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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. 



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. 



I didn’t know what I was doing but that’s okay.

Presenter
Presentation Notes
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.



Presenter
Presentation Notes
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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Presentation Notes
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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Presentation Notes
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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Presentation Notes
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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Presentation Notes
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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Presentation Notes
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.
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Presentation Notes
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.



Presenter
Presentation Notes
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.
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Presentation Notes
"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.  
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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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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.






Presenter
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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Presentation Notes
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. 



Presenter
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De-evolution
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Presentation Notes
A cartoon from the Philadelphia Inquirer dated November 13, 1981. 

�
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“Eighth-grader undisputed champ when it comes to electronic games” by Ed Hering, March 3, 1980
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Presentation Notes
“Pac-Man and the real world” by H. Bruce Miller, original source unknown. 

Zing!
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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. 
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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]



“It’s amazing what a self-addressed, stamped 
envelope can do”

Presenter
Presentation Notes
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..."
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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?

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

If any cat had nine lives...
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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.
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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)
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From Video Game Revolution #7, Russ Perry interviews a "booth babe," Heather Hook, who was promoting Lester the Unlikely.
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Presentation Notes
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!!



Presenter
Presentation Notes
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)



Presenter
Presentation Notes
An Atari Jaguar meets its grisly end.

Source: cover of Project: Ignition #1 by Jess Ragan (December 1994)
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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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Presentation Notes
Not sure why this blew up the internet. We've known for 25 years that Sonic lifts. 



Presenter
Presentation Notes
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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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 I 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.”

– Chris Bieniek, former editor of Tips & Tricks

Presenter
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?

Presenter
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.” 
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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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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



I 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 I 
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

Presenter
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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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

Presenter
Presentation Notes
“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

Presenter
Presentation Notes
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. 
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Print's not dead! Zines in 2018. People are already doing the things I just described. 
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Presentation Notes
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

QUESTIONS
?
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