
Conversion Note
This is issue #17 of "Rack & Rune", a roleplaying zine from the early 1990's. It  was originally written for "The Wild Hunt" APA (amateur publishing association). The original text has been converted to Acrobat, and annotated from a modern (July 2008) perspective for your reading pleasure. I wrote 22 issues of R&R in all before The Wild Hunt disappeared, and then started my own APA ("Interregnum") to fill the void; I wrote 26 more zines for that APA before I passed the publisher/editor hat to the next generation. Finally, I wrote two more zines for the final iteration of Interregnum before it, too, disappeared. If you're counting, that's 50 zines in all.

And if you're looking for more of this sort of thing, go to the Zines section of http://www.runequest.org/rq.htm.

Conversion Note
This is a scanned PDF. I had lost the files for a lot of my old zines over the years; a hazard of life before online storage was available. Fortunately I'd kept hard copies of  *all* the zines I'd written for The Wild Hunt, but didn't have a real scanner and never got around to scanning them elsewhere. But we picked up a combination scanner/printer a few days ago, so now I'm converting the remaining old paper zines to PDF format.

Just to be clear, these paper copies are NOT the originals; those are long since lost. These are copies of copies. So the relatively poor quality of these PDFs isn't a scanning issue. Unfortunately many (perhaps all) of the paper zines are crooked because of a flaw in the copier I used to run them off 15+ years ago. I've tried to compensate for that during scanning, with limited success.

This issue is out of sequence with the two previous issues (#15 & #16) on my site. Those two issues were converted directly to PDF and posted several years ago. I retained the files for some of my zines; others didn't survive over the years, and had to be scanned in instead.

I can't help but cringe at some of the typos, goofy capitalization ("InterNet"?) and some of the writing as well. I wrote this stuff fifteen years ago, after all, when I was a mere child of 29! :D Still, since I can't edit the text, there's no point in anguishing over it. Consider this a historical snapshot of a time that's now long-gone - the last years of the era of the Paper APA.

(Actually there are still a few paper APAs around...but not many.)

pmaran01
This contact information is long out of date, of course.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.

I subtitled most of my zines. I have no idea what this particular subtitle was about.

pmaran01
When my father retired he took our family to Europe for two weeks. I'd never been overseas before; it was quite an experience.

pmaran01
I no longer feel that way, and miss roleplaying a good deal - GOOD roleplaying, that is.

Maybe someday...

pmaran01
It was at about this time that the first seeds of the RuneQuest/Glorantha split were being sown. A haughty cadre of Gloranthan "scholars" had been emerging on the RuneQuest mailing list. That, combined with Glorantha creator Stafford's penchant for revising the world again and again, drove me away from the world of Glorantha - but not from RuneQuest. Eventually there were TWO mailing lists, one for Glorantha and one for RuneQuest.



pmaran01
None of these addresses are valid any more, of course.

Hey, I had net access in 1992! Pretty cool, huh?

pmaran01
See "The History of RuneQuest" on my site for more information on how all that turned out. In this case, the "RQIV" that I'm writing about is "RuneQuest IV: Adventures In Glorantha".









pmaran01
I eventually used this as the basis for a rather incomplete writeup; much of the detail I refer to here has since been lost. The article can be found online at http://www.maranci.net/grey.htm .

As it happens, several people later used the idea of the Grey Company in RuneQuest and HeroQuest/Wars fanzines. I don't know if it ever got into an offical Glorantha publication. It would be rather ironic If it did, given my current dislike for that setting.



pmaran01
They have since been republished and gone out of print again several times. I still don't have copies of most of those novels.



pmaran01
Trying to decode which character represents which early SF author is sometimes rather a challenge - and I'm definitely not the only one who has tried to figure it out.

pmaran01
As far as I know Goulart is still writing. He has ghost-written quite few books, too.



pmaran01
Nuts was turned into an animated cartoon series on a premium cable TV channel (I don't remember which one). Apparently it wasn't well done, and the show didn't last long. Pity.



pmaran01
Nereyon was the last long-standing "serious" RPG campaign I ran (and I fear that it is the last I will *ever* run). 

An introduction to the Nereyon campaign can be found in "Rack & Rune" #4, also available at http://www.runequest.org/r&r.htm.

Unfortunately I didn't write up that many sessions; it would have been useful to have a more complete record of the game. If I ever run a game again (it's not impossible) I'll make sure to document it more thoroughly on my journal.



pmaran01
What a HUGE problem that player became for me! Eventually he had to leave the game by mutual consent, when he drove me to the point of screaming at him and walking away from the table.

But I went through all sorts of difficulties first, trying to get him to STOP. If he'd come into the game with the deliberate intention of destroying it, he couldn't have done a better job. The game survived for a couple of years after he left, but it was never the same. And neither was I.

pmaran01
Why did he make a "blank check" promise like that? Why did he feel it necessary to try to kill a character who was supposed to be like a brother to him? I don't know. But Vlad's *player* had clearly crossed the line between reality and fantasy. 

