
News From The North

Packing up Joes is not fun. It would seem there’s more than just a few people moving at this
time of the year. Some are moving away to start College or University, others have new jobs in a
different city, or some, are just moving to proceed with the next chapter of their life. I for one bought a
house, therefore I’m in the process of packing everything up. Not just the DVDs, pictures, knick-
knacks, family items, etc. But my two toy rooms. Yes… TWO. It sounds like a great idea right! To have
TWO rooms to display your collections in?! Well, it is! It’s wonderful! I’m especially blessed that my
wife “allows” me to use this much space to display my items. What I didn’t think of was that we would
be eventually moving, and that I’d have to pack all this stuff up!

True, I could of just left it packed up for years and forgotten about it. But what’s the fun in
that! I want to see my collection! Display it, discuss it, enjoy it – and if given the chance, show it off!
But, that’s me. I had the space to do so, so I did. Others don’t always have the room to display it all
immediately, and thus, need to leave it packed up for the time being. I’ll BE one of those people after I
move as my new toy room isn’t going to be a priority when my wife and I move.

So how does one go about packing up a collection of toys you ask?… Carefully! I use
Rubbermaid Tubs, Paper towels, and plastic baggies. Just this morning I packed up my Sigma Six
figures, I laid each one carefully in the tub, then starting “building” layer up to the top of the tub. Since
it’s the only thing in that tub, I didn’t pay attention to the weapons as I know they’ll be safe in the
bottom of the tub, and I don’t mind matching the weapons up with the right characters later on.

My 3 ¾” Joes… that’s another ordeal altogether. Each one gets wrapped in a sheet of paper towel, then put into a baggie. Actually, two
figures get put into each baggie to save money and space. 80’s era Joes are known to chip paint and crack thumbs. I’ve spent far too much time
and money into getting my mint figures to have them break on me because of a move. So I don’t mind taking the extra time and effort to ensure
they’ll make it to the new house safely. I did the same thing with my vintage 3 ¾” Star Wars figures out of habit.

In a strange way, I’m enjoying this. Some of the figures I’m looking at and remembering some childhood memories about them as well.
Like my 1984 Storm Shadow that I buried under our pool when I was a kid with my “time capsule”. Or my mail away Duke that I waited weeks
and weeks for – only to blow him up with a mini-firecracker! Yep. I did it… I attached Duke to the mail away Parachute, taped a firecracker
around his waist, lit it, then tossed it up in the air as high as I could. The parachute opened and started to glide down – BOOM! Dukes legs went
flying one way, and the parachute shot over to the left. Dukes upper half came down safe and sound with the parachute… I never did find his
waist. Hey, I was a kid! I didn’t know any better!

In short, the only real advice I can give you when packing up your collection is to be careful. Treat it as if it’s that old china that your
wife wants you to pack VERY carefully and you should be fine. Make sure if you’re using boxes to tape completely around the box – not just the
top or bottom – ALL the way around. This will help prevent your stuff from spilling out on the street as you take out of the moving truck…. Yes,
I’m speaking from experience. Now if I could change topics for a second, I’d like to address a question that has been coming in a lot lately about
the Canadian Joe Convention in 2009.

“When & where will the next Canadian Joe Meet be?
- In 2008 the Joe Meet evolved into The Canadian Joe Convention. Having said that, it looks like it will be moving it to Niagara Falls, Ontario

for 2009. We’ve been paying attention to what the people want out of a convention, and all signs point to a fun location, easy to get to, and
affordable for not just the “joe fan”, but the entire family. Niagara Falls has ALL that and more. We’ll be announcing a date for the next one
by October. So keep your eyes peeled for info!

That’s all I have for this month gang. If you have any comments, please email us at contact@joecanuck.com. Same goes for any of the articles in
this months issue – which reminds me, we have our first guest-written article this month. Andrew Smith was nice enough to allow the internets
own “Bandalero” to do the 25th Figure Spotlight this month… and if you know him, then you can assume who it’s on.

- Michael Heddle
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G.I. Joe by Epyx for the Apple II and the Commodore 64 (1984)
By David Mumby

Christmas day, 1983 was a fun day for me. That was when my family got our very first home
computer. I wasn’t expecting a computer for the family. Instead I had dreams of Star Wars and G.I.
Joe so when we opened the big box under the tree my brother and sister and I were all very surprised.
However, the Commodore 64 was not the first home computer that I owned. That distinct title belongs
to Texas Instrument. Lucky for me my father realized that the Texas Instrument computer we had;
complete with the game “Link Man” was not the way to go. So after a couple of weeks he took it back
and instead came home with the first computer I fell in love with, the C 64.

