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WHY YOU RECEIVED [ H

__We trade, I believe
Would you like to trade?
"~ I have seen some of your artwork (*drool*) - would you like to contribute some
" to HTT? Artwork preferred —- drool accepted only if it is mimeo reproducible
I would like some more of your tssty artwork
___You contributed
___T hold your contributions/artwork in my files - they will be used in future issues
__ You locced
__ You subscribe (I LOVE YOU)
___lould you care to contribute something to HTT? I would prefer that it be written in
some semblance of the English language.
__We really should get to know eachnother better - please keep in touch
It is possible that you way enjoy HTT
___I love you - HTT is your reward
___I hate you - HTT is your punishwment
___1 do not really know you -- please feel free to place x's in the correct boxes
and then to take the appropriate actions.
___You are menticned in this issue: on page(s)
___You should have been mentioned in this issue
___You requested a copy FUZAPEKAYL
_al YolugiplurcRased. thiis copy
____You are supreumely unlucky in life
___Your name is Larry Niven
___3ee what happens why you are in fandou?
_ Editorial whim
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Hoo Heh Publication No. 244

A Production of the HOLIER THAN THOU is-published in the first month of each
Foot-In-routh Press guarter and is available for contributions (written or art-
Published in July, 1979 work), trade, letters of comment or editorial whim. Also

available for %1 per issue (4/$3.75).

E D | T O R I A l_. O F S O R T S AT A T TR AT AT AT LT AT AT

The price information in the colophon is correct - I have raised the price of HTT.
After putting out two issues of this zine I now have a good hsndle on the exnenses en-
tailed in putting out an issue; and, even though I cannot at all afford to put out HTT,

I find that I can somehow manage to »ut it out if I wake a few changes in that which I
have been doing. One of these things is the price hike. I am also going to limit pro-
duction of the amount of the print run - I have given up my olan of printing as many copies
as the dewmand warrants.

You see, HTT is in the process of growing into a giant zine, and I like too many parts
of this zine to want to cut the size of it. Particularly I like haveing a large lettercol.
I will be cutting the letters more now then I did in HIT 2, but the LoC Ness Monster will
still be the largest section of HTT (at least half of the total psges of each issue).

In FILE 770:13 Victoria Vayne wrote about the costs of producing genzines, particu-
larly giant genzines. I agree with her that it does cost more money to put out one of
these things than most editors seem to want to lose. As she points out, smaller genzines
lose smaller amounts of money, amounts of money more or less comensurate with the amount
of fun received in putting out the zines. Mike Glyer, in reply, wrote that the letters
and responses are even more important than the money received frow the sale of a few
copies - and I agree with that. I really appreciate the letters more than the money -
but I need some sales to help defray some of the expenses -- there is alimit to the amount
of money that I can out into each issue of HTT.

Very honestly, I really do not want HTT to stay at its present size - 1t will continue
to grow. Up to a point. I do not know what I will eventually say will be its maximuam
size, but it will be some number of pages more than the present amount. Probebly not
too many more pages, or else I will have to imolement a further money saving device --
producing fewer than four issues a year. To quote Victoria, "But economic reslities
trap the most generous of fannish hearts in time, snd more thsn anything else, I think
it's this slow eroding of bank bslances that is killing the giant genzines of fandom."

I will continue sending out HTT for the fannish usuel, and HIT will probably reacn "giant"
size. I will resist putting s high price on the zine - I do not consider it fair that those
who do opt for purchase rather than for the usual should pay too much for the enjoyment

that I am getting in putting out this zine. Also, HIT is not yet up to my standards of
quality - but it improves. I am willing to subsidise my own enjoyment - up to a point.

I am not yet at the crunch. And those who have subscribed to HIT at the old price will
continue to receive it at that price until their subscrintions run out.

