PAPER, PLEASE

Lessons from Three Decades of Video Game Fanzines

Michael Hughes || @mobilesworking
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Acknowledgements: �Chris Kohler, the Strong Museum, Phil Salvador and everyone in MAGES, all faneds past and present for sharing their time and work with me, especially Jeff Bogumil of Retromags who was and remains generous in his support. 
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Presenter
Presentation Notes
East Village Inky, active since 1998. This issue, published in July 2018, provides a useful alternate title, “print’s not dead,” a nod to a 1981 album by The Exploited, a Scottish punk band. Useful because this talk is about the history of VG fanzines, but that history is still being written and set down in print. 


| didn’t know what | was doing but that’s okay.
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Frank Cifaldi said this of his own Lost Levels zine. It could serve as a summary of the fanzine’s DIY ethos, its amateurishness in the original sense: from the French meaning love, or one who loves.
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Amateur publication, non-professional, non-commercial (done primarily for love rather than money), printed in low numbers and narrowly circulated. Emphasis on personal expression rather than aspirations to professional standards such as impartiality. As we’ll see, pinning down a definition is surprisingly tough.
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The first issue of Hugo Gernsbeck’s Amazing Stories (1926). In addition to popularizing science fiction and cementing its place as a literary genre, Gernsbeck unwittingly laid a foundation for fanzines by printing letters from readers, including their mailing addresses. These fans began writing one another, and their correspondence eventually culminated in the first fanzine. 
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The first science fiction fanzine, The Comet, was published in 1930 by the Science Correspondence Club in Chicago and edited by Raymond A. Palmer and Walter Dennis. In The Comet’s wake came The Time Traveler, to which a young Jerry Siegel subscribed. TTT inspired Siegel to create his own fanzine, Science Fiction, in which the first Superman art and stories appeared.   

Palmer would later take over as editor of Amazing Stories.
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URING the history of fandom several at-
templs have been made to organize it into

a single united group, None of these have

completely succeeded. Maybe none of them ever
will. The individual appeal of stf and fantasy is
too varied to conform to any single group or

The wants of the members are too

Yet, two such organizations are in existence to-
day, and each of these still exists largely because,
each in its own way, it tries to answer this need
for a sort of master organization. These two are
the NFFF (THE NATIONAL FANTASY FAN
FEDERATION), and FAPA (FANTASY AMA-
TEUR PRESS ASSOCIATION).
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Neither of them covers all of fandom, and
neither of them IS fandom, yet the two together
are largely responsible for fandom holding to-
gether, and also for the more important achieve-
ments oi

Each stresses somewhat a different phase of fan
activity. Each draws its membership entirely from
fandom. Interpenetrating these two organizations
and spreading out beyond them is fandom proper,

dom as a whole

with its numerous fan publications whose owner-
ship and policy are strictly the property and
responsibility of the individual who starts them

NATIONAL FANTASY FAN FEDERATION
(NFFF) : membership, 51.00; K. Martin Carlson,
sec. treas., Moorhead, Minn,

©72 & 11, POl YGur, Ul LOe Cguivaicnt 01 LOat
number,

The purpose of FAPA is to provide a means of
expression for fans who join it, and an audience
of highly critical readers who will read and ap-
preciate what you write or publish. Four times
a year FAPA members receive a massive envelope
containing the quarterly output of their fellow
members,

If you become interested in writing and publish-
ing a fanzine of your own, FAPA is the ideal way
to begin. It gives you a ready made audience, It
gives you the experience of its members, and also
material for your fanzine if you want it and it's
available, You get a bonanza of publications four
times a year. All it costs you is the buck for mem-
bership plus whatever you spend on your own
hook.

The four mailings a year cost well over a dollar
to put out. They don’t cost FAPA all that, but
those who print the many fanzines that go into the
mailing. To keep this from becoming prohibitive,
membership is strictly limited.

Now that you have read all that, if you are in-
terested in this facet of fandom, write to either
Charles Burbee, 1057 S. Normandie, Los Angeles 6,
Cal,, or to Francis Laney, 816 Westboro Ave.,
Alhambra, Cal, for further details. There is no
salary connected with the offices these two fellows
hold in FAPA, If you write and do not enclose a
stamped envelope for a reply, don’t feel hurt if you
don’t get a reply. They may be staring guiltily at
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By the late 40s, fanzines were a cultural phenomenon, influential enough to merit their own review column [click!] 

