
        
            
                
            
        

    

  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
        [image: ]
      
    


  
      
    


  
      
    


  
      
    


  
      
    


  
      
    



  

      Table Of Contents
    


  
      
    


  
      
        Table Of Contents
      
    


  
      
        Introduction
      
    


  
      2019
    


  
      
        AUG02: Was The Nintendo Logo A Font?
      
    


  
      
        AUG12: Carmen Sandiego By Bill Sienkiewicz
      
    


  
      
        AUG15: Who Was The Original Carmen?
      
    


  
      
        AUG16: Kate-rospective
      
    


  
      
        AUG16: X-Men Arcade / Pryde Of The X-Men
      
    


  
      
        AUG16: Earliest Boost Pad In Racing Games
      
    


  
      
        AUG21: Carmen’s Original Outfit
      
    


  
      
        AUG26: Prodigy’s Lost Carmen Sandiego Game
      
    


  
      
        AUG26: Who In The World Is Carmen Sandiego?
      
    


  
      
        AUG27: Carmen Magazine Ads
      
    


  
      
        SEP03: Why Sonic Had Two Cartoons At The Same Time
      
    


  
      
        SEP05: How Broderbund Was Killed By A Reality TV Star
      
    


  
      
        SEP09: The Most Important Game You’ve Never Heard Of
      
    


  
      
        SEP23: Early Kart Racers On Mobile
      
    


  
      
        SEP24: The Forgotten Sequels To Atari Karts
      
    


  
      
        OCT14: The Spooky Legend Of The Beat ‘Em Up “Curse”
      
    


  
      
        OCT14: Nintendo’s Lost Erotic Game
      
    


  
      
        OCT15: What Bothered Me About The Real Ghostbusters
      
    


  
      
        OCT16: Nintendo’s Unused Trademarks
      
    


  
      
        OCT23: Halloween Before Trick-Or-Treating Existed
      
    


  
      
        OCT28: What Happened To Cheap Plastic Halloween Costumes?
      
    


  
      
        OCT31: How An Error Gave “Romero Zombies” Their Name
      
    


  
      
        NOV10: There’s Nothing Special About Comic Sans
      
    


  
      
        NOV15: The Changing Byline Of Carmen Sandiego
      
    


  
      
        NOV19: Judex Vs. The Shadow
      
    


  
      
        NOV23: Judex Vs. Zorro
      
    


  
      
        NOV25: The Forgotten Origin Of Superheroes
      
    


  
      
        DEC02: Comics Vs. Inflation
      
    


  
      
        DEC02: Video Games Vs. Inflation
      
    


  
      
        DEC28: Vintage Reactions To Return Of The Jedi
      
    


  
      2020
    


  
      
        JAN17: First Cabinet Art For A Video Arcade Game
      
    


  
      
        JAN27: First Cover Art For An Individually-Packaged Game
      
    


  
      
        FEB02: Carmen Co-Creator Lauren Elliot’s Broderbund Memories
      
    


  
      
        FEB17: The First Easter Egg Wasn’t In A Video Game
      
    


  
      
        FEB27: Words That Became The Opposite Of What They Meant
      
    


  
      
        MAR28: Grill-Off WIth Ultra Hand!
      
    


  
      
        APR01: Unexpected Mini Consoles
      
    


  
      
        APR11: How We Read Images
      
    


  
      
        APR23: “Deleted Scenes” From My Carmen Infographic
      
    


  
      
        APR26: A Small Preview Of My Research On Metroid
      
    


  
      
        APR27: A Small Preview Of My Research On The First Carmen
      
    


  
      
        MAY06: What Made Little Richard Hard Rock
      
    


  
      
        MAY09: Thinking Out Loud About Game Trailers
      
    


  
      
        MAY17: First Arcade Game To Mount Its Monitor Vertically?
      
    


  
      
        MAY17: What’s A 2nd Party Game?
      
    


  
      
        MAY22: What’s A 2nd Person Game?
      
    


  
      
        MAY24: The Etymology Of “Game Mechanics”
      
    


  
      
        MAY25: The Etymology Of “Board Game”
      
    


  
      
        JUN10: How I’d Handle Problematic But Important Films
      
    


  
      
        JUN19: Was Pauline Nintendo’s First Playable Female Protag?
      
    


  
      
        JUN20: (Part 1) The Boomer/Millennial Feud Is A Distraction
      
    


  
      
        JUN21: (Part 2) Billionaires Use Money Like A Leaderboard
      
    


  
      
        JUN29: Recreating The Font Used In DEC’s GT40
      
    


  
      
        JUL08: (Part 1) Sega’s Logo Comes In Two Flavors
      
    


  
      
        JUL08: (Part 2) Sega’s Logo Was A Font
      
    


  
      
        JUL15: The Unappreciated Heroine Of City Connection
      
    


  
      
        JUL16: More Arcade Heroines Been Done Wrong
      
    


  
      
        JUL31: The Battletoads Lie
      
    


  
      
        SEP15: Super Mario’s US Release Date Confusion
      
    


  
      
        SEP23: The Mario Popeye Connection
      
    


  



      Introduction
    


  
      
    


  
      Two years ago this August, I was preparing to give up.
    


  
      
    


  
      I’d been
       writing professionally about geek history since 2013, largely in the form of viral infographics. When I say “viral,” I don’t mean in the aspirational sense. I mean in the front-page-of-Reddit, linked-on-various-news-blogs sense. 
    


  
      
    


  
      My history-based art and infographics appeared on Buzzfeed, Mashable, AV Club, Kotaku, Fast Company, and more. At one point TIME.com contacted me to ask if I’d update one of my infographics for them. It was a brief but amazing time. I was doing something I enjoyed that used a wide variety of my knowledge and skills, and it paid well.
    


  
      
    


  
      I could write an entire chapter or two about how this opportunity came to be and how it ended, but in short, too many companies started doing too many poor quality infographics. The news blogs got tired of sifting through them, and the larger subreddits started cracking down on them.
    


  
      
    


  
      But video essays about geek history seemed to be doing well. And rather than being company-funded, many of these productions were crowd-funded, sometimes in combination with sponsorship. If I wanted to continue to present my research in a heavily visual manner, this seemed like the way to go.
    


  
      
    


  
      I’d actually been thinking about doing video essays as far back as 2012, and I’d been gradually building up a queue of research topics I was saving for video. I was convinced that if I launched with strong enough topics, the videos would go viral just like the infographics did.
    


  
      
    


  
      And if I’d started making videos in 2013, when there wasn’t as much competition, that might’ve been true. But it took me several years to afford the equipment I needed, and then I had to face a number of personal obstacles. I could write another chapter on this, but the shortest version boils down to two key issues:
    


  
      
    


  

    	
        
          Every year I was becoming more and more fatigued. I had less energy after work to devote to personal projects, and eventually I had less energy for work in general. This year I finally had a sleep study done, and discovered restless legs had been interfering with my sleep. I’m doing better now, but there are still occasionally days that are a struggle.
          

        
      


    	
        Narration is a key component of video essays, and recording audio is a struggle for me because I’m trans. As much as people hate listening back to their own voice, it’s compounded for me. I’ve since developed some coping mechanisms, but it still requires a great deal of emotional energy.
      


  


  
      
    


  
      Videos were something I needed to do, but it seemed like the only way I’d have the energy is if I committed to it full-time. So I quit my job, cashed out my 401K, and lived off of savings for a year. But due to everything I was dealing with, I was still only able to produce one video that year. And it wasn’t even particularly good. 
    


  
      
    


  
      I could write an entire chapter about everything I did wrong, but at the time I was crushed by the small response. I was fantasizing that this video would blow up the internet and get me fully funded, but now I was nearly out of money and needed to start job searching.
    


  
      
    


  
      What frustrated me most was the struggle to build an audience. Despite how widely-seen my infographics were, nobody knew who I was. How did other content creators do it? My one success was Tumbler in 2013-14, where I quickly gained 1,500 followers from the infographics. But growth quickly petered out.
    


  
      
    


  
      I had even less luck on Twitter. Between 2013 and 2018, I gained on average 100 followers a year on Twitter. Right before I released my first video, I’d only just hit 500 followers. A year later I jumped to 800 after being signal boosted by a few large accounts, but otherwise my tweets still average zero likes. I was convinced the algorithm was hiding my tweets from people. Clearly people enjoy my work when they can actually see it, but it was such a struggle to be seen. I was tired.
    


  
      
    


  
      So two years ago this August, I was preparing to give up. But I didn’t want all my research to just go to waste. I needed to figure out a way to get it out there quickly, and with the least amount of effort. Obviously, the most efficient way to dump so much info would be Twitter threads. So that’s what I started to do, two years ago this August.
    


  
      
    


  
      And that’s when the funniest thing happened. The threads started going viral.
    


  
      
    


  
      Today I’m at 2,350 followers, almost three times the number of followers I had in 2019. I’ve also figured out how to produce videos at a faster pace than one per year, and my Youtube channel is nearing 1,500 subscribers. It’s still not enough to make a career out of, but it gives me a sliver of hope that it might still be possible. 
    


  
      
    


  
      Earlier this year, people started asking me if I ever planned to preserve the threads in a slightly more permanent format, like maybe a book? The thought had never occurred to me. Although I no longer dump info just for the sake of dumping, I mostly use threads now as a way to “workshop” ideas.
    


  
      
    


  
      But if there’s interest, who am I to judge? Some of the research is already outdated, but maybe the real purpose of 
      Critical Kate’s Thrilling Threads
       is to document a specific moment in time.
    


  
      
        

        

        If you like what you read, you can follow me on Twitter: 
      
      
        @katewillaert
      
    


  
      
    


  
      If you don't want to miss a video, article, or thrilling thread, you can join my newsletter:
      
 
      
        https://criticalkate.substack.com
      
    


  
      
    


  
      
        And you’d like to support my continued research, you can donate to my Patreon:
        

      
      
        www.patreon.com/acriticalhit
      
      

      
  
      
    

    
  
      
    

    
  
      
    

      
  
      —Kate Willært, July 2021
    
   

  

      AUG02: Was The Nintendo Logo A Font?
    


  
      
    


  
      Do you know anyone with knowledge of or access to Japanese fonts with Roman letters? Or even better, someone with knowledge of Japanese typography? Maybe you can help me solve a mystery:
    


  
      
    


  
      I believe the Nintendo logo was based on a typestyle from the 60s.
    


  
      
    


  
      
        [image: ]

    


  
 
      Ultra thick-and-thin type was pretty popular in the 60s, in both the US and Japan…
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      There were a number of typesets in this style, in different weights, many of them undigitized…
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      When the familiar Nintendo logo first appeared in 1967, it was different [from the final version]. Letters like the “o” were kind of flat on top and bottom, and the inner spaces were thinner. I think it was based on an existing typestyle.
    


  
      
    


  
      The final logo might also be a typestyle, or just inspired by.
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      But the big difference between US type and the Nintendo logo is the capital N. Notice how the vertical lines are thick and the diagonal is thin. In the US it’s always the opposite.
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      I’m starting to think this is pretty common in Japan. Check out this slide from a modern Konami thing. The N in “WEC LE MANS” is like the Nintendo logo! There’s a similar font that was used in the menus in Super Smash Bros games.
    


  
      
    


  
      
        [image: ]

    


  

      But the Smash Bros font clearly isn’t the Nintendo font, because the “t” and “i” and “a” don’t match.
    


  
      
    


  
      But does such a font exist? Or did it once, and was never digitized? Will we ever find it?
    


  
      
    


  
      BTW, before the oval was standard, there were a few instances that show additional letters. I think "Co., Ltd." could've come from the same letter set, but I'm slightly skeptical of "of America, Inc." The "r" doesn't look quite right.
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      AUG12: Carmen Sandiego By Bill Sienkiewicz
    


  
      
    


  
      While doing research for a series on the history of @CarmenSandiego, I found these character designs for the '90s cartoon by @sinKEVitch buried on an old DVD collection! 
    


  
      
    


  
      
        [image: ]

    


  

      Chief experienced the most dramatic changes. I'm not sure if later revisions are @sinKEVitch working in a different style? His initial Chief is very *cool,* but there's a note here that they wanted "warmer, funnier...not sinister."
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      I'm also pretty sure Bill Sienkiewicz also illustrated the logo. I mean, just look at the lines on her coat, or those curls in her hair…
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      2021 Commentary: This thread was later turned into 
      
        a proper article
      
       which continues to be updated with new images.
    


  
      
    


  

      AUG15: Who Was The Original Carmen?
    


  
      
    


  
      While we're talking Carmen Sandiego, you want to know one of my bigger unsolved mystery?
    


  
      
    


  
      Who is the woman on this cover? I know who portrayed Carmen *inside* the manual, but a former Broderbund employee says the cover was a stock photo.
    


  
      
    


  
      How do you track a stock photo from 1985?
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      2021 Commentary: Recently I tracked down the graphic designer, who confirmed it wasn’t a stock photo. He recalls being present at the shoot, but neither he nor the photographer remember the model’s name.
    


  
      
    


  

      AUG16: Kate-rospective
    


  
      
    


  
      I've gained a ton of new followers this year, so it's probably a good time to tell you a little about myself, and how you've probably seen my work and didn't realize it was me.
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      Five years ago I was working at FUN.com as a web designer. If you've ever bought your costume from HalloweenCostumes.com, I helped with that site. 
    


  
      
    


  
      But I also researched the history of popular characters, and illustrated them as infographics.
    


  
      
    


  
      
        [image: ]

    


  

      These things showed up everywhere! Time.com, Kotaku, AV Club, Fast Co, Nerdist, The Mary Sue, etc.
    


  
      
    


  
      2014 was the peak, where I really cranked them out, but I think the quality improved in these later ones.
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      From 2014 onward I also did charts, mash-ups, and before-and-afters where I drew over movie posters in a vintage style. Apparently I did such a good job that some people mistakenly believed the posters were mimicking old panels!
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      2014 was also the year I first started writing for @comicsbeat. My column, "By Its Cover," is/was an on-again off-again round-up / celebration / critique of comic cover design whenever I have time and energy.
    


  
      
    


  
      The hardest part is finding time to do art for myself. Maybe you've seen this Adventure Time x Twin Peaks mash-up I did in 2014?
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      Sadly, branded infographics aren't so popular anymore. Entertainment news blogs used to love them because it was good easy content, but they've been bombarded by so many poor quality ones that many bloggers won't even open an email with "infographic" in the subject.
    


  
      
    


  
      I quit to pursue my own Patreon-funded research projects. But it's gotten off to a rocky start because, as it turns out, not many people know I exist! 
    


  
      
    


  
      So I'm looking for a new day job, but I'm still committed to research, which you can support 
      
        here
      
      .
    


  
      
    


  
      
        [image: ]

    


  

      I post interesting history tidbits here on Twitter, and longer pieces on 
      
        my site
      
      . 
    


  
      
    


  
      I also write a series for 
      
        gamehistory.org
      
    


  
      
    


  
      And if you like both comics and games, you should check out 
      
        this short Kirby comic
      
      .
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      AUG16: X-Men Arcade / Pryde Of The X-Men
    


  
      
    


  
      How many of you have ever noticed that Konami's arcade X-Men (1992) uses the same line-up and character designs as the failed pilot Pryde Of The X-Men (1989)?
    


  
      
    


  
      When I first noticed it a decade ago, my questions were: "Why? How?" I still have no answers.
    