The great thing about the Commodore 64 was the variety of games there were and they were
based on many popular titles like Spy vs Spy, Transformers and the subject of this article, G.I. Joe.

The G.I. Joe game for the C 64 by Epyx was by no means the greatest game going at the
time, but it did have a lot going for it. It feature many characters to choose from and had two different
game styles to play.

The roster for the G.I. Joe team broke down into two sub groups, the vehicle themed
characters, who were Ace, Wild Bill, Steeler and Clutch. The solo missions consisted of Duke,
Scarlett, Recondo, Torpedo, Snake Eyes, Roadblock, Spirit, Zap, Gung-Ho, Snow Job, Blowtorch,
and Stalker.

The Cobra team consisted of only eight characters to face off in either vehicle or solo game and they were against Destro, the Baroness,
Zartan, Firefly, Cobra Commander, Storm Shadow, Major Bludd, and Scrap-Iron. It’s interesting to note that Zartan would take the disguise of
random G.I. Joe characters so it was possible to even up facing off against yourself.

The way that this game is played is a map of the earth is shown and there are certain hot spots flashing on the globe. It’s up to you as a
member of G.I. Joe to select the area you want to defend. Once you have chosen your location the computer will select which Cobra operative
you will face off against first, then you get to select your G.I. Joe team member to battle it out with that person.

As I mentioned, there are two different modes to this came, the vehicle based missions and the solo missions where it’s one G.I.Joe
character vs. one Cobra character.

In the vehicle missions you select one of the G.I. drivers and their accompanying vehicle so if you select Clutch you get the Vamp,
Wild Bill has the Dragon Fly helicopter, Ace has the Skystriker and Steeler has the MOBAT.  The mission for vehicles was to destroy all the
Hiss tanks, radar stations and launch pads. If you were hit even once you would die and by todays standards it’s not hard to beat. You could find
a Hiss tank, drive off the screen and then line up your vehicle to where the Hiss tank was and race across the screen towards it until it appeared
and as long as you were shooting you would win.

The solo mission (or man on man missions) were a nice change of pace from the
vehicles and were where the fun was at. Each character would use the appropriate weapon, for
example Storm Shadow would shoot his bow and arrow (the arrow was huge) and Snake Eyes
would shoot his Uzi. Whichever location you chose to fight in you affect the background.
Choices included the dessert, the streets, a Cobra base, or the arctic tundra and each option
included different computer controlled obstacles that could either help or hurt you. For example
in the streets there is a Snake Armor running around shooting at you along with the Cobra
Operative you are trying to capture, in the dessert there is Fangs and Sky Hawks flying over head
taking shots at you or the Cobra you are facing off against.

To win the solo mission you must win two of the three rounds and each character has a
small health bar on the top left corner of the screen. This goes down as you take more damage.

 The winner of the round will capture the other character, so if you win your match against Major Bludd then next time you see the Cobra
operative’s screen he will be behind bars. The same rule applies if you loose. Next time you go to one of the two possible G.I. Joe team screens
then either then that character will be behind bars.  You also get a message from Cobra after each match with them either cursing you or saying
it’s not over yet or they would gloat about world domination.

The draw back to this game is it has a very long load time between screens and there is no end to the game. Cobra will keep on
escaping on you. I like games to have a finish, but this one doesn’t. Where this game really shines is the fantastic sound effects it has. It plays a
basic version of the cartoons theme song without any vocals. It’s very simple but extremely catchy. The other thing that I appreciated was the
load screens and the flash screen that instructed you to turn the disk over. The flash screen was Duke holding a copy of the game and pointing at
you with the instructions to turn the disk over. The load screen was a shot of the G.I. Joe HQ with vehicles moving out of the bay door, basically
deploying the troops.

This game is another classic example of a game that was great for it’s time but by todays standards if falls short. Game play is repetitive
and gets dull after a while but it’s always a joy to hear that theme song.



