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We have a winner to the “A Good Motto Is Hard To Find Con-
test.”  The DMSFS had a hard time choosing between all of the 
possible mottos.  The group picked between ten wonderful 
says that all fit the club.  It was a close call but, like they say, 

“There can only be one!” 
 

So now for what you have been waiting for: 
The winner is . . . 
Paul Clites with  

“Read.  Imagine.  Think.”   
 

This motto will be used in many ways from busi-
ness cards to pamphlets.  Thank you again all 
who participated.   
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The DMSFS received an electronic card this last week from 
our Fan Guest of Honor for DemiCon 12, Tado Tomomatsu.  
Sadly I cannot bring the visual effect of the electronic card to 
the Paradox but I can bring you the words. 

 
 

DemiCon 2001 
 THANKS! 

 
Hi Ho Kiddies, Tis I, Uncle Albert 

aka Tadao Tomomatsu. 
 

I wanted to say thank you all for your kindness 
and generosity.  It was great to come home to 
the Midwest.  And I had a great time with all  
of you and it was great seeing you again, 

and just as great to make  
new acquaintances. 

 
With Great Love and Fondness! 
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(Okay it’s more of a note) Here’s the 
Fall Paradox.  Yes, it still is chang-
ing.  There is a new area in the Para-
dox called “SF Sightings,” take a 
look.   
 

I want to take a moment to offer my 
condolences to the families and 
friends that have lost loved ones this 
last week.  My  thoughts and prayers 
are with you all.  
                                    Sincerely, 
                                    Mandi Arthur 



When I had a recent opportunity 
to take a trip to Las Vegas with 
my mother and sister, "fhannish" activities were the fur-
thest thought from my mind.  After all, while mom and 
sis tolerate and even encourage my participation in the 
SF community, neither of them are exactly up on 
"Babylon 5" or "Buffy." It's just not their cup o' tea. 
 

I had completely forgotten about all the hoopla from 
several years ago, when "Star Trek: The Experience" 
first opened its doors at the Las  Vegas Hilton. Intended 
as the ultimate experience for Trekkers and other  curi-
ous Vegas visitors, this high-tech "attraction" was sup-
posed to be the epitome of all things Trek. Even so, 
without being able to "share and enjoy" the experience 
with any of my "sciffy" friends, the whole concept didn't 
really appeal to me. It wasn't something I wanted to go 
out of my way for, all by my lonesome self. 
 

Of course, it never occurred to me that mom and sis 
would coincidentally end up arranging for us to stay *at* 
the Las Vegas Hilton. So much for having to go "out of 
my way." The whole kit-and-caboodle was just an ele-
vator ride away. 
 

After three days of shopping and the blackjack (mom 
and sis were attending a conference during our stay, so 
I was frequently on my own during our 4-day stay), I 
finally gave in to temptation and paid the $25 admission 
fee to the museum and tour/ride. Not a bad deal really, 
since for $25 you are allowed unlimited access to the 
museum area and as many trips through the tour and 
simulator as you wanted for the entire day. But "Star 
Trek: The Experience" was actually designed as more 
than just a Disneyland-like ride. There are actually 
three "parts" to the Trek-themed portion of the Las Ve-
gas Hilton. Only the museum and ride section required 
an admission fee. Here's a brief description, and my 
personal observations, on each area of "Star Trek: The 
Experience": 
 

1)*The Spacequest Casino.* Considering what Vegas 
is capable of these days, this was the most disappoint-
ing segment of the whole themed area. It was nothing 
more than a huge room filled with slot machines, sur-
rounded by some vaguely spaceship-like decor. Other 
than having a general "space" look about it, there was 
really nothing at all that was Trek-like in this section. 
The decor itself was really quite uninteresting, and very 
cliché  the walls were gray and steely-looking, 
with some technical-looking protrusions here 
and there, and pink neon tubing accents. A 
very, very large screen display was located 
high up on one wall, but every time I walked 
by, there was always some sort of 50s or 

60s "nostalgia" film showing -- 
nothing futuristic at all. 
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Additionally, the whole area had a rather "stale" smell. 
Although vaguely unpleasant, the odor may have been 
the most authentic sensory aspect of the entire area -- 
rather like spending a long time in an enclosed area with 
nothing but recycled air to breathe! 
 

