
The Canuck Report
As I’m typing this, the New York Toy Fair is about to start and the Joe-Boards across the web

will start to post images. Sure enough, threads will start up and people will like what they see, while
        others will rip everything Hasbro has to offer this year to shreds. The only think I know 100% about
        at ToyFair (and I don’t even know if a final product is ready to be shown), is there will be a Sgt. Slaughter figure
        in the G.I. Joe line for 2010. What style? Is it an exclusive? Does he come with a vehicle? Only the next few days

 at Toy Fair will       show us.  Regardless, this is the first time in awhile that I’m eager to get a hold of a “new” G.I. Joe figure. Sarge has always
been a long-time favourite of mine and I’m trilled to see him finally get a new Joe figure after all this time.

Over at the JoeCanuck.com message board, people are anxiously awaiting news for the 2010 Canadian G.I. Joe Convention. Well, by next issue
we’ll be announcing all the information you’re going to need to book your trip and save up! I can confirm that it will be in August, and it will be
in Toronto, Ontario.  Will this become the new city for the Canadian G.I. Joe Convention?  Most likely not….. Had the Master Collector
produced Joe Con in the U.S. not taken our regular date, we would have had it in Niagara Falls this year. But Summer is just fine with us!  It
gives us a little longer to get our convention set for 2010 completed in a timely manner and gives us more time to secure guests and events at the
Convention. If you’re a member of the JoeCanuck.com site, or on  our Twitter and Facebook pages,  then you’ll hear something before our
March Issue. Guaranteed.  In the meantime, if there’s any specific guests you’d like to have attend CanJoeCon 2010, pop over to the
JoeCanuck.com message boards and let us know!

Let’s get right into the February 2010 edition of the JoeCanuck Newsletter by welcoming Christopher Giles into our fold as one of our new
writers from www.gijoereview.com as he joins us with a new monthly feature covering the G.I. Joe comics.  With our pals from JoeCustoms,
BloodForTheBaron, and others, 2010 is shaping up to be a great year for G.I. Joe!

The Return of Travellin’ JoeCanuck!
See this image of Snowbank in New York? It was taken by JoeCanuck board
member pdaat in December of 2008 while visiting there. It’s the inspiration to
bring back our Travellin’ JoeCanuck figure. Starting this April, JoeCanuck will
attend JoeCon in Rhode Island, and then start travelling around the world again!
If interested in signing up, check out JoeCanuck.com for full info!



Meanwhile, Back In The Comics: The Genesis of Marvel’s G.I. Joe Series
By Christopher Giles

Welcome to the first article of “Meanwhile, Back In The Comics,” where I’ll be exploring various aspects of
G.I. Joe in comic book form.

Let’s take a trip back in time.  The G.I. Joe brand had been around since the 1960’s. The 12 inch “action
figure” revolutionized the boy’s toys aisle.  Joe survived countless battle with other toy lines and always came
out victorious.  But real-world feelings towards the military, coupled with the price of oil and the success of
Mego’s 8 inch comic book superhero figure offerings, helped to contribute to the end of the 12 inch G.I. Joe
line in the mid-70’s.  It wouldn’t be until the early 1980’s, after Mego had been helped into closing by
Kenner’s revolutionary 3 ¾ Star Wars line, that G.I. Joe would come back in a big way.

Hasbro decided to take a new direction with the G.I . Joe property.  Gone were the days of the unnamed characters.  Now there were multiple
soldiers and a new Joe play concept was being created.

So how did Marvel comics, home to Spiderman, The Fantastic Four, The Incredible Hulk, and X-Men, end up in partnership with Hasbro on
G.I. Joe?  As the story goes, Hasbro approached Marvel to help them relaunch the G.I. Joe line.  Part of this was based on marketing.  You see,
at the time there were restrictions on how much animation could be shown in a children’s toy television commercial.  Hasbro realized that the
same restrictions did not apply to comic books.  So Hasbro, along with Marvel, created a plan where a certain number of Joe comics would be
advertised on television with full animation – all on Hasbro’s dime.

Let’s face it - while it’s cool to see footage of real kids playing with real toys, it’s even more fun
to see
those toys come to life (either as stop motion, drawn animation, or live action).

In hindsight, it might seem overly obvious to advertise a property like a comic (or in today’s
time a movie) in order to sell a different type of product, such as action figures.  At this time,
though, it was somewhat revolutionary.

So with Marvel on board, the real fleshing out had to begin.  One of the great stories that has
been recounted in multiple interviews over the years is that after looking at some of the initial
character sketches, Marvel asked Hasbro “so who are these guys going to fight?”  Hasbro hadn’t
really given it any thought.  Part of that may have been a carryover from the 12 inch Joe
mindset.  So Marvel agreed to help flesh out a villain for the G.I. Joe team.

In what is sort of unique in terms of licensed properties today (and even back in the 80’s) Hasbro
and Marvel developed a relationship where they were both working together to create the final
G.I. Joe brand and concept.  While Hasbro was bringing figure and character designs to the
table, Marvel was bringing concepts for villains (yes, Cobra came from the minds at Marvel),
profiles and personalities for each character, and even helping to name the characters.

In those initial meetings, Marvel was represented by several individuals including
editor/writer/artist Larry Hama.  Larry brought along not only his extensive knowledge of the
military, but also the concepts he had developed a year early for a pitch that was rejected called
Fury Force.  Some of those concepts helped to flesh out and shape those initial discussions.

When all was said and done, the toyline and comic launched
in 1982, supported with animated commercials for the comic
(that featured the characters and vehicles of the toyline).
Marvel’s G.I. Joe gets the rare distinction of being the first
comic book to have a televised commercial.

The rest, as they say, is history.

For in-depth synopsis and reviews of the Marvel
G.I. Joe comic book run, check out my podcast:
The G.I. Joe Review.  Search for it on iTunes or go
to www.gijoereview.com

Issue 1 : G.I. Joe / Marvel



The Men Behind Cobra
A Chat with IDW’s GI Joe – Cobra comic writers Christos N. Gage and Mike Costa
By Ryan Costello, Jr

JoeCanuck (JC) : GI Joe - Cobra was consistently the biggest surprise from IDW
Publishing’s GI Joe line. First of all, was having a Cobra-centric book an idea IDW brought
to you or did you pitch it to them?

Christos Gage (CG) : It was Andy Schmidt, editor of the Joe and Transformers lines, who
came up with the inspired idea of a Cobra-themed book.  He approached me to write it
based on our history working together as well as my work on the Deadshot miniseries for
DC, but I had a full plate and didn’t know the G.I. Joe characters at all.  But it sounded like
a cool project, so I asked Mike to co-write because I thought he was an up and coming
talent and I knew he was familiar with the characters.  Every now and then I do something
right…and IDW must have liked him because they hired him to write Transformers too!

Mike Costa (MC) : Yeah, I got an E-mail from Chris maybe a year and a half ago, and all it
said was “Do you know anything about GI Joe?” I called him probably within 2 minutes of
getting that, and the rest is history. The only direction that Andy had was “A Joe infiltrates
Cobra, thinks he knows what’s going on, and at the end discovers that he’s actually only
seen just a very small part of the organization.” That was it. Chris and I took it from there.

JC: What is your writing background? What is your background with GI Joe? How does
your writing partnership work?