Canadian Exclusive Spotlight: The Cobra Combat Set M.S.V (Sears Canada)
By Edward Dam

I have to start this article off with a confession. Over the years of my collecting, I’ve had a few opportunities to buy the Sears Canada
exclusive Cobra Combat Set M.S.V.  For whatever reason, I never picked it up. Was it the cost? No, I have dropped larger amounts of money on
other items, so I don’t think that’s it. I think that it’s because I looked at it as “just another jeep” without giving it too much attention. When this
was available in 1982, I didn’t know it existed. I was just getting into GIJOE, and Sears was not one of my parents’ common shopping
destinations. As such, I never saw this set on the shelf in stores, or in a catalog. It wasn’t until the mid 90’s when my quest for more knowledge
of all things Joe led me online, that I discovered this exclusive set that I missed out on as a kid. Even as such (or perhaps because of it?) I didn't
think that it would interest me.

Wow was I wrong.

Now that I have one, and have had the time to give it the attention it deserves, I am very much kicking myself for not picking the other
ones up when I had the chance. I would love my Cobra motor pool to house a few of these bad boys. It is most certainly NOT “just another
jeep”. It takes the things that never appealed to me with the VAMP (the olive drab colour, little to no movable/usable parts) and turns it right
around. I think that Hasbro should have released the V.A.M.P and the MMS together to begin with. To start off with the M.S.V, the jeep portion
of the set IS a straight up black molded version of the 1982 V.A.M.P. Just changing the colour from green to black makes it more appealing to
me, and it makes the vehicle fit right in with other hugely popular (and common) Cobra vehicles, such as the H.I.S.S tank and the Stinger jeep.

It’s not the jeep itself that sells me on this set however. The MMS that comes with the set is
the part I love. At the risk of becoming repetitive, I have to say that I was never a fan of the MMS
when it was first released largely due to the colour. I may be in the minority, but I always disliked
that the majority of Joe equipment released in the first couple years of the line was molded in
“army” green. Yes, I know it’s militarily accurate. It was just BORING to me as a kid. Cobra mixed
it up, though. Sure, the primary colour for their early equipment was black (like most “evil” sides in
kids’ good vs evil stories and toys), but by 1984 they were putting out some cool looking vehicles in
alternate colours (Water Moccasin, Rattler, A.S.P) while Joe was still putting out their olive drab
scheme (Killer W.H.A.L.E, Skyhawk, Slugger, etc). Therefore, when I see an item that was released
in those “traditional army” colours redone in some other shade, it interests me on that aspect alone.

The play value that the MMS brings to the set it was
makes it so great. It looks cool as a trailer, hooked up to the
jeep (or the H.I.S.S for that matter).  When you park it in position, and lower the support legs…..well
that’s when the awesome factor REALLY sets in. The three large black detachable missiles would do
damage to ANY Joe outpost, and the removable programming panel adds an extra aspect of realism to
this unit.  I picture this set as a night attack/stealth unit, sent in to put a large amount of firepower within
range of any target, under the cover of darkness. I see it deployed with a couple of night vipers, who hide
the launch unit in an area that has maximum advantage in regards to launch destinations, but is hidden out
of sight enough not to be seen unless really looked for. Any way you use it, the set is just plain FUN to
have as part of your Cobra forces.

There are few real downsides to this set for today’s collector. Firstly, the fact that it was a store
exclusive (Sears) as well as a country exclusive (Canada) makes finding one a real tough endeavor, in any
condition. Secondly, the fact that the jeep IS the V.A.M.P, means it suffers from that mold’s notorious
weaknesses. Cracks in the hood, right at the base of the windshield are all too common with the V.A.M.P
mold, and the M.S.V suffers from the exact same ailment.

(CONTINUED)



Canadian Exclusive Spotlight: The Cobra Combat Set M.S.V (Sears Canada)
(CONTINUED)

Also, the steering wheel is far too easy to remove and lose (it should be noted that the
M.S.V steering wheel is molded in black, unlike the V.A.M.P) and the gas cans are easily lost (as
they are with the V.A.M.P.- and again, the M.S.V versions are molded in black). On top of all that,
the fact that the set is really 2 separate pieces means that the kids who got them back in the day
likely separated them, meaning you may find a jeep with no MMS, or an MMS with no jeep. Then
there’s the chance of lost missiles or missing programming panels, which are common issues with
finding an MMS – only with this one, as they are different colours and a country AND store
exclusive, the likelihood of finding the pieces you need aren’t good. You’re probably more likely to
win the lottery.

It should also be noted that while the gas cans and steering wheel from the 1989 Tiger
Sting are ALSO black, the ones used back in 1982 for the M.S.V. set are a different shade. This can
be seen by comparing the plastic colour to the colour of the jeep/MMS itself. They should match
exactly. I have seen some “complete” M.S.V’s being sold with Tiger Sting gas cans and steering
wheel – so if you’re in the market for an M.S.V, check it closely before buying! For some folks it may not matter, but for me I want my items to
be original and complete.

