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Editorial 
 

We’ve been encouraged to make our zines look more different.   In this issue, we experiment 

with a different type face, namely 12pt Baskerville Old Face. Here are a set of alternatives.  Please 

advise on which of them you do or do not like. 

 

Baskerville Old Face 12 pt We reach another issue of Tightbeam, the all-topics genzine of the 

National Fantasy Fan Federation.  

 

Times New Roman 12 pt We reach another issue of Tightbeam, the all-topics genzine of the  

National Fantasy Fan Federation.  

 

Century 12pt We reach another issue of Tightbeam, the all-topics genzine of the 

National Fantasy Fan Federation.  

 
Century 11pt We reach another issue of Tightbeam, the all-topics genzine of the National 

Fantasy Fan Federation.  

 
Garamond 12pt We reach another issue of  Tightbeam, the all-topics genzine of  the National Fan-
tasy Fan Federation.  
 

Goudy Old Style 12pt We reach another issue of Tightbeam, the all-topics genzine of the National 
Fantasy Fan Federation.  
 

Letters of Comment 
1706-24 Eva Rd. 

Etobicoke, ON 

CANADA M9C 2B2 

February 9, 2020 

 

Dear George and Jon: 

 

I have gotten a little bit behind once more, what else is new, and I find myself two issues of 

Tightbeam behind. Here come comments on issues 303 and 304. 

 

303… There’s my loc on issues 300 and 301, and let me know if you do not have my loc on 302. 

I do not use interlibrary loans with the local public library…the demand for it is quite high, and 

there is no guarantee that I could get the books I might want. Also, they are strict about out-dated 

library cards, and it is tough to get a regular card in the first place. Our provincial government 

would like nothing better than to shut down our libraries with the idea of saving money. 

 

With the anime column here, it is timely that in a short time, I will be attempting to get us a ven-

dor’s table at our own local anime convention, Anime North, coming up in May. AN is the third 

or fourth (depending on the year) largest anime convention on the continent, and we are lucky 

enough to live just down the highway from the convention centre where it is staged. Our overhead 
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is therefore very low, and it is regularly our best show of the season. 

 

Thanks for a ton of information on Jack Williamson, one of my favourite authors. The more I 

see of researches into our history, the more I am reassured that all of the fun we’ve had since the 

1930s won’t be forgotten. 

 

Just for the record, the FAAn Awards are now ready to be voted on, and I will try to attach a copy 

of the ballot. It’s only a few days to the deadline. 

 

304…Ah, there’s my loc on 302. The work I was anticipating at the beginning of this year never 

arrived, mostly because the originating place for the work is Manila, Philippines, which is current-

ly recovering from an earthquake. I hope they can get themselves put back together, and get the 

work going again, I could use it. BrunchCon was a fine time, but there were a number of old 

friends looking back at us, going, “What are THEY doing here?” We might not return. 

 

Ted Sturgeon was an author I had wanted to meet, but of course, there’s never enough time or 

money, and he died around the time I was starting at attend Worldcons. His books are probably 

out of print, but they shouldn’t be. Mine still stand proudly on my book shelves. I do like to say 

that when it came to his famous Law, Sturgeon was an optimist. 

 

It is about 21 minutes until I try to get that table at our local anime con, so I will wrap this loc up, 

and fire it off to you. Many thanks, take care, and see you with some more issues. 

 

Yours,  

Lloyd Penney 

 

Hi George and good morning, 

 

I just had a look at the n3f'.org site and saw all of the newest issues (for me, anyway) containing 

lots of my work appearing as covers and interior art in the N'APA,Tightbeam and The National 

Fantasy Fan from November 2019 up until January 2020. They all look GREAT !!!- Thank you 

for posting them up.  Thanks very much for using my stuff and I feel very happy to be a part of 

your organization !  

 

Take care, 

Jose Sanchez 

 

Dear Neffers,  

 

This is a letter of comment on Tightbeam #305, published in February 2020. Angela Scott's cover 

illustration, "Fairy Sword’ is wonderful. I especially like the colored background and the hued 

transparency of her wings. Her facial expression suggests that one should be wary, perhaps! 

 

Tom Feller's review of Diane Duane's Harbinger Trilogy, part of the Star Drive series based on 

TSR's Alternity role-playing game surprised me. I occasionally enjoy reading Dungeons &     

Dragons and Pathfinder role-playing game tie-in novels. (Dragons of Autumn Twilight, anyone?) 