2) The Promenade. Roughly based on the concept from 
DS9, the Promenade featured four shops and a restau-
rant -- all very Trek-themed indeed. All manner of Star 
Trek souveniers could be obtained here, from a six-pack 
of Romulan Ale to a $6,000 life-size (and life-like) limited 
edition sculpture 
of the Borg 
queen. Klingons 
could frequently 
be observed 
wandering 
through the 
area, posing for 
pictures with 
tourists and 
scaring small 
children. 
 
The restaurant, 
of course, was 
"Quark's," with 
an exotic menu 
of selections that 
were nonethe-
less very       
palatable for the 
average human. During a Friday evening meal, I enjoyed 
a "Saucer Section" (i.e., a plate of quesedillas, arranged 
in a circular pattern reminiscent of the saucer section of 
the Enterprise), and a "Bolean Sunset" (a rather interest-
ing cinnamon-flavored cocktail that tasted rather like "Big 
Red" gum). My sister, who joined me at my table after 
one of her seminars, was in the mood for some buffalo 
wings, and so she ordered a colorfully-named appetizer 
that roughly approximated this Terran treat. Shortly after 
her food was served, the Ferrengi proprietor of the estab-
lishment stopped by to check how we were enjoying our 
meals. Upon noticing that my sister was  noshing on an 
appetizer, the Ferrengi commented on the fact that 
"appetizers were dishes that were normally meant to be 
shared -- but so much the better that you keep it for your-
self! After all, the tenth rule of acquisition clearly tells us 
that 'greed is good!' " In fact, the assemblage of Klingons 
and Ferrengi that could occasionally be seen mingling 
with the crowds may have been the highlight of the whole 
"experience" -- the actors were quite good in their roles, 
and their costumes were accurate and impeccable, even 
close up. 

��� �� ��� ��������������
�����

Picture of Borg Queen and  
shopping  Promenade 



The evening was rounded out with some non-timed (yea!) 
questions about our perceptions of our surroundings.  
These questions wanted to know such things as when I’m 
reading a book or watching television how aware I am of 
things and people around me.  Laura told us that they 
would look at the results of the tests over and get back to 
us in a few weeks about the virtual reality side of the ex-
periment.  Sure enough, I got an e-mail from Laura a cou-
ple weeks later asking me to pick a time to come up and 
enter the virtual reality chamber.  When I got to the cham-
ber area, Laura had me answer two questions.  One was 
how I felt physically (right now) and the other was how I 
felt mentally (also right now).  After donning some special 
footies, a knapsack with the special virtual reality viewing 
glasses and controller, Laura and I entered the chamber. 
      

This chamber is a 10 foot by 10 foot by 10 foot cube.  
Each face (including the floor face of the cube) has its 
own projector system.  When combined with the special 
glasses, I perceived distance and depth.  The first virtual 
world I entered was a cathedral.  I explored some of the 
outside then the inside of the structure.  It was kind of 
strange at first to be moving around without actually walk-
ing.  The next world I was to explore was inside a mu-
seum-like building.  I was to explore this building while 
locating red target circles on the floor.  I felt like I was in-
side a video game looking for power points.  I was unable 
to finish the experiment at this point, an equipment mal-
function was causing this environment to spin way too 
much! 
 

I actually got a little dizzy.  Laura told me nobody has 
ever gotten sick inside the virtual reality chamber, but she 
did confide to me there were airsick bags in the knapsack 
just in case! 
          

Two weeks later I was back inside the virtual reality 
chamber with the equipment malfunction fixed.  While 
Laura was loading the program, the chamber was set to 
look like a computer desktop with program icons around 
a computer screen.  I thought I could handle a 10 foot by 
10 foot computer monitor!  I noticed with this session that 
when the various virtual worlds were presented as small 
images floating in mid-air, the computers were projecting 
on the walls a grid pattern similar to the holodeck pattern 
on “Star Trek: Voyager”.  While there was no holodeck 
door sound, this preview program did open with the light 
saber activation sound from Star Wars.  This was rather 
cool for a science fiction fan like me. 
    