  
      
    


  
      
        [image: ]

    


  

      For those of you who aren't X-Men X-perts, this particular line-up never existed in the comics. So:
    


  
      
    


  
      - Did Konami finish this game, shelve it, then release it to tie in with the '92 Fox Cartoon?
    


  
      
    


  
      - Or did Konami license it in '92, but Marvel sent them  wrong character sheets?
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      Bonus question: Was the 1991 Toy Biz X-Men line an attempt to salvage molds created for the cancelled cartoon, or is it just a coincidence that it's the same line-up (albeit with Dazzler replaced by Archangel)?
    


  
      
    


  
      Was Storm originally sculpted in her cartoon/arcade costume?
    


  
      
    


  
      
        [image: ]

    


  

      If Konami did buy in on the pilot, they weren't the only ones. Paragon and LJN both released tie-in games in 1990. 
    


  
      
    


  
      At least, I'm assuming LJN was a tie-in that they later tweaked, like replacing one of the "icky girls" with Iceman. But why mohawk Storm? A fan on the dev team?
    


  
      
    


  
      
        [image: ]

    


  

      But also:
    


  
      
    


  
      Was Jim Lee's headband-and-jacket Rogue design inspired (consciously or subconsciously) by Pryde's Dazzler...?
    


  
      
    


  

      AUG16: Earliest Boost Pad In Racing Games
    


  
      
    


  
      You approach a set of arrows on the track. You instinctively know it's going to give you a speed boost. How do you know this? And where did it start?
    


  
      
    


  
      Certainly not Excitebike. The arrows in that are a "cool zone" that cools down your engine.
    


  
      
    


  
      
        [image: ]

    


  

      I think Rare invented them. The earliest ones I can find are in Rare's RC Pro-Am, where they call them "zippers." And when Mario Kart adopted them, they called them "zippers."
    


  
      
    


  
      But where did the idea come from? And why "zippers"? Maybe @InTimsWorld can tell us?
    


  
      
    


  
      
        [image: ]

    


  

      RC Pro-Am was also the first power-up racer, predating Super Mario Kart. The power-ups might not have been hidden in boxes, but it was the first racing game to include them as a way to slow down your opponents (missile=shell, mine=banana, rollbars=star).
    


  
      
    


  

      AUG21: Carmen’s Original Outfit
    


  
      
    


  
      Last week I asked a question about the cover of the original Where In The World Is Carmen Sandiego, but do you remember what she was wearing?
    


  
      
    


  
      Most of you are thinking "a red hat and trench coat, that's what she always wears."
    


  
      
    


  
      You'd be wrong.
    


  
      
    


  
      She wore a black hat and a fur coat.
    


  
      
    


  
      Then she wore a black hat and black coat with fur collar, over a red dress. Then she wore a dark green hat and dark green coat with fur collar. Then she wore a black hat and red coat with fur collar…
    


  
      
    


  
      
        [image: ]

    


  

      Even some of the people I interviewed who worked on the games couldn't remember that she wore anything different until I pointed it out. That's how powerful an iconic look can become. It can magically override your memory.
    


  
      
    


  
      
        [image: ]

    


  

      I'm almost convinced you could show these images to anyone who's already familiar with the character, [then] hide the image and say "what was she wearing?" and they'll still answer "uh, red hat and red coat?"
    


  
      
    


  
      
        [image: ]

    


  

      AUG26: Prodigy’s Lost Carmen Sandiego Game
    


  
      
    


  
      I want to tell you about a lost Carmen Sandiego game.
    


  
      
    


  
      "Where" was remade as a Facebook game in 2011, and was removed after a year. All we have left is 
      
        this demo video
      
      . 
    


  
      
    


  
      But there was another lost web-service game. And it appeared 23 YEARS EARLIER.
    


  
      
    


  
      
        [image: ]

    


  

      Prodigy was a gated internet service like AOL and CompuServe. When it launched in 1988, one of its built-in games was a special version of Where In The World Is Carmen Sandiego -- updated weekly.
    


  
      
    


  
      
        [image: ]

    


  

      The only reason we have these muddy screenshots is because they appeared in books or magazines talking about the service, and Carmen was one of their jewels.
    


  
      
    


  
      Luckily, one hi-res image does exist, thanks to @benjedwards. Read his article on Prodigy 
      
        here
      
      . 
    


  
      
    


  
      
        [image: ]

    


  

      You can find a wealth of Prodigy images on 
      
        Benj's Flicker
      
      .
    


  
      
    


  
      But sadly, only the one Carmen image.
    


  
      
    


  
      Tho if you have an old computer in storage that was once connected to Prodigy, screens can still be found cached in STAGE.DAT!
    


  
      
    


  
      What I'd really like to see is images of the game-in-progress, to see how the UI compared to the normal disk games at the time. 
    


  
      
    


  
      So far I've found two, via a 1995 book called Why Go Online, but they're black and white.
    


  
      
    


  
      
        [image: ]

    


  

      Also, these are from 1995 vs. the earlier ones from 1988. I think the one [above] is just an updated version of the home screen. The Carmen-in-circle logo being imitated here was first created in 1990, so that wasn't originally there.
    


  
      
    


  
      
        [image: ]

    


  

      AUG26: Who In The World Is Carmen Sandiego?
    


  
      
    


  
      Using those Prodigy screen dumps and a period-accurate palette, I attempted to recreate the blurry color-shifted dossier from the lost Carmen game.
    


  
      
    


  
      
        [image: ]

    


  

      The Mac version of World was the first to include in-game dossiers like this. Except...it was released so close to this game, I'm not sure which one actually came first?
    


  
      
    


  
      
        [image: ]

    


  

      Both illustrations are based on a photograph from the original manual. 
    


  
      
    


  
      The Mac version uses an abbreviated version of the same fact sheet, but for some reason Prodigy changed it up. Croquet instead of Tennis? Etc.
    


  
      
    


  
      
        [image: ]

    


  

      These dossiers helped you get a Warrant to arrest the crook. 
    


  
      
    


  
      Thing is, Carmen was in every game, so they'd include some new facts each time. If we put them all together, maybe we finally answer the question all the people want to know?
    


  
      
    


  
      Who in the world was OG Carmen Sandiego?
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      Carmen has two brown eyes. Her hobbies are tennis and gambling. Her hair color is auburn, reddish-brown, brown, black, or raven.
    


  
      
    


  
      She loves expensive cars with leather interiors, especially a 1939 Packard convertible. She also loves coyotes.
    


  
      
    


  
      She has a great fondness for tacos, and was last seen dining in Huevos Rancheros at the infamous Casa Blanca.
    


  
      
    


  
      Her favorite astronaut is Nicholas Copernicus.
    


  
      
    


  
      She loves musicals and biographies. Her favorite author is Ursula Le Guin. The last book she read was "The Idiot."
    


  
      
    


  
      She was a former spy for the Intelligence Service of Monaco, where she posed as a tennis pro. She always wears a ruby necklace.
    


  
      
    


  
      She's a double/triple/quadruple agent for so many countries that even she doesn't know which side she's on.
    


  
      
    


  
      And her inner circle knows her as "Buffy."
    


  
      
    


  
      I bet you feel like you know her even less now.
    


  
      
    


  
      Also, according to her first in-game appearance in "USA" (you technically never *saw* her in "World"), her real hair color might actually be white...
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      AUG27: Carmen Magazine Ads
    


  
      
    


  
      Apparently USA was the only Carmen game of the first four that didn't get to star in its own ad.
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      Here's a trilogy and quadrilogy ad for good measure. 
    


  
      
    


  
      Either they stopped making ads for these games after Time, or I just don't know where to find them.
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      Nobody is going to notice this but me, but the box for USA in that earlier ad is a pre-release mock-up that's using the wrong title font.
    


  
      
    


  
      
        [image: ]

    


  

      SEP03: Why Sonic Had Two Cartoons At The Same Time
    


  
      
    


  
      Why were there two different Sonic cartoons by DiC airing within the same period?
    


  
      
    


  
      I recently spoke with DiC Exec VP Robby London about Carmen Sandiego, but I couldn't resist asking him this unrelated question.
    


  
      
    


  
      He told me the internet has it all wrong. Here's the REAL reason.
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      If you look at the episode list for The Real Ghostbusters, you'll notice two separate season 2s: one for the network, and one for syndication. 
    


  
      
    


  
      (Incidentally, Robby London is maybe the only person who can say he worked on both Filmation Ghostbusters and The Real Ghostbusters.)
    


  
      
    


  
      
        [image: ]

    


  

      DiC wanted to do this split again with Sonic SatAM, but this time ABC wanted the exclusive. 
    


  
      
    


  
      So DiC asked if they could do separate series with a different title and a completely different tone, and ABC agreed to this arrangement. And there you have it!
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      SEP05: How Broderbund Was Killed By A Reality TV Star
    


  
      
    


  
      Carmen Sandiego had an amazing decade in the '90s...and then she was gone. Have you ever wondered what happened?
    


  
      
    


  
      Turns out it involved Kevin O'Leary aka Canada's Trump, and the ad pictured below.
    


  
      
    


  
      I can explain.
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      The internet changed the way people used computers in the 90s, no longer limited to just running software.
    


  
      
    


  
      Kevin O'Leary started a company called SoftKey which sold software that was cheap in both price and quality. Companies that were hurt by the lowered prices got gobbled up.
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      Carmen Sandiego was published by Broderbund, which was doing so well in 1995 that they decided to acquire The Learning Company.
    


  
      
    


  
      But Softkey had set its sights on edutainment. Right after buying MECC (The Oregon Trail), they swooped in with a hostile takeover of TLC.
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      SoftKey changed their name to The Learning Company, a monster wearing its victim's face like The Thing, and it wanted Broderbund next. But Broderbund had a secret:
    


  
      
    


  
      They weren't really a game company. They were a productivity software company that happened to publish games.
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      Broderbund's crown jewel was Print Shop. Unfortunately, SoftKey figured this out and acquired Mindscape, publisher of Printmaster. 
    


  
      
    


  
      Throughout 1998, Printmaster's rebate increased and its price dropped, until it was eventually being offered for FREE.
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      Broderbund lost, and was gobbled up by Thing!TLC. 
    


  
      
    


  
      TLC downsized the staff, then turned around and sold themselves to Mattel for an outrageous amount.
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      But Mattel didn't realize they'd just bought a hollowed-out husk. TLC was losing so much money for the company that, within a year, Mattel's CEO resigned. 
    


  
      
    


  
      As the 2000s began, TLC (and Carmen Sandiego) was sold to a holding company at a significant loss.
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      The PBS and FOX shows had already run their course by 1998. Carmen Sandiego had one last PC game in 2001, and then nothing but obscure licensed-out failures for an entire decade.
    


  
      
    


  
      A businessman who profits from destroying companies, becomes a reality TV star, and runs for politics. Where does that sound familiar...?
    


  
      
    


  

      SEP09: The Most Important Game You’ve Never Heard Of
    


  
      
    


  
      Did you know the first computer game with a narrative doesn't have its own Wikipedia entry?
    


  
      
    


  
      Did you know the first writer of a narrative in a computer game was a woman?
    


  
      
    


  
      Let me tell you about The Sumerian Game.
    


  
      
    


  
      (Thanks @frankcifaldi for finding and scanning this pic.)
    


  
      
    


  
      
        [image: ]

    


  

      Like the original version of The Oregon Trail, it was played on a printer rather than a monitor. However, the computer was connected to a slide carousel, so there was also a visual component.
    


  
      
    


  
      At points there would be a break for tape audio with the slideshow. A cutscene...!
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      The game was a collaboration between IBM and a 4th grade teacher named Mabel Addis, who enjoyed writing plays for her students. She wrote and conducted the project, revising the script each summer between 1962-1967.
    


  
      
    


  
      (This photo is from 1984.)
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      Management games were created in the late '50s, but were for adults. This combined resource management and history aimed at kids, making it maybe the first edutainment game?
    


  
      
    


  
      And it didn't just use the computer as a glorified calculator. Addis added character:
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      The legacy of this game was carried on in a strange game of telephone.
    


  
      
    


  
      Doug Dyment told me he created King Of Sumeria for DEC when a student described Sumerian Game to him after a lecture he gave at a university. 
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      David H. Ahl saw it while working at DEC and looking for good demonstration programs. Later, he converted it to BASIC (and added some narrative flavor back in) and included it in his million-seller Basic Computer Games as Hammurabi.
    


  
      
    


  
      But Hammurabi isn't quite the same game. IBM's was far more advanced, from what little we can see from old print-outs.
    


  
      
    


  
      Interestingly, Ahl's "I beg to report" seems very similar to Addis' "Sir, I am sorry to report." But when asked, Ahl had no idea a pre-DEC version existed.
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      2021 Commentary: This thread blew up in a way I wasn’t expecting, and I quickly turned into 
      
        a proper article
      
       so Wikipedia editors wouldn’t have to cite a Twitter thread! Some of this information is now outdated: a longer variation of Dyment’s version surfaced that does include the line “I beg to report,” directly connecting the IBM original to the BASIC version.
    


  
      
    


  

      SEP23: Early Kart Racers On Mobile
    


  
      
    


  
      Mario Kart Tour
       drops this Wednesday, but if you're like me, you're maybe one of the few people in the world wondering: "what was the FIRST power-up racer on a mobile device?" Apparently it goes as far back as those old Nokia phones.
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      Kart Racing first appeared in early 2002 on the Nokia 3510 (or 3590 in the US?). At this point Snake already head a sequel called Snake II. And hey look, there's a snake as one of your opponents. Were the other characters also references to Nokia games?
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      But within only a month or so, users of J2ME-capable phones got a game of their own. Moorhuhn the mascot of a popular series of German shooter games (typically localized Crazy Chicken).
    


  
      
    


  
      It spun-off into several racing games, starting with Moorhuhn Kart (localized Moorhen Kart).
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      The first game went with an overhead view similar to Rare's R.C. Pro-Am, the first power-up racing game. The following year's sequel Moorhuhn Kart 2004 (Moorhen Kart 2004) attempted a perspective closer to Super Mario Kart, but without the Mode 7.
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      A port of Nokia's Kart Racing was going to be a launch(ish) title for the N-Gage, but was never released. I can only guess it's because they saw Crash Nitro Kart on GBA, and perhaps asked for a port? 
    


  
      
    


  
      Either way, Crash brought 3D(ish) power-up racing to N-Gage and mobile in 2004.
    


  
      
    


  
      Power-up racing on mobile is just a small part of a larger project I've been working on about the history of power-up racing from the late 80s to today. 
    


  
      
    


  
      If you'd like to support my ongoing research, check out my 
      
        Patreon
      
      .
    


  
      
    


  
      
        2021 Commentary: Kart racers are one of my favorite genres, and I was hyped for the disappointment that was Mario Kart Tour. The history project was shelved when I realized there was more interest in another one of my projects — Video Dames — but I’ll return to it eventually.
        

        

        In a “lost” thread from this same week, I compared Mario Kart Tour to Apple Arcade’s Sonic Racing. The thread led to Polygon commissioning me to convert it into 
      
      
        a proper article
      
      , my first full-rate work for a news blog!
    


  
      
    


  

      SEP24: The Forgotten Sequels To Atari Karts
    


  
      
    


  
      I'm so hyped for #MarioKartWorldTour tomorrow, here's another thread about power-up racers!
    