CG: I started as a screenwriter, partnering with my wife Ruth to write episodes of TV
shows including Law & Order: SVU and Numbers as well as movies like The Breed.  I got
into comics about six years ago.  My background with G.I. Joe is minimal…when the
cartoons came out I was twelve, and fancied myself “too mature” for comics based on toys
and animated series.  (Only the adult themes of Secret Wars would do for my elitist twelve-
year-old self.)  I did buy the Treasury Edition because I’m a big Herb Trimpe fan, but it
didn’t really grab me.  I think that distance is a good thing for one member of our team to have (as long as the other knows the characters as well
as Mike does), because it means I’m looking at things from the perspective of a new reader to the Joe mythos.  Our partnership works like this:
we discuss the overall story together, bouncing ideas back and forth, then settle on a plot.  Mike writes the first draft of the script, I revise it, we
send it to Andy, get notes, and whoever is less busy at the moment does the rewrites based on the notes, always keeping each other in the loop.

MC: I was a comic fan from way back when I first started to read, because I was lucky enough to have a dad who was a big collector since the
60s, so I grew up a second-generation comic fan. I went to school and studied both English and Cinema, and like Chris moved to Los Angeles to
be a screenwriter. Unlike him, I hadn’t broken in to Hollywood as a writer yet when I got my first comic gig. I’d worked all kinds of jobs, being
an assistant to directors, producers, even a few movie stars, and from those gigs I made some connections at DC comics which eventually lead to
my first book through DC’s Wildstorm imprint. Chris was doing some work for them at that time as well, so that’s how he knew who I was.
Though why he thought of me for Cobra, I really never asked. I just assume it’s because I’m young enough to have actually grown up watching
GI Joe (which I did) and I was maybe the only person of that age who’s E-mail address he had.

JC: The other two mainline Joe titles –Chuck Dixon’s GI Joe and Larry Hama’s GI Joe: Origins- both had an A-list cast of characters and an A-
list creative team. What reaction were you expecting to GI Joe - Cobra? How did the actual reaction the title received compare?

CG: I just hoped people would give it a chance.  That they not only did, but gave it such a warm reception and a positive critical reaction, was a
very pleasant surprise.

MC: We always knew we’d be the dark horse, and I for one was excited about that, because it meant we could take a lot more risks. Of course, I
hoped that we’d be noticed for what we were doing, but I don’t think I really expected to make as many “best of” lists as we did.

JC: The GI Joe team is usually seen as a whole that is stronger than the sum of its parts. Although many characters stand out, very few of them
would be considered for their own series. Why was Chuckles picked to star in his own series when even Snake Eyes wasn’t?

CG: Because Snake Eyes is a punk and Chuckles would kick his…just kidding.  I’m going to leave that (and most of the questions involving G.I.
Joe continuity) to Mike, since Chuckles was his idea…I’d never heard of the guy!

MC: Basically, because I’m an old-school fanboy, I love the idea of taking stupid, obscure characters, dusting them off and suddenly making
them cool. I know that Chuckles played some small role in the original Marvel and Devil’s Due comic run, but I only knew him from the 1987
cartoon movie. It should be noted that, in this movie, though he was prominently featured as a brand-new character that the movie was
introducing, he did not have a single line, nor did he have any single piece of characterization outside of his Hawaiian shirt. That was, honestly,
the reason I chose him. Because he was a blank canvas. And I thought to myself “what kind of idiot would become part of a military unit and
then wear a Hawaiian shirt into combat?” To me that felt like someone who was not only insubordinate, but insubordinate to an extreme where
he was literally putting himself in danger. (CONTINUED)



The Men Behind Cobra
(CONTINUED)

That kind of reckless, self-destructive impulse was the foundation that I built Chuckles’ character from. It really was all about that shirt. Though
I did discover, after I decided on him, that his function actually was “Undercover.” So that was just a happy accident that showed God clearly on
our side from the very beginning.

JC: Tomax and Xamot are familiar and popular Cobra characters but are often best remembered more for their twin talk gimmick from the
Sunbow series. How did you go about handling these characters, knowing they weren’t traditionally taken too seriously? How did it feel to
finally explain Xamot’s scar?

MC: Even though Xamot is technically present in the first issue, it isn’t until the very end of the story that both twins are actually “revealed.” By
that point, I felt that the audience had just seen a pretty serious story, and hopefully they’d be ready to accept whoever we brought in with equal
seriousness. If you strip away the silly telepathic link, the acrobatics and the twin-talk, what you’re left with are two ruthless businessmen who
threw in with a terrorist organization. That’s a real-world concept that anyone can understand, and it’s right there at the core of who Tomax and
Xamot always were, even in the cartoon.

As for the scar, that was the first thing I knew I had to do, since we were doing a total reboot here. Also, he had to remain unscarred through the
bulk of the story for their little “scam” to work, so that left me the opportunity to put it in at the end. Actually, no one has asked me about it
before, but in all honesty, that was probably my favorite moment of the entire series to write, because it really was like getting to put my own
stamp on G.I. Joe iconography.

JC: Traditionally in comics and television featuring undercover characters, they find ways around murder. Chuckles is not only shown killing
civilians, he kills a fellow Joe. What motivated you to go so far down the dark path with Chuckles?

CG: It was Mike’s idea, so I’ll let him answer that, but I know that for me it represented two things.  One, it was crossing a line I knew readers
never imagined we’d cross, which is always cool…but without a story based reason it doesn’t rise above simple shock value.  What really sold
me on it was the realization that this was what the story was about.  That having someone go undercover in a horrible organization like Cobra
and not be forced to do things he finds reprehensible would be a cop-out.  Chuckles is forced to make the choice of doing terrible, evil things in
the name of the greater good.  At what point does motivation become irrelevant and he becomes just as bad as those he’s trying to bring down?
That is the central question and what we really wanted to explore—how this undercover assignment would turn Chuckles into something he
never could have imagined.  And he would emerge from it both permanently damaged, but also the deadliest threat to Cobra there could possibly
be, because he is now a man with nothing to lose, and nothing to live for but revenge.

MC: Yeah, Chris nailed it. Before we had most of the plot, before we even had Tomax and Xamot, the very first, number one idea I had was that
Chuckles was going to fall in love with his handler, and he was going to have to kill her to maintain his cover. And it was for both the reasons
Chris said; because we’ve never seen that before – not only in a GI Joe book, but basically in any popular undercover story – and because it was
the core emotional moment of the entire story. It was really important for me that the danger and the stakes in this book be real. That we
demonstrate that Cobra is a serious, scary organization where people are murdered and destroyed. Otherwise, we run the risk of just portraying
them as the ridiculous, ineffective and unrealistic idiots that they were in the cartoon. I wanted it to be clear that this version of Cobra was
dangerous, and these people were evil in both savage and prosaic ways, the way actual people in our world can be.

JC: In GI Joe – Cobra’s most controversial moment, you killed an established character, the first such casualty since IDW earned the GI Joe
license. Was it too soon, like some fans say? Did the storytelling end justify the means?

CG: Obviously I think it did, but that’s me.  I don’t have an attachment to the characters.  I remember telling Mike that if the fans got furious it
was on him, because while I thought the death was a powerful part of the story, I didn’t have a history with them.  I knew that if it was being
done to, say, Daredevil and the Black Widow, I would be angry.  So for me it was all from a storytelling standpoint, and from that perspective I
think it worked.  Whether it was a good idea in the larger scheme of things isn’t for me to say.