Alternity came out while I wasn't actively involved in RPG's, so I'd never heard of these books  

before. I'll have to spend some time with any Alternity materials I might have in the back room, 

and the review made me experience a yen for Star Frontiers fiction. Perhaps even Traveler tie-in 

fiction. Or even Sky Realms of Jorune fiction! Thank you for reviewing several books that might 
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not of been reviewed outside of RPG magazines of the time. 

 

Robert Hullender’s short story reviews were also neat to read. Looks like we have at least two 

Clarkesworld and Asimov's readers in the club. Who else reads the magazines? What other mag-

azines do people read? 

 

Angela's "Fantasy Fair” illo was also noteworthy.  Was that part of a series?  I’d love to see other 

scenes from that fair. I could easily see it as a series of panels, perhaps details from a larger map 

of the fair. (Hint, hint.) 

 

Tamara Wilhite's interview with Ken Lizzi was enjoyable. As an homage to Edgar Rice            

Burrough's Barsoom novels, Under Strange Suns sounds promising, as does Lizzi's penchant    

for genre blending and genre bending. 

 

And Jon's bio-bibliography of James Blish was fun. I didn't know Blish corresponded with Love-

craft, and his involvement in the Science Fiction Advancement Association and Science Fiction 

Foundation made me want to learn more about those organizations. I’ve been aware of Blish's 

writing ever since seeing his Star Trek books at the public library as a child, but I've read woefully 

little of his work. Perhaps it's time to amend that. 

 

Inspired by the Blish-Lovecraft correspondence, I spent some time this weekend reading Crypt of 

Cthulhu #111, published by Necronomicon Press and Cryptic Publications. Edited by Robert M 

Price, the chapbook-format zine is a mix of fiction, poetry, and nonfiction, all oriented around the 

work of Lovecraft and other writers of the weird. In his Disturbing and Disquieting Editorial 

Shard “From Beyond Dunwich”, Price considers the nature of the Great Old Ones as presented 

in various stories. Gary Myer's short story "Sadiva's Lover" is a four-page narrative addressing hier-

archy, lust, and the price one might pay for either. Scott Connor's nonfiction piece "The Many 

Worlds of Clark Ashton Smith" explores just that, drawing on the fiction as well as Smith's corre-

spondence with Lovecraft and others. I also read several notable poems by Randall D. Larson 

and Charles Lovecraft (seemingly his legal name!). I look forward to reading the remainder and 

recommend this zine to those Neffers intrigued by a scholarly approach to weird fiction while still 

enjoying modern-day approaches to the form. You can learn more about — and order — the pub-

lisher's zines at http:\\necropresse.com. 

 

Yours truly, 

Heath Row 

Anime 
Somali and the Forest Spirit 

Streaming: Crunchyroll 

Episodes: 12 

Source: Manga 

 

Episode Summary: Golems exist to guard and protect their forests, and it’s their nature not to in-

terfere in the workings of the food chain. But one day a particular golem happens to find a hu-

man child, dirty and huddled in the hollow of an old tree. The child is immediately drawn to the 

golem and calls him “dad.” Though the golem cannot experience human emotion, on some level 

a bond is formed between them. 
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Many generations ago, humans first ventured into the realms of the beast people. 

Though their first interactions were fruitful, eventually the humans insulted the 

beasts and became their targets. Nowadays humans are nearly extinct. The Go-

lem and his surrogate child, named Somali, are in search of humans with whom 

Somali can live but their quest seems hopeless; there are few humans left, and 

many of the beast people would probably eat them if they knew where to find 

them. Still, their journey continues, as does the Golem’s and Somali’s quest to 

understand one-another. 

 

Impressions: This was one of my most anticipated series this season, as I really 

love stories about parenthood in all its forms (unless it goes full Bunny Drop 

manga, that is). It was a pleasant surprise that 

Crunchyroll offered the series up a full week before its Japa-

nese broadcast (they’re a member of the production commit-

tee, which works out well for us!). Though the episode itself is 

rather subdued (some might go so far as to say “nothing really 

happens”), I really appreciated the overall gentle tone of the 

story so far. While the human situation is tragic, the narrative 

knows not to dwell on it for longer than needed, and most of 

the episode is Somali being a cute kid and Golem not entirely 

sure how to handle her rambunctiousness (but trying in his 

own way through logic and analysis). It’s a fantasy more about 

setting and atmosphere than outright adventure, which is cer-

tainly fine with me. 