  
      
    


  
      You've probably heard of Mario Kart clone Atari Karts for the Jaguar. But did you know it spawned no less than five spiritual sequels by five different publishers?
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      NUON was game console developed by some former Atari people as a spiritual successor to the Jaguar. It was a little like 3DO, in that it had several manufacturers. But it was marketed as a souped up (and priced up!) DVD player rather than as a game system.
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      Atari Karts dev Miracle Designs was brought in to give it a sort-of sequel, called Merlin Racing. This one was a Diddy Kong Kart clone with a similar in-world level select and multiple vehicle types: karts, boats, and hovercraft.
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      But there's a reason you haven't heard of NUON. Non-gamers didn't want to pay extra for a DVD player that would trick them into owning a game system. And PS2 was a much better deal for gamers.
    


  
      
    


  
      NUON didn't even have save file capability, so Merlin Racers used a password system.
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      The assets from Merlin Racing were reused in four budget sequels for PS1, each with a different single vehicle and new tracks. 
    


  
      
    


  
      Because of the multiple publishers (Midas and XS in EU, Mad Duck, XS and Telegames in US) it took awhile for people to realize they were all a series.
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      OCT14: The Spooky Legend Of The Beat ‘Em Up “Curse”
    


  
      
    


  
      Beat Em Ups get no respect. 
    


  
      
    


  
      Once one of the biggest genres (it's no coincidence that the first two video games made into movies were SMB and Double Dragon), they helped turn around the arcade industry when it was in a nosedive.
    


  
      
    


  
      Unfortunately, the genre is cursed. #SpookyStories
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      First, let's talk about the arcade crash. This was different from the console crash of '83, but happened around the same time. 
    


  
      
    


  
      Pac-Mania took the world by storm in 1980. Arcade owners thought the influx in quarters might be the new normal, but it was merely a bubble.
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      When the bubble burst, arcade owners had too much invested in expensive new games that suddenly weren't performing. The owners who survived became much more cautious, only going in on proven hits. But how do you prove a hit when no one is investing in the new machines?
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      Here's a chart I made (data source: Play Meter) to show you what happened. Pac-Mania peaked in 1981 and went into free fall. Some will tell you 1991's Street Fighter II turned things around, but that's ignoring an entire decade of hits. Most of them Beat Em Ups, the cursed genre.
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      First, let's talk about what happened in 1984. Two hits helped turn things around:
    


  
      
    


  
      1) Karate Champ was the first smash hit fighting game, inspiring a string of imitators. It was based on Champion Of Death, a movie starring Sonny Chiba (who later starred in The Street Fighter).
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      2) Kung Fu Master was the first smash hit beat em up, inspiring a string of imitators. It was based on Game Of Death, a famous unfinished film by Bruce Lee. 
    


  
      
    


  
      Bizarrely, developer IREM released it as Spartan X in Japan, to tie in with a newly released Jackie Chan film.
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      In the US, both smash hits were published by Data East. Data East wasn't previously considered one of the big players in the US, but when they followed these with Capcom's Commando, they were suddenly considered the big hit-maker everyone should watch.
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      Let's take another look at that sales chart. See that spike in 1988? That's Double Dragon.
    


  
      
    


  
      This 2P co-op was the biggest Beat Em Up yet. Creator Yoshihisa Kishimoto made the characters twin brothers because he didn't want players to fight over who got to play as Bruce Lee.
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      Double Dragon was developed by Technos (who also developed Karate Champ!). The arcade was published by Taito, and the popular NES port was published by Tradewest, who also helped develop the toys and cartoon.
    


  
      
    


  
      I'm throwing a lot of names at you, but this is relevant to the curse.
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<
      Bruce Lee fans have all heard about the family curse. Bruce's parents lost their first son, and according to tradition you should give your next son a feminine name to prevent the demon from taking them too. This is why he was originally named Sai-fon, "Small Phoenix."
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      Dragon: The Bruce Lee Story (1993) suggests that the demon continued to follow him, and may have led to his mysterious death. 
    


  
      
    


  
      It also suggested that the demon would begin following his son Brandon, which seemed silly...until Brandon died in a freak accident just before release.
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      But Bruce Lee also has this figurative son, in the form of an entire genre inspired by him.  
    


  
      
    


  
      IREM and Data East popularized the genre with Bruce Lee-inspired Kung Fu Master. 
    


  
      
    


  
      Technos, Taito, and Tradewest took things to the next level with Bruce Lee-inspired Double Dragon.
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      In 1996:
    


  
      
    


  
      - The original IREM published its final video game.
    


  
      - Data East USA closed.
    


  
      - Taito America closed.
    


  
      - Technos went bankrupt.
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      Two years earlier, the same year that Double Dragon bombed in theaters despite a shoestring budget of $7.8m (even SMB made $20m at the box office!)...
    


  
      
    


  
      ...Tradewest was absorbed into Williams and ceased to exist.
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      When polygon-based games became all the rage in 1996, Beat Em Ups couldn't seem to make the jump. They faded from being a monster hit genre to a tiny obscure genre.
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      Sometimes there are flashes of a comeback. 2007-2010 saw the console release of TMNT 1989, Castle Crashers, X-Men Arcade, and Scott Pilgrim.
    


  
      
    


  
      But by 2014, three out of four of those were delisted. 
    


  
      
    


  
      THE CURSE!
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      2021 Commentary: Scott Pilgrim was recently revived, and Battletoads and Streets Of Rage received sequels. Has the curse lapsed? There’s still no sign of classic games like TMNT 1989 or X-Men Arcade outside of physical mini-cabinets.   
    


  
      
    


  

      OCT14: Nintendo’s Lost Erotic Game
    


  
      
    


  
      Hello late night Twitter. You ever hear the one about Nintendo's unreleased erotic game?
    


  
      
    


  
      Fascination was a film projection game where you shot off a woman's clothing -- a la the music video for "Whip It" -- until she was nude. 
    


  
      
    


  
      A rare image appeared in The History Of Nintendo.
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      Multiple sources claim it was never intended for release, that it was sort of a press stunt, but I have my doubts. Why go to the effort of hiring a model, creating a film, and building a working prototype, just for the press?
    


  
      
    


  
      A press release about distributor Teijin Shoji Kaisha, Ltd. from May 1975 listed it among three large screen games from Nintendo Leisure System Company, Ltd., under the title "Gun Fantasy."
    


  
      
    


  
      How close did it really come to being gun reality?
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      It would be another decade before Nintendo finally released a game where you could remove layers of a woman's clothing, though instead you'd do it by beating the game really fast…
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      OCT15: What Bothered Me About The Real Ghostbusters
    


  
      
    


  
      In the spirit of October, let's talk Ghostbusters.
    


  
      
    


  
      Can I tell you the #1 thing that has always, ALWAYS, bothered me about The Real Ghostbusters, ever since I was five years old?
    


  
      
    


  
      
        [image: ]

    


  

      Cartoon Peter has Movie Ray's tall face and cowlicked hair!
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      And Cartoon Ray has Movie Peter's round face and tuft-in-the-middle hair!
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      Given Bill Murray's outspoken nature, I could see him complaining about them making him "the chubby one," so they reversed them. But it's never been confirmed. Did it happen? Will anyone ever ask the DiC folks this question?
    


  
      
    


  
      I mean, look how smug "Ray" looks in this early promo:
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      This unaired promo had prototype versions of the characters and no dialogue/voicework. You can see how the Ray and Peter's personalities in their body language changed. 
    


  
      
    


  
      But it's still subtle enough that I don't KNOW.
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      And then there's this confusing early promo piece that was used on various merch.
    


  
      
    


  
      Egon's hair is still brown at this point. But who's driving the car? It's "Ray's" model, but he has dark skin and black hair! The guy in the passenger seat has light skin and red hair! It's WEIRD!
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      I'm also curious what Peter's original head looked like, because it's clearly been painted over / touched up to match the later character model revisions.
    


  
      
    


  
      Anyways, I guess I've been obsessing over the small details in everything ever since I was five. It's what I do.
    


  
      
    


  

      OCT16: Nintendo’s Unused Trademarks
    


  
      
    


  
      The trademark database contains a number of Nintendo titles that were never released, I discovered these while researching an unrelated project. There's not enough here for an article, so here's a thread instead. (If any Nintendo experts have more info, feel free to chime in.)
    


  
      
    


  
      Nintendo originally trademarked Mother in 1989 for the cancelled NES game. 
    


  
      
    


  
      The strange part is that the trademark was cancelled, rather than abandoned, which indicates they were still using it? And they claim they published something with the name in 01-29-1992...?
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      In 1990, Nintendo registered "Earth Bound" (two words) rather than called it Mother. But they also registered "Space Bound" on the same day!
    


  
      
    


  
      Bizarrely, "Earth Bound" was abandoned and not renewed for the SNES game. There is also no registration for "EarthBound" (one word).
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      An unreleased Nintendo game called "Grasshopper." I have no idea what this is.
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      Nintendo registered "NES Game Net" in 1989, likely a US version of the Family Computer Network System aka the Famicom Net System.
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      Mega Boy is "game equipment for video games," so either a new model Game Boy or some sort of add-on?
    


  
      
    


  
      Giant Boy is software, maybe a game to showcase the Mega Boy?
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      "Game Girl" is game equipment and related accessories. And just like the "Mother" trademark, Nintendo claimed they published something with the name in 1992 and cancelled it in 2000…
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      "Virus" was abandoned three months after it was filed. Is that what happens if a trademark is denied? Any experts out there?
    


  
      
    


  
      I assume this was related to (or an earlier title for) Dr. Mario, published later that year.
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      "Super Mario Sisters"???
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      "Flight Club" is a phrase that appears throughout the booklet for Pilotwings. Was this the game's original title?
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      "Lunar Chase" was an ambitious Game Boy game that looked similar to Star Fox. It was renamed "X" for release in Japan, and was cancelled in the US because NOA deemed it "too complicated."
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      I wouldn't be surprised if "Kick Attack" was the proposed US title for Nintendo's Famicom-only fighting game Joy Mech Fight, though it would mean the game had a looong development period.
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      But speaking of long development periods, Nintendo trademarked "Zoda's Revenge" way back in 1991, and let it expire after a year. They re-upped the trademark when the game was finally released in 1994!
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      "Special Tee Shot" was trademarked in 1992, but reworked into Kirby's Dream Course for a 1995 release (1994 in Japan).
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      Unreleased game "Sound Fantasy" was trademarked in 1994, and again in 1999. Were they considering a late late SNES release?
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      Apparently this Nintendo/Rare game called "Animal Crackers" became 2004's It's Mr. Pants.
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      Did you know Majora's Mask was originally called "Zelda Gaiden"? Nintendo was so excited about this title, they took out six trademarks covering every type of merch imaginable.
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      Nintendo was also apparently super excited about Tomb Raider-competitor Riqa, before they canned that forever.
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      They were also pretty excited about poor Doshin The Giant.
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      And REALLY excited about "Giftpia." CALM DOWN, GUYS!
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      Whoops, they trademarked "KIBRY."
    


  
      
    


  
      Is that like the Wario version of Kirby now?
    


  
      
    


  
      (They first used it in 09-14-2002? Where...?)
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      They keep renewing "Eternal Darkness," and we keep waiting…
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      Did you know they first renewed "Duck Hunt" in 2007, even though it didn't come to Virtual Console until 2014? But that was still quicker than Eternal Darkness.
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      A few more quick things before I wrap this up:
    


  
      
    


  
      - Rumble Pak was originally the Force Pak.
    


  
      - Game Link cable was original PlayLink.
    


  
      - GameCube was originally Star Cube.
    


  
      - You probably know N64 was originally Ultra 64, but they also trademarked the initials: NU 64. That's so nu…
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      Was Virtual Boy originally Virtual Man? It's listed as software, so it's likely a game rather than hardware. What was it...?
    


  
      
    


  

      OCT23: Halloween Before Trick-Or-Treating Existed
    


  
      
    


  
      What was Hallowe'en like in 1919? If you traveled back in time for the holiday, you'd likely get culture shock. No "trick or treat," no candy, and witches weren't green yet. Do you even comprehend what's happening on this vintage postcard? Here's a spooky thread.
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      In 1919, adults attended parties while the kids were let out to create mischief.
    


  
      
    


  
      But kids were becoming more and more destructive. This scene from Meet Me In St. Louis (1944) depicts one such decades-earlier Halloween:
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      Meanwhile at the party, some adults got their decorating ideas from paper company Dennison's annual Bogie Book. These one-color catalogs printed in black and orange may've popularized that color scheme when Halloween previously used Thanksgiving colors (browns, yellows, etc).
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      Eventually the mischief went too far and parents started organizing parades or costume contests to keep them occupied. 
    


  
      
    


  
      To Kill A Mockingbird (1962) depicts adults in the '30s organizing a costume contest for this very reason. Scout dresses as a Ham.
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      No one knows for sure how trick-or-treating got started, but parents welcomed it as another way to redirect kids from mischief.
    


  
      
    


  
      In this 1952 episode, Ozzie & Harriett encounter a couple kids "doing that treat-or-treat stuff"...and later an adult!
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      Candy companies loved this "trick-or-treat stuff," and chocolate companies started pushing their bars as perfect bag stuffers. Fun Size showed up in 1968.
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      It's weird how it only takes a couple generations before a new tradition becomes just "the way it's always been."
    


  
      
    


  
      Maybe in another thread I'll tell you why so many costumes are labeled "Deluxe," and whatever happened to those plastic masks you remember if you grew up in the 80s.
    


  
      
    


  

      OCT28: What Happened To Cheap Plastic Halloween Costumes?
    


  
      
    


  
      Film depictions of Halloween in the '80s often miss one key detail: the kids parading around wearing vinyl bags & cheap plastic masks.
    


  
      
    


  
      If you grew up in the '70s or '80s, you remember when this was somehow considered acceptable. 
    


  
      
    


  
      How did it happen, and why did it stop? Thread.
    


  
      
    


  
      
        [image: ]

    


  

      In my last thread I pointed out that trick or treating slowly spread thru the '30s-'40s, finally becoming commonplace in the '50s. 
    


  
      
    


  
      Also in the '30s, A.S. Fishbach Inc. had the brilliant ideas to make officially licensed Disney costumes.
    


  
      
    


  
      Fishbach was acquired by a company called Ben Cooper, which continued to pursue licensed properties and became the largest manufacturer of Halloween costumes for the entire second half of the 20th century.
    


  
      
    


  
      How does a giant fall? In this case the answer is: poison.
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      The history of tainted candy (myth and fact) is a whole other topic, but it all came to a head in 1982. People who worked in the Halloween industry at the time all have vivid memories of "The Tylenol Scare."
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      7 people died of cyanide-laced Tylenol in September, right before Halloween. Outlets jumped on the tainted candy angle with the NY Post declaring "Trick Or Terror - Nationwide Poison Candy Alert: Keep Kids At Home."
    


  
      
    


  
      It hit the Halloween industry hard.
    


  
      
    


  
      Ben Cooper was hit hardest, because they had so much inventory and far more licenses than even their nearest competitor, Collegeville (pictured).
    


  
      
    


  
      Halloween bounced back, but Ben Cooper declared bankruptcy. But it would be a company called Rubies that  changed Halloween forever.
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      Ben Cooper (and Collegeville) were all about budget costumes. Spend $7-$15 for something cheap that you're only going to wear once anyways and probably throw away.
    


  
      
    


  
      Rubies made "Deluxe" costumes made of cloth, but they had no fancy licenses. Until they acquired Ben Cooper.
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      Rubies followed up by acquiring Collegeville, and then quietly retired the cheap mask and smock. Kids preferred these "Deluxe" costumes anyways (even if some parents might've preferred cheaper prices). 
    