If you are lucky enough to find one of these for sale (or if you’re even luckier and already own one), it’s a no-brainer as far as the
“cool” factor goes. It’s a great toy, and a fantastic rarity to have in your collection.  However, if you are looking for one, be prepared to pay the
price. The M.S.V RARELY comes available for sale, and when it does it regularly goes in the hundreds of dollars, condition depending.



Custom Filecards
By Charles Cushman

What made the G.I. Joe figure stand out from other generic army lines for me, was the filecard. This brief description of the figure let you know
who he was, what he did, and why he was among the elite forces of G.I. Joe or Cobra, and offered suggestions on how to use him in your own
Joe universe.

In creating an original custom, you have to undertake a
similar process. Sure, your custom might look cool, but you
can’t really make him a part of your universe until you know
who the guy is. The best way to complete a custom is with a
custom filecard.

Who can do it: Anyone
What do I need: An idea, and if you want a printed copy, a
computer with web access and a color printer.
Figures to have: No figures needed for this one.

Step 1: Getting the Materials
To physically construct the filecard, JoeCustoms.com has
provided a great resource that will allow you to put in the
information the card information into a real filecard type
format. You can find it at:
http://www.joecustoms.com/filecards/filecards.php

The toughest part about using the tool is getting your photograph to the right size for the template. Most photo applications (including MS Paint)
offer you some sort of resizing or cropping ability.

The rest of the interface is a template that tells you what to type in and where to complete the filecard.

Step 2: Preparation
You’re going to need to make up the following information about your figure:

Code Name
A code name is a snappy 1-3 word long name that really describes the figure. It can be a noun (Mutt), an adjective (Stalker), occasionally a verb
(Freefall) or an allusion to someone else that describes the figure (Duke). Often, the figure is named after a piece of military equipment
(Ripcord). Most generic Cobra troops use the format “Cobra [name]” or “[Name] Viper”

File Name
This is the real name for your figure. This is a good place to slip in a mention of a friend or influence, a literary reference (the original Dreadnoks
are Tom, Dick and Harry, as well as Wynken, Blynken and Nod) or even a joke (Alpine’s name is Al Pine, Cutter’s is Skip Stone).

Serial Number
This is not critical but is there to increase the military feel of the filecard. Consider it completely optional, as it doesn’t diminish the product if
you leave it out.

Primary Military Speciality
This is a 1-3 word description that describes what the soldier does for a living. While he might be a great all round soldier, this describes what
he’s really good at. More than anything, this statement tells you how this figure is meant to be used. While an exhaustive list of these would
overrun the entire article, examples include

airborne infantry trooper
artillery specialist
astronaut
commando
communications specialist
counterintelligence agent
drill instructor
explosives expert
explosives ordnance disposal
frogman
hand-to-hand combat expert
heavy machine gunner
sniper
And the good old catch all - infantry trooper

(CONTINUED)



Custom Filecards
(CONTINUED)

Secondary Military Speciality
This is a 1-3 word description that describes another thing  the soldier is good at. These secondary roles tend to help make the figure more
rounded, and can add a little depth to the usage. Roadblock’s secondary specialty is a cook, and that is something that helps to define the
character as clearly as does his expertise in heavy weapons. While you can use pretty much anything in the Primary list as a Secondary Specialty,
the Secondary ones tend to be a little less dynamic support jobs. Examples include:

rifle instructor
cook
clerk
electronics expert
flight instructor
medic or paramedic
motor vehicle operator
silent weapons specialist
urban assault specialist

Birthplace
This is the city and province or state that your character
comes from and defines, to a certain extent, his outlook and
upbringing. While it may sound a bit prejudicial to suggest
it, if your character is from Toronto they would have a
different outlook on life than if they were from California,
Washington or Rural Saskatchewan.

Grade
This is pay grade, used to determine rank structure (who answers to who). How soldiers get paid is too complicated to go into in too much detail,
but here is a short list that you can use (from highest to lowest).

O-8 Army-Major General (2-Star)
O-6 Army-Colonel
O-5 Army-Lieutenant Colonel
O-4 Army-Major
O-3Army-Captain
O-2-Army-First Lieutenant
O-1 Army-Second Lieutenant
E-8 Army-Master Sergeant
E-7 Army-Sergeant First Class
E-6 Army-Staff Sergeant
E-5 Army-Sergeant
E-4 Army-Corporal
E-3 Army-Private First Class

Other Information
This is the important part. In these two paragraphs you must
tell what the character does, and what makes them so
special to have been picked for the team. It should also
offer you a little background on the character so that you
know how he’ll interact with others.