HOLIER THAN THOU: A journal or humour and other fine writing.
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/* This first saw print in 1974 as part of Bruce's FAPAzine.
HDI Bruce pretty much supplies his own introduction, so I will not say
too wmuch here. 3uffice it to say that any cuestions and clarifi-
cations should be addressed to Bruce, not I. Poker is not my game,
although I do appreciate the idiocy involved in LASFS Poker. Bruce
has mentioned that he intends to update the games listed herein;
| mostly the addition of new poker games that have been, er, invented.
// An asterisk before the name of a game indicates its general
unplayability - according to Bruce. I do not consider any of the

following to be playable by anybody not enjoying some sort of
H(g dementia. */

The LASFS 1is, to say the least, games-oriented. 'fe have gone
ci] through various fad games such as Diplomacy and Risk, through such
0 mundane competitive games as bowling and miniature golf, and through
cﬂ) various gambling games such as Brag, Bouree, Hearts, and Oh, Hell.
There are also segments of LASFS that are, or have been, fanatics

toward chess, Go, Bridge, etc.
The most endurable and universal game has been, of course,

Poker. There was a time when it was played penny-ante, dime-limit,
and losing two or three dollars in an evening of play was thought
to be terrible. Recent years have changed things. Although somwe
of us still think it terrible to lose two or three dollars in an
evening of play, the days of penny-ante and dime-limit are long-

gone, replaced by table stakes and pot limit betting. The amount of money that changes

hands during the evening is sometimes apalling -- esnecially to those on the minus-side.

4 typical LASF3 after-meeting poker session has two games. At the so-called cheap

table, the players buy in for a couple dollars, and may play with

as little as a dollar in front of them each hand. As s

long as they still have a dollar, they must play with

that winimum, unless they are near to gquitting the

game, and announce they are "playing down" the

loose change -- at which point, they can't put

any more money into the game if they lose. At

the expensive table, there is a %5 minimum

buy-in, and no "rat-holing" is allowed. If you

win, your entire stack of chips stays in front

of you and subject to being tapped. Needless

to say, it is at the expensive table that

swings of $100 plus may happen in an evening. :

With that wuch money involved, one would ¢

think that the LA3FS would nlay reasonably

sensible kinds of loker, for which the odds can

be easily calculated. One would, of course, be

page six
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completely wrong. The games played are s collection of the most ridiculous inventions
known to as motley a crew as ever attemoted to shuffle a deck of cards. The purpose of
this article is to catalog these games so we can keep track of them; the probable result
of the article is that the inventive lunatics among us will use it to see what hasn't
been invented yet -- and then invent new games to fill the lacunse. So let it be.

4s a base of information, it will be assumed that one knows how to play standard
Poker: 5-draw, 5- and 7-stud, and their low-ball equivalents. Yith s few exceptions,
LASFS plays a wheel or bike (A-2-3-4-5) as the best low hand. “/hen used at all, the Joker
is called a Bug, and can be used in straights, flushes, low hands, or as an Ace. (Gen-
erslly, the cheap table doesn't use it at all, anc the expensive table uses it all the
time.) All split pots must be declared for, except the Maria games and Baton Rouge, by
players taking two chips under the table snd bringing up a clenched fist on top of the
tsble, to be opened simultaneously with those of all other nlayers still in the hand.
If the fist contains no chip, the player is competing for best low hand, one chip, he is
competing for best high hand, and two chips, he is competing for both best low and best
high hand -- or "going Pig." A player declaring both ways must beat all other players
in the directions they declare in order to win; should any of them even tie him, he
loses everything. Thus the screams of anguish when two players pig, each beats the other
one way, and the guy with the pair of fives splits everything with the guy who has the
9-low. However, with table stakes, it is sometimes worthwhile pigging a hand even when
one "knows he is beaten, if the guy with the wifining hand has
tapped out early, and you can get a large side pot e¢stablished,
since a player can have no effect on a pot to which he has
not contributed.

