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Mechanical Chaos Rules!

There are times when I can’t help but
suspect that my life is scripted by a Writer; the
things that happen to me are sometimes too
ridiculous to be purely random occurrences.
The past month has been like that. Within a
three-week period, the following things broke:

My computer, car, VCR, CD player,
computer, printer, and heart. Okay, one of
those doesn’t belong on the list. ©

The computer was the worst of it, though. It
was freezing up and giving strange memory
error messages. Since time was running out on
my warranty [ decided to make the long trip to

the shop while I could still get it fixed for free. It
was in the shop for days. Unable to find the
problem, the techs replaced the motherboard,
RAM, and power supply.

It ran fine for three days. On the fourth day, I
was running Windows when it suddenly froze
solid, and then the screen went blank. The reset
button did nothing. Only after I turned it off and
on twice did it work.

I’d hoped that it was a one-time thing, but of
course that was simply wishful thinking. The next
day it was dead, dead as could be.

Back to the shop (which meant two hours of
driving, by the way). Once again, the techs
couldn’t figure out the problem: this time they
replaced the motherboard (again), CPU, and the
drive controller card. I brought it home, and so
far it’s been fine. But it’s no longer on warranty,
which means that it’s only a matter of time.

Incidentally, when I brought it home the
second time one of the first things I did was try
to print out. And it was then that I discovered
that my printer was dead! I won’t tell you what I
went through to get that fixed...I’ll just say that it
took weeks, and a lot of effort (though it too was
on warranty).

All of which goes to explain that it’s an
extremely short zine from me this time. My
apologies. I’ll catch up on comments nextish.

S


Conversion Note
Welcome to issue #12 of "The Log That Flies", a roleplaying and science fiction zine from the mid 1990's. It was originally written for the Interregnum amateur publishing association (APA) by Peter Maranci (me). 

I published Interregnum from issues #1-#26, after which I burned out and eventually passed the reins along to Kiralee McCauley. After another 18 issues or so, Interregnum ended for good.

Interregnum (IR for short) usually contained 8-12 zines by different authors, and ran from 60 - 120 total pages per issue. It was customary for each zine to have an article on the topic selected by the editor (i.e. me), comments on zines from the previous issue, and anything else that the writer felt like talking about.

I used a desktop publishing program called Publish-It 4.0 for Windows to create this zine. Unfortunately that program is WAY out of date, and no longer plays well with Adobe Acrobat; it's a miracle that I can still open the files!

Since I can't output directly to Adobe Acrobat any more, I printed the zine and scanned it as a PDF. I've annotated it from a modern (July 2008) perspective for your reading pleasure. 

I wrote 26 issues of TLTF for Interregnum. Prior to that I'd written 22 zines for IR's predecessor, The Wild Hunt APA. If you're counting, that's 50 zines in all. Interregnum ceased publication in 2002.

If you're looking for more of this sort of thing, go to the Zines section of http://www.maranci.net/rq.htm.

Conversion Note
As with most of my zines, the text for this issue was written in ASCII using a great old text editor called PC-Write 2.5. I then imported the text into Publish-It 4.0 for Windows, an early desk-top-publishing program. It tended to crash quite a lot.

There wasn't much computer art available in 1994; searching for good clipart was a hobby of mine. I bought many books of copyright-free line art from the Dover  publishing company. But since I didn't have a scanner, I often DTPed blank spaces and empty frames in the zine and then literally taped photocopies of the art into a master copy of the zine. That's how we did it back in the 1990s! Google image search wasn't even a distant dream in those days. 

Somewhere along the line I bought a very cheap handheld scanner. It was SO small that I couldn't scan larger graphics completely; I had to scan them in strips, and then try to match up the strips in a graphics program. Since the strips were often not exactly proportional to each other, this was often like trying to assemble a jigsaw puzzle in which each piece came from a different puzzle.

But it was an improvement on my previous system, in which I printed out the zines with blank spots and frames, photocopied clipart, and taped it into a master copy. This was the first issue in which I didn't have to use that method at all. As a result, I didn't have to insert any new graphics in this file. Some minor editing and resizing was needed, because some of the old fonts are no longer available; that threw things off. Still, this version is virtually identical to the zine that was originally published in April 1995.

I hope you enjoy it! 

->Peter

pmaran01
All of this contact information is long out of date, of course. If you want to reach me, pmaranci@gmail.com is your best choice; I'll be glad to hear from you, unless you're a spammer.

pmaran01
Actually, I'm an atheist - and was a strong agnostic when I wrote this.

pmaran01
This was one of the rare times that I had bought a computer that WASN'T from "PCs for Everyone". I don't remember the name of the company, but their awful service and constantly-breaking product were a nightmare.

