- goofiness (mostly Dip variants) but

the Sea of Despair/sexual innuen-
do/moron insults matter takes up the
bulk of the zine. Good for several
1aughs each issue, and if Adrian gets
his “Footbrawl” game (a dirty-fight-
ing version of United) off the ground.
the press there should add to the fun.
(If you are into sports simulations
of any kind—Dbaseball, basketball,
soccer, whatever—write to Adrian
as he is considering starting a zine
just for those games; he needs rules
and suggestions.) PG

Rianna Games
Review

Mike Pugh, 51, Parkland Road,
Woodford Green, Essex, IGS8 9AP,

ENGLAND

The grand-daddy of all Railway
Rivals publications. This is the hobby.
flagship and was once published by
the designer of RR, David Watts. It
now acts as the semi-official zine of
Rostherne Games (each issue
includes one page of news from Mr.
Watts about the latest developments,
i.e., new maps, etc.). Always fea-
tures a train picture on the cover,
very nicely done

RGR has been somewhat erratic
this year due to the tragic death of its
former publisher, Anne Nock, as the
result of an auto accident last Decem-
ber. Mike has taken over the monu-

' mental task of publishing this zine—
| and has done an admirable job. I

highly recommend it to “serious™
RR players. While it is mostly game -
results, several pages of chat, letters,
and miscellaneous info are sand-
wiched in.between all the game
reports. ’ ,
The players are most British with .
a small contingent of Americans and
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Germans. Expensive and'soihewhat

slow, it is nonetheless a unique
hobby experience. KH

The Small Furry
Creatures Press

*  Theo Clarke, 42 Wynndale Road,
" London, E18 1DX, ENGLAND °

open page; xerox printed?; 20
pages,; freq.: bimonthly?; circ.: ?;
first: don’t know; last: July 1992
. {#63)

Runs: Lots of games.

" Openings: Probably Iots more
games.

This is the most professional zine
running postal game that I"'ve ever
seen—it’s mady (if it hasn’t already)
to break out into somethmg blgger
- than just the hobby

The Smali

tuﬁmmnh

- P've seen one free sample copy
of this thing——it was 20 pages chock
. full of hobby news, game review
after game review, letters, columns,
and lots, lots more. (Mostly about
the English hobby, but with a few
U.S. references.) Apparently a num-

berof “adjud.lcaxors” run games that
- appear in a subsection that I didn’t
receive, or in individual flyers. En
Garde!, which I believe is published
by these folks, is a big item here, as
is Railway Rivals, the 18xx railroad
games, and other games of the some-
what “silly” variety.
Diplomacy, however, is nonexis-

- tent, and one senses a bit of hostili-

ty between these furry, fun-loving

folks and the Diplomacy hobby types
in Britain, which given the “divisive

attitudes” that I've witnessed in the
British hobby, comes as no big sur-
prise to me. I'll bet those “boring

Brit brothers™ can’t stand this thing!

SFCP is very much a group
effort—it’s far too big a job for one
person to put together on a continu-

"ing basis, but from the one issue I

saw, it looks very much like a top-
notchjob If you’'re interested in see-

' . -ing just how “professional” these
- at least 85p + postage/issue; A4 |

“arnateur” zines can look, check this
one out. GS

Sumo’s karaoke
Club

Mike Siggins, 129 Ardmom Lane,
Buckhurst Hill, Essex, 1G9 5SB,
ENGLAND

Okay, this isn't a traditional PBM

zine. No games are run in Swmno, but
if you want a comprehensive review

of the boardgame hobby both in the

U.S. and in Europe, it’s for you.
Mike and his gang are in the habit of

laying out cash for practically any.

new boardgame that hits the market
and putting it through its paces. It
isn’t a professional zine (although it
has a couple of small ads in each
issue), but it is extremely well done.

The writing is top-notch and enter-
taining. This is one zine which gets

read cover to cover the day it arrives |-
-in my mailbox. Sumo reviews the

latest hot games including German,
French, and other European games
which these days put most American
offerings to shame. Each issue usu-
ally has a huge letter column; it’s
notunusual to find letters from AH's
Don Greenwood or Mayfair's Dar-
win Bromley there. Strategy articles
are alzo featured from time to time.
If you are a boardgame player

’(andymwe.reatonemne:fyou re

in this hobby) and want to stay
informed on the bleeding edge of
new games, Sumo is for you. It’s in

_the “I can’t recomimend it enough”

category as far as I'm concerned.
Back issues are also available. For-
eign subscribers can send Mike a
small amount of money and he’ll

-send issues untl it nms out.