Visitors to the LASFS card games are alwost always
welcome; we're glad to take your money. Of course, eI DR o o B
if you only olay standard Poker... . PEANUT BUTTER A\ND/,\
JELLY USUALLY DOBST
PUALIFY AS A HERO
SANDWICH 1

ACE MARIA: 7-stud, high only. Highest svade in
the hole splits the pot with best hand.
(See also BLACK MARIA, QUEEN MARIA.)
ANACONDA: Seven cards dealt face down immediately.
Player passes three cards to left, recei-
ing three from right. He then passes two, and
finelly one card. Two cards are then discarded
and the remaining five arranged in order to be
rolled and bet as 5-stud, high-low. 4 high full
house and a wheel are usual winners.
ARCTIC CIRCLE: 7-stud high-low. Your middle hole
card is wild both ways. If you have
a pair down, both are wild. Aces swing, and can
be split to make the third down card wild if you
have two aces down. (Blame J. Minne.)
A3SSAS3INATION: 5-stud high-lew. A thoroughly nasty
game where low hands get blown by face
cards and small pairs on the last card, and a J-
9-8-5-2 is:probably a decent low hand. (Blame
R. Geis.) _
*AUCT ION-A-CARD: 7-stud high-low. [Fach round of
up-cards, the cards are auctioned
to the highest bidder as they come up. Once a
player has a card in s particular round, he may
not bid further during that round Generally
unplayable.
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BASEBALL: 7-stud high. Threes and nines are wild, fours get you an extra card at the
end of the round. If a three is dealt ss an up-card, it costs a guarter.
(It can be played that up-threes wake the player match the pot, or fold, but that
is too wuch even for LASF3 Poker.)
BATON ROUGE: 7-stud high low. High spoade in the hole, low diamond in the hole, best
low hand, and best high hand solit the pot, but vlayer must declare all
portions for which he is competing. (Player takes a red chip, a blue chip, and three
white chips for declaration: red chip for low dismond; blue chip for high spade,
1 white chip for low, 2 white chips for high, and three white £hips for both high
and low poker hsnds.) As usual, if you lose any part of your severalwasy declaration,
you lose it all. Playable, but mess, and has been banned at times. (Blame J. Pournelle.)
BIG 3QUEEZE: 6-card high low with a burn. (After the sixth card -- 1 down, four up,
1 down -- player may discard any card, in turn, and get a revlaceument.
If he discards an us-card, the replacement is dealt up, etc.) In this and its var-
iants, the best low hand is a 6-4-3-2-A, not all of the same suit. 3traights and flushes
count against you for low. The burn is not mandatory, but it is sequential for those
who want it, thus giving dealer some advantage.
BLACK MARIA: the original 7-stud high with the high spade in the hole snlitting the
pot. As originated, the Queen of spades was the highest spade, then Ace,
King, Jack, etc. It got too confusing as to what was meant by the high spade, so
the game mutated to either ACE IIARIA or QUELN MARIS, g.v.
BLOOD3UCLER: VAMPIRE, without the final burn. 3ee under VAI'PIRE for rules.
*BUY-4-CARD: 7-stud high low. At each round of up-cards, the player may reject an
offered card by naying a fee into the pot. For the first he rejects, he
pays 5¢, for the second on any one round, 10Z, for the third, 15¢, etc. The card is
offered in turn to each player, who may pay to reject it or msy take it. If all
players eligible to do so pay to reject the card, it goes into the discard pile and
another card is offered. The round continues until each plaver has accented a card,
at which time there is a betting round. Then another round of offered up-cards.
The seventh card is dealt down, as usual, with no chaice. After the betting round
that follows the down card, there are two replacement rounds, costing 25¢ for the first
and 50¢ for the second, if players wish to replace a card with the next one on the
deck. Each replacement round is, of course, followed by s betting round. At long
last, after 7 betting rounds, the hands are declared. This, like AUCTION-A-CARD
which it spawned, is generally unplayable.
CALIFORNIA DRAW: straight 5-draw, oven on guts.
CHICAGO: 7-stud high only. Your low hole card and all others like it in your hand are
wild. (Though sometimes played with the option of receiving the last card up
in order to avoid undercutti.g your wild card, LA3F3 plays it with mandatory deal of
last card down.)