 

Speaking of setting, the backdrops and environments are certainly their own character in this se-

ries. The environment is populated by odd animals 

and colorful, otherworldly plant-life, and the texture of 

the background artwork looks soft and painterly de-

spite being digital. The beast characters come in every 

shape and size, too; I think my favorite of the ones 

who get some screen time was the moth-man waiter at 

the tavern, although there were certainly interesting 

creatures to spare ambling throughout the bustling 

town featured in the episode. If nothing else, this epi-

sode is definitely a treat for the eyes. 

 

The real core of the episode, though, is the relationship between its two leads. I see within it 

something of a thesis statement – that being unable to understand someone doesn’t preclude a 

person from caring about them. Emotionless characters are always interesting to me because their 

natural state of being is so different from my own. Much like the aliens in “A Wrinkle in Time” 

who don’t have a sense of sight, I feel driven to under-

stand what that sort of existence might be like. The Golem 

states that he doesn’t have or understand emotions, but he 

does have skills in observation and the ability to analyze 

and learn from situations, which allows him to be the fa-

ther figure that Somali insists that he is. I think that’s a 

powerful statement to make. 
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My only real misgiving is that I suspect there might be sad things to come on the horizon. I don’t 

mind sad stories, but sad stories involving kids and loss are always kind of tough for me to navi-

gate. I hope that the series is able to uphold the gravity of those emotions and experiences as the 

characters experience them while maintaining the sense of wonder it creates in this episode. 

 

Pros: Charming relationship between the two main characters. Bright, colorful visual design. 

Cons: The story seems left open for bad things to happen (not necessarily a con for everyone). 

Content Warnings: References to humans being killed for food. Child in minor peril. 

Grade: B 

Darwin’s Game 
 

Streaming: Funimation, Crunchyroll and HIDIVE (Crunchyroll and 

HIDIVE start their streaming broadcast on February 2nd) 

 

Episodes: 11 

 

Source: Manga 

 

Episode Summary: Note: The first episode is a double episode. I will 

try to keep the summary as concise as possible. 

 

Kaname Sudo is an average high school guy whose life is changed forev-

er once he clicks on a missing classmate’s final text message and acci-

dentally enrolls himself in an app called “Darwin’s Game.” He doesn’t 

understand the full implication of this until a match starts and he finds 

himself facing off against an enraged, violent incarnation of his city’s 

baseball mascot. With the help of a classmate who clearly knows more 

about the game than him, as well as the blessing of some dumb luck, 

Kaname defeats his opponent. However, his classmate’s wounds ensure that his death soon fol-

lows. It’s then that Kaname discovers the source of the horrifying body-shaped marks that have 

begun to appear throughout the city, and how they are certainly not some strange art installation 

as the public suspects. 

 

After preparing some weaponry for himself in anticipation of another match, Kaname responds 

to a text from a mystery opponent in the game. Drawn into a warehouse (which might very well be 

a trap), he meets a young woman dressed in red. She offers information in exchange for insight 

into Kaname’s sigil, a special power that participants 

in the game have. He doesn’t seem to have one (or 

doesn’t know what it is), so the young woman acts to 

protect herself. In this time of stress, Kaname wishes 

for the handgun he left at home, and suddenly it ap-

pears in his hand. His sigil seems to be the ability to 

conjure what is most useful to him in the moment – a 

powerful ability indeed. Seeing that she’s met her 

match, the young woman surrenders and becomes 

indebted to Kaname, thus ending the game without 

either of their deaths. When Kaname wakes up two 

days later, he finds that he may have gained more 

than just an ally in this young woman. 
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The snake’s poison spells a death sentence of a different nature. Screencaps from Funimation. 

 

Impressions: Twenty years ago, the Japanese novel “Battle Royale” and its subsequent manga and 

film adaptations introduced the concept of a fight-to-the-death as symbolic of the cutthroat nature 

of the Japanese school system. Much like any shocking subject matter, there’s been much discus-

sion in the ensuing years about whether the violent, brutal presentation of the material was truly 

necessary in order to make its point, or whether it’s simply gratuitous and crass, but needless to 

say the premise has clearly remained in the creative and public consciousness for many years 

now. Much like any media that achieves notoriety due to shock value, it’s also spawned a lot of 

copycats, most of which choose to ape the violence without having anything of value to say about 

it. 