Mike also maintains a bank of
rules translations for fore1gn
boardgames. An invaluable service
for those of us who like French or

German games but can ’t read the
languagel! KH

Spring Offensive

Stephen Agar, 79 Florence Road,
Brighton, East Sussex BN1 GDI.
UNITED KINGDOM

SO is Stephen’s retum to publishing

after a break of several years (his -
earlier effort was titled Pygmy). .
Stephen’s zine is devoted to letters
and variants, although one of the

- main topics of conversation has been
| “the four-weekly zine” (Stephen
| lamnents the slowdown of the hobby).

Each issue features the rules to a dif-
ferent variant, a full review of one or
two Brit Dipzines, and a Ponte-

vedria-style list of variant waitlists
from around the hobby. The letter
column is long but still fairly inbred -

as SO is only up to #5, but sharp
opinions like lhose in SO will draw
a crowd. PG

SPRING =~
OFFENSIVE

iy

Stephen must have sent his new
zine off to several “big name” U.S.
publishers, because I received a copy
of this thing too, with an offer to.
trade for my zine Up.vzart. (I noticed

that Fred Davis, likewise, reprinted a

letter he send Stephen in answer to
SP #3.) I wasn’t much interested in
an U--SP trade, so I offered a counter-
trade for ZR, but apparently Stephen
wasn’t interested in that as I never
heard from him again.

I saw issue #3, and it was really
quite good, with quite a few letters
and some interesting commentary,

inchading some stuff about how pub-

lishers should get off their rear ends
and get their zines out on time instead
of playing Nintendo or whatever.
This is just the kind of thing that in
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this country gets you pilloried by the
“fen,” and as the Brit hobby is noth-
ing if not “fennel,” my guess is he’s
being gibbeted after being drawn,
quartered, flayed, flensed, and some

- other “F-L" words which I can’t

seem to bring to mind just now, even
as we speak. On the other hand he's

_apparently been around the hobby

for more than a few years and likely
he’ll give as well as he takes, Could
be fun to watch, I suppose, but given
the air mail rates to and from Eng-
land, the admission price is a little
steep. GS

_ ,
Trahison .

Xavier Blanchot, 99 blvd. Ras-
pall, F-750086, Parls, FRANCE

' Parlez-vous francais? ¥ not, skip this.
If so, articles, letters...50-70 pages
" worth, but 90% in French.

Variants & Uncles

James Nelson, c/0 112 Huntley
Avenue, Spondon, Derby DE2
70U, ENGLAND T

_Variants & Uncles includes the rules

and map (if needed) for at least one
Dip variant in each issue. An “edi-
torial” reports James’ most recent
stages of his journey through the
British Educational System, and usu-
ally includes his then current and
upcoming mailing addresses and the
dates they will be in effect. Most
issues have a theme, often with sev-
eral articles from different viewpoints

RA

on the topic. Issue 29 was devoted
exclusively to “Deluge.” A letter col,
'zine reviews (not necessarily Dip),
music reviews, political commen-
tary, and other “stuff” also makes
appearances. Reproduction of the
zine is not the best. Nevertheless,
V&U is entertaining and a good
source for Dip variants. James runs
games “by flyer” titled “Et Tu,
Brute?” which occasionally shows
up with the zine proper. TH

Y ddraig Goch
laln Bowen, 5 WIgglngtdn Ter-

race, YORK, North Yorkshire YO3

7JD, ENGLAND

There’s a lot of discussion (both in

the letter column and in Shaun Der-

rick’s subzeen, Globetrotter) about
World Dip Con. Books and politics
are also discussed. The games are
dominated by the huge Empires of
the Middle Ages game, which is stll
progressing through its 100+ tums.
This is a very well laid-out zeen,
with intelligent use of laser print
(not “We’ve got 200 fonts and we're
not afraid to use them!” which we’ve
seen in some other British lasered
zeens). We have also been promised
a “special” front cover for issue 69.
The nation trembles... PS

Iain has slowed down a bit—not
in publishing, but in the franticness of
his commentary. Computerization
has struck here, with much attention
to font selection, but the focus is still
mainly on politics, World Dipcon,
and good books, with an occasional
foray into food or travel. Iain believes

 that nothing of importance has hap-

pened since about 1200 A.D. and
will insult you in Aramaic if you
question the value of his Empires of
the Middle Ages game reporis.
(Oh—David Hood and I split the
two games of Snowball Fighting we
were in.) : PG

Recently Folded Zines

[[Just seven zines have folded in the

last six months, which is a consider-
able improvement over the last cou-
ple of issues of ZR. Indeed, this is the
first issue where I’'m announcing
more New zines than dead zines! It's
time to grow the hobby...]]