  
      
    


  
      So that's why you see so many costumes called "Deluxe."
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      Clarification: I just realized the character limit made it sound like Ben Cooper immediately went bankrupt. They started bleeding in 1982, but were acquired a decade later after two bankruptcies and a suspicious fire.
    


  
      
    


  
      I also forgot to mention that before plastic and vinyl and rayon were a thing, Ben Cooper actually started out doing costumes made of cotton (including the masks!). So in a way it all came full circle?
    


  
      
    


  

      OCT31: How An Error Gave “Romero Zombies” Their Name
    


  
      
    


  
      George Romero's "Night Of The Living Dead" (1968) popularized the "flesh eating zombie." But the word "zombie" was never said in movie, nor was it used in the marketing.
    


  
      
    


  
      In fact, no one is really sure how "zombie" became associated with the film. 
    


  
      
    


  
      Except for me. A thread.
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      But first, I need to establish some context. The word "zombie" used to mean something very different and specific. It was a person (living or dead) under another person's control via magic (usually voodoo).
    


  
      
    


  
      They weren't flesh-eaters, there was no plague. They were slaves.
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      As far as I know, the first flesh-eating corpse was in a Lovecraft story called "Herbert West: Reanimator." 
    


  
      
    


  
      While helping with a plague, West injects bodies with a serum he's working on that should revive that dead. But when he finally does, it's violent and cannabalistic.
    


  
      
    


  
      Richard Matheson's "I Am Legend" attempted to reinvent vampires, with maybe a Reanimator influence? 
    


  
      
    


  
      A plague is turning people into flesh eating vampires, but there are two types: living people who are bitten are still aware, but the dead are reanimated into mindless cannibals.
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      Romero is very open about how much "I Am Legend" inspired "Night Of The Living Dead," which is basically the same plague-based flesh-eaters minus the vampire angle. 
    


  
      
    


  
      At the time, the crew simply called them "ghouls" or "flesh eaters." Never "zombies."
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      But two years before "Night," Hammer did a zombie film with a plague angle called "The Plague Of The Zombies."
    


  
      
    


  
      These are traditional zombies once again, revealed to be under the control of a master using them for labor, but a local plague is making bodies plentiful.
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      Before the internet or cable boxes, you had to check your local paper for a slice of programming, or TV Guide for a comprehensive listing.
    


  
      
    


  
      When "Night Of The Living Dead" started to be shown on TV in 1972, do you know how TV Guide described it?
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      Every time an issue of TV Guide listed "Night Of The Living Dead," during the '70s, it would reuse that same blurb: "Shocker about a plague of zombies loose in Pennsylvania."
    


  
      
    


  
      Unless they had a little more room that week, and then they might expand it to "the walking dead."
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      TV Guide had significant reach, so it requires little imagination that people started calling them "zombies" based on the TV listings. 
    


  
      
    


  
      By the time "Dawn Of The Dead" came out in 1979, even Romero had embraced the word, because it's what everyone else was calling them now.
    


  
      
    


  
      Now if only there was a way to track down the copywriter whose thoughtless error may have been responsible for forever changing the meaning of the word "zombie."
    


  
      
    


  
      2021 Commentary: I’ve since found a few earlier instances that complicate things. One day I’ll get to the bottom of it.
    


  
      
    


  

      NOV10: There’s Nothing Special About Comic Sans
    


  
      
    


  
      This year, a number of #NaNoWriMo2019 folks are trying out the "Comic Sans" trick. There's something magical about Comic Sans makes it easier to write with.
    


  
      
    


  
      As a UI/UX designer, not only can I tell you *why* it works, I can tell you how to get the effect from any font. A thread.
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      Our brains get exhausted when lines of text are too long. Researchers place the "sweet spot" at around 50-60 characters (i.e. letters, symbols, and spaces) per line. 
    


  
      
    


  
      Though you can comfortably go up to 75 characters per line, which is what you're more likely to find in novels.
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      This is why magazines and newspapers use columns. Columns allow them to print text very small without the characters-per-line becoming massive and exhausting.
    


  
      
    


  
      (But you also don't want too few characters-per-line, as in this caption that went too long to support the small width.)
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      If you open up Google Docs or Word, your default text size is 11pt.
    


  
      
    


  
      Arial in 11pt is 90-100 chars-per-line.
    


  
      
    


  
      Calibri 11pt is 95-105 chars-per-line.
    


  
      
    


  
      Comic Sans 11pt is 75-85 chars-per-line - nearly the sweet spot!
    


  
      
    


  
      (At least in Word; in Docs its less bold, resulting in 85-95.)
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      Want to recreate the Comic Sans effect with Arial? Just bump up the text size to lucky 13pt.
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      In theory, you can even bump it up to 18pt to achieve that ultimate sweet spot of 50-60, but writing in such large text might weird you out. It'd be better to achieve 50-60 characters by writing in a two-column document, but your novel will probably be single-column 75ish anyway.
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      Another subtle thing: Mac/iOS and PC/Windows renders text differently. In short, Windows is garbage at rendering text, though you’re unlikely to notice unless you regularly use both like I do.
    


  
      
    


  
      (In an odd quirk, Docs iOS displays 12pt Arial with the chars-per-line of 13pt on PC.)
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      When I'm writing in Docs on PC, I like to bump up the magnification of the browser to 125% so the text looks a little smoother. Whether that actually helps my writing, I don't know...I just hate looking at the text less.
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      Anyways, feel free to experiment with different point sizes and magnifications (and maybe even margin widths) to find what feels good to you.
    


  
      
    


  
      Just make sure you're not writing those single-column paragraphs in 11pt (or smaller), because it sucks!
    


  
      
    


  

      NOV15: The Changing Byline Of Carmen Sandiego
    


  
      
    


  
      Here's a bit Carmen Sandiego deep dive trivia that rarely gets talked about: At some point the byline under the title changed. What's going on there? I did some sleuthing and asking around, and I'll tell you what I was able to piece together.
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      In the early '80s, EA popularized the concept of programmer/designer as auteur. And it worked because the programmer and designer was typically the same person.
    


  
      
    


  
      But only listing programmer Dane Bigham wasn't really accurate, because Carmen was in no way an auteur game.
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      In the later half the '80s, Broderbund stopped listing names at all, possibly to put the focus more on the company name at a time when they were pursuing becoming a publicly traded company.
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      Strangely, around 1990, a new run of classic Carmen brought back the byline, but now it was designers Portwood and Elliott. 
    


  
      
    


  
      They were on the byline of the three sequels, so maybe this byline was changed to match? No one there really remembers these little details.
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      The manual does a better job: it lists the three main authors, plus contributing author David Siefkin, plus manual contributors Elizabeth Metzger Armstrong and Katherine Bird.
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      Curiously, it's missing one important credit: Broderbund co-founder Gary Carlston, who launched this whole project by asking people to develop a game based around an atlas.
    


  
      
    


  
      I wonder if it was because he'd been (temporarily) forced out of the company around this time?
    


  
      
    


  
      Gary wasn't forced out by co-founder Doug Carlston, but by VeNturE CaPitAlisTs.
    


  
      
    


  
      Gary didn't want to be a manager so much as a producer (basically his role guiding Carmen Sandiego), and apparently the investors didn't like that.
    


  
      
    


  
      The twist is that he was forced out just before the release of Carmen Sandiego, which became a big hit franchise for the company, and Gary returned a couple years later.
    


  
      
    


  
      "As a result of my experience, I would never take venture capital again." -- Gary Carlston (from "Gamers At Play" by Morgan Ramsay)
    


  
      
    


  

      NOV19: Judex Vs. The Shadow
    


  
      
    


  
      Pulp scholars speculate that The Shadow (1930ish) was inspired by the French serial Judex (1916), from the same director as Fantomas (1913).
    


  
      
    


  
      It seemed plausible, except for one problem: Judex was never screened in the US.
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      I dug through old movie magazines looking for any evidence that Judex was ever shown here. There are plenty of mentions of Gaumont's previous productions, Fantomas and The Vampires. But for some reason, the English translation of Judex was only shown in Europe.
    


  
      
    


  
      
        [image: ]

    


  

      Further complicating things, The Shadow was originally created as merely a horror host for a radio serial, not an actual detective, and his original look was nothing like we imagine today.
    


  
      
    


  
      How did he end up looking like Judex...?
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      The Shadow was so popular as a host, he was given his own pulp magazine. The first person to depict him with a fedora was cover artist Jerome Rozen.
    


  
      
    


  
      (But note the cloaked version of The Shadow still appears in the corner as well.)
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      Was Rozen the traveling type, maybe? I went digging around for more information, and-- hold the phone.
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      Whether Jerome Rozen saw the serials while in France, I don't know, but its also possible he saw the posters, the novels (released in 1917 and 1919), or other art. I understand Judex was pretty big at the time.
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      But was The Emperor in the Star Wars movies inspired by the Shadow's original look...? 
    


  
      
    


  
      [Or] more importantly: how does Zorro (1919/1920) fit in...?
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      NOV23: Judex Vs. Zorro
    


  
      
    


  
      The Shadow, Judex, and Zorro all have a similar look — black hat and black cloak — leading people to assume they’re all related somehow. 
    


  
      
    


  
      Was Zorro (1919) inspired by The Shadow (1932), or by Judex (1916)? Turns out it was neither, and I can prove it.
    


  
      
    


  
      Zorro creator Johnston McCulley had that look on his brain as early as 1912 when he wrote King Of Chaos. Eventually the protagonist disguises himself with a “slouch hat” and a “long black cloak” over the two revolvers in his belt. (The artist missed the note about the black.)
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      Okay, I meant to say “was The Shadow inspired by Judex or Zorro,” but you’ll have to forgive the brainfart, I’ve been deadline with a migraine all day.
    


  
      
    


  
      Anyways, King Carl beats them all. And his two-gun approach even looks like the later The Shadow, but probably a coincidence.
    


  
      
    


  
      Another fun coincidence: King Of Chaos starts with Carl complaining about his crappy office job, only to get kidnapped and discover he’s the chosen one, eventually donning that black outfit and dual guns.
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      Unrelated, but McCulley also created a vigilante clown character, a vigilante dressed as a bat character, and a powerful mind in a wheelchair character (which he randomly named The Spider). 
    


  
      
    


  
      It’s like he had all the pieces but just wasn’t putting them together right.
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      NOV25: The Forgotten Origin Of Superheroes
    


  
      
    


  
      Let's say for a moment that we define a superhero as:
    


  
      
    


  
      1) someone with superpowers AND/OR a codename+costume
    


  
      
    


  
      and
    


  
      
    


  
      2) whose primary setting is an industrial city (think: skyscrapers).
    


  
      
    


  
      Who were the first superheroes, before Superman? (A thread.)
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      Everyone thinks superheroes begat supervillains, but it's the other way around.
    


  
      
    


  
      Doctor Nikola (1895) is the template of the Doctor Evil villain, with his cat sidekick and secret lair. But he also has something extra: mind powers. But no super-nemesis to match him.
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      Fantomas (1911) is the reverse. He has no powers, but he DOES have a snappy codename+costume.
    


  
      
    


  
      Or rather, series of costumes. His shtick is "master of disguise," like an evil Monte Cristo or Scarlet Pimpernel, tho the black masks aren't subtle.
    


  
      
    


  
      Gaumont made it a serial in 1913.
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        [image: ]

    


  

      Some claim Charlie Chaplin was the first international silent star, but they're forgetting (or dismissing) Pearl White.
    


  
      
    


  
      Today she's best known for Perils Of Pauline, by Gaumont’s competitor Pathe, about an adventurer who — like Lois Lane — is always at the center of trouble.
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      Pathe followed up Perils Of Pauline with Exploits Of Elaine (1914), and it was an even bigger hit.
    


  
      
    


  
      Pearl White's Elaine hires a detective to get her father's murderer. She's still in peril, but now the villain has a snappy codename ("The Clutching Hand") and mask a la Fantomex.
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      Exploit's detective, Craig Kennedy, was unique at the time for his heavy use of gadgets, before Batman or Bond. But most of it was based on real concepts, so it doesn't seem so impressive today. (At one point they explain the concept of using fingerprints!)
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      The Clutching Hand's identity was a secret even to the audience, and ended with a big twist. But the next serial, The Iron Claw (1916), featured a reversal — a masked HERO to figure out!
    


  
      
    


  
      And like the villains, he had a snappy codename: The Laughing Mask. The first superhero!
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      But Pathe wasn't satisfied with just one masked hero mystery. The Shielding Shadow (later in 1916) featured an actress who wasn't Pearl White getting rescued by a mysterious set of floating hands belonging to a hero called Revengar, whose superpower is an invisibility formula.
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      Also in 1916 (a big year for masks!), the US got The Vampires (1915 in France), another Gaumont serial that was essentially a female spin on Fantomas. But where his henchmen were loosely based on a real-life French gang called the Apache, the Vampires were a fictional gang.
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      But Fantomas & Vampires were being criticized in France for glorifying villains, so the director followed with an anti-hero take for Gaumont.
    


  
      
    


  
      Judex ("Judge") is like a codename+costume version of Expoits Of Elaine's gadget-user Craig Kennedy with Elaine's revenge backstory.
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      For reasons unknown, Judex didn't make it to the US. It was once believed shown in 1919 under the title Hand Of Vengeance, but that was actually a recut Ultus, a different Fantomas-inspired anti-hero, who was commissioned by Gaumont's British arm.
    


  
      
    


  
      Coincidentally, at the same time Judex was showing in France, another Fantomas anti-hero was showing in the US.
    


  
      
    


  
      Written and partly directed by star Grace Cunard, The Purple Mask is the leader of France's Apache gang, but steals to give to the poor. The first female superhero!
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      Some claim that Birth Of A Nation (1915) was also a superhero movie, but I don't.
    


  
      
    


  
      For one, it's a period piece that takes place before the modern industrial city. But also, they don't have codenames to complete their alter egos. They're basically just nameless Stormtroopers.
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      But Birth was huge, didn't it inspire the mask craze?
    


  
      
    


  
      Keep in mind, the Pearl White series — which was already pursuing masks, inspired by Fantomas — was also huge, AND wasn't being banned in various cities and states. Birth was even banned in France, home of Gaumont and Pathe.
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      It's hard enough trying to combat women and minorities being erased from geek history, can we please NOT give undeserved credit to a hate group? Kthx.
    


  
      
    


  
      (Fantomas was likely inspired by a book written by a woman and/or a book written by a black man.)
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      DEC02: Comics Vs. Inflation
    


  
      
    


  
      Do single issue comics actually cost too much, or has the price merely risen with inflation? I was curious myself, so I crunched the numbers and through together a quick chart. The short answer? Comics do cost way more in today's dollars. But a few important notes…
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      Note 1: In 1939, the average comic had a page count around 64 pages. By 1949, it dropped to the standard 32-ish. So you could say the 1939 cost for 32 pages in today's dollars was actually $0.92.
    


  
      
    


  
      Note 2: In the mid-90s there was a switch to better printing quality, which was partly responsible for the sharp rise in cover price in that decade.
    


  
      
    


  
      So why are comics so much more expensive today? There are a lot of factors involved, but the shortest version is: 
    


  
      
    


  
      Fewer people are reading comics than in the late 20th century, and prices increase so that creators can be paid
    


  
      
    


  
      For the sake of simplification, let’s say $100/month is a living wage, and that a book has a single creator who earns half of cover price.
    


  
      
    


  
      With 200 readers, you could price your book at $1 and hit that wage. But if you drop to 100 readers, you'd have to raise it to $2.
    