Step 3: Doing the thing – The last 2 paragraphs
G.I. Joe filecards follow a certain form and flow. This form and flow was created by the undisputed master of filecards - Larry Hama, who was
nice enough to jot down a few notes for the people at JoeCustoms.com, who made it available in their wiki at the following link:

http://wiki.joecustoms.com/wiki/Larry_Hama%27s_Tips_for_Writing_Filecards

I am going to address and expand on a few of his comments (his notes in italics”, as we work through the process of designing a filecard.

“Get all the information down first, and then start whittling away at it”
I’ve read some full back stories that go on for pages about the character and his abilities, battles, romantic conquests, and everything down to his
shoe size. It is a good to flesh out the character on paper, but the filecard is designed to be brief, and give you everything you need to know in a
few paragraphs. Write down everything that you can think of, then start trying to put it into the filecard format, rather than trying to write it all
directly into the filecard.

(CONTINUED)



Custom Filecards
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“The main thing is not to get involved in physical details or facets of personality that do nothing to illuminate the human qualities. Why is
the character loyal, brave, a stand-up guy, etc. Never say that a character is "brave" or "heroic" or "patriotic." These are words that soldiers
shun as being unseemly”.
Here is where the job gets tough. Your character may be able to climb 10 foot walls with his pinky toes, or beat Snake Eyes at thumb wrestling,
but you really have to distill your description down to the unique and interesting elements that separate him from his fellow elite soldiers.
Remember that just to get on the team everyone is a athletic, tough, brave, heroic, and patriotic, and leave out those descriptors. You also want to
leave out physical descriptions, as your figure will be there for everyone to see.  Focus on the elements that differentiate him from other people
with his specialty.

“Two paragraphs. One paragraph should tell what the character does, AND why he is so good at it. The other paragraph is personal details
about his character. Interesting quirks. But remember, that to most people a collection of quirks is what makes you move to a different seat
on the bus.”
In the first paragraph you want to explore what it is that he does. For example, a frogman swims underwater and blows things up. What does
your frogman like about these this, or what special skills do they have that enable them to do those things very well. What schooling or
experienced do they have that make them worthy of joining an elite military or terrorist organization?

In the second, you want to know who this person is, and how they react to other people. Are they quiet and professional, or the life of the party?
What do their parents or fellow soldiers think of them? What would it say about them in the personnel files of General Hawk?  After reading this
paragraph, you should know what it would be like to soldier or go for a beer with this character and whether you would like him or not.

"Read "The History of Warfare" by John Keegan, "We Were Soldiers Once, And Young" by Harold Moore, "Henry V" by William
Shakespeare, "The Killer Angels" by Michael Shaara, and "Blood Meridian" by Cormac McCarthy."
If you’re stuck for ideas, there are a lot of books that you can turn to that will give you a leg up. I would add “Shadow Warriors” by Tom Clancy
to that list, but a library search will turn up hundreds of books about warfare. Plagiarizing directly from sources is kind of lame, but looking at
these sources will spark new ideas and help you to fill in the gaps.

Step 4:  finishing
When you put it all together type it into the filecard creator. If your descriptions fit into the space provided, you’re done! If not, go back and edit
for brevity.

Warning:  Writing can be hard work. Seriously. Don’t sweat it and take your time. If inspiration doesn’t strike you right away, put it away for a
while, and come back to it when you’re more inspired.

While we won’t all be as good as Larry Hama, I believe that every custom should have a filecard. The G.I. Joe experience is more than just a the
little plastic army man, it is the  characters that you can could bond with and become immersed in.

Granted the comics and television certainly had an effect on shaping this world - but since you’re unlikely to be directing a  comic book or major
motion picture about your custom, the filecard is a chance to make a good custom into a great character.

In June of 2008, Joe Canuck
board member took the Travellin’
Joe Canuck figure with him on his
honeymoon to Mexico.



25th Anniversary Spotlight: BAZOOKA
by Guest Columnist : Alexander Khan (alexanderkhan@rogers.com)

     In 1985 we went “Back to the Future” with Michael J. Fox, The A-Team was still on the run, Coca-Cola introduced
its ill-fated New Coke, and Michael Jackson was busy buying the Beatles songs for $47M. 1985 is also considered by
many in the collecting community as the pinnacle of G.I. Joe success; Marvel published the first of four G.I. Joe
Yearbooks, Season 1 of the Sunbow Cartoon series first aired on September 16, and the toy line featured its fourth
series of modern action figures and vehicles.