The Assassin’s Blade, John David

"Galt. Pete Gaughan: “John has been

talking about running his remaining
games as a subzine somewhere, but
I'm not even sure he has games left
now that they’'re being rehoused
from underneath him. Given his
commute (100 miles one way) I
doubt his schedule will allow him to
GM again.” Garret Schenck: “Well,
who knows, he might get fired or
something. These stupid jobs just
get in the way of doing really impor-
tant things, anyway. John Galt may
have folded his zine, but he is still an
active player in the hobby—it’s nice
to see that some people can man-
age to survive (at least hobby-wise)
after a fold.”

The Curator, Jim Meinel. Jim:.
“Please drop. The Curator won’t
return until next edition of The Ency-
clopedia of Zines. At this time T have
no expected date for a second edi-
tion.” Garret Schenck. “Done. Read-
ers should check out the Encyclope-
dia listing in the Hobby Services
section for a little more info.”
Eyewitness News, John D. Kirk. Phil
Reynolds: “Eyewitness News is dead.’
The games have been rehoused.
Once in a while I see John’s name in
a zine, so he might not have

out of the hobby altogether, but I
doubt John will start publishing
again. Too bad—¥EN was a very spe-
cial zine.” Scott Cameron: “Sadly,
keeping this zine in the “active’ sec-
tion of ZR isni't enough to bring it
back to life for real; its proper place
in ZR #21 is in the “folded™ section.
EN suffered the fate of to0 many
new zines: John was a bit overen-
thusiastic and allowed his zine to
grow much too large. The first bit of
stress. from his personal life was

- enough to cause an enormous delay . -

in publication and an eventual fold.
Often new publishers such as John
who fold like this never go back to
publishing due to their first bad
experience even though such expe-
rience would probably make them
much better publishers the second
time around. I hope that John wili be
able to come back some day—if not
as a publisher, then at least as a play-
er.” Garret Schenck: “Yes, EN was
really something special. The two
“T.V. Guide” issues that John put
out were probably the most imag- -
initive stuff I've seen in this hobby.
We’ll just have to keep hoping that -
someday he'll struggle back to the
hobby.” :
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Gonzo Rails, Doug Bmwn Doug

“Gonzo Rails is the most precious
creation of man. Itwﬂlcometoyou
with pictures, games, and excitement
" but only if _you subscribe. At $500
per year, it’s a bargain. Since I cur-
rently have no paid subscribers,
- many have thought I"ve folded. Non-

sense! The zine is only folded to be

stffed in envelopes, and since I have
no subbers, I"ve done no folding. At
$500 per sub, though, I only need
one subscription——come on!"” Scott
Cameron: “This zine has folded. The

games Doug has been rumming were

firrished up by Conrad von Metzke in
- his role as director of the Railway
" Rivals Orphan Service. 'Doug
remains a very active RR player.”

Garret Schenck: “T'll go to my grave
wishing 1’d seen this one. Still wait-

ing to win the lottery, but one of |

these days, one of these days...”

. Painful Rectal Itch, Doug Kent.
Garret Schenck: “This is not a fold,
merely a name change (to Fool-

- hardy—-see zine listings). Included .

here for the beneflt of future
archivists.”
' Pirate, Chuck Lietz. Scort Cameron:
“Folded. Months and months and
months ago.” Garret Schenck: “This
is truly one of the last skeletons from
‘the Tom Nash regime. I wonder what
kind of messes I'm leavmg Pete
 Gaughan to clean up?”’
The Spindle, Dennis Klein. Garret
- Schenck:
publisher who has somehow man-
aged to hang on as a player after his
zine went dovn—I've seen him in
several zines, generally of the Mensa
persuasion (notably War Fair, where
I'm having him for breakfast in the
Bourse game). The zine did not last
very long and failed to establish
much of a presence for itself.”’
Twains, Dave McCrumb. Dave
“Both games from Twains are now
transferred. Paul Gardner has taken
over the EuroRails game and is run-

ning it in 36 Miles of Trouble. Bill

Wordelmann has taken over the
British Rails game and is calling his
zine Standard Gauge. I received the
- restart for each game during the past
week.”™ Garret Schenck: “I guess

" Dave just got bored running the rail

games and found some other pub-
bers to take care of his ‘problem.”
Last issue of ZR there was no hint of
an imminent fold. Oh well, no harm
done as Dave successfully transfered

the games, I believe without benefit -

" . of Orphan Boss Eric Ozog.” .