  
      
    


  
      The problem is: every time you raise it, more people jump ship, and newer readers are less likely to try the books out. This results in a death spiral of shrinkage resulting in higher prices resulting in shrinkage, etc. 
    


  
      
    


  
      But how to stop it is a whole other can of worms.
    


  
      
    


  
      Rather than get into that, a final note -- Note 3:
    


  
      
    


  
      At the same time comic prices have outpaced inflation, middle class wages have not kept up with inflation. This has a major impact on how large any potential audience can be.
    


  
      
    


  
      (Source:
      
         
      
      
        https://nytimes.com/2019/02/24/opinion/income-inequality-upper-middle-class.html
      
      )
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      DEC02: Video Games Vs. Inflation
    


  
      
    


  
      The video game industry is the opposite of comics. When the first disc-based consoles launched, AAA games on PS1 or Saturn cost $50-60. That's $85-101 in today's dollars. Would you pay $100 for a launch AAA game that didn't have micropayment shenanigans?
    


  
      
    


  
      The weird thing to me is that there wasn't a standard launch price back then, it was a loose range.
    


  
      
    


  
      These prices seemed like a deal compared to SNES and Genesis games, which were $60-70 at that point, as were N64 games.
    


  
      
    


  
      
        [image: ]
      
    


  
      
    


  
      
    


  

      DEC28: Vintage Reactions To Return Of The Jedi
    


  
      
    


  
      Hey, check out this review I found of Rise Of Skywalker from 1983:
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      People like to ask “how would the internet have reacted to x movie?” 
      
        I answered it
      
       with ESB two years ago and was thinking of doing ROTJ this year, but I found it hard to write up an entire article about two movies (ROTJ and ROS) that I’m lukewarm about.
    


  
      
    


  
      But let me give you the bullet points.
    


  
      
    


  
      - As many people liked it as hated it.
    


  
      
    


  
      - Contrary to popular belief, the haters weren’t just mad about the Ewoks.
    


  
      
    


  
      - It retconned out the love triangle, handed out unearned redemption, and brought multiple people back from the dead!
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      ROTJ and ROS have their flaws, but I don’t think they were crimes against cinema. People will cool on ROS eventually and it’ll become just another ROTJ — a film with some fun memorable moments couched between some bad decisions.
    


  
      
    


  
      
    


  

      JAN17: First Cabinet Art For A Video Arcade Game
    


  
      
    


  
      Computer Space and Pong didn't have cabinet art. But what was the first that did? That's exactly my kind of question.
    


  
      
    


  
      It was probably this Computer Space clone called Star Trek (unlicensed, so they were ripping off two things at once). Assuming it was ever released.
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      But note that electro-mechanical (pre-video) arcade games did have cabinet art, which Computer Space and Pong were likely trying to get away from that to look exotic and unique. So the Star Trek arcade wasn't really doing anything new.
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      JAN27: First Cover Art For An Individually-Packaged Game
    


  
      
    


  
      Before discs there were disks. Then cassettes, punched paper tape, and printed listings for you to manually type in. Printed listings were in magazines or compilation books. But what if a single game had its own booklet and cover? The first computer game cover, circa 1976.
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      And the first full-page ad for a computer game, from BYTE (May 1976). (Note: There are video game ads and covers that predate these. This is specifically the first commercially released individual computer game, in my estimation.)
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      A programmer friend of mine pointed out to me that the assembler listing is actually doing "literate programming" almost a decade before Donald Knuth introduced the idea. What each bit of code does is explained within the code.
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      A few months before Galaxy, they released a similar book collecting three smaller games, but somehow it doesn't feel as special as the first game cover devoted to a single game.
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      2021 Commentary: This thread was later expanded into 
      
        a longer article.
      
    


  
       
    


  
      
    


  

      FEB02: Carmen Co-Creator Lauren Elliot’s Broderbund Memories
    


  
      
    


  
      Gene Portwood and Lauren Elliott in the fabled "Rubber Room" in late 1985, after the release of WHERE IN THE WORLD IS CARMEN SANDIEGO? and before WHERE IN THE USA…
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      One of the few things everyone agrees on is that Gene was the center of the project. Unfortunately, he passed in 2000. 
    


  
      
    


  
      A fun thing about corresponding with Lauren is he'll sometimes throw in anecdotes that may or may not fit into the final project. 
    


  
      
    


  
      Here's a few memories:
    


  
      
    


  
      "I also remember early on, Gene trying to draw Miss Piggy (he was a brilliant animator) in the exact right pink that Henson would approve of — and with effectively only 4 colors to choose from that being tough." —Laruen Elliott
    


  
      
    


  
       [This was the first game in the Explorations line.]
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      [WHERE IN THE WORLD IS CARMEN SANDIEGO? was the second game in the Explorations line.] 
    


  
      
    


  
      "Marketing hated the Almanac — the boxes had to be bigger, and didn't hold up well to being shipped. Actually Marketing hated the Title also — [it] was too long."
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      [SCIENCE TOOLKIT was third in the Explorations line.] 
    


  
      
    


  
      "...the 'Edutainment Line' designed the front of the box for kids and the back of the box for parents ... I had fun designing the Toolkit Series and Cathy [Carlston] was responsible for it and the line being successful."
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      "Gene and I were scheduled to meet the first PBS film crew the night they flew to SF - but that same night there was an earthquake and the crew turned right around and flew home..." [Note: The "first" film crew created a pilot that was junked, and a new team was hired.]
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      [Gene and Lauren cameoed on TIME.] 
    


  
      
    


  
      "I'm the fellow on the right with the big floppy hat, woman fainting was an A.C.T. actress and she played her part well — every time the director said 'action' she actually dropped. After about 10 takes I was seriously going to drop her..."
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      "Gene is in the middle ... Gene had always said that he had 'wanted to play the lead in Carmen at the opera house' [i.e. as an agent chasing Carmen]. It was shot at the opera house in SF, and he got his wish…"
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      FEB17: The First Easter Egg Wasn’t In A Video Game
    


  
      
    


  
      The problem with hunting for the first easter egg in video games is that easter eggs in software predate easter eggs in video games. 
    


  
      
    


  
      As far as I'm aware, the first was in TECO, a text editor on PDP computers in the '60s. 
    


  
      
    


  
      If you used the "Make" command to "Make love," it asked:
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      But is there a story behind it? Who's the programmer responsible? 
    


  
      
    


  
      I tracked down TECO creator Dan Murphy, who told me the original program didn't have a Make command at all. That (and the egg) were implemented by people in the MIT AI group a few years after he left.
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      I've read that TECO was ported to later PDP machines by Stewart Nelson, Richard Greenblatt, and Jack Holloway. Was it one of them? 
    


  
      
    


  
      Unfortunately, I've had zero luck tracking them down. Any old school computer fans out there with connections?
    


  
      
    


  
      2021 Commentary: This mystery was 
      
        recently solved
      
       with the help of Ed Fries.
    


  
      
    


  

      FEB27: Words That Became The Opposite Of What They Meant
    


  
      
    


  
      Maybe it's a regional thing, but around here I've only ever heard "novel" used as an adjective when being sarcastic, like "that's a novel concept!" 
    


  
      
    


  
      Out of curiosity: when you read/hear about a "novel coronavirus," what kind of image comes to mind?
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      Words flipping in meaning via decades of sarcasm isn't all that unusual. 
    


  
      
    


  
      Did you know "terrific" originally meant "causing terror?" And "awful" originally meant "fills you with awe." 
    


  
      
    


  
      And then there's "literally."
    


  
      
    


  
      Another weird one that I don't see discussed much is "entitled." 
    


  
      
    


  
      Being entitled means you are literally owed something. But at some point accusing someone of "acting entitled" morphed into "being entitled."
    


  
      
    


  
      I use "raise the question" just because I know "beg" gets on people's nerves. 
    


  
      
    


  
      But I'm a font snob who openly uses "font" instead of "typeface." Sorry old-school snobs, words evolve and they're called fonts now!
    


  
      
    


  
      On a related note, "snob" went on a really wild journey. 
    


  
      
    


  
      Today it's mostly used semi-sarcastically as "condescending expert," but it previously meant someone condescending of the lower class, and before that it meant lower class person (and before that: a shoemaker)!
    


  
      
    


  

      MAR28: Grill-Off WIth Ultra Hand!
    


  
      
    


  
      Ring Fit Adventure updated with a Beat Saber-y rhythm mini-game. Are these updates going to be a regular thing? If so, I hope Nintendo will consider reviving a game that would be absolutely perfect for the Ring Fit device: 
    


  
      
    


  
      I'm talking about M-F'in GRILL-OFF WITH ULTRA HAND!
    


  
      
    


  
      
        [image: ]

    


  

      GRILL-OFF WITH ULTRA HAND! was a Wii game only available via Club Nintendo, which was replaced by the current My Nintendo.
    


  
      
    


  
      I don't think the Wiimotes were the best fit for the push-and-pull directional action, but that's the exact sort of thing Ring Fit was MADE for!
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      The game is a tribute to an actual Nintendo toy from the '60s called Ultra Hand. The game mechanics are very Game & Watch-y, which is fitting because both Game & Watch and Ultra Hand were designed by Gunpei Yokoi. [Source: 
      
        Before Mario
      
      ]
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      APR01: Unexpected Mini Consoles
    


  
      
    


  
      I know some people are weary about April 1st this year, but I'm just so excited about this fake announcement.
    


  
      
    


  
      Because of our focus on early video game history, Magnavox has granted ACriticalHit.com the exclusive reveal on the mini console everyone has been waiting for!
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      FAQ:
    


  
      
    


  
      - According to the fine print, the overlays are available in multiple sizes to fit the wide variety of HDTVs out there.
    


  
      
    


  
      - Due to all the overlays and game pieces, I expect it will retail for $99 (just like the original!).
    


  
      
    


  
      - Rifle sold separately, but will it be full-size?
    


  
      
    


  
      This just in: not wanting to be left out, RCA just sent us their own exclusive reveal. 
    


  
      
    


  
      They don't have a firm date, but suggested they'll wait to release until the year after everyone has lost interest in mini consoles.
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      The joke behind this fake announcement is how confusing Channel F’s branding was. 
    


  
      
    


  
      I’d be legit excited for a Channel F mini. I’d be legit excited if someone would manufacture PC-compatible USB versions of those controllers.
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      APR11: How We Read Images
    


  
      
    


  
      If you're an artist who reads manga both flopped and unflopped, you might eventually notice its not just panel order that we read reversed in the West -- we also learn to read the images themselves left-to-right.
    


  
      
    


  
      Flipping this one puts focus on the boats instead of on the wave.
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      I think if you read enough unflopped manga, you eventually learn to "read" images both ways. I'm still not there yet, so when I'm studying a Japanese artist's storytelling or composition, I'll snap a photo and flip it so my brain can understand the intended flow more easily.
    


  
      
    


  

      APR23: “Deleted Scenes” From My Carmen Infographic
    


  
      
    


  
      Today is the 35th anniversary of #CarmenSandiego, released  for the Apple II on April 23, 1985.
    


  
      
    


  
      To celebrate, I created
      
         an infographic about Carmen's circular logo
      
      . Who knew it went through so many iterations?
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      And here's a thread of some additional info that didn't quite fit.
    


  
      
    


  
      The North Dakota teachers imitated the Carmen Day sticker for their internally-made materials, but couldn't get the face quite right. They also kept the border edge even though it didn't really make sense design-wise.
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      The detectives on the outer edge of the Carmen Day sticker first appeared in the manual for the first game. These illustrations by Gene Portwood were reused as design assets throughout the '80s.
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      The "Golden Books" logo is modified from merch art used in 1989, when Carmen was still wearing fur. I've never seen any of this merch in the wild, but would love to get a decent scan of the image. Surely someone held onto some folders?
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      The original Bushneff crest also existed as lineart using slightly different fonts, which was apparently printed on shirts. It also pops up in promo materials for the other '80s games with one word changed.
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      The Bushneff art was modified for an early DIC pitch card, before the title was changed to "Earth." 
    


  
      
    


  
      Were they actually considering having cartoon Carmen wear black? (Note: Batman '89 producer Michael Uslan was also a producer on this show.)
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      I'm curious how many different Holiday Inn '92 items there are. The few items I've seen are just the things people kept and put up on Ebay, so who knows what else exists.
    


  
      
    


  
      
        [image: ]

    


  

      A diamond version of the '93 era logo was used on some odd toys I didn't even know existed. A Crime Net computer! V.I.L.E. Files!
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      But check out the ad for the Rockapella album, where the fonts in the logo were missing and the designer didn't notice. Whoops! 
    


  
      
    


  
      The final album used the PBS logo instead. I'm not sure how they decided which logo to use for what.
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      Sean Taggart of Jerky Boys fame did the art for DC Comics' Carmen Sandiego mini-series under the name S.M. Taggart, but I don't think the coloring did his logo justice. It looks pretty sharp in black and white.
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      It seems like there was a conscious effort to get away from the banner/crest look after 1993 and I'm not sure why. It's not like it was modern in 1990 - wasn't the old-fashioned-ness part of the appeal?
    


  
      
    


  
      Unfortunately, Penry Creative didn't respond to my request for an interview.
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      Penry also had this rarely used alternate piece of art with Carmen looking over her shoulder behind an upturned collar. This ended up being the direction taken with the logo redesigns in 1999-2001.
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      I was pretty hard on the 2011 logo, and I'll tell you why. If I was working on pre-Netflix Carmen game, I'd totally be like "let's bring back the Sienkiewicz logo...!," so I totally understand the sentiment here.
    


  
      
    


  
      BUT…
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      - Getting rid of the red lines makes the image confusing. 
    


  
      
    


  
      - Making her hair brown when her face is still silhouette is only more confusing.
    


  
      
    


  
      - Making her scarf white makes her look like she has a weird monster mouth.
    


  
      
    


  
      - Adding a tiny smile the same color white doesn't help.
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      Carmen Sandiego Returns had two different logos, one for PC (left) and one for iOS (right). They were released so close together that I don't know which was created first. But since I thought the one on the right was fan art the first time I saw it, I'm assuming left was first.
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      I like the new "throwback" logo, but I wish I knew who designed it. I wish I knew who to credit for most of them. I tried so hard to track down as many as I could, but came up empty. If you designed one of these or know who did, let me know.
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      Speaking of throwback, I forgot to mention: when Broderbund did get rid of the banner-style logo in 1994, suddenly an animated version of the 1993 logo showed up in several games (between 1994 and 1996)! They couldn't even be consistent in that regard!
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      Notable Mentions: There are a few circle designs that were logo-worthy, but only appeared once. 
    


  
      
    


  
      The painted art for that calendar is particularly nice, and I feel like the style is so familiar...can anyone place the artist?
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      APR26: A Small Preview Of My Research On Metroid
    


  
      
    


  
      Tell me if you've heard this one: A character in a bright yellow space suit hunts underground space aliens, and at the end is revealed to be a woman. 
    


  
      
    


  
      But I'm not talking about Metroid. A game called Baraduke did it a year earlier.
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      Whether Baraduke inspired Metroid or not, both appear to share a number of mutual influences. 
    


  
      
    


  
      What's currently got my brain occupied is the yellow spacesuit. Why yellow? Who does that?
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      It turns out Alien does it, at least in the concept art printed in various magazines. While the final suits have bits of yellow, the concept art versions are clearly yellow all over. 
    


  
      
    


  
      And look at these long guns that I don't recall seeing in the movie, but look just like [the ones] in Baraduke?
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      It'd be an amazing coincidence if Baraduke didn't take some inspiration from that Alien image. But were Alien's yellow space suits inspired by 2001: A Space Odyssey?
    