I first explored Notre Dame cathedral.  While walking 
through the inside of Notre Dame, I was impressed by the 
details.  I could reach out and “touch” the altar in the mid-
dle of the chamber.  This simulation also had monk-like 
chanting coming from all sides. Laura later asked if I was 
afraid of heights (I’m not), so Laura put us to flight mode.  
I was now flying inside Notre Dame cathedral!  It 

On the DMSFS listserv back in early summer, there was 
posted a request for volunteers for a virtual reality experi-
ment at Iowa State University.  Laura Arns was doing her 
Ph.D. dissertation in virtual reality systems and needed 
some subjects to explore several computer-generated 
worlds.  This sounded interesting to me, so I e-mailed 
Laura and told her I wanted to participate.  Laura replied 
back that I was accepted.  There would be two parts to 
my participation.  The first part would be filling out some 
paperwork and taking a series of tests, with the second 
part – actually entering Iowa State’s virtual reality cham-
ber – to take place a few weeks later. 
 

It was a Friday night when I went to ISU to do the paper-
work side of the experiment.  There were about a dozen 
volunteers there at that time. We first filled out a consent 
form to enter into the virtual reality chamber (in a few 
weeks) and actually undergo the virtual reality experi-
ence.  It seems the simulations can cause disorientation 
and nausea, but Laura assured us nobody has ever got-
ten sick inside the virtual reality chamber. 
 

Next came the tests.  Part 1 was a series of puzzle-like 
problems to solve within a certain amount of time.  These 
were very challenging puzzles, like the kind the Omni 
magazine used to publish in their magazine many years 
ago.  The first test was comparing a collection of irregu-
lar-shaped cards.  We were to figure out if a card was 
flipped or rotated when compared to another card.  The 
next puzzle was comparing two dice.  We had to deter-
mine if a second rotated die was the same as the first die 
or different.  The last test of part 1 was navigating  
through some small mazes.  I would finish one small 
maze and go right into the next maze.  I did not finish 
these tests within the allotted time.  I commented to 
Laura I had not sweated through tests these tough on 
several years.  My feeling that was the “norm” for this test 
batch.  It seemed this part was to check out my observa-
tion  
 

After a short break, we began Part 2 of the testing.  
These next problems were also timed.  First up was trac-
ing a path on what reminded me of electronic circuit 
boards.  This problem set was tricky because the circuit 
paths would cross over each other but would not intersect 
(unless an intersection was actually indicated). The next 
problem set was navigating through city blocks from one 
point to another.  Detouring around obstacles (usually an’ 
X’ at a street intersection) made navigating these streets 
a real challenge. 
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Attention: Please read this box first !  
Anyone who is going to take this experiment, 
wait to read this article until after you do the vi r-
tual reality portion.  This is a very in depth ac-
count of what to expect and will not allow a 
true response to the virtual reality experience. 
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Unless otherwise noted, all meetings are held at Mayhem Com-
ics, 7500 University, Windsor Heights. Discuss group begin at 
6:30 p.m.; business meetings begin at 7:00 p.m.  Dinner begins 
at the conclusion of the business meeting.  Meetings times and 
locations are subject to change.  To verify meeting information 
call (515) 830-1305 or check the DMSF website at  
www.dmsfs.org   Note: Discussion group is with Josh More as 
the facilitator. 
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14     Discussion: Esther Friesner 
                        (Guest - Armadillocon 11/16-10/28) 
           Business Agenda: First round of Club Officer        
                        nominations 
           Dinner: Felix and Oscar's - Merle Hay Road 

 

28     Discussion: Steven Brust 
                        (Guest of Honor - Exoticon 11/16-11/18) 
           Business Agenda: Second round of Club Officer   
                        nominations and officer elections 
           Dinner: Paradise Pizza 
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12       Discussion 
           Business Agenda
           Dinner  
 

26       Discussion 
           Business Agenda: 
           Dinner: 
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9         Discussion 
           Business Agenda  
           Dinner 

 

23       Thanksgiving weekend no meting 
+
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14       Discussion 
           Business Agenda 
           Dinner   
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September 21-23, 2001 Quality Inn and Suites, Fargo, 
ND 
GoHs: J. G. Hertzler, Scott Rosema, Lady Anita  
Burbeck-Gould  

 

����	���
September 28-30, 2001 Holiday Inn Express -  
Bandana Square, St. Paul, MN 
GoH: Robert M. Price  
 

�����	��-�
October 5-7, 2001, Holiday Inn & Gateway  
Center., Collinsville, IL  
GoHs: David Cherry; Genie Yaffe, Amy Verseman, 
David Verseman, Steve Jackson, George R.R. Martin 
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October 12-14, 2001 Ramada Westfield Inn,  
Coralville, IA 
GoHs: L. E. Modesitt, Dennis Lynch TM:  Rusty 
 Hevelin  
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October 19-21, 2001 National Guard Armory, Camp 
Dodge, Des Moines, IA. 
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October 19-21, 2001 The Ramada Inn Northwest, 
Brooklyn Park, MN 
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October 26-28, 2001 Madison, WI 
GoHs: Harlan Ellison, Neil Gaiman, Peter David, Jim 
Frenkel, Brian Roe.  