It's worth it to pay slightly more for a good, reliable machine.
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F5 Fracas Continued

@ Those who like flames and conflict might be
interested to hear that a reporter from San
Francisco Weekly interviewed me recently for
a piece he was writing about the problems of
Factsheet 5. Several of my more-pithy
comments were included in the article, though
it seemed to change focus halfway through and
started praising

that choice, I decided to make up a “before the
beginning” scenario, and run the available players
through it. We’ve actually played for four
sessions so far, and I think they’ve worked well.

I’ve yet to get character writeups from the
players for inclusion here. That is, I do have
character writeups for the game; but I suspect
that the players will want to re-write them for
publication, to avoid revealing secrets and

surprises. I can

F5’s editor for
his support of the
Ist Amendment.
Nonetheless, I'm
sure that the
article must have
been at least a
little annoying to
the F5 crew. And
they’re sure to
have read it,
since F5 is based
in San Francisco.

On the

certainly
sympathize with
that. With luck,
though, I’ll be
able to write up
the first sessions
for IR #14.

In the
meantime, I’ve
come to a strange
realization.

It was in one
of his last books

Verge of
S, Wonder

It feels as if the Wonder campaign has been
pending for a year (and maybe it has). It’s
finally starting to move, However, it’s hasn’t
yet officially begun.

What does that mean? I have an “origin
story” scenario (as detailed in “Bar Wars”, IR
#1) ready to get the PCs together as a group.
However, after several months I have yet to be
able to get all of the players together for a
single session » and that first session will be
important enough to the rest of the campaign
that I want all the players to be there for it.

On the other hand, simply waiting for
months on end without playing is hardly a way
to maintain interest in the game. Faced with

that Robert
Heinlein wrote something like “once you get
used to walking around naked all the time, any
amount of clothing makes you feel as if you’re
wearing the full regalia of a rajah.”

I wouldn’t know about that. However, it seems
that the same logic is applicable to roleplaying
systems. I’d planned to work up a simplified
system of mechanics for use with Wonder. In
fact, I’d already worked up two systems, with
various variants. But when the time came to
begin playing, I found that I just couldn’t bear to
use them.

Over the years that I’ve been running the
Nereyon campaign, the mechanics I’ve used went
through a gradual metamorphosis. Originally it
was RuneQuest, minus a few specialized aspects.
However, the campaign was sheetless > I held all
the character sheets, in order to help players think


pmaran01
There's more about my battle with the editors of Factsheet 5 in "The Log That Flies" #9-11, all of which are available on my site.

Incidentally, I had TOTALLY forgotten about that article and interview. I don't have a copy. I must not have like the article.

pmaran01
There's more about Wonder in Rack & Rune #19, as well as in The Log That Flies #6, #8, and #9. All are available online.

pmaran01
I'm currently working on an article about sheetless roleplaying which should be posted on my site soon; keep an eye on the Articles section.

I also discussed the topic a bit in Rack & Rune #1, my first zine.
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of their characters as people rather than as a
collection of statistics. That made it easy for
me to change the system as I went along, since
I didn’t have to coordinate with the players.

You could call it laziness, but most changes
were simply the elimination of chunks of the
system. After all, we all knew what the
characters’ capabilities were; why slow down
play with constant reference to a sheet? And
why be restricted to someone else’s system of
rules when I knew what should and shouldn’t
happen anyway?

Eight years later, Nereyon is almost
completely systemless. We roll percentile dice
to determine the degree of success of failure of
some actions, and I roll them to determine
things I’'m not sure of; if I don’t know or care
about the answer to a yes-no situation, for
example, I might roll a die to determine the
answer. | also find it convenient to roll
percentile dice to determine some aspects of
new situations or encounter (i.e., how friendly
are they? Sane? Capable? Realistic vs.
fairy-tale-like? Etc.). It may sound strange, but
it works.

It works for Wonder, too, though I do
sometimes refer back to a set of percentile
skills for the characters until I get to know
them well. But it really has struck home to me
that know that I’'m used to the freedom and
convenience of “systemless” GMing, it’s very
hard to go back to using any RPG system at
all. I wonder if anyone else out there has
experienced the same effect?

NEXTISH

And there it is...my shortest zine ever. I’ll
have to take heed of my own nagging and
make sure to write every day for #13 (plus
double the comments). In the meantime, take
care!

—>Pete

COLOPHON

The Log That Flies #12 was
gestated in a P. Maranci 31.0

brain. Much of the text was then
written with PC-Write 2.5, an
ancient but serviceable s»iHain word
processor.

The text was formatted for desk-
top publication using Publish-It 4.0
Jfor Windows, a cranky but cheap
DTP program.

The DTPed document was
printed on an Okidata OL400e 300
dpi laser printer.

How ironic...the biter bit. 1 am filled with shame!®

—>Pete



pmaran01
That kind of thinking can be dangerous, of course. It's important that players have control over their characters and their actions in the game. I was always careful to be good about that; maybe TOO good, since one of my games simply stalled while the players discussed and debated what to do.