     As for the toys, the Joe team enlisted memorable characters like Flint, Lady Jaye, Shipwreck, Barbecue, Quick
Kick, Alpine, and Dusty; their popularity would skyrocket due to the cartoon and comics.  Snake Eyes v2 became the
definitive Snake Eyes in most collections; Hasbro introduced his pet wolf Timber and the familiar medieval visor-look
to his figure.   Cobra was not to be out done: The Crimson Twins, Zartan’s stooges – Buzzer, Ripper, and Torch, and
soon-to-be popular army builders of Crimson Guards, Snow Serpents, and Tele Vipers were all introduced in the toy
line.  We shouldn’t forget that the massive 8’ long USS Flagg aircraft carrier was also available at retail.  1985 was a
great year!

     In the middle of all that was Bazooka.  With such a stellar cast of characters and toys, Bazooka went under the
radar, perhaps thanks to the continuity issues between the different mediums.  On his file card Bazooka was labelled
as “a decisive fast thinker with all the instincts of a natural survivor”, however in the cartoon he could barely put a sentence together and was
relegated to comedy relief with his buddy Alpine, and he was a background character with little interaction in the Marvel comics (issues #27 and
#44).  Because Bazooka’s character wasn’t as well defined as others were, this opened the door for me to explore the character and represent him
the way I wanted to in my Joe-verse.  The toy had the right mix of military realism (green BDUs and helmet) and fun fantasy (a red football
jersey!) and he quickly rose in the ranks of being my go-too-Joe during my playtime missions.

     So it was great to find out that Hasbro planned to include him in the 25th Anniversary line.  When I
saw the actual figure displayed among the cast of wave 9 protos at the Canadian Joe Convention back on
April 19th I was ecstatic!  This was how I always envisioned Bazooka, arguably one of the best ARAH-
to-25th anniversary sculpt renditions to date.

     The 25th Anniversary Bazooka is faithful to his original version one - with some major
improvements all around.  The familiar red jersey #14, green BDUs and trendy wrist sweat bands (it was
the 80s!) are still there – all highly detailed and sculpted.  Bazooka’s arms are now inset into the
shoulders which give a more natural appearance to his anatomy, and the figure is a lot thicker in
dimension and weight when compared to other similar large figures in the line.

     Hasbro redesigned his accessories to be much more conventional and functional.  His M.A.T. missile
launcher is bigger than the original and allows him to properly carry it with a handle, strap, and shoulder
brace - the launcher can also be loaded with one of his LAW rockets.  The backpack is now
appropriately sized and detailed to carry his removable equipment.  The rockets can be placed
individually along the top rack on his backpack and the launcher can be stored on the base of the
backpack.  These neat features definitely increase Bazooka’s playability since he can now operate a
vehicle or clobber Cobra B.A.T.s with his free hands!  His helmet sports a nifty chin strap and the look
is much more accurate to his card artwork.

      With the size of his accessories, the argument regarding “how can he carry is backpack without any shoulder straps?” is even more
prominent.  This was something I could ignore as a kid but need to justify as an adult collector, and the easiest solution is to give him some extra
web gear from an extra 25th Anniversary Stalker I had. Because
Bazooka’s so broad the web gear can’t actually connect at the front
but I find that to be a bonus as it emphasizes his immense size.  He
should have been packaged with web gear similar to Roadblock’s
v1’s release in this new line.  Personally, no sculpted military helmet
could beat Bazooka’s original helmet, and I was pleasantly surprised
when I found out that not only does his original helmet fit his new
figure’s head, but the colour match is near enough to his BDUs and
backpack – just like the old days!

     Bazooka isn’t a fan-favourite like some other characters
mentioned, and many find his red jersey too off-setting.  However this
is a toy that I connected to as a kid and the characterization I gave him
then – strong, loyal, dependable, decisive, smart – still holds true now.
After 23 years I can safely say that Hasbro has produced a definitive
version of the original Bazooka in 25th Anniversary glory.  You may
not like the character like I do, but it’s definitely worth getting this
figure for your collection, Bazooka is arguably the sleeper hit of this
wave.



A Guide to GI Joe Guides
By Ryan. Costello, Jr.