DR. PEPPER: 7-stud high. Tens, deuces, and fours are wild. Playable, but not very.

DR. TEPPER: 7-stud high-low. Tens, deuces, and fours are non-existant cards, and you

must have five cards in any low hand, so three non-existant cards kill
you for low. (One can go high with anything.) (Blame J. Harness.)

DOUBLE JE3U3: 5-draw. Deuces wild, and l-eyed jacks (hearts, soades) count as any two
cards. Best way to play is to fold immedistely without one of the l-eyed
jacks on the first deal. High only, by the way.

ELEVATOR: 6-stud high-low, roll your own. All cards dealt face down, two the first

round, one each of the next four rounds. Each round, player turns one of
his two down cards face up. The one still left down, and all like it in his hand, are
wild. Once turned up, a card way not lster be turned down again.

ESCALATOR: 5-stud high-low with a burn. Played as ELEVATOR except that the sixth

round is a replacement round instesd of adding a sixth card to the hand.
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FIRE 3ALE: basically 6-stud high low, but played only when there are 8 players. After
the players are each dealt 6 cards, the remainig 4 are auctioned off, one at
a time (the others remaining face down in the deck), to the highest bidder. The wmoney
is paid into the pot. After the fourth auction, each player discards enough cerds to
reduce his hand to five cards, which sre then put in order and rolled.

*FLYING OQUTHOUSE: 5-draw high. Deuces wild, l-eyed jacks count as any two cards, and

: the King-with-the-axe (diamonds) counts as any three cards. Fold any
hand that doesn't have cither the diamond King or both wild jacks. Unplayable.

FOLLQY THE MOPSQUEEZER: 3Gee +0/SQUETZER.

*1492: 7-stud high, with aces, fours, nines and deuces wild. Unplayable.

FRANKENSTEIN: WERE/OLF without the VAFPIRE -- see BIG SQUEEZE. (Blame J. Harness.)

GIRDLE SALE: BIG SQUEEZE at WOOJORTHs. BIG 3QULEZE played with 5's and 10's wild.

GRODNIKONDA (also called GROD): 7-stud high-low. All seven cards are dealt immedistely.

Player makes his best 5-card hand, discarding the other
two cards, and rolls the cards as in 5-stud.

HA-HA-HERFAIl: 6-stud with a burn, roll your own. Generally BIG SQUEEZE, but with all
cards dealt down and player deciding which to roll. At any time a player
may decide to keep both cards down -- announcing "HA-HA-HERMAN" -- and from

that point until the burn round, his cards are dealt face up. The burn may be, as
usual, either an uo or a down card. (Blawe Fuzzy Pink.)

HIGH-LOW: 7-stud high-low. Oune of the closest things to actual poker played by LASFS.

HOLD ME: 7-stud high low. Fach player is dealt two cards, and five cards are dealt

face down in the center of the table. One of the center cards is turned,
followed by a betting round, then a second card is turned, followed by another betting
round, etc. The "gun" (first chance to be) passes, from the player on dealer's left
at the first round, to the next player on the left at the second, and so on. Each
player may use as many of the five center cards as he wishes to make up his best hand
either or both ways. 4 low hand must have five cards.

HONG KONG: 7-stud low only. High hole cerd wild, and all like it in your hand. (The

opposite of CHICAGO: same mandstory last-car-down rule.) (Blame Fuzzy Pink.)

HOO-HAH: se HIGH-LOY. (A corruption of the words.) (Blame B. Pelz.)

HOT PASTRAMI: S-draw high-low. ("It's MURDER without the roll.") (Blame J. Harness.)