  
      
    


  
      2001 also had red suits. Could this have inspired the yellow/red suit in Metroid? Or just a coincidence?
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      Maybe it was 2001 colors mixed with the proportions in this piece of Alien concept art?
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      But coincidences do happen. Athena was released a month before Metroid but functions like Metroid in reverse:
    


  
      
    


  
      Athena gets stripped down to a red bikini but gains bits of armor if you play good.
    


  
      
    


  
      Samus wears a suit of armor but gets stripped down to a  red bikini if you play good.
    


  
      
    


  
      Unless Athena and Metroid also shared some mutual influence. Were red bikinis a big thing in Japanese culture at the time? Was there a particular cultural moment involving an iconic red bikini?
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      If I had access to Nintendo employees, you'd be hearing as much from me about Metroid as Carmen Sandiego, or more.
    


  
      
    


  
      (Probably more.)
    


  
      
    


  
      Okay, one more. BTTF was popular enough in Japan that they famously got a good SNES game that wasn't released here. And the guy from Planet Vulcan has a ventilator/visor combo just like Samus' helmet...
    


  
      
    


  
      I don't actually think it is an influence, but wouldn't it be funny if it is?
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      APR27: A Small Preview Of My Research On The First Carmen
    


  
      
    


  
      Any Carmen Sandiego fans still awake? Here's a late night story about why the first Carmen Sandiego game is difficult to research, AKA How To Fall Down The Biggest Rabbit Hole.
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      WHERE IN THE WORLD IS CARMEN SANDIEGO? was randomized. Every time you played, the scenario changed.
    


  
      
    


  
      Somehow, the history of the game itself is ALSO RANDOMIZED! Every single "making of" article features different (often contradictory) details and suspects!
    


  
      
    


  
      How can this be??
    


  
      
    


  
      The short version:
    


  
      
    


  
      In the old days, one or two key people with the core vision of the game. But Carmen had an entire team who each contributed, and as a result, every person who worked on it holds a piece to the puzzle. 
    


  
      
    


  
      Only, the person who held the biggest piece is dead.
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      So what happens is every time someone writes a new article about the game, they talk to 2-4 people, but end up with different pieces depending on who they tracked down.
    


  
      
    


  
      I have now talked to every living person who worked on the first game.* It's about a dozen people.
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      (*Except Elizabeth Armstrong, who didn't return my emails - assuming she's still living.)
    


  
      
    


  
      Now I've got enough pieces to understand how the origin story got so "randomized." There's still a Gene Portwood-sized hole (who passed away in 2000), but I have the clearest picture yet.
    


  
      
    


  
      Carmen Sandiego might have the most complicated origin story of any popular video game in history. And I'll totally tell it to you one day, once I've got my thoughts organized.
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      The ridiculous thing is that when I started this, I only intended to write a series about how Carmen's look and personality changed over various games and in different mediums.
    


  
      
    


  
      It's only when I noticed Carmen kept changing her story that I wanted to get to the bottom of it.
    


  
      
    


  

      MAY06: What Made Little Richard Hard Rock
    


  
      
    


  
      I like a lot of music, but if I had to pick a single favorite genre it'd be Hard Rock.
    


  
      
    


  
      Hard Rock is a subgenre of Rock & Roll defined by the presence of distortion. Since we're thinking about Little Richard today, here's a short thread about its origin and the role he played.
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      The first Hard Rock record was probably 
      
        "Rocket 88" by Ike Turner
      
      , which featured fuzz guitar before distortion pedals.
    


  
      
    


  
      The story goes the amp was dropped while changing a flat tire, but they liked the damaged sound from the vibrating cone and used it.
    


  
      
    


  
      A decade later, The Kinks popularized distortion with 
      
        "You Really Got Me,"
      
       using an amp whose cone was purposely damaged. The feuding brothers tell different stories, neither of which mention hearing the story behind "Rocket 88," but I'll always wonder.
    


  
      
    


  
      Other artists started achieving distortion by cranking up the volume louder than the amp could handle rather than damaging the cone.
    


  
      
    


  
      But it wasn't the volume of Little Richard's piano that amps couldn't handle. 
      
        It was his voice
      
      .
    


  
      
    


  
      The distortion from his mic was probably accidental? But either way, he was inspired by "Rocket 88" in his own way, borrowing the intro for 
      
        "Good Golly Miss Molly."
      
    


  
      
    


  
      That probably sounded like I was saying that subtle vocal distortion came after The Kinks, but it was also a decade earlier.
    


  
      
    


  
      Jimi Hendrix, one of the early play-at-loud-volumes distortion artists, played in Richard's backing band before he was big. Potentially related?
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      Hard Rock owes a huge debt to Little Richard's energy, and I hope he's at peace now. He battled a lifelong internal struggle 
      
        with his sexuality
      
       (and possibly gender), and I hope he found his answers.
    


  
      
    


  

      MAY09: Thinking Out Loud About Game Trailers
    


  
      
    


  
      Hey, remember that 
      
        Dead Island trailer
      
       that was better than the actual game? A decade later, it’s still the best video game trailer (though even harder to watch now).
    


  
      
    


  
      Can you think of any other game trailers that stand in their own as a work of art?
    


  
      
    


  
      I think there are basically three types of game trailers that are highly effective:
    


  
      
    


  
      1) Story trailer - hooks you with a clever scenario or twist
    


  
      
    


  
      2) Gameplay trailer - hooks you with a clever game mechanic
    


  
      
    


  
      3) Hype trailer - teases a new installment of a familiar IP
    


  
      
    


  
      DEAD ISLAND a great story trailer, the only problem being that it wasn't a good representation of the actual game's writing.
    


  
      
    


  
      A good gameplay trailer might be something like 
      
        FEZ
      
      . If you have a clever new game mechanic, make sure you show it off.
    


  
      
    


  
      Hype trailers are a lot of fun, but only work when people are already familiar with the IP.
    


  
      
    


  
      MORTAL KOMBAT 
      
        for home console
      
       might be the most iconic hype trailer. How can that "Mortal Kombat!" yell not be burned into your brain?
    


  
      
    


  
      I'd propose that one other rule about hype trailers is that the IP can't be overexposed.
    


  
      
    


  
      This commercial for 
      
        SUPER MARIO BROS 3
      
       was so hype, but wouldn't work so well today in an atmosphere where a new Mario game no longer feels like a Big Event.
    


  
      
    


  
      Part of the reason for my thinking out loud about this was watching the Xbox Series X trailers and feeling so underwhelmed. 
    


  
      
    


  
      I feel like everyone wants to do hype trailers when new IPs need to focus on hooks. Instead of "tell me more" I come away thinking "tell me ANYTHING."
    


  
      
    


  
      On the other hand, if you don't have a new or unique game mechanic, you can't build the trailer around that.
    


  
      
    


  
      And if you don't have a unique scenario or story hook, you can't build the trailer around that.
    


  
      
    


  
      Which might signal a problem with your game.
    


  
      
    


  
      But what frustrates me most is when a game has one or both things going for it, and delivers a BORING trailer.
    


  
      
    


  
      How is 
      
        the trailer for TITANFALL 2
      
       so spectacularly BORING?
    


  
      
    


  
      Anyways, still looking for recommendations for good work-of-art trailers.
    


  
      
    


  
      
        Here's a good one
      
       @ubersaurus suggested.
    


  
      
    


  
      Reactions can make for a good hype trailer, but the best one I've seen was the 
      
        MOTHER 3
      
       commercial suggested by @a_mother_mole
    


  
       
    


  
      It's a hype trailer, but the reaction is so unusual for a video game that it could also get people curious to look it up.
    


  
      
    


  
      Devin Smith responded: “In the 2000s I did scores for ads. Both the DI & Halo 3 are part of a trend at the time: We got a lot of requests for "sincere minimalist piano" cues. I think the GOW "Mad World" trailer kind of started it.”
    


  
      
    


  

      MAY17: First Arcade Game To Mount Its Monitor Vertically?
    


  
      
    


  
      Before reading this, I didn't even think to ask "why was the monitor vertical?" Basically because of Breakout clones.
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      But that only gets me asking more questions. Why was Breakout vertical? Was it actually the first?
    


  
      
    


  
      From what I can gather, the first vertical monitor arcade was Atari's "Pin Pong." It was trying to replicate pinball, so it makes sense they'd turn the monitor sideways.
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      BTW, it's not an easy game to search for.
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      So why was Breakout vertical? This is speculation on my part, but consider that Breakout is essentially single-player Pong converted into a pinball game.
    


  
      
    


  
      The flyer advertised common pinball features like "standard 3 balls, operator adjustable 5 balls" and "extended play option."
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      MAY17: What’s A 2nd Party Game?
    


  
      
    


  
      I'm gonna drop a little etymology bomb.
    


  
      
    


  
      If you read a lot about games, you've no doubt heard "1st party" and "3rd party" games, but "2nd party" doesn't seem so well defined. Is it an exclusive console game? A game from a dev who was bought by the console maker?
    


  
      
    


  
      In commerce, a "third party" is an outside party who is neither the seller (the "first party") or the buyer (the "second party"). When talking games, the first party is the maker of the console, the third party is outside publishers...
    


  
      
    


  
      And the second party...is YOU!
    


  
      
    


  
      So in theory, for a game to be a second-party game, it'd have to be a game you made for yourself to play on the hardware you bought from the first party. 
    


  
      
    


  
      But if you sold it to others, it'd be third-party.
    


  
      
    


  
      The second-party was you all along.
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      If it's still not making sense, think of it this way: first-party is like a variation on first-person.
    


  
      
    


  
      From the seller's perspective, they are "I" (first-person), the buyer is "you" (second-person), and anyone else is "them" (third-person).
    


  
      
    


  

      MAY22: What’s A 2nd Person Game?
    


  
      
    


  
      So then you might ask, well wait, what are second-person games?
    


  
      
    


  
      This is where I present you with an idea that's even more controversial…
    


  
      
    


  
      In a first-person shooter, I am in control of the character and the camera is inside their head, which means "I" am the character.
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      But if I'm in control and the camera is behind the character, that's like the game telling me "this is you." 
    


  
      
    


  
      In theory, this should be called second-person, and third-person should be when you're not directly in control of "them" at all, i.e. LEMMINGS or PAC-MAN 2!
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      MAY24: The Etymology Of “Game Mechanics”
    


  
      
    


  
      Who's up for a Sunday thread?
    


  
      
    


  
      I have an update on the origin of the term "game mechanics." When I did a piece last year on the etymology of various video game terms, "game mechanics" led to some additional questions.
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      VIDEO writer Arnie Katz was an avid wargamer, so I stopped at "game mechanics" and "play mechanics" coming from wargaming magazines.
    


  
      
    


  
      More specifically, they first appeared in articles by game designer Jim Dunnigan for STRATEGY & TACTICS and THE GENERAL as far back as 1967.
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      Some people ask "shouldn't it be 'game mechanisms,' not 'mechanics'?"
    


  
      
    


  
      Here's the thing. "Mechanics" as a word that means "how things work" is not a recent development. According to Oxford, it goes back to at least the 19th century.
    


  
      
    


  
      
        [image: ]

    


  

      There's a long history of talking about the mechanics of *things.* Theoretical mechanics, quantum mechanics, mechanics of geometry, mechanics of engineering.
    


  
      
    


  
      POPULAR MECHANICS isn't a magazine about machine workers who are very well-liked. It's about science and technology.
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      When Jim Dunnigan used "game mechanics" and "play mechanics" in wargaming, the phrase "the mechanics" was already in heavy use by that community when talking about games. He just made it more specific.
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      And referring to "the mechanics" goes even further back, to board games. 
    


  
      
    


  
      As far as I can tell, it was first applied to board games by GAMES DIGEST's Ely Clubertson in 1938, where he describes "the mechanics and tactics of Go" and even uses the phrase "mechanics of play."
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      Ely Culbertson continued using this word in his work, such as his 1950 book CULBERTSON'S HOYLE: THE NEW ENCYCLOPEDIA OF GAMES, WITH OFFICIAL RULES.
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      When tracking down early uses of words, you sometimes run into amusing coincidences. Like ads in BILLBOARD from 1944 asking for a "game mechanic" (a machine worker for a game), or a story from 1914 about a "game mechanic" (a machine worker who is game, i.e. ready for anything).
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      One of the most compelling coincidences I found was a reviewer from 1833 referring to a "play-mechanic" — a mechanic of a stage play.
    


  
      
    


  
      
        [image: ]

    


  

      If "play-mechanic" had become a common phrase in theatre, I could almost see Jim Dunnigan borrowing it from there. 
    


  
      
    


  
      But it makes much more sense that he simply took an already common phrase — "the mechanics" — and made it more specific, using "play" and "game" interchangeably.
    


  
      
    


  
      
        [image: ]

    


  

      I asked Jim Dunnigan if he remembered coining those terms or if he got them from elsewhere, and he couldn't recall. He thinks he might've gotten them from someone at Avalon Hill, but we'll never know for sure.
    


  
      
    


  

      MAY25: The Etymology Of “Board Game”
    


  
      
    


  
      One of my favorite hobbies is looking up words in Oxford, looking at the earliest date in their example quotes, and seeing if I can beat it. Because I'm a nerd.
    


  
      
    


  
      I noticed that their earliest example for "board game" is only from 1934. We can do better than that. (A THREAD.)
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      Easy enough. I first came across this 1886 history of board games by Good Housekeeping when I was putting together 
      
        a board game infographic
      
      .
    


  
      
    


  
      But can we go further?
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      Popular Science published a history of games in 1879, and "board-games" has a hyphen! 
    


  
      
    


  
      The hyphen was also in use in an 1874 ad in Publisher's Weekly for Crispino, possibly the first board game to call itself a board game.
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      In 1866, THE PLAY ROOM: OR, IN-DOOR GAMES FOR BOYS AND GIRLS had an entire section on "Board and Slate Games" but never used the term "board games."
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      An ad for the book years later reversed it to "Slate and Board Games."
    


  
      
    


  
      (Note the companion book that implies out-door games aren't for girls.)
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      But the earliest use of "board games" I can find wasn't in the U.S. -- it was in London in 1861, THE BOOK OF DRAWING-ROOM PLAYS AND EVENING AMUSEMENTS.
    


  
      
    


  
      Unfortunately, I can't find any information on author Henry Dalton, but the book illustrations were provided by big names.
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      So what did they call them before they were called board games?
    


  
      
    


  
      Table games! But that could also include billiards and card games. There was likely no need to classify board games as their own category until enough of them existed to fill a category.
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      JUN10: How I’d Handle Problematic But Important Films
    


  
      
    


  
      Some people are suggesting Disney and HBO Max do a disclaimer like WB does...but I don't think that goes far enough. (1/)
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      If the prejudiced film is historically important, a documentary should be made that establishes context and confronts the prejudice head-on. The complete film is attached at the end of the documentary, so that they only way to stream the movie is to watch the documentary first.
    


  
      
    


  
      For old cartoons with the same problem, the cartoons should be compiled into "seasons" with a documentary about each season. The documentary and a "season" worth of cartoons all in one streaming "film."
    


  
      
    


  
      But also, the thumbnail shouldn't suggest this is the film with a documentary in front. The thumbnail should call this "The Making Of ___" or something similar. It should look like documentary *is* the main feature, and the full version at the end is just part of it.
    


  
      
    


  

      JUN19: Was Pauline Nintendo’s First Playable Female Protag?
    