MC: Looking back, this is an incredibly myopic and stupid thing to say… but I really
didn’t think anyone would be all that attached to Jinx. She was never really a character
that did anything or made any real impression beyond her unique visual design (which,
obviously we didn’t even stick to, because a girl in a bright-red gi would not make for a
good undercover handler.) Like I said, that was really dumb of me. As a lifelong comic
fan I should know that every character, no matter how obscure or ill-defined, is
someone’s favorite. But yeah, that moment is the key to the whole series, so maybe I was
just blinded by my enthusiasm to do something so audacious and make it work as an
actual emotional story-beat, rather than just a stunt, as Chris mentioned earlier.

JC: The Marvel GI Joe series distanced itself from typical toyline tie-in comics with the
ground-breaking #21, the silent issue. In GI Joe – Cobra Special #1, you challenged
convention by writing a story that used symmetry to give more depth to Tomax and
Xamot than many thought possible. Did you set out to do something that had never been
done before? What other ideas do you have to set new trends in graphical storytelling?

(CONTINUED)



The Men Behind Cobra
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CG: That was Mike solo, so over to him…my idea for setting new trends in graphic storytelling is to still be employed when I’m over 40.  I’ll
settle for that.

MC: We had only written maybe up to the 3rd issue when our editor, Andy Schmidt, called me up and asked if I’d like to write a one-shot
focusing on Tomax and Xamot. I said yes, and then, on the spot said “oh yeah, and I’ll do it totally symmetrical, like that issue of Watchmen!
Only I’ll do it even better, because all of the composition, the story, and even the dialogue will be symmetrical too!” Andy just sort of said
“yeah, okay, that’s great. Whatever you want” and then hung up thinking I was a gibbering maniac and probably regretting even offering me the
gig in the first place.

But of course, I was serious about it I knew I had to pull it off. Specifically because it was insane and probably impossible and definitely not the
kind of thing that anyone would expect in a licensed book about a toy property. I have only been a published comic book writer for 22 months as
of today. I’m not experienced, and I’m not as good as Chris in terms of important things like reliability, professionalism, and the ability to make
a great, solid story out of any character in any circumstance. Consequently, I am arrogant and obnoxious and I have a lot to prove. I have all
kinds of crazy goals that no sensible writer would have for a book like GI Joe.

JC: GI Joe is one of Hasbro’s oldest properties and 2009 was a big year for that property. Then here you were writing a GI Joe comic with a
parental advisory on the cover. Was there much corporate interference from Hasbro or from IDW on Hasbro’s behalf? Were there any moments
when you wrote something thinking “We’ll never get away with this?”

CG: I constantly thought Hasbro would balk.  They hardly ever did.  They were very encouraging and supportive, and they seemed very pleased
by the positive reaction to the book.

MC: Part of the reason I floated the “Chuckles executes Jinx” idea was, in the worst-case scenario, to have a huge and shocking piece of violence
for Hasbro to say “no” to so that, in comparison a lot of the other dark themes and ideas would seem much more acceptable. But, actually, they
said yes to everything. I’ve worked on licensed books before, and I have never had a better experience with a company. We keep trying to freak
them out, and they just get excited. It freaks US out.

JC: GI Joe – Cobra was set the furthest forward in IDW’s GI Joe timeline. Any idea when we can expect to see ramifications of the events in GI
Joe – Cobra to affect the main GI Joe title?

CG: Pretty soon, I think.  There is a point when they’ll synch up and events in
one will be directly followed up in the other, but we’re not at liberty to say
when.

MC: Yes. Events planned in Cobra 2 (and beyond) are very specifically
scheduled to lead directly into events in Chuck’s book. We have a very
specific timeline that the books are following. It’s going to be really great for
those readers who are picking up both books.

JC: If you were given the keys to IDW’s entire GI Joe line, how would things
be different? Who would be the prominent characters? What tone would the
series have?

CG: I’m sure Mike has a lot of ideas.  If I alone was in charge it would be a
disaster because I’d just flip through the guidebooks and end up with all kinds
of bizarre mismatched characters I thought were cool like Venomous
Maximus and Serpentor running around doing crazy evil things.  I actually
did get to bring in a character that I discovered that way…he’s in G.I. Joe:
Cobra II #1!  It was so much fun!  Hope you enjoy his appearance.

MC: I am definitely doing the G.I. Joe book I want to do. I could not write the
main book the way I write Cobra, and I definitely could not write the main
book as well as Chuck Dixon does. It’s by virtue of his traditional, more
“mainstream” book that a darker book like Cobra could exists, so the boring
answer is that I really prefer everything the way it is.

JC: What were your overall influences writing GI Joe – Cobra? Now that the
GI Joe: Resolute animated series and the GI Joe: Rise of Cobra movies have
come out, will they influence your writing of GI Joe?

CG: For me it was Ed Brubaker’s SLEEPER, the movies DONNIE BRASCO
and THE DEPARTED, and similar stories of agents undercover.  I haven’t
seen Resolute, though I want to, or Rise of Cobra, so those haven’t been
influences. (CONTINUED)
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CG: For me it was Ed Brubaker’s SLEEPER, the movies DONNIE BRASCO and THE DEPARTED, and similar stories of agents undercover.  I
haven’t seen Resolute, though I want to, or Rise of Cobra, so those haven’t been influences.

MC: I also haven’t seen Rise of Cobra, and I only saw Resolute after I’d finished writing the series (though I enjoyed it. The animation was
remarkably good for a direct-to-DVD release.) My biggest influences were probably espionage novels by authors like John La Carre or David
Ignatius. Books that eschew any kind of adventurous James-Bond-like glamour of the spy game for the nuts and bolts of boring logistics and
practical tradecraft. And, above all, focus on the horrible, shattered souls of the men caught up in it.

JC: Tell us about GI Joe – Cobra II (available now).
CG: We pick up some months after the end of the first miniseries.  Chuckles is gone, missing, in the wind.  G.I. Joe needs him back, because he
has intel on Cobra that no one else outside that organization possesses and that is impossible to recreate.  So General Hawk brings in a new
recruit to find him and bring him in.  Meanwhile, Tomax, Xamot and femme fatale Erika Le Tene are summoned to a meeting of Cobra
bigwigs…and things get twisted and nasty and messy.  I know some fans were a bit disappointed they didn’t get to see more about the inner
workings of Cobra in the first miniseries…they should be happy with this one.  And wait until you see who shows up in issue #4!  I can’t even

give you his initials, much as I’d like to.  (No,
it’s not Sgt. Slaughter…but both initials are, in
fact, the same letter.)

MC: And along with our big reveal in issue 4,
we have many familiar faces making their IDW
debut in this series as well, as we continue to
fill out Cobra’s ranks.

JC: Christos N. Gage, Mike Costa, thank you
for taking some time to answer
JoeCanuck.com’s questions.

CG: You’re most welcome!  Hope you’ll check
out G.I. Joe: Cobra II…and if you haven’t
already, the first miniseries, available in trade
paperback and on iTunes!

MC: Thanks a lot. It was my pleasure.
Anything that feeds my recklessly ballooning
ego.