...by the SF author Rog Phillips, in Amazing Stories, the same magazine which gave birth to SF as we know it. Phillips would answer letters from fans, scrupulously review their zines, and shared their addresses so other readers could find their work.
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An avid reader of Phillips’ column was this guy [click!] 
...Arnie Katz, one of three co-founders of video game journalism. Pictured here with the other founders, Bill Kunkel and Joyce Worley, and two faneds Katz inspired, a teenage Chris Kohler (Video Zone) and Al Riccitelli (The Dark Side). Katz becomes something of a BNF or Big Name Fan, a regular in the Club House letter pages.
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Reading Club House and corresponding with authors led Katz and a childhood friend, Lenny Bailes, to create their own fanzine, Quip, which reports on fan culture itself. A kind of meta-fanzine. 
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So Katz continues his fan activity until ~1978 when his freelance career begins to crowd out time for fan writing. In ‘78, he and Kunkel inaugurate games journalism as we know it with “Arcade Alley,” a column that ran in Video magazine. That column was later spun off into its own magazine, Electronic Games, and when that mag ended Katz, Kunkel and Worley found themselves working for VG&CE.


Gallmg All

e
Send those fanzines and club

announcements to: Arnie Katz, 330 S.
Decatur, Suite 152, Las Vegas, NV
89107. If you have questions, I'll try to

answer the most frequently asked
ones in a near-future issue of VG&CE ,
Act now: Fandom is waiting to

hear from you. &

growing fast and what typical
gamers can do about it.)
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In the Feb. 1990 version of his “Inside Gaming” column, Katz ponders VG’s reputational problem, and looks to his fannish past for answers. His column is an explicit plea to readers to create their own media. In an interview with Steve Fulton, published on Gamasutra, Katz described his motivation: “I thought it would be interesting for electronic gaming fans to communicate with one another and exchange fanzines, and find like-minded people, because it was something I enjoyed as an amateur publisher.” So with that single column, Katz becomes the father of VG fanzines, right? Well, yes and no.
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Taxonomy: we return to the question from which we began – what’s a fanzine (as opposed to a semi-pro newsletter, e.g.). We have to settle this question, at least for the moment, to determine which fanzines pre-dated Katz's rallying cry.


THe Vipeo Game UpbaTe

= A Critical Newsletter for the Serious Gamesman a‘ Gde ap@s

Vol I, %4 OJULY, 1982 Two Dollars THE Bi-WEEKLY ELECTROMIC GAMES ¥ HEWSLETTER

Thanks co everyene for such phenomenal response to our search for a name...” contest, S % ously, v —
decided 1o do the same! So, our congratulations go out Lo [4-year-old (he celebrates Newport,

Rbiode lsland. Freeman submitted many ideas. among which “The Vides Game Update™ was ehasen. Freaman has a sister and brether

who compece with him for time on the family Atarl unit. His favorite games are “Kaboom® and “Pac-man”. Orie of his arcade

favoritesis “Centipede”. For his efforts, Freeman won 2$25.00gift centificate from Video Take-Qut. Thanksto everyone who made

this a cerrific contest. Just as we thought, there are a lot of ereative folks out there.

\Whenwriting this newsletter. we worried about giving you too much information--s much that you would be totally confused, But

those of you to whom we have spaken. have indicated you want to know everything that is going

We are also aware of the repucation we have been fast gaining a5 the #| game source & our Feputation far knowledge
Asyou Gin seefrom thisnewsletter, several new companies have jumpedint the game arena wichmore coming. We feel it isimpor
wanc that you feel you can lok o us for guidance on what 1o buy & what games to Sta

We want to fill you in on current releases and new producss, many of which were shown at the recent Summer Consumer Elec
wronics Show in Chicago.

In the months to come, we will be adding other features suchas areader’s forum and much more. |fthere are areas you would like to
see us cover, let us know, Meanwhile, we'd like 1o hear your comments about games & related products you like, disike and any
game-related thoughts you'd care to pass along to us.
Owerall, what we see.
mere aenton o sound & reallsm

mare player invalvement where you have to react & plan strategies
ll' many manufacturers jumping in over the next several months & several disappearing (remember Fairchild?)