“Dennis is another folded |

Delisted Zines _
At the request of their respechve'

publishers, the following zines are
“delisted™ for this issue; no infor-
mation can be prov1ded for any of
them.

Comrades In Arms

Heroes of Olympus

Vertigo

Your Zine of Zines

Hobby Services

American Diplomacy Register

(ADR), Buz Eddy, 7500 212th St
SW #205, Edmonds, WA 98026.
Right before showtime Buz sent me
some information on a new service
he’s 'stan.ing up. In Buz’s words
ADR *“exists to provide support ser-
vices to group, chab, and tournaiment
organizers.” The focus will be on
face-to-face play which, if you read
the writeup for Buz’s zine Mael-
strom, you'll see he considers vital to
expanding our hobby. ADR rat-
ings—a ratings system for face-to-

face play using the same statistical

methodology as Buz’s play-by-mail
ratings systemn—is being developed

by Buz. A zine called American

Diplomacy Register may or may mot
accompany all this
ity; I'm unclear on this last point.
Get in touch with Buz for more
information. GS
Boardman Number Custodian
(BNC), Gary Behnen, 13101 S.
Trenton, Olathe, KS 66062. The
BNC is one of the hobby’s oldest
“offices,” and Gary must be around

| the 10th or 12th person to hold the’

(could be more or less, acmally;
I m just guessing). The BNC issues
unique identification nambers, called
“Boardman Numbers™ in honor of
the guy who invented them, founded
the hobby, and published the first
Dipzine. If you’re playing in a game
that doesn’t have a number, find out
why from your GM or from the
BNC. The BNC publishes Every-
thing, a rather dry zine, the sole pur-
pose of which is to report both
gamestarts and game finishes—I
believe the price is $1.00.
Latestnews (from Ramblings By
Moonlight) is that Gary is going to
drop this killer bumout job plop on

Vmce Lunterbie’s head. Ttns is not

organizing activ-

yet “official,” as far as I know, but
Just in case, Vince’s address is 1021
Stonehaven. Marshall, MO 65340-
2837. - GS
Custodian of Custodial Numbers
{CCN), Garret Schenck, 40 3rd
Place, Basement Apt., Brooklyn, NY
11231-3302. 'A new custodial ser-
vice. This one will distribute unique
identification numbers to all hobby
service providers. All present hobby
service custodians must apply to the
CCN to receive their Custodial Num-
bers. The CCN will also rule on all -
disputes between the many hobby
service providing custodial managing
directors. Please see zine listing for
Niccolo for more details. GS
Custodian for Merchant [of
Venus] Numbers (CMN), Garret
Schenck, 40 3rd Place, Basement
Apt., Brooklyn, NY 11231-3302.
Popular pressure for a CMN posi-
tion has forced me to accept this
high-profile office. Asmy firstactI
am declaring all previous postal Mer- -
chant of Venus games to be a priori
irregular. Merchant Masters who
wish to ran MoV games must receive
their Merchant Number, or face a
possible fate worth than death. No
joke. We mean business!

The CMN does not recognize the
legitimacy of the CNN. Weurge all -
hobby services to join the CMN in
denouncing this obvious patronage
job for a washed-up, has -been ZR
publisher. GS
‘Dipcon XXVI, Pete Gaughan, 1521
S. Novato Blvd. #46, Novato, CA .
94947-4147. Dipcon. is the Diplo-
macy hobby’s annual national con-
vention—it moves around the coun-

_try from year to year on some sort of -

bizarre schedule that ensures that it’s
never held both east of the Missis-
sippi River and north of the Mason-
Dixon line. Just not enough Diplo-
macy hobbyisis in the northeast, I
guess...