*INCINERATOR: ESCALATOR, with a burn of a down-card permitted every round: A plaver is
dealt two down cards. Everyone who wants to burn one of his cards does

so. Each player rolls a card, and there is a betting round. Jinother down card is
dealt around, and everyone who wants to burn a down-card does so. Then another card
is rolled, followed by a betting round. Etc. The finsl burn, following the fourth
betting round, way be up or down. Generally unplayable.

INDIANAPOLIS: 7-stud high-low, roll your own, with a finel burn, and then a drive (a
bet after the declaration). The drive doesn't happen too often, as most

players are tapped out by that time.

*INSANITY: 7~stud high only. Deuces are wild if you have a 3 in your hand; threes are

wild if you have a four in your hand; fours are always wild. And a natural
pair of sevens rakes the pot. (If two people have s pair of sevens, they solit it.)
TOTALLY unplayable.
IT: 6-stud high-low with a burn. Five cards are deslt down immediately. Four rounds
of roll-a-card-and-bet follow, then s sixth card is dealt down, followed by a betting
round, a burn, and a final round of betting before the declaration. (Blame G. Knuth.)
JACKS BACK: 5-draw high only, open on a pair of jacks or better. If no one can open,
it becowes 5-draw low only. This one is almost poker.

JACY3 PROGRE33IVE (or REGRE33IVE): 5-draw high only, open on a pair of jacks or better.

. If no one can onen, the hand is redealt, and opener
must have at least a pair of queens (or, in REGRE33IVE, tens). Not playable in a
Desler's Choice game, as it ties things up. (Also, in Dealer's @hoice, only Dealer
ante's to start the pot, and PROGRES3IVE works best when everyone has to ante, then,
if the hand cannot be opened, everyone ante's again for the second deal, which is
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dealt by the next dealer.)
LET'3 [MAVE & DEAL: ANACONDA, but after the final pass of a card, each player wmust offer
one of his seven cards for bid to the other plavyers, keeping what-
ever money it brings. (If you have a hand that isn't worth playing, vou can sell
off a good card, otherwise, you sell off -- or try to -- one of your cruds.)
(Blame J. Minne.)
LIEBSCHER: 7-stud high only, with the addition of three not-generally-recognized hands
be ing possible winners: The Blaze (all face cards) beats any two pair but
loses to three of a kind. The skin straight (4-3-5-7-9, 2-4-6-8-10, 3-5-7-9-J,
L4-6-8-10-Q, 5-7-9-J-K, 6-8-10-Q-4, or A-4-7-10-K) beats three of s kind, loses to a
straight. And the round-the-corner straight is allowable as the lowest straights
(viz., a 4= 3- or 2-high straight). The skin straight way not go around the corner.
(Blame D. Hulan, though the hands are cited in Hoyle.)
LINGERING DEATH: 7-stud low only. (Blame Fuzzy Pink for the name; see also 3UDDEN
DEATH, SLOV DEATH, snd TERMINAL AChE.)
*LITTLE SQUEEZE: 5-stud high-low with a burn. 3QUEEZE Rules (straights and flushes are
bad low hands). DNot playable because of the tremendous D.A. (Dealer
Advantage.)
*LC/-FLYING OUTHCUSE: 5-draw high-low, deuces wild, l-eyed jacks count as any two cards]
the king-with-the-axe (dismonds) counts as any three cards for
high, and as a zero for low, so the best possible low hand is 0-A-2-3-4. Quite
unolayable.
MACKINTOSH: 5-stud high. Your hole card is wild only if it is paired. 4 player with a
pair showing pays a quarter oenslty into the vot.
MAKEABLE SEVENS: 7-stud high only. Sevens wild, and lower-value cards may be combined
to make a wild seven, as long as the player has five cards in his
final hand. Exawole: A-3-5 wakes a wild seven, but you have eliminated two cards
by combination, so you may not, in addition, combine a deuce and a five for another
wild seven, since that would leave vou with only four cards out of the seven you
were dealt. (Blame L. Atkins.)
[IARIA: 3ee ACE [iARIA4, BLACK LARI4, QUEEN HARIA.
HETAPHYSICAL HYENA: BIG 3QUEEZE, but both down cards are dealt first, instead of one
down, four up, and one down. (Blame J. Harness.)
MEXICAN STUD: see LE3SUALATOR.
MISERY: 7-stud high-low. = Your low hole card is wild for high, your high hole "card is
wild for low.
MOPSQUREZER: T7-stud, high-low. (As originally presented, it was high only, but... .)
If a2 queen is dealt up, the card following it is wild, and so are the
other three like it -- until/unless another up—queen is dealt. 'Wild cards dealt up
cost a quarter, unless the recinient orefers to fold his hand. If the dealer's
last up-card is a queen, there are no wild cards. After the seventh card (down),
there is a burn. (Blame L. Atkins for nresenting this thing originally, and see
VAMPIRE, WEREJOLF and BLOCD3UCKER for what the L'3FS turned it into.)
MURDER: 5-card draw, high-low, and roll. After an initial betting round, players draw
to their best high or low hand, then arrange their cards in the order they want
them to be seen, then turn them one at a time, with a betting round following each roll.
NIGHT BASE3ALL: BASEBALL combined with NO-PEEYIE. Seven cards are dealt face down to
each player, who may not look at them. Eldest hand turns a card, and
a betting round follows. Next player turns cards until he beats the card
turned by the first. (If it was a face card, he may have to turn a pair to beat it.)
Rules are as in BASEBALL: 3's and 9's wild, 3's cost you 25¢ into the pot, fours get
you another card (face down at the bottom of your stack, in this case). If the second
player turns a combination of cards to beat what the first is showing, a betting
round follows; if he cannot do so by the time he runs out of cards, he is out of
the hand, and the next player turns his cards. Each in turn rolls cards until he
beats the previous high hand, after which there is a betting round. Game continues
until there is one winner.
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NO-PEEKIE: 7-stud high only, played as in
NIGHT BASEBALL with players