We all had to spend quite a bit of time persuading him (the player) that the refusal of the other characters in the game to go along with his murderous schemes was not a personal attack against him (again, I'm talking about the *player*).

pmaran01
It was resolved much later when I screamed "I've HAD IT WITH THIS SHIT!" while facing surprisingly aggressive and hostile questioning/taunting from the player. I shoved my chair back so hard it bounced off the wall and fell down, left the room, and spent the next hour or so stalking the underground corridors of MIT (where we played), trying to calm down. That was the end of Vlad as a PC in the game. As I recall, he was gone when I came back.

Some time before that, I ran an all-night session in which I basically tried to simultaneously psychoanalyze Vlad and his player. Well, actually, I was just desperately trying to make the player see reason. I'm not a mental health professional, but things did get a little better - for a while. Then they got worse, leading to the crisis.



pmaran01
Comments were a tradition of the APA format, and were probably the main reason that any of us wrote. Contributors were expected to comment on the zines in the previous issue(s), although this wasn't mandatory.

A few of the zines I commented on may be available elsewhere online. Most of the authors were online - we tended to be early adopters - and some of them have websites. Alas, many others seem to have disappeared over the years.

pmaran01
Mark Swanson was the publisher and co-founder (along with Glenn Blacow) of The Wild Hunt.

I think he found me annoying at times.

pmaran01
LRP=LARP, live action roleplaying.

pmaran01
I'd had two terrible experiences with NERO, a large local (regional) live roleplaying organization. You can read about them in Rack & Rune #7 and #8.

pmaran01
Dream Park corporation is now defunct, I believe, and live virtual gaming is still not available as far as I know.



pmaran01
Doug came back eventually; he wrote quite a bit for Interregnum, as I recall. He was (is) a talented and mature writer, far more so than I am.



pmaran01
Point of interest: George is currently (July 2008) running to be the Libertarian candidate for President of the United States.



pmaran01
I had taken my LSATs and scored in the 99.3rd percentile. But I never applied to law school. I probably should have.



pmaran01
I don't remember this campaign or character at all, unfortunately! This is why I keep a journal these days.

pmaran01
The Floating Isles is a unique game setting which was created by one of my college roommates - he based it in part on the Yes cover artwork of Roger Dean. I loved that setting, and ran several scenarios there. It was refreshingly different from the standard fantasy worlds.

The Floating Isles setting was written up in Rack & Rune #15: http://www.maranci.net/rr15.pdf



pmaran01
I did quite a bit of volunteer gofer work for TWH - delivering copies to be sold at stores, getting new stores to carry it, delivering copies to some contributors, getting postage, etc. etc. Eventually I apparently somehow pissed off Mark (the publisher/editor), and he stopped using my services. I doubt there was a connection, but TWH didn't continue for much longer after that.



pmaran01
Frank Furillo was the station captain on Hill Street Blues, which was still being broadcast at that time (I think). I was a fan.

pmaran01
That bitch later cut the number down to ONE issue - at which point I stopped delivering TWH to her at all (with Mark's agreement) and stopped shopping there as well. That boycott was also a protest against her boycott of the Clan Brujah supplement by White Wolf. Which is ironic, because I didn't play any WW games and didn't like the company much.

pmaran01
I have a wonderful story about the comeuppance that one of those neo-Nazis got on Argus. What the hell, here it is (warning, strong language):

He called himself Whitewolf. He was a racist neo-Nazi, as you might guess from the handle. I suspect that he was probably about 15 years old. Because he was a right-winger, the "Libertarian" administrator of the political discussion forum on the Argus BBS refused to rein him in or ban him, no matter how offensive he got – and he got PLENTY offensive, believe me! Bombing discussions with a million irrelevant cut-and-pasted posts was, in his opinion, the height of political discourse. Allowing Whitewolf to run amok was a matter of "principle" for the administrator, who nonetheless was both willing and eager to censor political positions that he disagreed with.

Eventually some unknown genius posted the following song to the political forum:

(To the tune of "Someone's In the Kitchen With Dinah" from "I've Been Working On the Railroad")

Someone's in the kitchen with Whitewolf
Someone's in the kitchen I know-oh-oh-oh
Someone's in the kitchen with Whitewolf
Shoving a statue of Hitler up his ass!

And singing 
Fee fi fiddly-i-oh
Fee fi fiddly-i-oh-oh-oh-oh
Someone's in the kitchen with Whitewolf
Shoving a statue of Hitler up his ass!

Whitewolf wasn't seen again for a long time after that. :D

pmaran01
The last two pages were a guest zine by my friend Lois F.; it will be posted here separately.