In 1993 Dipcon will be held in
San_ Mateo, California, in concernt
with Pacificon, a long-running -
wargame and role-playing games
convention. Pete Gaughan is the -

'chalroftheDlpconXXVIcommn-

tee, and assuming Zine Register
doesn’t kill him off first (an entirely
likely possibility), my guess is this
will prove to be one of the most suc-

“cessful Dipcons in years.

- Pete is publishing an occasional
newsletter called Dipconversation
to provide outreach for the event—if
you’d like to receive this just drop -
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Pete a note and I'm sure he’ll be
happy to oblige. . GS
Encyclopedia of Postal Diplomacy
Zines, Yim Meinel, 2801 Pelican
Drive, Anchorage, AK 99515-1364.
This was one of the hobby's pub-
lishing sensations of 1992, although
not many people have seen it. im did
a tremendous amount of research,

gathered lots of help from folks

across the hobby, and produced a
weighty 100 page tome that lists every
postal Diplomacy zine published
from 1963 to the present day. Nar-
rative write-ups on many zines
accompany the raw data. An incred-
ible achievement; you can be the
beneficiary of all this work by send-
ing Jim a mere $12.00. He'll send
you, postpaid, your very own copy.
This belongs on the shelf of every
true hobby obsessive.

If you don’t like what you see,

‘send it back to Jim and he’ll cheer-

fully refund your money, except for
approximately $2.90 postage. Wotta
deal! GS

Grass Roets, Johm Caruso, 636 Astor |

Street, Norristown, PA 19401. It’s
not a zine, but a catalogue listing
nearly alt North American zines,
without the negative editorials. Cost
is $1.00. . JC
Hobby Awards, Dave McCrumb,
3636 Oldiown Road, Shawsviile, VA
24162. The Diplomacy Hobby

. Awards were originally designed to

an individual who had pro-

~ vided outstanding service to the

hobby. This idea was so well

~ received that it was soon expanded to

include awards for cutstanding writ-

ing and play of Diplomacy.
- These awards are an important
part of our hobby. While everybody

is supposed to derive their enjoy--
- ment from their own personal satis-

faction, it’s also a good idea to rec-

" ognize those who do so much to help

keep the hobby functioning. While I
am not aware of anybody strwmg 10
win these awards, most “winners”

-have been very pleased upon receiv-

ing them.

The Don Miller Award recognizes
outstanding service 1o the
cy hobby. The Rod Walker Award is
given for the best article appearing in
a Dip zine. The John Koning Award
goes to the best Diplomacy player
over the past year. Finally, the Melin-
da Holley Award is given for quan-
tity participation in Diplomacy.-

These awards are given and sup-
ported by the hobby in general. All

Diploma- -

nominations are solicited for any
award at any time, but the tradition-

al time period is January and Febru- -

ary. In addition, donations are accept-
ed at any time. While the greatest
expense occurs when the award
plaques are presented each year at
Dipcon, there are some minor
expenses that occur year round. This

" committee has never used PDORA

funds in the past, and I hope it never
does in the futare.

Remember, send your nomina-
tions*and donations to the address
above. Support your awards ! DMcC
Institute for Diplomatic Studies
(IDS), Larry Peery, Box 620399,
San Diego, CA 92162. Our current
big project is the Archives. There’s
no way around them. They take up
most of the double garage, a good
part of the patio, and when I'm work-
ing on them most of the dining and
living room floor. Just the back issues
of DW fill 11 boxes. Another 20
boxes are filled with back issues of
my pubs. And then there’s the for-
eign stuff—much more than you
would guess. There is over 170 feet
of shelf space devoted to back issues

 of U.S. Dippy zines, going right back

to the first issue of Graustark. I've
got at least three complete sets of
most of the major early (pre-1975)
zines. Surprisingly, what’s lacking
is the recent stuff. I'm going to have
to work on that. Perhaps the big news
is that if all goes well we’ll be taking
our show on the road come next year
and you may find Peery and his ver-
biage playing at a Diplomacy con
near you. More details on that after
the elecdon. Heh, heh... LeP
International Subscription
Exchange (ISE), Pete Gaughan,
1521 S. Novato Blvd. #46, Novato,
CA 94947-4147. This service is sup-
posed to help facilitate international
subscriptions. The idea is that if you
want to sub to English zine XXX you
figure out the approximate exhange
rate and send that amount, in dol-
lars, to Pete. He converts this to the
appropriate = foreign currency
(pounds, in this case), and sends a
note to his English counterpart telling
him or her that you’ve purchased a
sub to XXX, and to deduct that
amount from the U.S. ISE balance.
Hopefully the money averages out in
the end, but if it doesn’t (f, for
instance, and as is actually the case,
more English people use ISE to buy

American zines than the other way

around) then the ISE custodians send

each other big lump sums once in a
while in order to balance the books.