No matter how long a collector has been in his hobby, knowledge of the subject can not rely on first-hand information and memory alone.
Fortunately, a wealth pool of resources exists on GI Joe new and old. There is no shortage of resources for GI Joe collectors. But which guide is
right for you?

Below the most popular and widely use GI Joe resources are detailed, with their high points and low
points analyzed. Each guide is also given the Hawk litmus test. Everyone has a different way of
separating multiple versions of a single character, with Hawk being possibly the most complicated
character to categorize. His first version had straight arm and swivel arm variants. His figures have
been named Hawk, General Hawk, General Tomahawk, General Abernathy, and GI Joe Hawk. More
confusing is that the character received a promotion from Colonel to General but did not receive his
first name change until his third figure, the second figure with the rank of General. According to
Valor vs Venom, Venomous Maximus was a mutated Hawk. A convention exclusive figure was
Zartan disguised as Tiger Force General Hawk. He has had two completely different figures released
the same year. Every single 3 ¾” sculpting style has featured at least one version of Hawk. Each
guide lists the various versions of Clayton M Abernathy differently. Find the guide that lists them the
same way you would and you have found your guide.

The oldest available resource is the two volume DeSimone guides. Technically The Official
Collectors Guide to Collecting and Completing Your GI Joe Figures and Accessories. James
DeSimone, a 12” collector whose son got him into the 3 ¾” figures in the early nineties, has
catalogued the entire 1982-1994 run of ARAH figures. Clear pictures of each figure and all their
accessories are captioned with the character’s name and a number often referred to as the DeSimone
Guide Number. This number is the only device the guide uses to separate different versions of the
same character. The first Hawk figure is listed as 12 Hawk (right after 11 Cobra and before 13 Grand
Slam), the second Hawk is 91 Hawk (right after 90 Lamprey and before 92 Lifeline). Occasionally
these numbers are marked with an asterix, indicating that more information relevant to the collecting
of that figure can be found in the numerical index in the center of the book. The separation of this
information makes the photo pages cleaner, providing only the most pertinent information.

The order in which the figures are listed is quirky. In volume one, the figures are divided by the year
they are date stamped. In volume two, they are listed by the year they are released. So even though
289 General Hawk (the 1991 version of the character that came with a jet pack) shares a mold and
date stamp with 467 General Hawk (the green repaint of that figure), one is listed in 1991, the other
in 1993, as opposed to 24 Duke (aka Tiger Force Duke) who is listed in 1982 because his date
stamped waist piece is a repaint of the 1982 Cobra Officer waist.

The guide is clear and complete, with rare errors like 42 Ripcord’s parachute listed as a 43 Spirit
accessory. Figures packed with weapon trees are shown with their weapons removed from the trees
and without their battle stands. DeSimone Guide Numbering includes items that might not interest a
3 ¾” collector, like the 12” figures that were released at the time, the dinosaur that came with the

 Dino Hunters, and the Micro Figures. 12” vehicles and accessory packs are listen in volume two, most likely as space filler. No 3 ¾” vehicles,
playsets, accessory packs, or motorized action packs are listed. James DeSimone has reportedly expressed no interest in releasing a new guide
covering figures released after 1994.

Hawk Litmus Test: No distinction is made between the straight arm and swivel arm versions of
the first Hawk release; all versions of the character are listed using their file card name.

Derek R. Anderson and Ron Conner from backinthedaytoys.com picked up where James
DeSimone’s guides leave off. Three volumes of their Action Figure Archive exist: International
Action Figure Archive Volume I: Mission Joe; 1995-2003 G.I.Joe Action Figure Archive
Volume II: Mission Joe; 2004-2006 G.I. Joe Action Figure Archive Volume III: Mission Joe.

Where the DeSimone guides were nothing but business, the Action Figure Archives are loaded
with information. Figures are similarly listed by year, but each year is headed with an
introduction on the state of GI Joe at the time. Each figure has space below their name, left open
for trivia or clarification. All figures are listed by version number rather than an assigned code.
Therein lies the guides’ most defining feature.

In an effort to be comprehensive, the guide differentiates separate releases from variations, and
exclusives from nationally released items. The guide does its best to explain the difference
between a figure listed with a .1 next to it’s version number as opposed to a bracketed letter such
as [a], but it can still be confusing.