Double Review:  Heetseek MMS & Surveillance Port
By:  Jerard Parker

Love it or hate it, one thing can be said for the Rise of Cobra toy line: we have been given a lot of exclusives.  Some may find chasing down
these exclusives to be annoying, but I personally love the thrill of the hunt.  It has also given Hasbro an excuse to break out some of the old
molds and recreate toys from the original Joe line’s heyday.  Vehicles such as the Polar Battle Bear & the Water Moccasin have kept collectors
running from store to store.

Wal-Mart has already gotten a few exclusives with the two-packs that were released earlier this year, and now it’s gotten a few more, much more
exciting exclusives: recreations of the MMS, the Cobra Surveillance Port, the LAW, and the Outpost Defender.  This month I will review the
Cobra offerings, and next month I will follow up with the Joe offerings.

The Heetseek MMS is of course a recreation
of the original MMS from the very first year
of the Real American Hero toy line.
Originally a Joe item, the Heetseek has now
been made into a Cobra toy.  Personally, I
always kind of liked it when one side would
appropriate the other’s weaponry, and
especially when Cobra did it.  It just seems
very likely that the slithery guys would pull a
move as snakey as stealing technology from
the Joes and using it against them.

Now in Cobra black and red, the Heetseek
looks great behind a HISS.  The MMS is
transported around the battlefield like a
trailer.  Upon reaching a suitable firing
position, legs at the front and rear of the
MMS fold down to stabilize it.  A stand at the
rear of the weapon can be removed, and a
control console that is stored behind the hitch
can be attached on top of it.  The console on
the original MMS was attached to the weapon
with a plastic wire…on the Heetseek, it’s
attached with a string.  With the legs locked
down and the console attached, the weapon is

now ready to fire…and it could pack a lethal punch.  Three large red missiles are attached to a turret, which can rotate and elevate.

Included with the Heetseek are two figures: Scrap-Iron and a Neo-Viper.  The Neo-Viper is almost identical to the single-card release.  If you
have bought any of the multi-packs or other store exclusives, you probably have a veritable
Neo-Viper army by now.  Some Neo-Vipers, like the one included with the SNAKE Armor,
have at least been spruced up with a different paint job…but not here.  If you’re troop-building
Neo-Vipers, and you may very well be by default now, you’ll probably be at least partially
pleased to have another one…but there’s nothing to write home about with this figure.  He at
least does come with all the regular Neo-Viper accessories.

Scrap-Iron is a repaint of the figure included with the 25th Anniversary Wild Bill/Scrap Iron
comic pack, and with the earlier RoC Snake Trax ATV.  Scrap Iron is now repainted in gray,
with a bright red vest and kneepads.  While he still has the neat scarring and the blind eye under
his visor, if you already have a Scrap Iron there’s no reason to buy this set just to get this one.
Scrap-Iron comes with a rifle and pistol.

There are a few complaints about the Heetseek besides the meh figures, and most of them relate
to design flaws with the original MMS.  The missiles, to be blunt, don’t stay attached for crap.
And I know from experience with my original MMS that the part of the turret the missiles attach
to can wear out over time and become floppy.  I also don’t really like the fact that stickers are
kind of sparse on the Heetseek, especially considering that the original MMS was absolutely
COVERED with stickers.

The other Cobra set in the line of Wal-Mart exclusives is the Cobra Surveillance Port.  This is an
almost exact reproduction of the original 1986 Surveillance Port.  The only major difference I
can see is that the radar dish, legs, and weaponry are a silvery gray instead of just gray.  The
Surveillance Port is a small blue battle station that sits on three supportive legs.  It is armed with
a machine gun on one side and a large cannon on the other.

(CONTINUED)
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An antenna for communications sits on one end. A tall center area is outfitted with plenty of control stickers, and topped with a satellite dish.  A
depression in the floor in this center area allows a figure to stand inside.

There are two figures included
with the Surveillance Port as
well.  The first is a MARS
Trooper.  If you bought the
“sneak peek” three-pack of
MARS Troopers, then this is the
exact same trooper included with
that pack.  Nothing new here,
and yet another rather bland
figure.  He comes with the same
rifle that is much too big for him,
just like the three-pack trooper.

The other figure included with
the Surveillance Port is a logical
choice…a Tele-Viper.  Unlike
the Tele-Viper included with the
25th Anniversary Flight Pod,
there are a few change-ups here.
This Tele-Viper uses the MARS
Trooper body, but with the 25th
Tele-Viper head.  He’s repainted
in a black and red color scheme
that actually looks pretty nice.
It’s amazing what a paint job can
do…this is the exact same body
as the other figure included in the
set, but the black and red really
sets it off.  While I still prefer the
original-style Tele-Vipers, this one isn’t too bad at all.

My complaints with the Surveillance Port are few.  The only major complaint I have is that there’s no way to transport the Surveillance Port
short of loading it on a trailer with a crane, or breaking it down into components and reassembling it on site…which is actually what Cobra
would probably do.

Also included with both of these sets are battle stands for the
figures, both Joe and Cobra logo stickers, and Arashikage
tattoos.  Also, the interior packaging can be unfolded to make a
nice diorama scene.  Not my thing, but I’m sure a lot of people
out there will appreciate it.

All in all, I really like both of these sets, even though the
included figures are less than perfect.  If you get lucky enough
to find them at retail, they’re definitely worth the $15 US each.

Unfortunately, Hasbro has already confirmed that Canadians
WILL NOT be able to find them at retail, so they won’t make
it up north.

That is very sad, because these two sets, along with their Joe
counterparts, are some of the best exclusives yet.  For my
Canadian friends, the best hope is to find them on eBay or get
your American buddies to hook you up…though apparently,
many parts of the States still haven’t seen these yet.

 Next month, I’ll review the LAW and the Outpost Defender.
……one of which comes with a surprise.



Let me introduce you to my friend Cap. Cap is a crazy genius when it comes to dioramas. If you've never seen his work you're really missing
out. Stop reading and go look up his website, http://capolan.tripod.com/ . Seriously, open up another browsing tab and go look. I'll wait. I
promise you will be amazed. Cap has a knack for using scrap packaging and stuff most people throw away. Where you see antihistamine
medicine packaging, he sees blister packaging good for creating Joe scale gauges. – John "pluv" Golembiewski

Part I: Chairs for Joes: A Universal Problem
By: Eric “Cap” Vaughan  (www.joecustoms.com )

One of the largest problems all collectors and
customizing people face at one point or another
is the issue of seating our figures.  If using
a vehicle, this is not so much a problem with
seating as it is personal taste.  Of course,
dimensions of the figure to be seated are the real
issue.  Some figures just do not fit in certain
seats. With the wealth of options though, this is
just a bump in our road.

The problem that I am writing about, and one I
have faced is the scarcity of true, contemporary
seating for our figures.  After combing both the
Internet and available brick and mortar stores, I
sadly came away with the feeling that there just
aren’t many chairs out there that can be used
universally.  To be blunt, as a diorama guy who
is often asked to do offices, laboratories, and
military installations, I need office chairs.  Bad.

Some of my fellow diorama artisans were lucky
enough to utilize the offerings from the CUBE
Toys line, which from images look as if they
might be promising.  But to date, I have never seen one sold in a store commercially, never held their chairs in hand, and given how unattainable
these seem to be it was not an option I could take seriously.  So like the guy who has a windowed cubicle directly across the street from bikini
yoga class, all I can do is give long loving looks at my fellow creators who can acquire these things in some sizeable amount.