We will do the best we can to steer you i

Defender (3% 3% /% % % ¥} is now available. We have just seen 4 hew gamet for the 2600. “Frog Pond

ATARI {3 4/ % & e -November) isareally cute game for kids s the frogs asempt 1o casch the flies, Scheduled for

e July s “Demons To Diamonds™ (33 ¥4/ % % ) {formerly “Hat Rox™). In Orctober, Atari will be issulng two niew
cartridges called “Swordgquest™ and “Earthwerld” . {both % % Vaf & & s -we were not able (o get hands-on play with them.) These
are “Dungeans & Dragons™ type cartridges. These two <artridges will come with cormic books like * Yar's Revenge” had which wil
contain clueswhichmight fead youto discovering one of 5 different prizes hidden arcund the U.S. There will be 4 jewalled vases con-
caining precious stones {each vase valued at $25,000) and ane vase (the grand prize) will also have presious stones werth $50,000. It
will be up €0 you to read the clues comectly to Jead you to the discovery of any one of the 5 prizes.
The Supergame {The 5200) .. What can we say besides WOW!! Enhanced graphics & 2 phenomenal hand contraler highlight this
new master unit, The narrower controller (ta help ward off “Avari Wrise”), very sensizive joystick & responsive keypad are te
The good news is that it ships in October; the bad news is there will be so few until January that just a fes will be put insome of the
major department stores for Chriscmas. Some of the games to be available for this unit (your eartridges from the 2600 are not cor
patible} include Missile Command, Seccer, Super Breakout, Space Invaders, Galaxian. Star Raiders, Pacman, Asteroids, Def
Centipede. Allof the games have superior graphics, play action and sound. (All cartridges we saw rate 34 to 4 stars in both graphics
and play aceien). The unit has room for several plug-in modules. We saw an add-on thats ineredibly exciting called "Trakball
release dace yeo). This unlt does one heck of a job simuiating the controller you've been using in the arcadesh!

FLASHES FROM ATARI

Acari has anncunced a joint venture agreement with George Lucas, creator of Star Wars. By the terms of the agreement, Lucas will
separately staff approximately 100 people who will produce cartridges exclusively for Atari!

{no

Acari has made 3n agreetnent with Steven Spielberg of “Raiders of the Last Ark and “ET™ fame to have the right to make cartridges
rom any of his productions.

Atari has exdlusive rights to develep cartridges under the direciton of Sesame Street.

Atari has exdusive rights to all ¢he Disncy characeers.

ek Excaieny | Eplanation of Rating System:
= GOOD First set of stars—quality of graphics
; Second set of $tars—quality of play action

anly o oth - ¥l Atar & A el frem larsiuigionas
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"Arcade Express" was written by Katz, Kunkel, and Worley, and published by Reese, which also published Video and Electronic Games. “Video Game Update” was a publication by Video Take-Out, a “software-only, mail order house” located in North Hollywood, CA. True to their name, these are newsletters, not fanzines. Intention and purpose are key to differentiation, and these newsletters are not about personal expression but about informing consumers about games.  


| JOYSTICK JOLTER |s..sc

HOME VIDEQGAME NEWSLETTER
LNTRINING
AMERICA'S MOST CORMPLETE
LIST GF FUTURE GAME RELEASES

THe JOYSTICK JOLTER APOLOGIZES TO ITS SUBSCRIBERS AND READERS. Wz HELD
up this issue on a tip of a major announcement by MATTEL. We were led to
lieve that they were to be leaving the game business entirely. Sure enough
\TT=L has completely left the game market. Hardware and software for Intell=-
vision and hand helds are all out. We really thought MATTEL was going to
pull through it all, Their recent game releases have been excellent, though
their marketing of some of them left us baffled. We thought their unit was
beginning to show a spark as their new games,with superb graphics and game-
play,certainly were, It is with great sorrow that we say "Good-bye MATTEL".
Intellivion owners take heart though. A group of investors has bought
out MATTEL's inventory and will continue producing software for Intellivision.
We will have more information on this takeover in our next issue. We should
hope that the new regime will have the insight to at least try to keep the
talent that has brought Intellivisionaires such great recent releases as:
Burgertime,Motocross and Dungeons and Dragons at least.
MATTEL will continue to honor all of their warranty responsibilities
and will reportedly help with the smooth takeover of the now defunct MATTEL
ELECTRONICS DIV.
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Presentation Notes
Joystick Jolter was a true independent, a newsletter written on a typewriter and published by Anthony Contorno, a USPS employee from Passaic, NJ. At this time, media was highly regional, so JJ may have been the first games-centric media he and his readers encountered.
Apart from a few fleeting references in advertisements, JJ has been all but forgotten. 
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Presentation Notes
In this excerpt, Contorno demonstrates Will Wright's Raid on Bungeling Bay, anticipating Let's Plays. 