 

0�	
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November 9-11, 2001 Hyatt Regency Woodfield, 
Schaumburg, IL 
GoH: David Brin 
 ����������  

Science Fiction Book Club meeting is at 7:00 pm the 
second Monday of each month at Barnes and Nobel.   
Monday, September 17 selection is False Winter by Pam 
Calvin. 
 

Lord of the Rings Movie Countdown/Giveaway.  
Kid’s event at Barnes and Nobel, Saturday, September 
29, at 11 a.m.  J.R.R. Tolkien fans are invited to discuss 
Book I—The Fellowship of the Rings.  They will read a 

book each month and do drawing for books 
and movie passes in perpetration for the 
movie release in December. ��� �� ���

Adventureland Trip.  The DMSFS will be making a 
trip to Adventureland in Des Moines on Saturday, Sept. 
22, at 2 p.m.  It will be a fun filled day.   
 
Night Eyes.  Volunteer for this year 
Night Eyes at Blanks Park Zoo on 
October 20-29, 5-9:30 p.m.  Contact 
Sara, Night Eyes Coordinator at 515-
323-8333 for more information. 
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�  September 7               Dan Gardner 

September 8               Jeremy Bement 
September 12             Jesscera BarronMiller 
September 19             Andrew & Arthur Hoth 
September 28             Ruth Sheller 
September 29             Gabrielle Roach 
September 29             Rowan Louise Poovey 
October 4                    Diane Dunlap 
October 6                    Mandi Arthur 
October 7                    Kat BarronMiller 
October 12                  Wendy Arnburg 
October 16                  Mike Svien 
October 21                  Nancy Wirsig McClure 
November 17              Brian Weigel 
November 21              Scott Koslow 
November 23              Rachelle Hrubetz  
December 1                Dee Willis 
December 2                Martin McClure 
December 3                Bob Harper 
December 15              Jon Mohning 
December 21              Otto Seller 
December  28             Peg Brandt Zea 
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September 1, 1990     Tammy & Jon Mohning 
September 17, 1994   Brian Weigel & Susan  
                                    Stewart 
November 10, 1979    Greg & Sallie Abba 
November 21, 1983    Bob & Sheril Harper 
November 23, 1996    Scott & Wendy Arnburg 
December 28, 1979    Al Hohrmann & Diane 
                                    Dunlap 
December 29, 1977    Martin & Nancy Wirsig  
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SF author Poul Anderson passed away on Tuesday, 
August 1st, at the age of 74. Poul published his first 
story in 1947, and his various works have been in 

print ever since.  He was honored by the DMSFS af-
ter his passing . Mark Hagerman read one of Poul’s  
many stories in place of the discussion group. The 
very attentive audience of around 20 people chuck-
led, smiled and enjoyed with bitter sweetness the 

work of Poul Anderson.  He will be greatly missed. ''' '� ���

On July 28, 2001  Michael Anderson and Candace Van Hou-
weling were married in Dallas Center, IA.  The guests in-
cluded a large number of the Des Moines fhannish commu-
nity.  The wedding was beautiful and the party afterwards, at 
the new house that they just bought, was most excellent.  The 
bride wore a lovely long-sleeved Victorian-style wedding 
gown with a fingertip veil.  The gentlemen wore black tail 
tuxedoes with a beige paisley print vest.  The bridesmaids 
wore peach gowns with empire-waists.  The mother of the 
bride wore a lovely pink suit dress, and the mother of the 
groom wore a pastel turquoise suit dress.  The groom was 
prevented at the last minute from wearing tan argyle socks by 
his bride.  Many thanks to his new father-in-law who kindly 
lent him a pair of black socks.  
 

The reception immediately following the service featured a 
tasty tiered cake decorated with pale pink and pale peach 
roses.  Also of note in the food department were lovely 
molded mints which were made by the bride.  
 

