
Conversion Note
Issue #9 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 June 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, and finally did two more for the final iteration of the APA before it, too, disappeared. If you're counting, that's 50 zines in all.

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 the first zine I've been able to put up on my website in five years.

I had lost the files for a lot of my old zines over the years; a hazard of life before online storage was available. I'd kept hard copies of  *all* the zines I'd written for The Wild Hunt, but didn't have a 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. 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.

I can't help but cringe at some of the typos and, well, some of the writing as well. I wrote this stuff sixteen years ago, after all, when I was a mere child of 28! :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 age of the Paper APA.

pmaran01
All of this contact information is long outdated, of course. It's kind of neat to see those old net addresses, though; I really WAS an early adopter.

If you want to contact me, the best way is to write to pmaranci@gmail.com.

pmaran01
If you don't know the story of TSR and SPI, you're either younger than I am, not into roleplaying games, or both.

Conversion Note
Why did I put a novel title in quotes instead of italicizing it? Why did I both underline and boldface for emphasis in some cases? 

Sorry, I don't have an answer. Except to admit that these zines were often written at the last minute, under a deadline, and not proofread. 

pmaran01
I'm clearly no artist, but I designed the swords in the header in some ancient program...I think it was Windows Paint.



pmaran01
"Sandman" is such a huge cultural landmark now that it feels weird to read a contemporous review of it - although even then, the odds were good that almost every reader of The Wild Hunt had at least heard of it.







pmaran01
"Tales of the Reaching Moon" was a high-quality RuneQuest fanzine, now long since deceased.

pmaran01
BOY, did I hate TSR! Even *I* find that a little hard to understand now. But the truth is that TSR under Gary Gygax (who died recently) was pretty ruthless and obnoxious at times.



pmaran01
I don't know if this actually came to pass. Of course, the tabletop roleplaying game industry is much smaller now than it was then.





pmaran01
In the previous issue (which is available online) I challenged readers to guess what meaning there was in the runestrip I'd included in my zine.

Perhaps I should mention that in the years since this was published I've become far less interested in the Glorantha setting (in part because I got an unexpected introduction to the nasty side of that setting's creator). I remain a huge fan of the RuneQuest *system*, however.

pmaran01
Another historical note: the art in my zines way-back-then was mostly NOT taken from the web - because, of course, the web didn't EXIST back then (actually it was released in the same year that this was written, 1992, but luxuries like Google image search weren't even a dream, yet). 

Most of the graphics I used were taken from paper books published by the Dover company. At first, I actually photocopied images out of those books, cut them out and taped them into my master copies. Primitive, huh? Later - and I just remembered this - I used a very small and crude hand-held scanner to scan images from the books. If the images were wider than the scanner, I had to scan them in strips and try to join up the resulting images. Looking back, I can't believe I went through all that tedium!

pmaran01
Comments were a tradition of the APA form, 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.

pmaran01
"Night After Night With Alan Havey" was a VERY funny show. It's long gone now, unfortunately. But you can still occasionally find an old clip of it on YouTube.

Collie Collier did quite a few covers for The Wild Hunt. She also ended up doing zines as well.

pmaran01
Mark Swanson was the publisher and (I believe) co-founder of The Wild Hunt.

pmaran01
Glenn Blacow was something of a celebrity among Wild Hunt contributors. He'd had some game stuff published professionally, I think. His health was quite poor, though, and he died shortly before The Wild Hunt ceased publication for good.



pmaran01
My NERO (New England Roleplaying Organization, a rather predatory LARP group at the time) experience was pretty memorable. It was written up in the two previous issues, #7 and #8, both now available online.



pmaran01
I have to admit that I no longer know what some of these old comments mean - even though I wrote them!