rolling cards to try to beat the pre-
viously rolled high hand. None of the
wild cards, or extra cards, however.

OPTION, 5-CARD: 5-stud high-low, with a

burn. After the first round

down~card, an up-card is offered to the
eldest hand, who may take it or refuse
it. If he refuses it, the card passes
to the next pleyer, and the eldest hand
receives the next card on the deck,
which he must take. Each player may

How can you look me refuse one card offered to him each
. round of up-cards. When all players

square in the eye and have received their card for a round,

say that? there is a bet, after which another

round of offered cards is dealt. ‘'lhen
all players have five cards, there is
a burn round. If the burn is an up
card or a down card, it is without
choice of refusal. A final betting
round follows the burn.
OPTION, 7-CARD: 7-stud high-low. Dealt two down without choice, four up with choice of
refusal ss in the 5-card version, snd a finsl down card, without choice.
P.0.P.: see OPTION, 7-CARD.
*PARADISE LOST: 7-stud, in which one takes his best high hand, and goes low with it.
TOTALLY unplayable. J. Minne invented it, keeps threatening to deal it,
and is informed he will be killed and defenestrated if he tries.
PASS THE GARBAGE: ANACCNDA, without the second and third passes of cards. Seven cards
are dealt face down immediately, plavers pass three to the left,
discard two, and roll the hand, betting as in stud, high-low.
PASS THE TRA3H: 3ame as PA33 THE GARBAGE, but with 3QUEEZE rules —- straights and flushes
are bad low hands. :
PIG SQUEEZER: MOP3QUEEZER, but with the cards following threes being wild.- - (Blaume
J. Herness.)
PIGGISH MOPSQUEEZER: MOP3QUEEZER, with cards following queens wild for low and cards
following threes wild for high. (Blesme J. Harness again.)
PIS3 OR PASS IT: See OPTION, 7-CARD.
PROGRE3SIVE: See JACKS PRCGRE33IVE.
QUEEN MARIA: Same as ACE MARIA, but the queen of spades is the highest spade for the
purpose of splitting the not with the best ooker hand. It is followed
by the ace, king, then jack, etc.
RAZZ: 5-stud high. The player with the high card up must bet on the first round. He
may not check, and he may not even fold until he makes the initial bet. (Those
unwilling to abide by the rule may fold before being dealt any cards.)
SCRi3E: 6-stud high-low. A combination of 6-card GRODNIKONDA with ESCALATOR. Six
cards are dealt face down immedistely. Players make their best 5-card hand,
putting the cards in the order they want them seen, so that the bottor card -- the
final hole card -- is wild, together with any like it in the dame hand. (Blawe
S. Burns.)
SLOY DEATH: 5-card stud low only, with an optional burn after the fifth card. (Blame
Fuzzy Pink for the name; see also SUDDEN LEATH, LINGERING DEATH, aund
TERMINAL ACNE.)
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SMEGI'ACOKDA: 5S-card stud high-low, with all cards deait face down -
at once. Players arrange their hands in the
order they want the top four cards seen, and roll them,
betting as in stud.
3QUTHERN CRO33: 7-stud high-low. Each pleyer is deslt