  
      
    


  
      This is a really compelling theory: that Pauline (originally known as "Lady") is the playable character in VS. Ladies Golf. This would make Pauline Nintendo's first playable female protagonist.
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      VS. Ladies Golf was a variation on VS. Golf (possibly initially sold together) for Nintendo's VS. system, an arcade cabinet that let operators quickly swap out games.
    


  
      
    


  
      VS. Golf appeared to star a version Mario with taller proportions. No one thought to ask who the lady might be.
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      Mario makes a lot of "uncredited" cameos in games, which was kind of poked fun at in an ad for the VS. System.
    


  
      
    


  
      When this flyer does the rounds online, people like to joke that the VS. Ladies Golf square is Mario with a sex change. But note the reddish brown hair.
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      Six months later, Nintendo released an update to their game-making software Family BASIC. It came with pre-made sprites, including two character sets complete with action moves and death sprite. 
    


  
      
    


  
      But the other character wasn't Luigi; it was brown-haired Pauline.
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      The manual for the Family BASIC update showed Pauline drawn with a round nose similar to Mario's, demonstrating that Pauline had a wide range of potential official-but-off-model looks. The woman in the flyer is almost certainly her.
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      But let me add my own wild theory: 
    


  
      
    


  
      Family BASIC's heart mini-game paid homage to Miyamoto's Sheriff, which starred a mustached protagonist before DK! (Except the mustache is missing on the cabinet art.)
    


  
      
    


  
      Is this proof that the sheriff and damsel were Mario and Pauline?
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      Or was Popeye fan Miyamoto already trying to create that character's likeness, and everyone mistook the attempted mouth for a mustache, which later morphed in Mario's mustache? Is the sheriff a prototype Mario?
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      While I'm on the topic of Pauline, here's something weird you might not have noticed:
    


  
      
    


  
      Pauline had blonde hair in her earliest art, and went brown.
    


  
      
    


  
      Peach had brown hair in her earliest art, and went blonde.
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      When you're in putting range in VS. Ladies Golf, her outfit turns red, making it even more clear who she likely is.
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      JUN20: (Part 1) The Boomer/Millennial Feud Is A Distraction
    


  
      
    


  
      A reminder that stoking division along arbitrary generational lines is just a distraction to keep us from uniting against the real problem: the rich.
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      The meme below is so popular that people have taken it to be truth, when it's pure BS. 
    


  
      
    


  
      A rich Gen Xer kicked off Millennial criticism with the "Me Me Me Generation" article, and a rich Gen Xer [popularized] the avocado toast thing.
    


  
      
    


  
      We need to stay focused on the rich.
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      I hope today's teens will be smart enough to notice when they're being used. 
    


  
      
    


  
      "OK Boomer" was a gimme. But then came "look what Gen Z is saying about Gen X!, and then" "look what Gen Z is saying about Millennials!"
    


  
      
    


  
      Would Tiktok insults about the rich get the same coverage?
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      JUN21: (Part 2) Billionaires Use Money Like A Leaderboard
    


  
      
    


  
      If it's unclear why I'm being hard on the rich, it's because middle class wages haven't kept up with inflation because so many CEOs want to give themselves the largest raises possible. (That line going off the chart is the top 0.01%.)
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      If you earned $1000 per DAY since the year 1 A.D. and never spent any of it, today you STILL wouldn't be a billionaire.
    


  
      
    


  
      So what drives someone to earn more than could ever possibly spend? As Ted Turner explains, they're playing the economy like high scores on a leaderboard.
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      Score-chasing on a leaderboard might sound like a wild exaggeration — surely no one could be so detached from reality? But here's Trump saying it in his 1987 book TRUMP: THE ART OF THE DEAL.
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      For at least fifty years, millionaires and billionaires have used the disgusting phrase "money is how you keep score" or "money is how we keep score" (quoted as if they were the first to say it).
    


  
      
    


  
      The first time I encountered it was an interview with TCF Bank's CEO Bill Cooper.
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      I've managed to trace the phrase back as far as 1968, where it appeared in a best-selling book fittingly titled THE MONEY GAME by Adam Smith, perhaps best known for his '80s PBS show ADAM SMITH'S MONEY WORLD.
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      There's little doubt in my mind that the reason Jeff Bezos is so stingy despite regularly setting new records is that he's regularly *trying to set new records.* 
    


  
      
    


  
      You don't earn this kind of money, you get it by hiring a lot of people who you underpay to do all the work for you.
    


  
      
    


  
      
        [image: ]

    


  

      Even Ted Turner himself reportedly used to repeat the "keep score" line as a personal philosophy.
    


  
      
    


  
      We need to end this "game." We need to end billionaires. 
    


  
      
    


  
      And we should probably also end these "cute" generation names that are only ever used to complain and feud and distract.
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      Unless you're a millionaire, it's difficult to comprehend the difference between a million and a billion. For most of us its two equally silly numbers with a change in one letter, but @tomscott has put together maybe 
      
        the best visualization yet
      
      .
    


  
      
    


  

      JUN29: Recreating The Font Used In DEC’s GT40
    


  
      
    


  
      Everyone loves a good bitmap font...but what about old vector fonts? I was trying to find a font based on the character generator in DEC's vector-based GT40 system, with it's unique right-slanted captal "V," but no go.
    


  
      
    


  
      I guess we'll just have to recreate it ourselves.
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      Fortunately, the pamphlet for the GT42 included a photo of the complete character set, which makes things so much easier. Having to speculate on how the lesser used characters were drawn always slows things way down.
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      Even better, the manual for the VT11 processor includes helpful diagrams that show me exactly how tall and wide the character paths were drawn. The lowercase letters were one bit skinnier? Thanks for the tip.
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      So the first question we've gotta ask is do we want to preserve the dot-based blobbiness that's noticeable when you really zoom into the pamphlet image? Or do we want this to be a sharp hi-res interpretation?
    


  
      
    


  
      I'm leaning towards hi-res.
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      If you have an eye for finicky detail, you might notice that the diagram of the "5" a few tweets back is wrong. In the final version, the top bar of the "5" is one dot longer.
    


  
      
    


  
      Also, what a wacky "6."
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      And there it is, the very "Avant Garde" capital "V." 
    


  
      
    


  
      Unfortunately, some of the other letters aren't so elegant. The "W" has a middle stroke that's two dots wide, and they just gave up on the "T" and let it be lopsided.
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      The hardest part about trying to stay faithful in a recreation is keeping yourself from fixing obvious mistakes.
    


  
      
    


  
      What did this poor Omega sign do to deserve this?
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      And here's 
      
        the final result
      
      :
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      Anyone who wants to use a quirky vector font for their project, feel free.
    


  
      
    


  
      I noticed that the GT40 actually stretched its graphics horizontally, much like video games, so if you want to achieve maximum effect you should set vertical scale to 120%.
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      JUL08: (Part 1) Sega’s Logo Comes In Two Flavors
    


  
      
    


  
      Cursed knowledge: The SEGA logo comes in two varieties of blue.
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      Explanation:
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      JUL08: (Part 2) Sega’s Logo Was A Font
    


  
      
    


  
      But I've got some additional cursed knowledge for you.
    


  
      
    


  
      The SEGA logo is based on the font Yagi Double, which is also the starting point of the CNN logo and Battlestar Galactica.
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      When this SEGA logo was introduced in 1976, it used Yagi Double without modification. 
    


  
      
    


  
      But in 1982 it was tweaked it into what we have now (the spaces in the E and G now match the thickness of the line going through the letters, the E is wider, the A is less wide).
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      Note: Yagi Double had a lot of alternate characters, as was the fashion in the '70s. So far I can't confirm that the "G" was an official alt.
    


  
      
    


  
      For some unknown reason, Gremlin/Sega flyers from 1979-1982 regularly used Yagi Double's standard "G."
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      JUL15: The Unappreciated Heroine Of City Connection
    


  
      
    


  
      35 years ago today, trade mag Game Machine reported the release of Jaleco's City Connection. (It came to Famicom just a few months later.)
    


  
      
    


  
      The name has a double meaning: it takes place in 12 cities around the world, but also the vehicle itself is clearly a Honda City Turbo.
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      The Honda City was a subcompact released in 1981 with a super quirky '80s ad campaign. The son of Honda's founder decided to tune it up with a turbocharged engine, which was later officially released as the 
      
        Honda City Turbo
      
      .
    


  
      
    


  
      City Connection stars Clarice, described in the Famicom manual and arcade flyers as a speed freak who wants to drive all the highways in the world. She attracts the attention of the police and gets into a chaotic car chase.
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      Clarice was part of a new but small trend in 1985 of arcade games starring anime-style girls, along with Sega's Ninja Princess and Namco's Baraduke (the latter in a Samus Reveal upon beating the game).
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      The US flyers and cabinet art made no mention of Clarice, though she still appeared on the win screens between levels. 
    


  
      
    


  
      Except in the NES conversion of the Famicom port, where she was replaced by a man in order to protect vulnerable young boys from cooties.
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      City Connection also appears to be a victim of the Wikipedia Effect, wherein a user posts made up info that is referenced by a publication which is then cited by Wikipedia, making the false info "true."
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      When the Japanese Wikipedia entry on City Connection was created in 2006, the user included an unsourced overview that stated Clarice was 15 years old and searching for "the idea man," details that don't exist in the Famicom manual or arcade flyers.
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      Today that line is sourced to a 2016 book that likely sourced the article. But that's not the worst part.
    


  
      
    


  
      When Hamster did the Arcade Archives version, they used line in the store description on PSN (and now Switch). The English version is clearly an awkward machine translation.
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      JUL16: More Arcade Heroines Been Done Wrong
    


  
      
    


  
      In my City Connection thread yesterday I mentioned that the female protag was replaced with a male protag on console in the US. This wasn't the only time this happened in the '80s... (more)
    


  
      
    


  
      SEGA's Ninja Princess was released to arcades the same year, though renamed SEGA Ninja in the US. But the Sega Master System, the female character was replaced with a male one, even in Japan. Did they have the international audience in mind when doing their port?
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      But the first time this happened involved a US game. Midway's Solar Fox had some pretty striking cabinet art (though the pilot is never seen in-game). 
    


  
      
    


  
      However, when CBS ported it to Atari 2600, their advertising replaced her with a dude and a ditzy sidekick.
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      CBS's Solar Fox ad campaign even included 
      
        a TV commercial
      
      , which really ramps up the girl's ditzy-ness and the guy's annoyance. Almost has to be seen to be believed.
    


  
      
    


  
      Any GLOW fans out there? SEGA did an all-women wrestling game called Body Slam in the US that starred Dump Matsumoto -- the first real-life woman to star in a game.
    


  
      
    


  
      In Japan, the Master System port (Pro Wrestling) kept the women, but replaced them with men in the US.
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      JUL31: The Battletoads Lie
    


  
      
    


  
      Random Thought for the day:
    


  
      
    


  
      NES Battletoads is a Platformer most people mistakenly remember as a Beat Em Up because all the platformer levels were locked behind a bike level they couldn't finish.
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      It's weird how much the trailer focuses on the bike level, as if they think people have fond memories of it? Like yeah, it's iconic...but because it was infuriating.
    


  
      
    


  
      The new Jay & Silent Bob game included a bike level homage, and now I'm never going to finish that game either.
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      If Action-RPGs and Action-Adventures are a thing, maybe there should be a classification for Beat-Em-Up-Platformers?  Melee fighting games with a focus on platforming. 
    


  
      
    


  
      The second half of NES Double Dragon also did it. And X-Men: Mutant Apocalypse probably qualifies?
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      SEP15: Super Mario’s US Release Date Confusion
    


  
      
    


  
      We're celebrating #Mario35 this week, the 35th anniversary of Super Mario Bros. release in Japan. But did you know SMB's US release date used to be up for debate?
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      Today there's no question it was a launch title released in October 1985, but history books used to claim it was delayed until March 1986. How did this happen? 
    


  
      
    


  
      Let me tell you about searching copyright dates.
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      When an item has multiple copyright listings, the earliest one is typically more accurate. So if you have on listing that says 10-85 but was filed in 1991 (see previous tweet) and one that says 03-86 but was filed in 1986 (see below), the latter is obviously the right one. Right?
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      Except the 1986 listing is for "VS. Super Mario Bros," with a previous name of VS. Mario's Adventure. It's easy to forget that SMB was later made into an arcade game, which had the word "VS." tacked on. Trade mags confirm the arcade version arrived March 1986.
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      The arcade game wasn't a mere port. It had brand new levels, which later appeared in Japan's SMB2. 
    


  
      
    


  
      The arcade is essentially SMB1.5. And it was created exclusively for the US market, which means America got a preview of JP SMB2 three months before Japan got it.
    


  
      
    


  
      
        [image: ]

    


  

      The direction for JP SMB2 was inspired by the harder levels they created for arcade. Thus, Japan’s SMB2 began from a US-only release just as US’s SMB2 began from a JP-only release, bringing balance to the Force.
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      SEP23: The Mario Popeye Connection
    


  
      
    


  
      Mario trying to look LA-cool looks kind of funny...but the connection to Los Angeles fashion also hints at a rarely talked about aspect of his origin.
    


  
      
    


  
      This is a thread.
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      Mario first appeared in Donkey Kong, a game that was originally designed to be Popeye. This makes sense when you realize the hammer = spinach.
    


  
      
    


  
      Nintendo did release a Popeye arcade a few years later. But...why? Why the infatuation with Popeye?
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      Was it the failed 1980 movie? Or the '80s Hanna-Barbera cartoon?
    


  
      
    


  
      That doesn't seem to be the case, because those two featured Bluto as Popeye's foe, while Nintendo's game featured Brutus (a look-alike created to get around temporary copyright issues in the '60s).
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      But there was something else going on in Japan in 1981: Popeye Magazine was about to celebrate its 100th issue.
    


  
      
    


  
      Confusingly Popeye (subtitled "Magazine for City Boys") was a Japanese fashion magazine dedicated to American fashion -- more specifically LA fashion!
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      Now, I'm not positive that's why Nintendo was so keen on Popeye games, but it seems like the most likely cultural touchstone for Japan. Especially since the magazine spun off into titles like Olive and...Brutus!
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      Maybe in 1981 when thinking up an original character to replace Popeye, maybe Miyamoto wanted to go for a specifically American look, and maybe he paged thru the last years worth of POPEYE magazine for inspiration, and maybe one of the covers grabbed him...? 
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In this game you direct the ad-
ministrator”of Sumoria, Hammurab,
how o manago the city. The city
initially has 1.000acres, 100 peoploand
3,000 bushels of grain in storage.

You may buy and sell land with your
neighboring city-siates for bushels of
rain — tho prico willvary between 17
and 26 bushels per acre. You alsomust

uso grain 1o feod your peopio and a3

Sacd 10 plant the noxt year's crop,

You wil quickly find that a cortain
number of people can only tend a

+ cortain amount of land and that people

Starvo if thoy aro not fed enough. You

also have he unexpected to contend

with such 5 a plague, als destroying
stored grain, and variable harvests

You wilaiso find that managing ust
1ho fow resourcos In this gamo (s niot &
trivialjob over aperiod of ay ten years.
Thacrisis of population density ears s
head very rapiy.

“This program Was originally writion
In Focal al DEC; author unknown
David ANl convartod i to BASIC and
added the 10-yoar performance
accessment. If youwish to change any
of the foctors, the extensive remarks in
tho program should makemodification
fairly straightforward.