Why does ISE exist? Good ques-

tion, 1 suppose—in my years of pub-
lishing I’ve received exactly one pur-
chase through ISE. Most Eurco-sub-
bers just send me U.S. bills in the
mail—not the wisest thing to be sure,
but so far nothing’s happened. If you
don’t like sending cash through the
mails you can either go to a bank
and have them write you a $10.00 (or
s0) international money order, and
probably charge you at least that for
the “service” provided, or you can
use ISE. My recommendation? Send
cash. Or use ISE. Don’t use the bank
unless you're holding 2 Super-Duper
Preferred Goldcard Diamond-Stud-
ded Platinom Customer Account and
can get free international money
transfers (i.e., laundering). - GS
Masters of Deceif, Tom Mainardi, 45
Zummo Way, Norristown, PA
19401. (I can’t help myself—every-
time I write this address I think of the
Marx Brothers, even though they
never had a “Zummo”—only a
Zeppo and a Gummo.) :
At any rate, Tom publishes Mas-
ters of Deceit, a “'novice packet” that
aims to help newcomers to the hobby
get through their first couple of

games. Assuming the current ver- -

sion is sirnilar to the copy of MoD 1~
received back in 1986, it’s filled with
all sorts of useful information about ~
strategy and tactics, press, feuding,
plus the basic mechanics of “how to
write a set of orders.” Highly rec-
ommended for all novice players.
Postal Diplomacy can sometimes
seem a little bewildering, so it’s good
that we have a couple of novice pack-
ets to help out (see Supernova hobby
services listing, too). This one costs
a mere $1.50—you’ll drop that on
the issues of your first zine waiting
for your game to start, so don’t hold
back, but send away today. GS
Miller Number Custedian (MINC),
Lee Kendter, Jr., 376 A Willowbrook
Dr., Jeffersonville, PA 19403. Like
the BNC, except the MNC issues
unique numbers for all variant Diplo-
macy games (including Gunboat).
Lee publishes Alpha & Omega, see
zine listings for details. GS
Miller Number Custodian under
the Covenant (MNC/uc), Brad Wil-
son, PO Box 126, Wayne, PA 19087.
Brad asked me to keep this in here,
so the MNC/uc is stili alive, if not
well. Brad still issues numbers, but
he doesn’t do anything with them—
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the MNC/uc service zine has ceased
publication and has not been seen in
three years. The Custodian of Cus-
todial Numbers (CCN) is preparing
to open an investigation of this “ser-
vice,” with an eye toward declaring
the office nu]l void, and aban-
doned.” -GS
North American United Open
(NAUQ), Chuck Lietz, 1825 SE 146

Ct, Vancouver, WA 98684. This is a

one-shot United tournament using a
very simple set of rules which is
open to anyone who would like to
play. The NAUO is an ideal way for
someone who has never played the
game of United before to find out
just what it is like. Unfortunately,
the results of the 2nd NAUO stll
have not been published despite it
being well over a year since the dead-

line for moves passed. Chuck’s Unit-

ed (Hockey) zine has come back
from lengthy p.lbhshmg hiatuses sev-
~ eral times and it’s possible that the

2nd NAUO will still appear, but if it
hasn’t shown up by next ZR, it would
be a good idea to drop its listing as a
hobby service. Perhaps some other
. United publisher will pick up on this
worthwhile idea. - SeC
North American Variant Bank
(NAVB), Lee Kendter, Jr., 376A
Willowbrook Dr., Jeffersonville, PA
. 19403, New variant designs can be
- registered with the NAVB, joining
something like 900 others. "Most of
these can be purchased for a dime per
page for rules and maps (where
applicable), plus postage. Catalog
avaﬂable for $5.00 GS
o g e sy North American

Gaughan. 1521°S.
Novato Blvd. #46,
Novato, California
: | 94947-4147. Pete
may ormaynotcmne up with anew
_ logo for the Zine Bank, but what the
heck I'1l stick in the one I"ve got.
The Zine Bank is the “compan-
ion™ service to Zine Register. It pro-
vides a way for the ZR publisher to
dispose of the hundreds of zines he or
- she receives over the course ‘of a
- year's time. What you do is send
$3.00 to Pete. He'll stick at least 20
- different zines into a large manila
envelope, more if supplies allow
(lately, due to demand, they haven’t
allowed and I've had to be preny
- strict about the number I sent out—
" “at least 20” kind of tumed into “not
many more than 20,” but once I send

Pete the carton of zines I now have

Zine Bank, Pete

on hand we should be in fat zine
city)—and send them to you at “slo-
poke” Parcel Post rates. .