This aired as part of a games and home computing special on the Cable Television Network of NJ, then one of the largest such networks in the country. Contorno would demo games and give away games and promo items acquired from major publishers.
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Presentation Notes
A fascinating portrait of the emergence of video games and home computing into American culture. Scanned by Kevin Savetz: “That book was given to me in 2016 by a man named Tony Meadow who used to work at Atari. At the time he told me: ‘I don't remember buying it but on the inside it says it was published by Dr. Storm (whoever that was) and is "First Edition Copy #39"! Most of the dates are from 1981-82.’ So the source of that book is truly lost.” 
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Apart from its thematic arrangement and hand-drawn cover, this is the only mark of the author, a brief and probably facetious epigraph. Nevertheless, words like "fearful," "encroach," and "take over" accurately describe some of the alarmist attitudes in the newspaper articles and cartoons which Dr. Storm clipped. 
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De-evolution
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A cartoon from the Philadelphia Inquirer dated November 13, 1981. 

�


Eighth-grader undisputed champ
when it comes to electronic games-’

By Ed Hering
Staff Writer

Jim Thurston is looking for
more work to support his ex-
pensive habit. The 13-year-old
is addicted to electronic
games.

So expert is Jim, an eighth-
grader at Curtis Junior High
School in San Jose, that he’s
the going-away champ at the
new and difficult ““‘Asteroids”
game at his favorite arcade.

“I play for two days a week
for maybe two or three hours,”
Jim says. He used to have even
more playing time, in return
for cleaning up at the arcade,
the Time Zone in Mountain
View.

The popular hangout for

teen-age boys recently changed
ownership and Jim lost his job
cleaning the floor and washing
windows.

But Jim is undeterred. He
still rides the bus after school
from the mobile home park
where he and his four brothers
and sisters live to the Mountain
View arcade.

“T live near Milpitas and Al-
viso and it’s a good bus connec-
tion,” he explains.

““Around the mobile home
park where 1 live I do a lot of
work. My friend and I wash
cars and do odd jobs,” Jim
says.

He also works for a health
spa chain, putting free 30-day
passes on car windshields in
parking lots.

The favored Asteroid game -

is new on the arcade scene, but

in the six weeks Jim has been
playing it, he's been able to -
achieve a game score of more
than 90,000 points,

-

“A lot of other plavers aver- .

age over 17,000,
comparison.

he says in

“It just drives you to play it

more. You lose and it gets you
frustrated and you want to
play it again.”

He can pe found wearing a

Dallas Cowboys cap. The Cow-
boys and the Steelers are his
favorite teams.

He water skis in the summer
and hopes to be an electronics
technician in the Navy “so 1
can build my own games.”
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Presentation Notes
“Eighth-grader undisputed champ when it comes to electronic games” by Ed Hering, March 3, 1980



[f the Pac-Man craze lasts long enough, it no
doubt also will provide grist for the ever-churning
- mills of academia. One can imagine anthropuicgy

seminars discussing Pac-Man and the Territoral
. Imperative, or English doctoral theses on Pac-iian
. and the Picaresque Tradition.
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“Pac-Man and the real world” by H. Bruce Miller, original source unknown. 

Zing!


Qo

My fandom career began back about 1989/90
when I had friends asking me what games were good out
thara ta hnv what was comine soon and so on. [ decided

Welcome to the first issue of The Guru. First off,

a little about this fanzine i
why we are making it

Brian Go
1987 when the first NES ::lr:rl:.-_.lr.-af.:l the year before T'1r_=.rr_1 was no r-nan:r'-dﬂ
Fower, or any other gaming magazine out for that matter. So, with my off-key,
non-alectric typewriter | started to b [..'1:1 away. Of course at the time | was only 12
and it didn’'t matter to me how it came out looking. Viola, the first issue of the

Videotic Maniacs was published. It was less than imprassive, but, at least it was
somathing. Now, | am 18 and still a video game nut. So, withup to d
ment and about 6 yaars more gaming expananced, ma and my r.||:|nL..~_1 Fatrick
Wilson, Chris Vasquez, and Kraig Kujawa have sat out to spread our opinions
about ‘I'n=| vidao game workd

Jate equip-

games just as I was doing. I had no idea that others were doing the same
thing as I was until that time, so I sent off my last 2 issues of VGE to be
be featured in the column... neither were. I changed the format
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So On Parade has a strong claim on being the first fanzine, or at least a quasi-fanzine, but.... [Click!]