Noto for trivia buffs: somewhore
along tholino an m was dropped out of
the spelling of Hammurabi in the ANl
version of the computer program. This
error has sproad far and wide until a
generation of students who have used
this program now think thal Ham-
murabi 1 the incorrect speling.
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overlays cures this problem with time.
Players will only have to look away from the
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This brings up an important warning for
prospective players: Don’t expect to be-
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QRS  carnen sandieso

Hame: Carmen Sandieso
Sex: Female
Occupation: Ringleader
Hobby: Gabling

Hair Color: Black

Auto: Mist be expensive and have 4 leather
interior

Comments: Last seen dining in Huevos Rancheros at the
infamous Casa Blanca.
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Vs. Super Mario Bros.

Type of Work: Computer File
Registration Number / Date: PAO000291563 / 1986.07-16
Application Titl: Vs. Mario's adventure.
Title: Vs. Super Mario Bros.
Tmprint: [Redmond, WA] : Nintendo, c1956.
Description: 1 videogame.
Notes: Identifying material deposited in liew of videogame.

Authorship on Application: audio-visual display: Nintendo Company, Ltd., employer for hire.
‘Previous Registration: Audio & some visual display prev. reg. 1956, PA 273-028.
‘Basis of Claim: New Matter: "some new visual display.”
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1823, ZEnglisk Tragedy, 201

were pilfered from the elder writers without acknowledgment,
and dressed up in gaudy and fantastic habits to suit the poor
purposes of nphrmn{miﬂ. It is now well known that Rowe
stole the entire plot and characters of his ¢ Fair Penitent’ from
Massinger ; but it is not so generally known that his production
is contemptible in comparison with the original play.

Dryden was a striking and nervous writer. As a satirist, he
has scarcely been equalled. As a dramatist, he had great com-
mand of language, and was full of high-sounding phrases; but
these he showered indiscriminately upon all his characters, what-
ever their worth or occupation might be. The ‘c‘onniler, the






GoogleDoc/images/image309.jpg





GoogleDoc/images/image271.jpg





GoogleDoc/images/image158.jpg





GoogleDoc/images/image22.jpg





GoogleDoc/images/image300.jpg





GoogleDoc/images/image65.jpg
jear

icate
enta-
were
2pre-
ny at
turn-
reign
their
erest
quip-
rican
st AF

Circuit logic boards. With the aid of such
high speed testing techniques. Teijin will
be able to perform complete factory
service

Teijin is a subsidiary of alarge and well
established corporate giant. and Teijin
also represents Nintendo Leisure
System Company. Ltd., who recently in-
troduced the large screen size Wild Gun-
man, Gun Fantasy. and Shooting Trainer
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Chal]enge and adventure... where imagination and curiosity
lead to exciting new discoveries. Join the Muppets onboard the
S.S. Microship for an entertaining introduction to five computer
applications for children and adults alike.

WELCOME ABOARD:
A MUPPET CRUISE
TO COMPUTER
LITERACY *

by Broderbund and Jim
Henson's Muppets

» Captain Kermit

s PROGRA
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(11 ptAvial - S Word)

Having the right amount of characters on each in i key o th readabilly of yourtext It
Shouldn't merely be your design that dicates the widthof your text, t should also be a matter of
legibilty. The optma line length for your body text i considered 0 be 50.60 characters per e,
including spaces. Other sources suggest thalup t 75 characters s acceptabl.

(11 pt Camic Sans - 1S Word)
Having the right amount of charaters on cach lin is key 1o the readabilty of your
Hext. Tt shouldr't merely be your design thet dictates the width of yaur text, it
<hould alo be a matter of egibily. The optimal inelength for your bady foxt is
considered %o be 50-40 characters per in, including spaces. Other sources
“uggeat that up 1o 75 characters is cecptable.
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CHAPTER 1V,
BOARD GAMES.

CnEss, Backgammon, and Draughts will always hold their posi-
tion as first among these games. Requiring, as they do, great
concentration of thought and intelligence to insurc really good
play, these games have been employed in all countries as intel~
lectual relaxations by the most gifted and famous among men.
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Revision of Game

After the expericnce of having some thirty pupils play the gane and take
the tests and of Listening to consultants, it was decided to make extensive
revisions during the sumrer of 1966

Mes. Addis made an amplification and clarification of the objectives and
facts, generalizations, and concepts implied in the scripts of the three .
rulers.. Each concept was extended to show how Lt vas incorporated in the
ane. . The mext step was a revision of the parameters ith a view to mak-
§0g them more roalistic. The script of the first rulor, Luduga I, tas te-
written. The number of plays made by the student vas reduced to thirty
With the messages condenscd to reduce the repetitious nature of the economic
Teports. Visuals, formerly used as notivational and illustrative devices,
ere improved to contribute directly to learning, Craphs and charts vere
Tocluded to enhance and revicw the explanation of ccononic concepts. These
concepts were spelled out further by the introduction of mid-scason court
bulletins. Since the earlier approach relied heavily upon the printed word
as a means of communicating with the student, a diversification in the range
of lésrning in-put was introduced by the use of the tape recorder. Ina
Series of problen-solving situations the ruler vas given the opportunity to
Listen to 4 tape which recorded the simulated discussion of o cabinet of
advisors. At the conclusion: of each tape he vas redirected to the printed
Sord of the terminal to record his decisions. The introduction of eu audio
ourt mews bulletin also relieved the reading routine and added intexest to
the play.
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B
Chess; in the realm of play it stands alone in dignity. The one challengor
for preéminence produced by the pack of playing cards—Auction or Con-
tract Bridge—rivals Chess only in profundity, not in antiquity. The more
ancient games, dice and the track games (such as Pachisi and Backgam-
ach Chess as little in profundity as in pres-
is simple for anyone capable of playing the
ultimate science of the game is unfathomable,
whence, no doubt, its inexhaustible appeal even to its best-informed stu-
dents, and its infinite vitality.
Chess is a board game for two players.

Hictory. Sen undar Pachici naoa 200





GoogleDoc/images/image304.jpg





GoogleDoc/images/image215.jpg





GoogleDoc/images/image126.jpg
(81 pt Comic Sans - MS Word)
Having the right amount of characters on each linc is key to the readability of your
text. It shouldn't merely be your design that dictates the width of your fext, it
should oo be a matter of legibility. The optiml line length for your body text is
considered to be 50-60 characters per linc, including spaces. Other sources
suggest that up fo 75 characters is acceptable.

(13 pt Aial - MS Word)
Having the right amount of characters on each line is key to the readability of
your text. It shouldn't merely be your design that dictates the width of your text, it
should also be a matter of legibility. The optimal line length for your body text is
considered to be 50-60 characters per line, including spaces. Other sources
suggest that up to 75 characters is acceptable.
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How to Play the Game
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l’,, Give your Family
| what it takes

TTWE to learn.
| [MENUJPRTHJJUMP] | HELP|EXIT|






GoogleDoc/images/image94.jpg





cover1.jpeg
THRIBEING

THREADS






GoogleDoc/images/image78.jpg





GoogleDoc/images/image118.jpg
WHERE IN THE WORLD IS
CARMEN SANDIEGO?

BY DANE BIGHAM
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In 1918 Jerome was drafted into the Army
for the World War and was stationed in
France. He was recorded to be five-ten,
slender build, with fair complexion,
blue-grey eyes and reddish blonde hair.

After the armistice in 1919 he was at
liberty to visit the Louvre Museum in
Paris. After returning home he decided to
attend the Art Institute of Chicago. He
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‘Why did you decide to go with a vertical monitor?
(Nishikado) Probably because block-breaking games used vertical monitors.
But you could have made Space Invaders cabinets with horizontal monitors too, right?

(Nishikado) Absolutely. But block-breaking games really had a strong influence on the
game. 5ol did the same thing.

‘You just went with the same vertical orientation.

(Nishikado) Yeah. My first thought was that when the monitor is vertical. you make the.
blocks more like characters and less like regular boes. So | went vertical.
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NOKIA
3510

\ \J .;ecanu

{encounter

‘Gaming experience

Forget the real world ... Be absorbed into
Kart Racing! The Nokia 3510 endusers are
lostin the gaming world.

- Polyphonic background music

- Multiple keypresses : run and shoot at the same time!
- Vibra effects

- Download NEW game levels, characters,

background music and sound effects
- Exchange high score lists
- Games in Nokia 3510:

- KartRacing nEw: B
- Dance 2 music NEW!
- Space Impact 2 NEW!
- Bumper
- Links, NEW!
The ultimate experience
~..with the gaming cover!
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WHERE IN THE U.S.A. IS
CARMEN SANDIEGO?

Wos i US At
‘CARMIN SANDIEGO?

A mystery educational
adventure where you're
the detective and the whole
USA is your beat.
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In other words, storywise, Return of the
Jedi exists entirely to tie up the loose ends of
the first two films. Indeed, it’s worse than
that; Jedi seems to exist to negate some of
the deeper drama of the first two films. In
the revisionist Star Wars history of Jedi,
Han and Luke were never really rivals for
Leia, Darth Vader was really not such a bad
guy after all, and Obi-Wan Kenobi, though
deceased, is live enough to have a good time
at a party, and so, for that matter, is Vader.
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Not to leave you in suspense, let me say at
the outset that, in this reviewer’s opinion,
—is a bad film. It is bad on
almost every possible level. As science fic-
tion, it is massively illogical. As drama, it is
anti-dramatic. As action-adventure, it man-
ages to make about two hours of almost
continuous fast action and spectacular ef-
fects boring. And as the capper to the Star
Wars trilogy, it is a dreadful letdown which
betrays most of what virtues the first two
films in the trilogy had.
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producing and marketing a line of adult games based
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attractions have been their design and their allusion
to historical realism. Throughout the company’s
ten year history, a dilemma has been everpresent;
no one 1s quite sure what people want most in the
games: > (with an emphasis on design
and or historical authenticity
(stressing_ historical accuracy above all else). Since
one of the first games produced (Tactics II) was a
great success despite the fact that it had no historical
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Having the right amount of characters on each line s key to the readability of
your text. It shouldn't merely be your design that dictates the width of your
text, it should also be a matter of legibility. The optimal fine length for your
body text s considered to be 50-60 characters per line, including spaces.
Other sources suggest that up to 75 characters s acceptable.
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LHI 002 Space ship destroyed

JMP DONE Print message & start again
EOUT,  LLI227 Out of energy
LHI 004 Abandon ship

JMP DONE Print message & start again

The next group of subroutines deals with setting up various
messages for the output to the display device. The first subroutine,
DIGPRT, fetches a digit stored in memory, forms the ASCII equiva-
lent, and stores the ASCII code in the message to be printed. The
digit storage is indicated by registers H and L beginning with the
units digit and the message pointer is set up in registers D and E with
register B containing a binary count of the number of digits to place
in the message. The listing for this subroutine is now presented.

DIGPRT,  LAM Fetch digit
ADI 260 Form ASCII code
CAL INMEM Increment digit table pointer
CAL SWIT Set pointer to message area
LMA Put digit in message
CALDCMEM  Move message pointer
DCB Last digit in message?
RTZ Yes, return

CAL SWITCH No, set pointer to digit table
JMP DIGPRT Move more digits

ROWSET is used by the short range scan routine to set up the
contents of each row before it is printed. ROWSET first clears the
row message by filling it with space characters. It then stores the
ASCII code for the row number at the beginning of the message. The
location of all of the objects contained in the quadrant is then
checked to determine whether they are present in the row being pre-
pared for output. If one or more of the objects are located in the
row, the ASCII code for the symbolic representation of each is
stored in the row message at the proper column location. The sub-
routine RWPNT is used to check for the location of each object, and

3-18
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is presumptive of a secondary order of poetic power.
‘When language, and verse, and all the mechanics of
art are appropriated to turning out modified expres-
sions and forms of the thoughts and images of other
minds, we may be well assured that there are within
no great multitude of living forms struggling to break
forth, nor many emotions of the soul striving for relief
in voice. Real poetic genius may be unproductive,
through constitutional indolence, and find ease in mus-
ings and day-dreams; or the sorrows or cares of
life may weigh upon it, and the man may endeavour
to forget his higher and complete self in the exercise
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On the runabout, six-sixty,

Ts the suitcase thonged and strapped;
By my side a game mechanic

Neat putteed and leather capped;
With the engine running freely

And the freed exhaust a-roar,
We beat it down the stretches

Through the pine woods to the shore.
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@ Morrighan Corbel @MorrighanCorbel - Aug 14, 2019

Friends- where were you in your creative life five years ago? I'm feeling
retrospective.

Show this thread
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tain limits, are governed by chance, but still in each move
there is left a choice to the player, thus combining the ele-
ments of skill and chance.  As in the Mansion of Happiness,
certain moral lessons are embodied in the arrangement of
this game which, in its day, was the most popular modern
board game in the market and, as a juvenile game, still halds
a prominent place.

There are other games which are more or less allied to card
games or to board games, but which hardly come under either
head and are too varied to form a separate class, but which are
in themselves of considerable interest and value. Then, in all
lines, there are great possibilities of invention. A sheet of
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design that dictates the width of your text, it should also be
a matter of legibility. The optimal line length for your body
text is considered to be 50-60 characters per line,
including spaces. Other sources suggest that up to 75
characters is acceptable.
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BELEET

carmen Sandiego

Name: Carmen Sandiego
Sew: Female

Occupation: Former spy for the
Intelligence Service of Monaco

Hobby: Tennis

Hair Color: Reddish-brown

Ruto: 1938 Packard convertible

Feature: Never appears in public without her ruby
necklace.
Other: Great fondness for tacos.
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EXPLORATIONS

A basic science kit for the
whole family — or school.
What do a radiator and an elephant’s
ear have in common? The
Toolkit Master Module lets you answer
this and many other fascinating scien-
tific questions. It actually turns your
computer into a working scientific
strument that is e r to use and
more precise than other, more expen-
sive programs. Light and temperature
probes plug o the Tolkts nterface
ox and work with the highly accurate
on-screen timer, thermometer, light
meter and strip chart recorder. Data
tables can be printed to show values
and time intervals. ‘Ihe program’s
speed means you don't vt long o
resilts
plays help you visualize va
special school edition Gincludin
up disk and Teacher’s Guide) is design
ed for classroom use. The Master
module is the core of the
Toolkit series and is required by the
companion Lab Modules.

thermometer, light meter, and strip

chart

* You perform real experiments using
common materials.

« Results are highly accurate.
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“Money was never a big motivation for
me, except as a way to keep score. The
real excitement is playing the game.”

—Donald Trump, Trump: The Art Of The Deal (1987)
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obsessing over the next seene—a doozy in
which they are chased by CG howler
monkeys—but n fct they e snkering over
a viral video of an unlucky gentleman who
Jumps intoa poolthat turns ot to be frozen.
Francis Lawrence has such a calm but
commanding presence on set that midway
through production Lionsgate announced ho
would stay aboard to direct the remaining
sequels, Mookingjay, Partand 2 And Jennier
Lawrence’s easy, playful rapport with her
costars—and everyono eseon earth, moreor
less—is welldocumented by now. Sotho st is
looseandiun. Atonepoiat, Hutchersonstands
tothe side with his visiting fther. He teases
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oot from the murky water The actress, who
grew up with two older brothers,responds by
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outa sogment o the Hunger Games arena to
the magnificent plumage and outrageous
wardrobe of handler Effe Trinket (Eizabeth
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seen of Catching Fire suggests  profoundly
moving look at the ravages of batdle and the
Fuinitinflts on  people and culure.
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