Our exemplary toy gun running creator, Marauder John was kind enough to supply us with the folding chair variety, which has many uses for all
manner of environments.  But when placed into a contemporary office setting, they just seem a bit out of place, when compared to those
Herculon covered foam, metal, and plastic office chairs we see in home and office.  As little as six years ago, I used to be able to hit many a
large hobby outlet, finding many of the odd pieces as shown above, as well as some that were used in my dioramas such as lounge chairs, sofas,
and the like.  Sadly, I watched with great sadness how each store eventually closed due to the changing times and economic stressors.  Yet with
all of the chairs and benches above, nothing remotely resembling an office chair.

When I was asked to research the issue about chairs, I decided to start from the figures first, and what I discovered was that our problem was not
just about a good chair, but the fact that many of our figures we use have a true disparity when it comes to the seating space from bottom to feet.
Unless the chair you are using is a definitive Bar Chair, as shown in the picture above with the red ones, you really do not want a chair where
your figure’s feet are dangling off the ground like a very young child at the dinner table.  I laid a few different figures from our lines going from
a RAH figure, through other sculpts and then lines ending in that headless Marvel figure, which shows atrocious seating ability.

(CONTINUED)



Part I: Chairs for Joes: A Universal Problem
(CONTINUED)

As you can see from the image on the previous page, depending on the type of sculpt of the figure the seating space grows a matter of mm with
each difference.  Also the wideness and construction of the hip makes seating nearly impossible for some.

With this problem in hand, I sat for a few nights hitting every type of dollhouse site I could find.  Many of them were victims of the times, while
others offered some very interesting pieces, but the price range was clearly hard to reconcile.  Some chairs went for mere dollars whilst others
commanded prices well over $40 (USA).  One of these sites that at least offered some contemporary seating separated by scale (ours would be
closest to the ½” or 13mm scale in dollhouse terms) was Miniatures.com.  They possessed an actual office chair, as well as many different styles
of regular home or apartment seating. Clearly in the vein of the high-end builder, these were the best so far I could come up with.  Considering
the vast offerings both here and overseas, my search still continues.

As a diorama artisan living the starving artist life, I have been forced to find alternatives that offered seating yet would not look out of place in a
modern setting.  I’ve tried to fashion office chairs from my usual patent foam board style, but there is that one facet of the office chair, namely,
the tined stand that is impossible to recreate with facsimiles.  I’ve gotten close using the stands from some of our line’s machine guns but not
close enough to suspend disbelief.  For some dioramas, I preferred to utilize the bench.  You can make a very convincing bench likened to those
seen in museums, government buildings, and schools just by gluing one 1-inch strip of foam board perpendicular to another one.  If you can
cover the top of it in say a leather or marble patterned contact paper, all the better for suspending disbelief.  While a bench offers an alternative,
my heart is still set on the one chair that has universal appeal.  The person or business that will one day take on this much needed item for our
craft, well, they’ve got a market that I see lasting a very long time.

My sculpting and casting skills are limited to foam and rocks, but if I could get someone with the requisite skills to consider the project, I think I
came up with a sketch of a contemporary style chair that would fit in with all our needs, from diorama to outfitting a toy playset where it was
devoid of proper seating:

With the office chairs at home as a guide, and we have three of them, it was easy to eliminate the parts that were just too complex to make mass-
producing it worth the trouble.  I have an artist’s chair, so mine is one where the feet are indeed off the ground and on a foot bar.  This idea was
immediately tossed.  The second idea was the two-piece seat that I am sitting on now as I write this, and again, multiple parts mean multiple

needs for sculpting and casting.  I then looked to my
wife’s new chair, with its one-piece seat
construction, that just sits firmly into a six-tined
wheeled stand.  This to me offered the best possible
construction for our toy needs, since the seating part
would be a solid form, with only a complex post on
the underside.  The seating stand need not really be
complex, if we consider simply solid wheels/stand
construction.  Form over function, for this need.
That is also why I eliminated the need for arm rests.
Many of our figures are quite broad in the shoulders
and arm placement is just too different from figure to
figure.

So that is where I am with it.  My initial interest in
this was a sincere hope to have a large list of
suppliers for great contemporary chair options and in
the end I was left with far more questions and more
avenues to explore.  For myself, it was an interesting
realization that we have asked and often received the
strangest and most desired weapons, items, and gear,
without ever thinking that what we really needed for
our figures, playsets, and diorama was a good chair
to sit on.

Don’t forget to check out the rest
“Cap’s” items at his website, located at:

http://capolan.tripod.com/

Be sure to tell him you saw his article in
the JoeCanuck Newsletter!



History Of The Black Major
By Jim Marshall (www.bloodforthebaron.com )

Much is still classified under the Official Secrets Act,
but the following has been pieced together with co-
operation from the Royal Marines' depot, the
headmasters of various public schools, the police and
various private citizens.  Subject shall be called "John
Shepherd", to protect his family name.

From a young age, John Shepherd was determined to
become a Royal Marine, all of his focus and actions
were geared towards that dream.  The first known

record is of his attending the Marlow School for Young Men, where his competitive edge and ruthless streak soon manifested as he challenged,
and beat, the elder rowing team.  At the age of seventeen, Shepherd changed his school where he met Sanjit from Sikkim in the Himalayas.
Shepherd blackmailed him into teaching him to climb.  However, mastering the skill was not enough and a dark, brooding jealousy for Sanjit's
natural ability took over.  Shepherd swiftly framed him and Sanjit was given an instant expulsion.

After leaving school Shepherd travelled to Devon to train as a Royal Marine officer.  A new jealousy soon consumed him for fellow officer Chad
Dillon.  Shepherd sailed through the Green Beret course and was given command of a troop.  He trained them hard and they soon earned a
reputation as the best.

When visiting London for a dress uniform fitting, Shepherd witnessed an armed robbery.  He tailed the crooks back to their lair, but rather than
informing the authorities, he chose to blackmail them instead.  He joined them and, purely for the thrill, took part in a daring bank robbery.  The
gang got away with half a million pounds.  Shepherd invested his cut in private ski training for his troop, to give them a fighting edge in their
forthcoming Winter Warfare Training in Norway.

The Norwegian training exercise pitted Shepherds troop against a Dutch unit led by a Lieutenant Jan Van
Tromp.  A rivalry instantly developed and, partly as a result of Shepherd's irrational determination to win at
all costs, the Dutch won the exercise.  The following evening, Van Tromp's convoy suffered a  multiple
vehicle collision on a patch of black ice.  Half the Dutch troop were hospitalised with broken bones.

Back in London, Shepherd was spotted meeting his East End gang at a boxing venue.  Before Navy Diving
Instructor CPO Coker could inform anyone, Shepherd attempted to drown him. Coker survived the assault
but at the time was too afraid to make an official complaint.

Shepherd's unit was then posted to Hong Kong, where he was awarded the rank of Captain after saving the
life of his CO from a Tong assassination squad.  Also rescued at the time was his former classmate Sanjit,
now of the Gurkhas, who had already survived one Tong assassination attempt.  The motivations for the
assassination attempts are unclear, as the Tong headquarters was destroyed that same night.  Local authorities
attributed the violence to local gang rivalries.