...there are more immediate predecessors too. Both Eric Longdin (Super NES Gamer, Splat!) and Brian Goss (The GURU) attest to having created fan publications before Arnie Katz’s Feb. 1990 column. Neither had the purpose or reach, however limited, of fanzines, however. Still, they are important predecessors to the Katz wave, and there were surely others like them, created for the sheer enjoyment of the effort.  
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All of which brings us back to this guy, Arnie Katz, whose column may not have created EG fandom but did the most to make it a going concern. 


Gamers love shortcuts so much, it
amazes me that beginners so often start
from Ground Zero. Many first issues
betray no evidence that their editors
have ever looked at another fanzine.
No one expects a new fanzine to hit
the bullseye the first time, but it seems
silly to make mistakes that can be avoid-
ed so easily. The five most common: i orthe
1. Print a colophon. If you don't put il
your name, address, frequency of publi- ""j‘“e‘:"‘a‘j’:;’ffn”l;‘w
cation and price in an easy-to-find-loca- te buttkissing.
tion, forget about response. And from e and see.
now on, also forget about a review in

I

Fotunataly; U "Fandom Central." There are too many e e
fanzines to waste space on those which rissue, 17 pages

1 ; : ; : famous fannish
don't provide this necessary information. inues to improve
lishing a fa aphic design of his

g 2. Put text on both sides of the page, ming fanzine. This

issue woes. The f.

>oking Uproar

single spaced, no skipped lines between el
paragraphs. itor maintains a

tronic gaming,

3. Describe yourself somewhere in iions provocatiy
much of the

silly to make your first fanzine. A fanzine is an exten- areless, and this
e o caslly. Th sion of its editor, so the person behind e
the printed page is very interesting to the
tion, forget about readers.
3 ' 4. Don't pose. Everyone knows it's a
hobby, not a conglomerate.
5. Edit the writing! Don't write that
. you're about to give us your opinions. o
your first fan; Fanzines are pure opinion. Just start with bout the value of a
S what you want to say. Is firs
e Those hints don't guarantee a perfect
it cong fanzine. No one has yet captured that

JSHsbatt o gy elusive beast. Heeding them does make

anzines

what you wa H you'd like
Those hints don future issue,

feaine: No one he 150 Electronic Games

elusive beast. Hee

t year of fan
and he's

150 Electronic Games
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He did this by soliciting and reviewing fanzines, publishing the addresses of faneds so readers could contact them for copies of their zines. [Click!]

...He also used his column as a kind of symposium, educating readers on the ways and means of fandom, fan etiquette, jargon, and practice. 

[point out examples from this column]


The Fanzine Readers and Publisher List #2

Prepared by

andom needs two types of people:

fanzine editors and fanzine readers. Part of
VG&CESs effort to foster the development

of the electronic-gaming hobby is to put

whe want to publish cor wputer an

viZeo ganngy anzines 1o ther =t

potentlcu readers. Bver-m ng aes : ea in tnis

ion can be fmm Arnie Katz: 330 S.

D&utm Suite 1 s Vegas, NV 29177 Dlerse

send a self-addressed stamped env.lone if your ar»
requesting a list or reply.

Would you like to receive sample issues of cur-
Just send

rent electron -gaming fanzines

Brown, Kevin 1427
*Buckner,
#Bunk,

Amie Katz and Beckv Shawne

Readers List.” The list will be distributed to fanzine
editors who want to add interested reader

-
GETTING
INTO Fanzine publishers who want to receive the
“Fanzine Readers more than enough names

to 11ake a first issue mailing li it—can req-iest one
.} ron m o B2 sare s, And waeonor sl -
ish tnose tanzi (10:1t torger to send 1hvm to
ELP FOR ) me so I can tell V

E’s reade out them.
ming, the biweekly fan newsletter pub-
Il Kunkel, Joyce Worley and m
available for $1. It contains Bill Kunkels fanzine
reviews, Joyce’s Wor anzine editors’ advice co
umn and ltll the latest reviews and ]lappenmc‘fs of the
gaming world.

' lisier Lv

T s
READERS

me your name and ask to be added o the “Eansine .:.

Hansonbr Normal, IL 61761
Aaron 9333 Cardinal C1nno1nnm OH 45242
Richard 7311 First Ave,

Sy kosvﬂl! . MD 21784
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Katz are lays the groundwork for an infrastructure, a network by which to trade zines and solicit contributions. His reader's list catalyzed and accelerated the growth of EG fandom. 

As Jeff Bogumil said, "It's amazing..."