The Zine Bank is really a cool
idea. T assume that Pete will let you
ask for specific zines, or specific
classes of zines, that you either do or
don’t want to see. Although I'll be
distributing this issue of Zine Regis-
ter right up until Pete’s first issue in
May, Pete has graciously offered to
take the Zine Bank off my hands
right away. GS
Ombudsman Service System

{OSS), John Caruso, 636 Astor

Street, Norristown, PA 19401. This
is still in existence. Mediates
GM/player disputes. Both parties
must agree on the person and to
accept the resolution-—no appeal if
unhappy with resolution. JC
Once Upon A Deadline, Mark
Berch, 11713 Stonington Place, Sil-
ver Spring, MD 20902. Mark may
very well be headed out of the hobby.

I haven’t heard from him in a year

and as you can read in the description
of his zine Diplomacy Digest, he
may very well have folded that one.

'Robert Lesco reported that he sent

money to Mark Berch early last sum-
mer for Once Upon A Deadline, but
never heard from Mark.

This was actually a massive two-
part pubhcauon that covered both

‘gamesmastering and publishing. I

believe it was produced in 1986, and
I would say that much of the infor-

‘mation on publishing is dated—ithe

advent of personal computers since
the mid-1980s has really changed
the way most publishers, and cer-
tainly most startup publishers, do
thmgs Gamesmastering, however,
is more or less a universal constant.
There are many, many good-things in
this publication for the beginning

. GM, and I know that I learned a lot

from reading it. if OUAD has gone
down, something should replace it.
At any rate, don't send any money
to Mark until you've heard back from
hirn telling you he’s still interested in
selling this thing. GS
PDO Census, Douglas Kent, 54
West Cherry Street, #211, Rahway,

NJ 07065. The PDO Census is an .

alphabetical listing of all known
members of the North American

Play-By-Mail Diplomacy hobby, The

Census is usually conducted every
year or two, depending on who feels
like doing the work. Last year, I took

up the cause and (with the help of my

beautiful wife Mara) compiled the

1992 PDO Census, listing the names
and addresses of 777 Postal Diplo-
mats, as well as a geographic break-

down of where they live (and how

-that compared to the previous Cen-

sus). Copies of the 1992 Census are
still available for $1.00. I am
ly compiling the 1993 PDO Census,

- which should be releaged in January

1993. Copies of that census will also
be available for $1.00, or free to pub-
lishers who reply to my request to
send me their subscription list. DK
People’s Diplomacy Organization
Relief Auction (PDORA), Douglas
Kent, 54 West Cherry Street, #211,
Rahway, NJ 07065. PDORA was
created to make it possible for hobby
members to support some of the
needy hobby services while having
fun at the same time. Bach year,
hobby members donate various items
(zine subscriptions, used games,

hobby memorabilia, and other staff,
both hobby related and non-hobby
related). These items are then auc-
tioned off through a mail-bid auc-
tion (that’s the fun part). The money
collected is divided up by a com-

mittee of hobby veterans and donat-
ed to various hobby services. No one.
on the committee receives any of the -
funds, and the Financial Committee
Chauman eats the costs of running
and publicizing the ‘auction. Anyone