Upon returning to Norway for exercises,  Shepherd's stubbornness caused his assault craft to be holed during
a katabatic storm, one man died and two were hospitalised. Dillon was promoted to Troop Sergeant for
rescuing two men, much to Shepherd's resentment.  During the same mission Shepherd singlehandedly
fought and killed a polar bear, later having it skinned as a rug for the officer's mess.

While in the Mediterranean for NATO exercises, Shepherd ran afoul of the US Marine Battalion Boxer
Champion, Rocco, who gave him a black eye.  By way of revenge, Shepherd's squad employed a Trojan
Horse tactic to seize the American flagship.  The Americans were furious and lodged an official complaint
regarding Shepherd's actions.  Later that same day, Rocco was caught in a freak accident at the Athens ruins,
crushing both of his hands and ending his boxing career.

For reasons unknown, Chas Dillon left the Marines to join the SBS.  Shepherd followed suit, which allowed him to avoid any repercussions for
his unorthodox actions during the US exercise.  It was during his SBS training that Shepherd was diagnosed at claustrophobic.  However, before
a full psychological profile could be built, a rash of oceanic terrorist attacks began.

The sudden emergence of an entire fleet of red warships and submarines bearing the skull and crossbones emblem caused governments
worldwide to react.  Their response was to create a multinational, independent team codenamed Action Force.  Dillon and Shepherd were each
requested to join, the fortuitous timing meant that Shepherd's SBS training was cut short before his claustrophobia was fully diagnosed.  Due to
Action Force being under the joint command of two superpower Colonels, Shepherd was not promoted to Major as he had hoped.

Baron Ironblood and his Red Shadow army claimed responsibility for wiping out a series of isolated research stations across the Antarctic.
Ultimatums were issued that, unless ransoms were paid within one day, another station would be destroyed.  Action Force were deployed to
Station Six to intervene.

(CONTINUED)



History Of The Black Major
(CONTINUED)

The following account was discovered next to the fallen body of Chas Dillon, written in his own blood upon the ice field:

"Shepherd Traitor. Broken by Shads. Ironblood is Devil."

Shepherd was courts martialed in absentia and stripped of all rank, his family swiftly disowned him.  Exactly one month later in an attempted
coup in an Andean country, a new Red Shadow operative was reported - El Commandante Negro.  The Black Major's promotion was confirmed.

The Black Major's service in the Red Shadow movement was a
bloody chapter indeed. Completely merciless, the Baron's attack
dog turned his Action Force training against his former
comrades time and time again. His loyalty to the Baron was
absolute.

Shortly after the raids upon the Antarctic, Ironblood's troops
seized Ascendancy Island, a small extinct volcano.  The Black
Major personally executed the Prime Minister and Chief of
Police.  Ironblood threatened to trigger a bomb to ignite the
volcano  unless the United Nations paid him four hundred
million dollars in gold bars.  Action Force teams invaded
Ascendancy and a fierce battle ensued. The Baron's submarine
was depth charged by Q Force while attempting to escape.
ronblood launched a massive counter-strike, designed to
pinpoint every Action Force team simultaneously.  The Black
Major was despatched to Malaysia to kill Eagle, the SAS Squad
Leader.  The fight was bitter and both men barely escaped alive

Operation Bloodhound: Action Force's SAS unit were assigned
the task of hunting down the Baron.  A single strike team
doggedly pursued him across South America from the High
Andes to the Amazon Jungle, to Rio De Janeiro and to Brasilia,
before confronting him in the Pampas Grasslands. Ironblood
barely escaped with his life.

The Baron then struck at the Venezuelan oilfield on Lake
Maracaibo and the French Foreign Legion Space Centre at
Guiana.  He sent an ultimatum to the neighbouring countries of
Colombia and Guyana, demanding a ransom to prevent further
attacks upon their interests.  This deliberate trail was in fact a
trap for SAS, who immediately scrambled to Ecuador.  Upon
their arrival in the Galapagos, the Black Major led a massive
seaborne fleet of Shadows in the hunt for the SAS team.  Once

they were cornered, Red Shadow scientist Red Laser triggered a massive volcanic eruption which engulfed the team.

Free to pursue his endeavours, Ironblood launched a new seaborne wave of piracy, but was plagued by a  series of accidents and mishaps.  The
Black Major soon realised that the SAS had survived and renewed the hunt.  The Red Shadows simultaneously attacked Colombia, Ecuador,
Chili and Peru only to discover hidden SAS teams were lying in wait.  All of the terrorist attacks were repelled and the Baron's pirate fleet was
sunk.  He escaped in luxury aboard a cruise liner while the Black Major is alleged to have stowed away upon an oil tanker bound for Africa.

The following accounts are taken from Action Force records relating to a string of global terrorist actions.  As can be seen by the sheer scope of
the Baron's attacks, the Red Shadows were, at their height, a powerful, efficient and well funded organisation.  Were it not for the valiant actions
and sacrifices of the men and women of Action Force, the Red Shadows goal of world domination could very likely have become a reality.

Reports filtered through of a new Red Shadow training ground in the South American Jungle, where troops were being ruthlessly weeded out by
the Black Major.  Their first mission was a raid upon an important military base to replenish supplies and weaponry.  The Black Major lead the
assault, aided by Red Shadow operatives Red Laser and Red Vulture.  The battle was hard and bloody but eventually the Shadows triumphed.
As Baron Ironblood emerged to survey his spoils,  a rapid insertion SAS team attempted to capture him.  While the Red Shadow hierarchy
managed to escape with their lives, the munitions warehouse was completely destroyed.

Z Force then tracked the Baron and the Major to an abandoned mine in Norway after the theft of one of their prototype Battle Tanks.  The battle
was swift and culminated in the destruction of the Baron's hideout.  Undeterred by the loss of another base of operations, Baron Ironblood chose
to rebuild his pirate fleet in the South Atlantic. Q Force were despatched to investigate the disappearance of a number of warships.  The Black
Major personally  lead the hunt for the Action Force unit, who managed to evade capture long enough to plant and detonate explosives aboard
the Baron's flagship, believed lost with all hands.

(CONTINUED)
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The Black Major then lead an assault upon Llamosa, the capital of Tawaichu.  Space Force Commander Chuck Conners was shot down while on
reconnaissance and was captured.  He was set to work as a slave, before SAS managed to infiltrate the camp and free the slaves.    Z Force
arrived to secure the capital, but were met by a force of Muton death robots.  In the confusion, Baron Ironblood, Red Laser and the Black Major
attempted to escape by boat but were intercepted by Q Force.  The boat was sunk and all three were mistakenly believed to be dead.

Baron Ironblood and the Black Major then took ownership of Castle Arlberg in Austria. SAS troops on operations stumbled upon the lair and
were captured, but not before radioing to Z Force, who promptly assaulted the castle.  Baron Ironblood and the Black Major escaped by
helicopter.  Soon after, forces loyal to Baron Ironblood then captured the naval base at Kuwayo, Africa.  Z Force assaulted the fortifications as
part of a sting operation.  As predicted, Baron Ironblood despatched the Black Major to lead the defence.  While unguarded, SAS parachutists
then infiltrated the inland base and captured the Baron.  The Black Major directly disobeyed his orders and rescued The Baron by posing as an
SAS pilot.