T+ came as no gsurpise
1o Gud ouvr Atnie \Carz
Uas vecemHy bean o\eleam{uj
Wis Lauzivie - review
Jf’S\Oa\/\é;bf‘l.fl’Cé +o (/l\‘s Pc_\..
chiwy, S‘H\Aky.

Gie“(l \J(l“ PO* -;\AM‘
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Katz may have done a lot to engender and sustain EG fandom, but that doesn’t mean fans were always grateful for his work or appreciative of his opinions. 

Source: Excerpted from The Good, The Bad, and the 8-bit #9 by Brian Pacula


What's in a Fanzine?
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Typical features include news, game reviews, fanzine reviews, an editorial or other opinion pieces (sometimes rants), humor writing, and cartoons or other custom illos. Some particularly interesting examples of fanzine features follow. 

Cue the whirlwind tour!


ubsy

The Twin Queens of Rayon, Poly and Ester, are attempting to steal all the wool from Earth and you have to stop
them! You have to track down yarn balls through 16 levels, ranging from a grass, carnival, train, desert, to a forest
and even an outer space level. What could possibly go wrong?

gL T TR | 1 e T | B e

Well actually you can die about 12 different ways

The many f

DEATH=>



Presenter
Presentation Notes
A review of Bubsy from Access Time #1, published in Austin, TX.

If any cat had nine lives...


THose ALENSYMBOLD
TorE BoPE, PANGER
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Non-sequential ‘comics’ from Michael Palisano’s The Laser. Note the cameo by EGM and arcade/VG screens. 

Inscrutable, almost confessional, these dada comics were divisive among readers.


You Can Make a Difference!

Getting fed up with EGM? Just sign this letter (guaranteed to be easily understood by
our favorite long-haired editor) and send it to Steve Harris! It's that easy!

heavy hitter",

shirts".
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Faneds were creating the games media they wished to see in the world, so it makes sense they’d take issue with what they perceived as deficits in the prozines. The takeaway: complaining about games journalism is as old as games journalism itself, although the ways some fans now express those complaints are a major cause for concern.
�Source: Monty’s Kitten #2 by Brooks King (1996)


Russ Writes!

(Russ Perry Jr.)

If you were at the Consumer Electronics Show this
surnmer, you saw many new and exciting games, and picked up at
least 20 pounds of promotional stuff, carried around proudly in
your Video Toaster 4000 bag At least I did.

And in the following couple of months you will see all |

-

kinds of coverage in both fanzines and prozines about the games

So, rather that repeat what everyone else will say about
the show, all me to put a different slant on CES coverage with this,
an interview with, well..."one fabulous babe", from the DTMC
booth, there to publicize Lester The Unlikely [No relation to the
Lester here], their upcoming game for the S-NES.

Russ: To start off, please tell our readers your name and age.
Heather: Heather Hook; I'm 24.

you saw, and perhaps a few you missed But in the end, you will
read too many times who showed what at the show, and let's face
it, lists of upcoming games can be pretty boring after seeing them
a few times. [That is why you will not see a CES report in VGR--
Nathan]

Russ: Were there any differences between the trade only days
and the consumer day?

Heather: Oh, yeah! [laughs] When they were open to the public,
that last day, it was insane, all the little kids, and we
basically just took pictures [see picture] because there
wasn't really any business going on. They didn't have any
meetings set up. We just took pictures with the kids, and
it was pretty hectic. The other days were pretty mellow,
for me -- they talked business all day in the office. I was
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Presentation Notes
From Video Game Revolution #7, Russ Perry interviews a "booth babe," Heather Hook, who was promoting Lester the Unlikely.


This game totall any other shooter! The evil Emperor Andross is attempting to take over the
universe, and it's ) yud, and your three wing men, to stop him. You must protect your wing
men or risk losing thcm and in turn they will sometimes protect you. To get to Andross you can take three routes:
mgdlum and hard. ’\ll three routes are mmplctl\ different, except a few pdnx
3-D effect will blow you away! The music is absolutely

control is fantastic

h

"win Blaster will apear! ~ In stage 1 difficuly 1, look to the right of the third set of red buildi there
) difficulty 1, there are three red asteroids in a triangle and if you go through them you
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Among other things, VG fanzines can be read as a history of desktop publishing, including the kind of experimentation typical of first-time users. 

ALL THE FONTS!!
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Many fanzines had custom artwork and covers. Some faneds distinguished themselves on the scene for their illo skills.

Source: cover of Video Apocalypse #7 by Josh Lesnick (January 1994)
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An Atari Jaguar meets its grisly end.