 

Darwin’s Game seems to be the latest in this string of misanthropic power fantasies, thrusting its 

every-man protagonist into a corner, torturing him with bodily injury and forcing him to witness 

the deaths of those around him, then revealing him as 

uniquely overpowered, thus giving him the opportunity 

to take out his revenge on whatever other psychopaths 

cross his path. The second half of the first episode sees 

him face off against Shuka, a young woman clad in red 

who’s clearly powerful and has been enjoying the type 

of carnage required of this sick game. However, by the 

end of the episode she’s enslaved herself to Kaname 

and transformed into some sort of nude, mewling sex 

object with her face buried in his crotch, suggesting that 

they should grow their family together (ugh). I guess 

she just needed a big strong man to set her straight. Yikes. 

 

There’s an attempt to make this double-length episode feel cinematic through various lighting and 

compositing techniques which is somewhat effective, but one major issue with the visuals reveals 

itself almost right away – there’s a major consistency problem when it comes to the characters’ 

faces. It gets so bad at one point that, while it’s clear who the characters are, some of them look 

like completely different people from scene-to-scene. Thank goodness for silly anime hair. 

 

I think series like this can be cathartic for some viewers; I know I have those moments where I 

wish I could say the things I really want to say to people who don’t really care about me one way 

or the other and being able to live vicariously through a character who gets to do those things can 

certainly relieve some tension. For me, though, there’s definitely a limit to what bad behavior I’m 

willing to stand by and watch, and if the point of it all isn’t in service to something greater then I’m 

just not interested. 

 

Pros: The act of watching characters get their revenge can be cathartic. 

 

Cons: Another in a string of “Battle Royale” copycats that doesn’t appear to have much to say. 

Some very noticeable visual inconsistencies. 

 

Content Warnings: Violence (Knife, crossbow, handgun violence), decapitation (partly censored), 

dismembered body parts (somewhat censored), blood, some nudity (brief, seen from behind). 

 

Grade: C- 
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Comics 
See You in the Funny Papers 

by Heath Row 

 

This is an occasional column of comic book reviews focusing on titles related to science fiction, 

fantasy, and horror. You should be able to find the recommended series at your local comic 

shop. (You can find a local store using https://www.comicshoplocator.com.) I encourage other 

Neffers to submit comic book reviews—for this column or otherwise. Surely, we have other com-

ics readers in the club. 

 

Blade Runner 2019 #6 (Titan, March 2020) 

 

Written by Michael Green and Mike Johnson, and drawn by Andres 

Guinaldo, this Blade Runner tie-in comic takes place in 2026. Six issues in, 

quite a bit has already been established—and happened. A Blade Runner 

named Ash rescued the young daughter of an agribusiness tycoon before she 

was sent to the Tyrell Corp. for genetic experimentation. Using adopted per-

sonas, they found work in lunar mining with Replicants. The mining colony 

was attacked by rogue Replicants, and the pair’s ship destroyed—but the young 

woman is saved by a sympathetic Replicant. And that’s all back story! 

 

In this issue, Ash is rescued by Hythe, who tests her to determine whether 

she’s a Replicant before repairing her back brace and equipping her to go back 

and get the girl held hostage by the Replicants. Despite misgivings that she had-

n’t run far enough or hidden well enough, Ash agrees to stop running and re-

turn to rescue the girl. 

 

Meanwhile, Rabbit—the tycoon’s daughter disguised as a young man—trades a valid gate cypher 

for Ramanuja for safe passage, advising the rogues that Heidecker-Vostro will come after them 

because of the destroyed mining ship. They reach the gate safely. 

 

I’ll have to check out the other issues. The tone of the comic is pretty solid, and the characters 

interesting enough to spend more time with. Guinaldo’s artwork is relatively realistic, and I partic-

ularly enjoyed the muted lighting, color palette, and pacing of the test scene with Hythe and Ash. 

The title page indicates that the issue is dedicated to Syd Mead, “whose vision continues to inspire 

the Blade Runner comic series.” This issue reads pretty true to the original movie, if not Philip K. 

Dick’s novel. 

 

Science fiction and genre fans might also be interested in Titan’s other comics. The British pub-

lisher also offers titles based on the Arthur Conan Doyle Sherlock Holmes character Irene Adler, 

Doctor Who, the recent Sherlock TV show, and other adjacent properties. 