four cards, face down, immediately. Five / k/ ‘\
additional cards are arranged, face down, in the form ‘ F =
L
T

of 4e..crpssl, in Mhe  genter of the fable. The center
cards are turned one at a time, with a betting round
following each turned card. The card in the middle
of the cross is turned last. [Fach player way use
any 1, 2, or 3 cards in either arm of the cross to
improve his hand; 1if he elects to go both ways, he may
use cards in one arm for low and cards in the other arm
for high. The central card and all others like it are wild.
The gun passes —-— each round, the opportunity to make the first ‘SNN\
bet passes to the next nlayer to the left. P
SPEEDWAY: See INDIALAPOLIS.
3PIT IN THE OCEAL: S-draw high only. Four cards are dealt to each player.
During the deal, at some random time, a player calls "3pit,"
& the next card is turned face up in the center of the table. This card is common to
all hands, and it, and all like it, are wild.
SQUEEZE: See BIG 3QUELZE.
STAN BURN3: 7-stud high-low, but after the seventh card one may replace a card at a
cost of 25¢ into the pot. A betting round follows the burn. Then one may
buy a second burn for 50¢, after which there is a finsl betting round. (Blame 3. Cohen.)
SUDDEN DEATH: 5-stud low only. (Blame Fuzzy Pink; see also 3LCY DEATH, LINGERING DEATH,
TERMINAL ACNE.)
SUPER-LC!: 6-stud low, but begun with five cards deslt face down. Players discard two,
roll one of the remaining three, and bet. The remaining three cards are
dealt face up, one at a time, each followed by a betting round, as in regular stud.
TERMINAL ACNE: LINGERING DEATH, with a burn. (Blame Fuzzy Pink.)
*TIC-TAC-TOE: Each player is dealt four cards face down, and nine other cards are set
face-down in rows of three in the center of the table. Two cards in the
center are turned two at a time at the whim of the dealer, though the central one is
usually turned last. The game is high-low, and each player may use sny 1, 2, or 3
cards in any tic-tac-toe row to improve his
hand. (Cf. 30UTHERN CRC33). The gun passes
each round. (Blame J. Harness for de-
veloping this from TVIN BEDS.)
ADELMAN, | WANT YoU TWIN BEDS: Each player gets 5
To REWRITE THIS MEMO cards face-down, with
wnTie T SiNGS ! 3 five rows of 2 each set face-
down in the center of the table.
Each round, one of the rows is
turned up, followed by a betting
round, high-low, with the gun
passing. (Blawe L. Jacobs.)
*2001 (A 3pades Idiocy): 7-stud
high-low.
A spade in your hand is wild --
but only one spade. 411 other
spades in your hand are dead
cards, anc¢ you must have five
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live cards in your hand to win, out of the seven dealt. (E.g., four spades in the same
hand, and it is dead.) (Blame B. Pelz.)
VAMPIRE: 7-stud high-low, with a burn. Queens are always wild, and cards following the
last up—Queen sre also wild. (Cf. MOPSQUEEZER.) Wild cards dealt up cost you
25¢ to stay in, except that s wild card caught on the burn is free -- and a Queen
caught face-up on the burn doesn't change the wild card. (Blame F. Whitledge for
developing this from MOP3QUEEZER.)
WEREWOLF: VAMPIRE, played with 3QUEEZE rules, so the best hand for low is a 6-4-3-2-a.
(30 the 5 may be a killing card, and is therefore referred to as Death.)
WOOLWORTHS: 7-stud high only, 5's and 10's wild.
ZOMBIE: 5-card OPTION, but half the pack -- 8's through Kings -- are "dead," and count
as zeros. Best low hand is 5 zeros. Ace is a 1; highest card is the 7. 4 zero
of the right suit may be used in a flush, but only one of them. A zero may be used
on the bottom end of a straight: 0-4-2-3-4. Otherwise, they are of no use for high
hands. 4 pair of 6's is s decent high hand, while it usually takes 5 zeros to win
low. (Blame B. Pelz.)