Source: cover of Project: Ignition #1 by Jess Ragan (December 1994)


DYS CREW

|
‘ Editor/Publisher: Dennis Crowley

Director of Public Relations (west
ast): Nick Neuhof

|
‘ Cover/Artwork: Brian Shepard
|L Steve Dunphy

|

| Contributing Writers: Dennis
Crowley, Nick Des Barres, Brian

| Desmond, Brian Shepard

‘.an'ial Thanks: Ken Treseter, Mike

|Nehme, Ice, Mike Latham, Laurie

| Thornton, and Terry at Sesco. Oh,

| Amy

|

|

i DYSTOPIA is published whenever I
ct off my lazy ass. For a copy, send
ne dollar (a mesely buck for Christ’s

sake!) to

DY PL/
6 Hill Street
Medway, MA 02053

Feedback and submissions should be
nt to this address as well.
| members can also be reached c/o DYS
N 6C on Prodigy or through

| All materials are the copyright of
| Dennis Crowley (c) 1994. Sega
jenesis is a trademark of Sega of
Super NES is a tradem:
or Nintendo of America. All other
titles are trademarks of their
respective manufacturer or licensee.
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This cover reminds us who many faneds were: teenage boys. As such, they are sometimes replete with this kind of maturity and 'humor.'
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But as crude as they could be, many were intelligent, sophisticated, aspiring to rigorous thought. This issue of Digital Press demonstrates an emerging political consciousness. 

But even smart scenes were a source of what zine scholar S. Duncombe calls "high weirdness."
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"High weirdness" from In Between the Lines #5
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Not sure why this blew up the internet. We've known for 25 years that Sonic lifts. 
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Letter from Lyann Glenn to DP editors. “I am a 44-year-old wife and mother who has been involved with video games for more than 20 years. I have the original Odyssey system (pre-Pong), which I purchased new in the late 60s, and I have virtually ever system that has been available sine, with extensive software collections for each. My children have grown up playing whatever system was ‘hot’ at the time, but I’m afraid neither one really shares my fascination with these things.” Source: Excerpted from Digital Press #1
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Presentation Notes
How many people read zines? How many issues were circulated? Hard to say, but some faneds published their numbers of shared them with interviewers, as Bryan Carter (Game Zero, 110 copies) did for Turbo Force. 

Source: Vendetta #1 by Pat Reynolds. 
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Presenter
Presentation Notes
Map of known fanzine locations. As of this writing, I know of 355 uniquely-named fanzines. Most are from the United States, but I know of some international fanzines: 4 Canada, 6 UK, 1 France, 1 Germany, 1 Australia. This list is emphatically not definitive. 

Now imagine the map depopulated. In other words...   [click]
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Who killed fandom?
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Presentation Notes
It’s reductive to say the internet killed fanzines (in point of fact, it’s not even true), but it largely brought an end to the Katz era. In some ways, this project is the story of fandom’s movement from print to digital media. Those who came after and stuck to zines did so for various reasons. As one faned told me about his 1999 zine, “Most people by then were smart enough to have learned HTML and start a website. That was not me. I loved gaming mags too much.”


‘I didn't really keep up with the fan scene as it
moved online. It felt like the spirit of the thing
didn't carry over.

...It may have been just my imagination, but | felt
like they were quick to shed the punk
trappings of the fanzine scene because they
saw the online world as a way to jump in front of
everybody and become the new pros, the new
mainstream.”
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Presentation Notes
Bieniek’s observation accords with a 2004 study of zinesters. Jennifer Rauch discovered that the self-publishers with whom she spoke “perceive the internet as a socially deficient means of distribution compared to their established practices of physically handing out, mailing, and exchanging their creations.”

As we've seen, the web has become socially deficient in other, more toxic ways. 


Why Make a Fanzine?
Why Study Them?
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Presentation Notes
Andi Zeisler (Bitch Magazine): “It can be difficult to talk today about the impact of the medium without giving off a whiff of the Luddite--or worse, of the wistful old-timer who would prefer to dwell in the rosy glow of the past rather than sharpen up and get with the program.” 


that people read and enjoy; there's nothing like knowing
people care that you make it, write it, and listen to what you
are saying. It is a way to communicate with people whom

you may never get the chance to see and be listened to oth-
erwise. To meet new people with similar thoughts, 1deas,
interests as yourself. To be a part of an organization and
have friends to talk to and share thoughts and ideas with.
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Presentation Notes
Why make a fanzine, especially when it takes so much time and effort, when it costs more money than it takes in? This column by Eric Longdin (Splat!) offers his answers to such questions. One of the important elements he highlights is community, “to meet new people with similar thoughts, ideas, interests” that “you may never get the chance to see...otherwise.”