Santalla, South America.  The Red Shadows intervened in the civil war as mercenaries for the rebel General Mazanna.  The Black Major
personally captured the plans for the entire government Defence Network, paving the way for the Shadows to overthrow the government in a
bloody coup.  However, the Red Shadows were then betrayed by Mazanna.  In another attempt to capture Action Force technology, the Major
was thwarted by Q Force while attempting to capture a sunken Space Force Cosmic Cruiser.

At the North Pole, Baron Ironblood, the Black Major and a squad of Red Shadows captured a radar station as bait for the SAS.  During the
ambush, an SAS rocket caused a landslide and the Red Shadow operatives were all buried beneath the ice.  Nothing was heard from them until,
many months later, an SAS training mission on the coast of Germany was overwhelmed by an army of the Red Shadow sea monsters now known
as Kraken.  A fierce battle ensued, ending suddenly with the  SAS ramming a helicopter into the Baron's warship.

A series of Red Shadow raids on ports and installations in the Far East were intercepted by a mixed force of Z Force and SAS troops.
Attempting to escape by sea, Baron Ironblood's craft was rammed by a speedboat and the Baron was lost at sea.  He was later swept ashore and
had to make his escape on foot.  The Black Major tracked the Baron and rescued him from Z Force moments before he was to be summarily
executed.

Atoll Z was the location for a fierce struggle for supremacy in the South Pacific. The Black Major and Red Laser lead a contingent of Red
Shadows against a Z Force outpost. The battle raged in the midst of Hurricane Yola and culminated in the Major and Red Laser being swept out
to sea on a tidal wave.

While the Black Major and Red Laser were lost at sea, Baron Ironblood betrayed his Red Shadow minions and vanished without trace. He
launched a string of terror attacks on Friday the Thirteenth,
later known as Blood Day.  Despite receiving the two
hundred billion pound ransom, Ironblood chose to execute
his hostages anyway.  Outraged by this, the United Nations
pushed for Resolution 909: The removal of the Red Shadow
menace once and for all.   Action Force units struck openly
at every known Red Shadow installation and, while
capturing or killing the majority if Ironblood's forces,
neither Baron Ironblood nor the ransom were found.

The Red Shadow survivors of the Resolution 909 offensive
congregated in South America, where they were hired as
mercenaries by former members of the SS, having fled
there at the end of WWII.  At the heart of their secret
bunker was none other than Adolf Hitler, kept alive by
artificial means.  Units of SAS and Cobra were both on
exercise in the area and, upon their subsequent capture,
allied themselves in order to escape.  Eagle, Stake-Out,
Major Bludd and the Baroness all fought side-by-side to
destroy the Nazi menace once and for all.  The Shadows,
leaderless once more, slipped away in the confusion.

After months as castaways the Major and Red Laser
returned to civilization. Quickly gathering the tattered
remnants of the Red Shadows together they set out to renew
their struggle against Action Force, as well as the forces of
Cobra.  Action Force were engaged in a new offensive
based on the success of Resolution 909, code-named
Operation Charmer.  The Red Shadows infiltrated their
numbers and ruined the new AF team's one chance of
defeating the Cobra movement in its infancy.

(CONTINUED)
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The Major's next move was to lead his renegade Red Shadows in an assault upon a secret Cobra Research College on the Swiss-Italian border.
The siege was a diversion to trap and capture Destro, to ascertain Cobra Commander's whereabouts.  Details are vague, but by all accounts the
plan worked and, after ironing out their differences, the pair made a secret agreement to kill Cobra Commander.  However, at that point the
Baroness launched a counter strike against the College and Destro was forced to renege upon the deal.  He promptly hurled the Black Major to
his death in the ravine below.  However, the Major survived the fall and proceeded to destroy the facility.

The next known report is of a sudden coup in the small South American country of Valdez.  The Major sacrificed the bulk of his army to the AF
team as he stole a fortune in South American valuables.  Months later, a night of extreme violence occurred in Paris, France.  Acting on a tip-off,
Cobra Commander despatched Storm Shadow to assassinate the Black Major. The ninja managed to kill all of the Major's men, the Major
himself barely escaped with his life and was not heard from again.

It is now assumed that, with his army lost, a stolen fortune and
a death mark over his head, the Major changed his identity to
that of Wilder Vaughn.  Vaughn quickly established himself as
a mercenary for the intelligence communities.

Joe Colton, the founder member of the US GI Joe team, first
met Vaughn while serving in the jungles of South-East Asia.

Colton bore witness to Vaughn summarily executing one of his
own men for flagrantly reinterpreting his orders.  He later
described the man as being 'completely assured of his
righteousness'.

In 2005 the Red Shadows resurfaced fully and, with a rapid
series of surgical strikes, managed to immobilise Cobra
Command and send the GI Joe team into disarray.

Vaughn's plans of creating a new world order were all but
completed until a last ditch attempt by the Joe team caused him
to regroup.

Had it not been for the events of World War III, the Red
Shadows would surely have achieved their ultimate goal of
World Domination.



Cobra Commander: Leave the mask on.
By David Mumby

I was born in the early 70's and that set me in the perfect age for appreciating G.I. Joe. I was a tad bit too young to have any of the original
twelve inch G.I. Joe figures with painted hair but I was old enough that some of my earliest memories involve the adventure team, the twelve
inch figures with the fuzzy heads. I was born into a colourful world of twelve-inch action figures with descriptive phrases like "Life Like Hair",
"Kung Fu Grip" and "Eagle Eye". Many a Saturday afternoon involved my older brother and I laying waste to our big sisters Barbie village.
Those were good times. Yet I was also young enough to be introduced to a much smaller scale for G.I. Joe. This world would grow in include
catch phrases like "Swivel Arm Battle Grip" and "Yo Joe". My main collecting habit is A Real American Hero and all it's related 3 3/4 inch sized
soldiers but I still have a soft spot in my heart for my first love, the twelve inch G.I. Joe line.

Over the years Hasbro has attempted to merge the two very distinct lines together and
brought us twelve-inch versions of Duke, Snake Eyes and a slew of other A Real
American Hero characters, and they've brought the twelve-inch action team down to the
3 3/4 inch size. Both attempts were interesting but I don't think either line has really had
success in crossing to the other platform. This is not to say that I don't enjoy the twelve-
inch Hall of Fame figures, I do. I just think it's a shame Hasbro went with such a poor
choice in the body mold in what otherwise would have been a very interesting action
figure. I also respect and enjoy the Adventure team and the boxed sets they came with,
especially the five figure box set. It displays quite well. It's just that neither line has
really been a home run or had that "must have" status that other G.I. Joe products have
commanded.

With the release of the G.I. Joe motion picture last summer Hasbro found a new
platform in which they could produce more G.I. Joe goodness. For the most part the
smaller scaled figures are very well done. Perhaps the M.A.R.S. 3 pack body mold has
been over used, but aside from that the figures are pretty decent. Unfortunately history
is repeating itself for Hasbro. It seems that they can only execute one sized scale of G.I.
Joe very well at one time. I was holding off on picking up the new twelve-inch movie
figures but after the most recent price drop at my local Walmart gave the opportunity to
purchase the twelve-inch Cobra Commander figure for $7.00, I figure it was time to
pick one up.

Usually I like to remain positive when it comes to G.I. Joe. Even some of the less
popular characters and toys I can usually find something positive to say about the
product. This new Cobra Commander in twelve-inch format is proving it very hard to
do that. Even heading into this news article my wife reminded me that I should at least
try to say three positive things about this action figure. I’ll give it my best shot but I’m
afraid the reality is this is an all around poorly executed figure.