(CONTINUED)
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A prime example is the 2002 GI Joe Collector’s Club exclusive Crimson Strike team and the infamous fuchsia variation. As convention
exclusives, the guide considers them .1 versions of the figures (such as Xamot v 2.1). Because the figures were released in both fuchsia and
crimson shades of red, there are also either an [a] (for the fuchsia coloured variations) or a [b] (for the crimson coloured variations). So Xamot
v2.1b is the crimson coloured variation of his Crimson Strike team version.

These guides do not start at the beginning, so it gets confusing whether the guide’s system is considered in depth or complicated. The first
General Hawk listed is v5, leaving the reader to calculate for themselves how all Hawks released before it would be listed. The order in which
figures are listed is often inconsistent with the character’s version numbers, like when General Abernathy v2 is listed on page 9 of volume III,
but General Abernathy v1 does not appear until page 13 of the same volume. Hasbro did not help the matter when they occasionally added
version numbers on packages, like Cobra B.A.T. v3.2, which is listed as v7 in the guide.

The pre-production samples and trivia boxes are on most pages, which are fun but not without their problems. At a glance there is no distinction
between pre-production and production figures, and the trivia, along with the lengthy introductions to every production year, contain spelling
errors and poor word choice. For example, in Thunderwing’s blurb box, there is a bit of trivia listed as an “unknown fact”. Regardless, the
biggest banner this ship has on its mast is that it is the only printed guide to GI Joe featuring the figures released after 1994.

Hawk Litmus Test: No mention of Hawk figures released before 1997, however for the Hawk released in 1997 to be General Hawk v5, as it is
listed, General Hawk v1 would have to be one of the Hawks released in 1991, and the 1993 mail-away exclusive General Hawk would have to be
v3 or v4; General Tomahawk, General Abernathy, Venomous Maximus given separate version listings. No distinction made between ARAH and
New Sculpt styles (however, Built to Rule figures are given separate version listings ie if there were a Built To Rule Hawk released, it would not
matter whether his package read Hawk, General Hawk, or G-Master Hawkster, he would be v1).

Finally, there is Mark Bellomo’s The Ultimate Guide to GI Joe 1982-1994. Because it
covers the same time frame as the DeSimone Guides, it is hard not to compare the two.

Like the DeSimone Guide, the characters are not listed with version numbers. Each
figure is listed by release date and includes both the name of the character and the
primary military specialty.

Fewer entries to a page mean that the book features bigger images of the figures, with
more room to play with. Figures with important variants have both versions of the
figure shown, although typically one smaller and off to the side. Trivia and context
information is included in every entry, although lack of clarity and interjected opinions
invalidates this guide’s objectiveness. Many entries mention that the character “is
currently on the Joe roster”, even figures like Sci-Fi, who have not had a release since
the early nineties. Others are completely subjective, like when Bellomo goes on at
length about 1991 Snake Eyes, “widely regarded as the least favourite [version of Snake
Eyes] by many collectors”. A reader should not feel the need to debate with a guide.
The trivia is at its best when it offers pre-production stories, like alternate code names,
or how 1983 Zartan was the only character sold exclusively with a vehicle that was
listed on the back of GI Joe cardbacks.

The Ultimate Guide To GI Joe distinguishes itself in one important way: vehicles. Not
just vehicles, in fact, but anything released in that time frame intended to be a part of the
A Real
American Hero line, from packed-in flyers to Listen N Fun Tripwire’s audio cassette to
the Battle Force 2000 base fully assembled (such as it is).

Each vehicle is shown fully assembled, with all weapons and easily lost parts shown again and typically magnified. The blurbs list what each
piece is, and make note of any time this same piece was recoloured and included with another vehicle. Unlike with figures, there is no obvious
way to photograph vehicles. Most are shot from the front or the side. Although this is usually acceptable, some vehicles are not shown in a clear
and flattering manner, such as Overlord’s Dictator. Also, because the photos are taken from different distances, the inclusion of a figure for scale
would have been helpful.

Easier to find and navigate than the DeSimone Guides, all in one volume and including everything related to the 3 ¾” A Real American Hero era
of GI Joe, The Ultimate Guide To GI Joe knows its strengths and wears them proudly. Bellomo had the forethought to list the dates this edition
covers, leaving room for future volumes.

Hawk Litmus Test: Separate entries for straight arm and swivel arm original Hawk; characters are listed by the name that appears on their
packaging, so the 1986 release is Hawk and all subsequent releases listed are General Hawk.

The variety of guides available to the modern GI Joe collector is undeniable. Is there a guide for every collector? No. However, there are enough
guides out there that most collectors can surely find one that fits.