Source: Above and Beyond #6
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Presenter
Presentation Notes
Why fanzines matter: as primary sources, gaming history experienced at its grassroots by everyday players. As Fanlore puts it, “print fanzines are a record of what everyday people around the world were thinking and discussing before the Internet, and one way to understand trends in various fan communities until the mid-1990s when access to the computer and the internet became a given"


Zines are tangible, are material. The writing is contained
in an object that physically ages. Ink fades. Paper
yellows. Holding a zine from even ten years ago feels
like holding an historical document ... Words appearing
on a computer screen, even if they are date-stamped,
seem the opposite: decontextualized, ahistorical,
temporal.

— Lauren Jade Martin, via Piepmeier (in Girl Zines)
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Print is durable. Print lasts. This isn't just nostalgia, a fondness for a bygone medium.
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Zines helped their authors create a humane social network before social media existed. This is what Alison Piepmeier called an 'embodied community.'



Source: bvkim, “Jacob, Evie, Henry: “A letter…for me?” http://bvkim.tumblr.com/post/137341367967/assassin-creed-syndicate-jacob-evie-henry


| consider zines as the hub of a gift culture and argue
that zines’ materiality helps form a particular kind of
connection between zine readers and creators, what |
call an ‘embodied community.’ Pleasure plays a key
role in creating embodied community. Pleasure is at the
heart of the zine endeavor, motivating the creation of
zines, connecting zine writers and readers, and making
even bad zines worth reading.

— Alison Piepmeier, Girl Zines
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Presentation Notes
“Embodied community” is a back formation of disembodied, particularly the “disembodied format of electronic media.” Speaking to someone’s face “makes this kind of hostility untenable. The body humanizes, and zines provide a kind of bodily engagement or a bodily surrogate, that leads to intimacy, connection.” Plus, as a species of slow media, zines raise the level of effort require to engage in harassment. 
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Presentation Notes
Why fanzines matter: as “evocative objects,” s things we can think with, as external expressions of interiority. Their very thingness, their materiality matters in interesting ways.

Turkle: “Objects are able to catalyze self-creation; objects bring together thought and feeling.”

Source: Painter’s Tools by Joseph-Charles Franchère, via https://www.klinkhoff.ca/blog/6123/


“The true power of everyday objects and things lies in
their ability to become our emotional companions as
much as they become intellectual anchors.” When we
set things down in material form, a “specific location for

remembrance,” we “[transform] an internal invisible
cognitive happening into an external perceptual
event, making objects powerful emotional anchors ... an

economy of memory”

— Lambros Malafouris, How Things Shape the Mind
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“These signs are part of what organizes my consciousness, and because my self is inseparable from the sign process that constitutes consciousness, that chair is as much a part of myself as anything possibly can be.” - Csikszentmihalyi


There are no ‘people’ in the abstract, people
are what they attend to, what they cherish
and use.

— Csikszentmihalyi and Halton
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McLuhan: The medium is the message. Writing zines, reading zines, creates different kinds of cognition, different kinds of associations, emotions, memories. Writing for zines creates a different kind of game knowledge, particularly if one writes for the purpose of personal expression. 
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As Tumblr, well, tumbles, it reminds us to think about preservation and control of one’s privacy, one’s audience. Platform owners don’t care about us; we need to own spaces as much as content. 

This is not to say that we should give up on digital media, digital spaces, but that we should be more intentional in what we choose to publish, where, for which reasons, and for which readers. 


100% | for all retro RPGs and any-bit "ZlN'I ENDO 1\41\ -7LA

Ve

*aYRPG | gﬁ) Persona

Looking back on 2018, | contributed to a
lot zines:

- 's gigantic Phantasy Star 1
and Virtua Fighter books

- ’s Raimais fanbook

- 's P4A x UNI book

Thanks for letting me be a part of your
work, everyone!
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Print's not dead! Zines in 2018. People are already doing the things I just described. 
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We bring all of ourselves – our dispositions, inclinations, educations, memories, our lived experience – to the games we play, which makes your experience different from mine. But I want to know, how was it for you? As this Ziggy cartoon so helpfully illustrates, I want to see more of our personal play experiences taken from the screen and brought into the material world. Zines give us a great way to do that. 


%

mhughes@trinity.edu

or
@mobilesworking

av that there are no subliminal messages this 1ssue. Thank vou
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