Here’s the positive; the figure uses the Gung-Ho grip. The index figure moves
separately from the bulk of the hand as does the three remaining fingers. This makes it
very nice to display your figures with one finger on the trigger and three fingers
wrapped around the handle of a gun.

Cobra Commander also comes with a removable black coat. The detail on the coat is
simple but for a display point of view it does the job. To go along with the removable
coat he also comes with a translucent removable helmet, so we can finally see what the
live action movie version of Cobra Commander looks like behind the mask.

Unfortunately that is about as far as I can go with the positive review. Once you remove
the mask you are treated to a face that looks like it was inspired from “A Nightmare on
Elm” street more then anything else. I realize that the movie explained his face was
damaged when the building he was inside blew up, but he doesn’t need to look like
Freddy Kruger. I have a 3-½ year old son who I like to share my toys with, so when I
got this figure I thought it might be something we could play with together. I don’t
think this sort of toy is appropriate for young children to see. Thankfully my son only
thought his face was “dirty”.

Another issue I have with the burnt face is that the damage is limited to the head mold only. When the head connects with the neck there is no
blending of damage. If the want to make the battle damage more believable then either the neck and chest should have had some sign of scare
tissue or the area under the chin should have had some healthy skin so when the head and neck meet there is no stark line going around the
figures throat.

In an apparent attempt to cover up this short cut on the figure, Cobra Commander is wearing a battle chest. The chest looks like it’s 3-¾ inch
counter part and has a nice Cobra sigil over the left beast, but Hasbro cut some pretty big corners on this one.
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There is no back at all on him. Once you remove the black overcoat you’ll see that this chest plate only has an elastics band holding it on. Cobra
Commander was always portrayed as a bit of a coward and many times would turn tail and run. I’m not sure this version of Cobra Commander
would be willing to do that since all that protects his back is a thin over coat.

As for accessories, along with the removable coat, chest plate and helmet, Cobra Commander comes with a wicked looking sword. I was hoping
for a twelve-inch scale of his classic “hair dryer gun” but no, he only came with this large, Klingon inspired blade. It’s not practical at all. The
handle where he would hold the weapon as a large blade on the inside of the forearm, so half the time you swing this you would be carving up
your own arm.

Yet all of those things I could have looked past. The biggest part that ruined this figure is the fact that Hasbro has been trying to blend parts of
the classic twelve-inch figures with parts from the 3 ¾ inch line. That would be the black, molded pants. Part of the charm and reason for the
success of G.I. Joe in the first place was the fact that you could charge his uniform to give him distinct looks. This in turn meant that for an
affordable, yet profitable price, Hasbro could come out with new outfits for older figures and everyone could afford them. This figure not only
has solid black paints molded onto him, he also no articulation in the ankles. The result is a very cheap feeling product.

I hate to be negative about something that usually brings me so much joy but I want to be honest with everyone that reads this newsletter. Hasbro
is brilliant when it comes to execution for the both the smaller scale G.I. Joe and the larger scale Joes, but when they try to mix the two; they just
haven’t had great results. I’m still waiting for that “must have” twelve inch A Real American Hero to be made. I believe they can do it, they just
haven’t done it yet. It would be simple, give us some core G.I. Joe characters with either adventure team styled bodies or the modern twelve inch
bodies with Gung-Ho grip hands, cloth outfits and a good head sculpt of famous G.I. Joe characters. Then make some additional cloth
accessories so that we can make the different versions of Road Block or Duke without having to buy a whole new figure. Do that and I’d be a
very happy man.

Sideshow collectables makes some of the most gorgeous G.I. Joe toys I’ve ever seen and they have the right idea. Unfortunately they are about
three times more then I’m willing to pay. If another company can do it, why can’t Hasbro?

Over all, this latest attempt by Hasbro at bringing us twelve-inch movie figures is a failure. It’s not a great figure and I can’t even pass it over to
my son for fear that he might eventually realize that it’s not dirt on the figures face, but that he is scarred under the helmet. My advice it to take a
pass on this one.



Review - Canadian JoeCon Dead-Eye w/ Backstop
By Justin Bell (www.generalsjoes.com )

As the first Canadian G.I. Joe character, you just had to figure that
Backstop would be the unofficial mascot to the Canadian JoeCon, but
to this point that hadn’t really been the case.  However, it had to be
just a matter of time before they would dip into the Backstop well, and
it only made sense that the first existing character the JoeCanuck guys
did was Backstop.

Originating from Quebec and sporting a more than questionable outfit
the first time around, Backstop piloted the Persuader cannon-on-
wheels, and was probably more well known for his  bright yellow
pants than he was for anything else.  But as a kid, I loved Backstop.
Sometimes it’s the minor things that really make a character shine,
and while today accessories are pretty interchangeable and
meaningless, back in the 80’s they could make or break a figure.  Even though Backstop came with the mostly forgettable Persuader, his
awesome helmet and crazy pistol are what sold me on him back then.  It made a big, big difference, and immediately, because of those two
accessories, this was a guy that I really liked.

Now if you’d told me you could get a decent Backstop figure using
25th Anniversary parts, I’m not sure I would have agreed.  He had
some very unique design elements, and isn’t really a character that can
be cobbled together with other parts…so the Canadian JoeCon guys
kind of had their work cut out for them, especially with such a limited
pool of parts to pull from.

I’ll admit off the bat, the 25th Anniversary Serpentor is not one of my
favorite figures, and I certainly wouldn’t have pictured it as the source
for an updated Backstop, but it actually works remarkably well.  The
helmet obviously is a bit different, but very close in style to the
original.  Serpentor’s textured upper torso also pays nice tribute to the
layered armor that Backstop wore back in the day as well.  Simply
adding a knife sheath and knife to the chest also replicates that feature
nicely.

The darker colored pants are certainly more in tune with a military
aesthetic than the bright yellow ones were, and manage to look great
even with Serpentor’s somewhat bizarre textured kneepads.  It
obviously took a hefty amount of creativity to come up with this
unique combination, and it actually works a lot better than I would
have thought.  It captures the familiar aspects of the original Backstop,
yet is slightly different and new.

But what good is a vehicle driver without his vehicle, especially one as
unique as Backstop?

Well, again, they have an answer for that using the 25th Anniversary Armadillo tank, but adding a very neat Backstop-themed twist.  Taking the
laser cannons from the Air Chariot and attaching them to the Armadillo is a nice change that gives the vehicle a bit more customization, but
where the brilliance really comes in is with the simple application of the “Dead Eye” sticker on the back.  This sticker was also present on the
Persuader as well, and again, it’s a very cool tribute to the past, and manages to give Backstop a vehicle to use in the modern day as well.  Sure,
some suspension of disbelief is required to separate this thing from the more well-known Armadillo, but it’s not like Hasbro hasn’t been doing it
for years on their own.

In 2009, the Canadian Joe Con really expanded and branched out.
They went from a single figure to a full blown boxed set, and had
quite the mountain to climb with the resources they have.  By and
large they did an admirable job, and even with the very specific
selection of parts they had to work with, we ended up with a very
nice set, and Backstop with his Dead Eye are no exception.  Very
well done.

(Detailed images on next page)