ADDENDA AND CORRIGENDA:
*BRAIN SURGERY: 7-stud high-low, but all cards dealt face-down, and bet hy passing the
gun. After all seven cards are dealt, eldest hand draws a card from the
hand of the player to his left, keeping it seoarate from the rest of his cards. The
next player draws from the hand to his left and so on until plaver to the right of
eldest hand draws a card from the latter's original hand. 4 final betting round is
followed by a declaration (and several suicides). (Blame J. Harness.)
DOUBLE-BARREL SHOTGUN: Dealt as 7-stud high-low, all cards face-down, the gun passing.
‘lhen all cards are dealt, players still in discard two and
roll as in GRODNIKONDA, betting after each roll. (Blame L. Atkins.)
LOBOTOMY: See BRAIN 3URGERY.
SLOW DEATH: Fuzzy Pink disclaims responsibility for this name.
STAN BURN3: There is a third burn, costing $1.00, according to 3andy Cohen.
SUDDEN DEATH: Fuzzy Pink also disclaims responsibility for this name. (3he accepts it
for LINGERING DEATH and TERMINAL ACNE, however.)

/* Um, er - it should be pointed out that the LA3F3 has been mostly playing a much
saner game these past few years -- Oh, Hell. */




SUT N USUY I N

by Bruce J. Balfour and 3teven IM. Tywon

Commander Johnathan Grand entered the main viewroom. Inside, young 3pambo Grand was
watching the ordered array of ships that formed the galactic fleet. The viewscreen was
on and the image of distant Earth filled the chamber with a cold bluish light. 3pambo
looked up as the door hissed shut on the Commander.

"Good evening, 3pambo," said Commander Grand, ignoring the violent vains shooting
through his body. "Would you mind pushing the emergency release for the door?"

"Why, Daddy?"

||I| m StUCk.”

"gls Hhileh butteon?!

"The blue one, 3pambo."

"Oops. I pushed the red one."

"Ch-oh. Bad Spambo. Not nice."

"I'g sorry, Daddy. “hat does it do?"

"Yell, that was the emergency vacuum door button."

"Oh-"

Commander Grand suddenly flew through the sir as the vacuum door slammed shut behind
bim. Once he regaiued couscivusuess, he noticed 3pambo was conspicuously absent from the
room.

"Spambo ?"

"Hmph!" "said a wuffled voice benecath Grand's stomach.

Grand stood and flicked some dust from the front of his black and silver field jacket.
As he did so, he noticed that 3pambo was lying spread-eagled on the floor, glaring up
at hinm.

Suddenly an enormous hsnd crossed the viewscreen, sppearing to threaten the ship.

"Daddy! Look!" shouted 3pambo, pointing at the viewscreen.

"God!" cried Grand.

"IGonl § bk go."
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