 

Carson of Venus: The Eye of Amtor #1 (American Mythology, 2020) 

 

This issue includes two stories. The first, “The Eye of Amtor,” was reportedly received by writer 

Matt Betts directly from Carson Napier via mental projection—along with the canonical novel Car-

son of Venus: The Edge of All Worlds. Betts was assisted in writing by Mike Wolfer, and the 
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comic was drawn by Vincenzo Carratu. The opening story starts with Carson 

and friends scaring some Tharbans from attacking a herd of zaldar, much to 

the appreciation of farmers from Loton, who invite them to replenish sup-

plies in the city. Jong Kabalo takes Carson, Korvan emissary Duare, and Sa-

narans Ero Shan and Nalte on a tour of the city before separating the two 

couples. 

 

Impressed by Carson’s anotar flying machine, Kabalo enlists Carson to con-

struct a telescope, collecting materials from Maltor, Voo-Ad, and the Moun-

tains of the Clouds in three days or less, with Ero Shan and Nalte imprisoned 

as motivation. Carson and Duare go to Maltor in search of Aprith Stones, 

transparent coral that can be used as lenses. There, they encounter a sea ser-

pent. 

 

The second piece, “Pellucidar: Dark of the Sun,” then, was reportedly re-

ceived by Gridley Wave transmission. (Truth be told, the introductory material on the inside 

front cover is among my favorites in the entire issue.) This piece, written by Christopher Paul Car-

ey and drawn by Mike Wolfer, relates to Edgar Rice Burroughs’s Tarzan at the Earth’s Core, as 

well as another new ERB Universe novel by Win Scott Eckert, Tarzan: Battle for Pellucidar. 

 

Victory Harben and Jason Gridley jumpstart the Gridley Wave in the Maker city of Mintra, pro-

voking a winged reptilian creature. Here, the introductory editorial piece is more interesting and 

substantial than the comic itself. But we’ll see where the story goes. 

 

Fans of Burroughs will be thrilled by this comic. An all-new canonical series of books is coming 

out this year, including at least the Carson and Tarzan novels mentioned above. And American 

Mythology, current holder of the ERB license, offers multiple ERB Universe comic titles includ-

ing The Land That Time Forgot, Pellucidar, Moon Maid, Carson of Venus, and The Monster 

Men. 

 

Frankenstein Undone #1 (Dark Horse, January 2020) 

 

The first issue of a new five-issue series from the world of Hellboy, this comic was written by 

Mike Mignola and Scott Allie and drawn by Ben Stenbeck. It opens on the Arctic Sea, as Frank-

enstein’s creature speaks with Captain Robert Walton before saying farewell to his recently dead 

maker—and then heading further into the arctic wastes. 

 

The creature encounters a bear and its cubs, which befriend him or at least tolerate him. He 

helps them find food, and they even sleep near each other, a sign of trust. Then a simian creature 

wearing a medallion kills one of the cubs, provoking Frankenstein’s creature. As they fight, the 

simian knocks Frankie out. 

 

Regaining consciousness in a structure of some kind, the creature meets Arobas, who nursed him 

back to health. The two discuss the role of man and beast, whether sin is forgiven, and the dan-

gers of dwelling in loneliness. 

 

Having just seen a stage production of Frankenstein and rereading the book, this comic arrives at 

an opportune time. Consider it a Hellboy-styled continuation of the original story. At times, 

Stenbeck’s art reminds me of Mignola (no surprise) and Richard Corben (not really, but occasion-

ally), and I look forward to future issues. 
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Star Trek: Year Five #10 (IDW, January 2020) 

 

This issue takes place on Stardate 7148.1 on the planet I’Qos. The sea-dwelling I’Qosa are em-

broiled in a cold war with the land-dwelling Lo’Kari, and after Chekov accidentally shoots a 

Lo’Kari ambassador during a bar brawl, the cold war heats up. 

 

Sulu is none too happy. His I’Qosa lover Ayal and his people are now in massive danger because 

of the actions of the crew of the Enterprise. With the death of the Speaker of the Crest, Bryni, at 

the hands of the Lo’Kari, Ayal becomes speaker and summons the crest, a “living ecosystem” and 

birthplace to the I’Qosa and Lo’Kari alike. The Enterprise crew returns to the Sagan and then to 

the ship with a serum that will heal Captain Kirk (injured in a previous issue) and Chekhov’s arm. 

 

I missed the other issues in this story arc, but this issue—written by Jim McCann and drawn by 

Silvia Califano—makes me think the Year Five series might be worth reading more of. The origi-

nal characters we know and love are present, there’s a good mix of action (the spread on pp. 12-

13 of the crest emerging to join the battle was particularly impressive) and reflection (the parting 

kiss between Ayal and Sulu on p. 15, as well as p. 21’s scene focusing on Sulu’s introspection 

while in his quarters highlights his love and loss), and the Year Five aspect of the series enables 

the creators to explore new ground rather than fit storylines into the existing canon. 