After the cake and punch reception, the guests traveled to the 
couple's new home in St. Charles, IA, where a lovely supper 
of turkey, ham and summer sausage sandwiches, and baked 
beans was served. The dance featured a mix that was heavy 
on country and western but also included some vintage Meat-
loaf and top 40 music. A special feature of the dance was a 
return performance of the Gaagh Girls (think Spice Girls with 
beards), last seen at DemiCon two years ago. The guests all 
enjoyed the event except for one guest who attempted to park 
his rather large vehicle in the culvert that is on either side of 
the driveway. As a result, the honored guests of the evening 
included a AAA tow truck driver who defied gravity and the 
laws of physics to get the poor city-boy's car out of the deep 
country ditch that all of the rest of us had enough sense not to 
back into.  

 

��������	��
������������	��
������������	��
������������	��
����� ���


�������������

�������������

�������������

�������������� ���

�������������
�
�����������������
�
�����������������
�
�����������������
�
����� ���
��
������
��
�����
������
��
�����
������
��
�����
������
��
������
������ ���
���������
���������
������  

 



3) Museum and tour/ride: This was the only area that required 
an admission fee. Once inside the gate, visitors were treated to 
a rather lovely 24th century "museum," which chronicled the 
history of human space travel from the early satellites through 
the ill-fated journey of the Federation's "Voyager" spacecraft. 
The entire concept of the museum area was executed as if visi-
tors were themselves denizens of the 24th century; the details 
of the various Trek stories were all presented in the past tense. 
This approach imbued the museum area with a very interesting, 
even authentic, flavor. The disappointing "down side" to this 
style of presentation was that it wasn't clear whether the 
"artifacts" on display were actual props and costumes from the 
shows, or simply excellent reproductions. A little background on 
the "real" story behind some of these items would have been 
nice. 
 

The tour and ride was a bit of a letdown after the Promenade 
experience, in that the actors here   didn't seem as 
"comfortable" in their roles as those wandering around the 
crowds in the shops and restaurant. Nevertheless, there were some fun and surprising elements to experience. Visitors 
are "beamed" aboard the Enterprise-D, then led through various corridors to the Bridge, where everyone receives an on-
screen briefing by Commander Riker and Geordi LaForge. Afterwards, accompanied by a Vulcan crewman, the group is 
shuffled into a turbolift and taken to the lower-deck corridors, where they are escorted to a shuttlecraft waiting to return 
everyone home. Of course, all of this takes place during a renegade Klingon attack, so there's a little bit more to this 
"walk through" than a simple stroll down the hallways. The shuttlecraft portion of the attraction is the usual simulator-type 
ride, but is well done nonetheless. 
 

I'm hesitant to give too many more details, in order to avoid spoiling any surprises for readers who may actually have a 
chance to visit "Star Trek: The Experience" someday. I will offer my opinion that the scenario that underlies the tour/ride 
portion of the attraction is somewhat uncomfortably contrived. But overall, I'd rate the entire museum/tour/ride as being 
worth the price of admission. 
 

At the very least, if you're ever in the neighborhood of the Las Vegas Hilton, take a moment to stop by Quark's and order 
a Bolean Sunset -- and raise a toast to Gene and all the other folks who've made it possible for all of us to have so much 
fun over the years! 

was interesting to look down and see the floor way below my feet. I accidentally flew 
outside through a window, but I couldn’t fly back inside through the windows.  So I spent 
some time hovering over the cathedral before Laura reset the chamber for the fire caves 
world. 
     

The fire caves had flaming pots and lava rivers.  It reminded me of the second Indian 
Jones movie.  One cave area had a very large dinosaur-like skeleton near the ceiling.  I 
jumped down to a lower cave level to explore some skulls and rocks.  Later when I was 
flying back up, I looked down and saw an Aztec calendar below my feet.  Laura said this 
world had all sorts of things like this and you could spend hours exploring the caves. 
 

The last world I explored was a three-dimensional Escher construct.  Escher is known for his  
drawings that seem to defy dimensions, and this was a huge gyroscope inside a very large castle.   
The simulated grinding noise seemed to come from everywhere.  Laura had me deliberately run into a wall.  When I did 
this, the simulation shifted and the wall now became the floor and what was the floor now was a wall.  Now I knew how 
astronauts felt when “up and down” change in the weightlessness of space.  I zoomed around in this simulation (full 
360-degree flight mode) for a little while before we wrapped up my experience with Iowa State’s own  holodeck! 
 