- with a hobby service who would like

to request funding should getin touch
with me. The PDO auction usually
takes takes place between April and
Qctober, or thereabouts. DK |
Pontevedria, Phil Reynolds. This is

a cheap (29¢ stamp) two-page pub -
that lists gamestarts across the hobby.
Updated monthly. See zine listings
inside for more information. -
Railway Rivals Number Custodi-
an, Paul Gardner, 5 Timber Lane,
Brattleboro, VT 05301. Paul is in
charge of giving out official game
numbers for PBM and PBEM RR
games run in the United States. Any-:
one wishing to run a postal RR game
should contact Paul for a game num-
ber. ScC
Railway Rivals Orphan Rescue,
Conrad von Metzke, 4374 Donald
Ave., San Diego, CA 92117. Pub-
lishers in the RR hobby are mostly
preity stable, but with the almost
simultaneous folds of Eyewitness
News, Gonzo Rails, and Pirate, it
was lucky that Conrad was able and
willing to undertake the task of find-
ing new homes for the numerous |
orphans from those zines. Somehow,
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most of the orphans wound up begin
taken over by Conrad himself, and
the players involved cerntainly owe
Conrad a debt of thanks. ScC
Railway Rivals Rating Service,
Craig Mills, 3024 Pascal St. N,
Roseville, MN 55113. I'm not sure of
the exact status of Craig’s zine, This
Train Is Bound For Glory, in which
he had been reporting the results of
his rating service. To the best of my
knowledge, Craig is still running the
rating service; completed RR games
ScC
Rostherne Games Representative,
Ken Hill, 6199 Rockland Drive,
Dublin, OH 43017. I am David
Wats’ “official™ agent to the Amer-
ican hobby. All rules, maps, and
other items related to playing Rail-
way Rivals and Bus Boss in the U.S.
can be obtained through me. For
example, if you are going to play in
a game of RR in zine X, the zine’s
publisher can (1) ask me to send the
maps out, or (2) send the maps him-
self. In either case, each player is
expected to pay $1.00 for any map
that they have not previously pur-
chased. A portion of this money is
then forwarded on to David Watts 1o
cover the cost of the maps (which
he sells under various copyrighis).
As a consequence of this rela-
tionship, I get all the new RR maps
in the U.S. before most people. I try

_ tolet players know what is available

Big empty box of white space.

through a price and maps list (avail-
able from me for a stamp or two).
The main reason for my existence
in this capacity is twofold: (1) the
American hobby has one point of
contact with David, and therefore a
central supplier of maps, rules, etc.,
and (2) 1o make sure that David col-
lects at least some revenue from the
American hobby. KH
Runestone Poll, Eric Brosius, 41
Hayward St., Milford, MA 01757-
3554. Eric Brosius’ compilation of
the Runestone Poll ballots is a true
work of wonder for number crunch-
ers. Since my idea of a good tume
this past year was rating 29 years of
Postal Diplomacy games it might be
suggested that I fall into the number
cruncher category. The important
thing about the report is that it shows
that Eric is meticulous in maintaining
the integrity of the data. The report is
thorough and presents what I con-
sider a miniscule amount of data in a
multitude of configurations. But the
rules of the data handling are not

‘transmutable and the report reflects
“exactly the ballot results.

One of the fun exercises for edi-
tors is to look at the arrays of votes
and wonder what jerkface gave me a
2 and which brilliant and perceptive
people gave me 9°s and 10's,  BE
Supernova, Bruce Reiff, 2207
Smokey View Blvd., Powell, OH

43065. Supernova is another novice

- Hope you enjoyed this issue.

2

! 4
’-C’

® printed on paper made 100%
from post-consumer waste

“packet” (see Masters of Deceit in
these “hobby service’ listings) and
provides essential information to
newcomers to the hobby. This one
costs $1.00, but if I've identified you
as a novice then I'll bundle a free
copy of Supernova with yourissue of
Zine Register; I'll send a bunch o
Pete, too, so he can continue doing
this. (Thanks to Bruce Reiff for
donating the copies of Supernoval)
Supernova is a little more *busi-
nesslike” than Masters of Deceit, but’
both have good information, and very
definitely both are worth getting. If

you're new to the hobby you will -
need all the help you can get and 1

strongly advise forking over a few

bucks to give yourself an edge.
Bruce has been somewhat absent

from the hobby recently, and I don’t

- really know if he’s still distributing

this thing (for the $1.00 mentioned

earlier). If you write Bruce and come

up dry I'll sell you copies of this

- thing from my remaining store fora

buck, but try Bruce first. GS

U.S. Orphan Service, Eric Ozog,

9509 209th Avenue East, Bonney
Lake, WA 98390. The Dip reces-
sion has bottomed out, with no recent
folds; I have a surplus of GMs ready
to take orphaned games. So if you're
ready to fold, what are you waiting
for? Seriously, no news might be

‘good news, where my job is con-"-

cemed. Hang in there, Dipdom! EO