 

The portrayal of Sulu as gay in the comic is slightly provocative, but in line with the reboot retcon 

that took place in Star Trek Beyond, even if it diverges from Gene Roddenberry’s vision for the 

original series. Regardless, the comic is otherwise relatively true to the original series. There’s a 

great full-page picture of the Enterprise on p. 4, and the issue’s storyline resonates with the crew’s 

mandate not to interfere in the worlds, societies, and people they encounter. Spock expresses in-

terest in returning to the ship “before we become more entangled in this situation,” and Sulu’s 

reflections at the end communicate a yearning to have been able to spend more time with Ayal—

and to find him again some day. 

 

The above review appeared in slightly different form in a March 1, 2020, letter to the N3F’s Star 

Trek Classic Round Robin. 

 

Zorro: Rise of the Old Gods #4 (American Mythology, 2019) 

 

This is the final issue of Jason Pell and Puis Calzada’s Lovecraftian 

Zorro series. I’ve read the previous issue and thought I’d reviewed it 

for the N3F, but that might not be the case. Zorro arrives to free sol-

diers about to be sacrificed to aquatic creatures summoned by cultists. 

 

Those cultists challenge Zorro as brothers Murillo and Mathias disa-

gree on the wisdom of the course they’ve chosen. Captain Eugenio 

leads reinforcements to reclaim the town, and Mathias uses the ke-

h’ng ephaii to sacrifice his brother, transforming him into a winged 

conglomerate crustacean warrior to accost Zorro. 

 

In the end, Zorro’s sword prevails. It’s a sensible pairing, Zorro and 

Cthulhu, and this series worked pretty well despite picking it up mid-

way. Calzada’s artwork is a little cartoony, leavening the cosmic hor-

ror, and that was sometimes distracting. But overall, this series was a 

fun read and is worth checking out. 
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Interview 
 

An Interview of Fred Tribuzzo by Tamara Wilhite  

 

I had the opportunity to interview science fiction and general fiction author Fred Tribuzzo. A pro-

fessional pilot and author, he’s written several novels that range from survivalism to modern fanta-

sy. 

 

Tamara Wilhite: Your aviation experience obviously influenced your book American Sky. Is 

American Sky fiction, true stories from World War 2 or a combination thereof? 

 

Fred Tribuzzo: Tamara, thanks for that question, and a chance to set straight my work on Ameri-

can Sky. Creative nonfiction best describes the book. Whether I’m asking questions of my friend 

Frank Corbi on his survival of the Bataan Death March or describing a sightseeing tour in Mexico 

City, I use the facts, the dialogue, and impressions, and then freely arrange elements of an experi-

ence, juxtaposing various stories; sometimes adding personal experience or even a childhood 

dream. 

 

Tamara Wilhite: And how else has your flying experience influenced your writing? 

 

Fred Tribuzzo: Well, even though the ratio is different, flying, like writing, weds the analytical and 

intuitive. You’re going down the runway and a thrust reverser inadvertently deploys sending the 

plane toward the grass. Instinct has you stomp on opposite rudder and pull the power back. Re-

petitive training, usually memory items, come into play before going to the checklist. Also, pilots 

are taught early in our training to pay attention to a gut feeling that something is wrong, or forgot-

ten. So we don’t discount hunches knowing that there may be a very good reason why you’d keep 

coming back to the same gauge more often than others. Hunches, minor epiphanies work well in 

writing as well. 

 

A fellow I had great respect for, an aircraft salesman, a real no-nonsense guy, would deliver or 

pick up a plane he had bought or sold and often had to fly it for the first time in lousy weather 

with an eye to potential mechanical problems. He told me over a cup of coffee that an engine oil 

gauge kept drawing his attention one night, even though the reading was normal. A short time lat-

er the pressure dropped quickly, the engine died, and he was ready, immediately feathering the 

propeller, that is streamlining the blades with the flight path. Otherwise, the turning flat blades of 

the seized engine would have produced considerably more drag with a greater loss of airspeed 

and control problems, especially on landing. In writing, however, the surprises are usually wel-

come, unless it’s your editor saying the plot’s not working and you’re close to crashing and burn-

ing. 

 

Tamara Wilhite: Liberty Island Magazine published your American Blackout series, the first of 

which is Pulse of the Goddess. Where does the name Pulse of the Goddess come from? 