Laura said her dissertation should be published this December.  I’m curious about what all the results will show from 
her virtual reality experiment. Beside myself, other DMSFS members participating in this experiment were Les Roth, 

Mandi Arthur, Rachelle Hrubetz, and Paul Clites.   
 

Iowa State’s virtual reality system has a website: www.vrac.iastate.edu  Check it out. ��� �� ���
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Picture of Replicator over run with Tribbles 
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As we head into Fall the fast pace of Sum-
mer starts to slow down and we pause . . . for 
about a second.  A person would think that 
the DMSFS members would sit back and rest.  
But that’s not happening.  Take a look as see 
what the members of the group are up too. 
 
Sarah Macht has been busy performing with 
"Brigit's Fire, Traditional Tales and Tunes." She  ac-
companies Maureen Korte, a professional storyteller 
that tells Celtic tales and historic legends,  on her harp 
and tell the history of bards and harping. They've been 
at Living History Farms, Borders, the State Fair, Salis-
bury House, the Salisbury Fair and different libraries.  
March is their  busiest time but they also do Hallow-
een and Christmas programs. She has also been per-
forming with Phil and Dean, at the "Knotty Dog" 
They do Celtic, folk and of course, hippy stuff.  
 
Illinois will never be the same with the Trans Iowa 
Canal Company taking the stage this October at       
Archon 25.  Come and see TICC entertain a whole 
new audience on Saturday, October 6, 2001 at 3 p.m. 
at   Collinsville, IL .  Those performing are: Greg & 
Sallie Abba, Mandi Arthur, Alan Guile, Rachelle 
Hrubetz, Rick Lancaster, Josh Moore (sound person),  
Leslie Roth, and Joe Struss.    
 
DemiCon the 13th website is almost up and running.  
Check out www.demicon.org  for the new site starting 
September 17, 2001, 
 
The DemiCon 14 Concom has been 
chosen at the last meeting of Au-
gust.  The lucky (more like insane) 
individuals were Leslie Roth, 
Rachelle Hrubetz and Mandi Arthur. 
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I was delightfully surprised while perusing the September/
October 2001 issue of "Archaeology" magazine.  As I 
wandered through the book reviews, I turned the page and 
was confronted by a three quarter size reproduction of Im-
age Comics "Age of Bronze" special issue number 1 in full 
color. The accompanying article by John G. Younger, pro-
fessor of archaeology at Duke university, was titled " Hop-
pin' Hittites, Hector! A comic book series revisits the Tro-
jan War." I was immediately reminded of the Gold Key 
Classics of my childhood. 
 

Archaeology magazine devoted nearly three pages to this 
comic book series which is to complete in 2008 with 50 
issues. They published not only the full color cover but 
also an example of black and white panel art. The article 
gives a glowing review to the artwork and the extensive 
bibliography of the first nine issues in this series published 
as the graphic novel "The Age of Bronze: A Thousand 
Ships" by Eric Shanower. The artistic style is described as  
sophisticated", and the word "impeccable" is used to de-
scribe the accurate portrayal of existing archeological 
sites. The reviewer goes on to say the comic books are "...
based solidly on linguistic, geographic, historical and ar-
chaeological evidence." And concludes that these comic 
books will "...become a staple in many college courses." 
 

Heaps of praise from academia in an area related to fhan-
dom! What could be better? 

Science Fiction and Fantasy shows up in 
the most unexpected places.  In this new 

area of the Paradox  we will see some of 
these unexpected surprises.  If you think that 

you have experienced an SF Sighting please 
send an account of the encounter to my email  
pardoxwrangler@dmsfs.org .  Here is one such 
experience but there are more out there. 
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If you need to contact the Des Moines 
Science Fiction Society for any reason, 
including subscription to this newslet-
ter and submission of newsletter arti-
cles or information, you may do so via 
any of the following methods: 

The Des Moines Science Fiction Society, Ltd. 
P.O. Box 7572 
Des Moines, IA. 50322-7572 
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������� The Des Moines Science Fiction  
                               Society, Ltd. 
                               P.O. Box 7572 
                               Des Moines, IA. 50322-7572 
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�� �������� paradoxwrangler@dmsfs.org 
                               (Subject: For Paradox) 
 
 !���/������������� www.dmsfs.org 
                               www.demicon.org  
 
 !�%������ �������� (515) 830-1305 
                               (Voice mail checked daily)  