 

Fred Tribuzzo: It comes from a nuclear weapon’s burst of radiation, a pulse of energy. In Pulse of 
the Goddess the destructive burst is also “emitted” by the villainess the Brazilian, who entertains 

the very bad idea that our high-tech civilization of comfort, safety, and individual freedom re-

quires complete destruction.  
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Tamara Wilhite: If I were reading 1950s-1980s survivalist fiction, it would assume the power goes 

down because of the aftermath of a nuclear war. Why does the power go out in your American 
Blackout series?  

 

Fred Tribuzzo: In the series the power outage is due to a one-two punch: first, the sun generating 

a massive solar flare (like it did in the nineteenth century) destroys many power grids across the 

planet. A week later a rogue state specifically targets America by exploding a nuke high above 

Kansas. The EMP (electromagnetic pulse) wipes out power grids and finishes off the digital age 

throughout the continental US. 

 

Tamara Wilhite: What led you to write it? 

 

Fred Tribuzzo: Fear, and I needed a worthy opponent for my heroine Cricket Hastings to battle. 

One night I was up late researching the consequences of an EMP attack and scared myself into a 

sleepless night. The US has 2000 major transformers that are big and heavy and require a special 

railroad car to move them. It could take a couple of years just to get a single power transformer 

back online. The folks who have studied the devastation of such an attack put first year deaths at 

90%, adding that those still alive would be inhabiting the nineteenth century. I took the liberty of 

devising a plot where there’s some wiggle room for Cricket and company. The wake-up call from 

the sun’s sucker punch allows for a degree of city and town preparedness. But it’s still an awful 

scenario.  

 

Tamara Wilhite: Will there be any short stories or further novels in this universe?  

 

Fred Tribuzzo: Not at this time. I have completed the last two books of the series and hope to 

have those out within the next year. 

 

Tamara Wilhite: Your novel “Saint Nick” seems like a mix of horror, fantasy and modern fiction. 

How would you classify it?  

 

Fred Tribuzzo: Christian fantasy is probably the best description. My “ghosts” make a straightfor-

ward case for the riches of the Christian tradition. The ghosts also remind the story’s protagonist 

that the fossil-fuel powered world has led to a cornucopia of spiritual and material wealth for the 

modern-day person. And though worship of big oil like the Lakota Sioux’s reverence toward the 

buffalo isn’t required, Saint Nick makes the plea--where is our common sense appreciation for a 

resource that is the basis for our remarkable standard of living?  

 

Tamara Wilhite: What are you working on now?  

 

Fred Tribuzzo: Besides the editing of the last two books, I have an idea for a modern-day Devil 

and Daniel Webster tale. 

 

Tamara Wilhite: Is there anything you’d like to add?  

 

Fred Tribuzzo: Yes, there is. I’ve had the pleasure of working with the fine folks at Liberty Island: 

my very smart and thoughtful editor, David Swindle; marketing gal and writer Bokerah Brumley, 

and Liberty Island’s wonderful publishers: David Bernstein and Adam Bellow. And thank you, 

Tamara, for your interest in my work! 
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Movies 
Bride of Frankenstein 

Review by Bob Jennings 

 

The feature film of the evening was “Bride of Frankenstein”, the 1935 se-

quel to the original Universal thriller “Frankenstein”.  A significant number 

of movie fans regard this movie as a masterpiece.  I belong to the other per-

centage of the population who believe this is a bad film, saddled with a seri-

ously flawed plot that makes not a lot of sense. 

  

The film is largely carried by the mood, dark imagery, and the excellent 

music scored for the production by Franz Waxman.  There is no denying 

that director James Whale created a spooky gothic themed picture that 

makes effective use of dark shadowing and European medieval imagery, 

with a focus on the Frankenstein monster and the people involved with the 

monster.  I might add that all the actors turn in excellent performances, in 

particular Ernest Thesiger as Doctor Pretorius. 

 

Unfortunately the plot does not hold together.  Efforts to inject campy humor into the production 

begin early and continue thruout, starting with Una O’Connor’s snarky comments and insults dur-

ing the burning of the monster (both occasions), where she is supposed to be the wife of one of 

the local village monster hunters, then later, as she inexplicably turns up as a maid at Castle 

Frankenstein, then suddenly morphs into a lady in waiting to the future Mrs. Frankenstein, the 

Lady Elizabeth who is living at the castle. 

 

The story plot tries to show the Monster evolving and gaining human emotions, but the film can’t 

resist showing him to be a brutal, mostly mindless creature of sheer destruction, destroying almost 

everyone and everything he comes in contact with. 

 

The movie poster proclaims that “The Monster Demands A Mate!” but in fact the monster can-

not distinguish between male and female, and is almost incapable of any kind of human emotions 

beyond hunger, thirst, and then, suddenly out of the blue, a need for friendship. 

 

The impetus for the creation of a female monster lies solely with the character of Doctor Pretori-

us, who takes on the role of an evil manipulator, a malicious fiend who tempts both the young Dr. 

Frankenstein (who had resolved to give up his “unnatural” search for creating life), and the master 

plotter who also willingly manipulates the Monster for his own ends.  Pretorius’ desire to create a 

female monster leads him to plan murders and grave robberies to obtain body parts from which a 

“Bride” is to be assembled. 

 

One of the primary plot problems here is why in the world would either Pretorius or Franken-

stein even bother?  Early on Dr. Pretorius demonstrates that he has already created artificial life 

far in excess of anything Frankenstein could ever hope to achieve.  He displaces glass tubes with 

living figures, fully formed human beings in tiny miniature, all perfect in every way, and with none 

of the crude chunkiness of Frankenstein’s monster. 
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If Pretorius can already do this, then what does he need with Dr. Frankenstein, or any of Frank-

enstein’s crude slap-dash attempts to sew together dead body parts and somehow reinsert the 

spark of life?  Why doesn’t he just use his magical powers and create a female “bride” for the 

monster himself? 

 

Then there is the whole question of why would he want to create a female monster at all.  The 

original Monster, roaming around the countryside, can’t tell male from female and has no in-

stincts beyond basic survival.  The monster doesn’t want a bride, it just wants to live without being 

harrowed and hunted.  Pretorius wants a female monster, but there is no reason given for why he 

wants such a thing, or why he has to use Frankenstein to create it. 

 

Later Dr. Pretorius manages to befriend the Monster, by, (get this one), sharing a few rounds of 

drinks inside a mausoleum from which he has just orchestrated a grave robbery.  Again for no 

reason at all, it turns out that the monster has apparently become addicted to wine, gin, and other 

hard spirits.  Really?  It is very hard to maintain any kind of willing suspension of disbelief when 

the movie repeatedly offers these kinds of inexplicable plot anomalies out of the blue.   

 

It turns out that the Monster becomes Pretorius’ willing friend and ally, doing whatever the evil 

genius wants him to do.  Pretorius then kidnaps Frankenstein’s soon to be bride Elizabeth on her 

wedding night and holds her hostage for Frankenstein’s good behavior in creating a female crea-

ture to be the “Bride” of the original monster. 

 

During a huge lightning storm “life” is artificially inserted into the female creature, who turns out 

to be rather attractive, not at all like the hideous clunky, clumsy batch of sewn together body parts 

that was the original Monster.  But, she has all the basic instincts of the original creation, namely, 

she hates and fears everyone.  

 

Suddenly, for no reason at all, the original Monster is horrified & upset & irked that the female 

monster decides she doesn’t like him and doesn’t want to be his friend.  Then, yet again, for no 

reason, the Monster, whose sole desire thruout this film has been to somehow survive, decides he 

wants to commit suicide, taking the newly formed “Bride” monster with him, and also his drink-

ing companion Pretorius.  Then yet again, for no reason at all, the Monster decides to let Dr. 

Frankenstein and his true love Elizabeth (who has, again with no explanation at all, somehow 

managed to escape from her captors and rushed straight to the laboratory) to leave the building 

and live. 

 

The Monster pulls a conveniently placed lever setting off a series of explosion that destroys the 

castle and himself along with all those he holds captive within.  By the way, there is also no expla-

nation as to why Dr. Frankenstein would rig up a series of explosive charges around his laboratory 

and then leave an obvious handle sticking out so the Monster could easily set off those charges.  

 

The plot simply makes no sense.  There are too many incongruities, too many unexplained 

events, too many stupid coincidences, too many things that happen for no reason at all, incidents 

that do not fit together as part of any coherent ongoing plot, beginning with why Dr. Pretorius 

wants to create a female monster at all. 

 

The movie survives because of the mood and imagery director James Whale created, carried 

along for seventy-five minutes by the skill of the actors and the fact that the film moves so fast that 

most audience members don’t have time to think about the inconsistencies and all the things that 
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