
Update From The Great White North

          Ok… I’ll admit it. I lied. Someone recently asked me if there was going to be TWO figures available at the Canadian Joe Meet on April
19th. I said there were plans for it to happen, but those plans have fallen through and it’s not possible at this time. Yep. I flat out lied! I’m not
proud of it and I apologize for having to do it. But we’ve had plans to show off that characters artwork in next months issue all along. Yep,
TWO figures this year! Who would of thought it! What’s his name? What side is he on? Does he even have a side? Is he a she or a he?! All that

 will be answered in the next Issue, available April 14th, just a few short days before the Canadian Joe
Meet! Why aren’t we showing him yet? Simply put, I think we have enough goodies for you this
month! For starters, we’re debuting the actual Snowbank figure with his accessories this month! His
picture is to the left – in case you missed it.

        We also have some more exciting exclusive news for you in this issue! On page 4 of this issue,
you’re going to see the new packaging debut from Hasbro Canada for the G.I. Joe 25th Anniversary
figures! It’s a tremendous honor to be the first site to showcase the two new backer cards for the non-
U.S. release! One specific card design for Cobra, and one specific card design for Joes! As mentioned,
they’re on page four if you can’t contain yourself and you just “have” to see them! I know I couldn’t!

        Besides those, we also have our monthly 25th Retrospective article by Andrew Smith, the next
installment of the customizing articles by Charles Cushman, a great review from Edward Dam on the
UK Hyena Tank, the video game report, a stunning Sigma 6 write up, and we round out our Joe Meet
figure reviews done by Justin “General Hawk” Bell. This month showcases the 2007 figure “Shiver”.
We won’t have a figure review next month, but we will have plenty more for you to enjoy!

 Lastly, in case you missed it, we now have a THIRD guest for the Canadian Joe Meet! Mark Bellomo,
author of the Ultimate Guide to G.I. Joe (1982-1994),
The Transformers: Identification and Price Guide, and
author of  hundreds of articles for Lee’s Action Figure

                                                                   News, Tomarts, and Toy Shop, will be joining Larry
                                                                   Hama and Hasbro Canada at the Joe Meet! If you don’t
own any of his guides yet, I strongly suggest you pick one up from him at the Canadian Joe Meet.
I use my G.I. Joe guide almost on a  daily basis and absolutely love it! Ok… Enough of my
rambling, there’s plenty of articles for you to read this month, so get  to it troops!                                                                                                                             .

                                                  – Michael Heddle
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Painting - The Basics
By Charles Cushman

The next step in customizing, beyond merely swapping gear and parts between figures, is to
pick up the brush and start painting. A painted part can never really become unpainted, so you’re
committing the pieces that you use to the custom. Painting also allows you to use any parts you want,
and achieve any color effect you want. There are more extreme methods of customizing like dye,
carving, and sculpting, but for most customizers, this is where the real fun begins.

This is a topic way too large for a single article. I will get you started with some of the basics
this month, then we’ll look at advancing it with a project next month.

Who can do it: You have to have some (though not a lot) of artistic ability. If you can color in the
lines you’re likely good enough to do some decent work.

What do I need: Brushes, paint and a figure.

Figures to have: Any, though I have found that ARAH figures pre 2000 take the paint best. The
newer, softer plastic that is responsible for making thumbs and crotches less breakable occasionally
has difficulty accepting some paints.

Step 1: Getting the Materials
Paint: Paint is another topic that really deserves its own article. Let’s start with the basics.
There are a number of different brands of paint that you can use , but there are really only about five categories of paint:

Acrylic: this is your workhorse. Acrylic is the most commonly used paint in customizing. It’s water washup, smooth application on plastics, fast
drying time and great coverage make it great for the average customizer. The downside is that it is fragile – it scrapes and wears easily,
especially on moving parts.  Prices range from $1 a bottle for cheaper stuff, to upwards of $5 a tub for the more expensive brands.

Enamel: This is a paint that some people use, but the results are generally not as good as Acrylic. It requires thinner to wash up, has difficulty
sticking to softer plastics, takes a long time to dry, may stay sticky after drying, and may take impressions (like fingerprints) after drying. Enamel
paint is much tougher than acrylic, and less likely to chip or scrape once it’s on, making it better than acrylic for moving parts. Prices range from
$1 for a small testors bottle, to $5+ plus for some high end model brands.

Acryl: A blend of enamel and acrylic, this is my personal favourite. Modelmaster Acryl (where you can find it) goes on smooth, looks great,
dries fast and is a lot tougher than straight acrylic. The biggest issue with it is finding it – it’s only carried at larger hobby stores, and then you
may face a limited selection of colors. I’ve also had trouble mixing the colors smoothly. Overall though, out of the bottle, this stuff is the best.

Oils: If you are a true artist, you might be familiar with oils. They are rich, hand blend perfectly, and give the custom a great depth. They can be
used to create realistic looking fabrics, and can produce fantastic weathering effects. They also take forever to dry and chip if you look at them
funny.  If you are looking at customizing Joes as models for static dioramas and would like to do detail work that will blow the viewer away, oils
may be for you. If you actually want to play with the toys, you might want to forget about oils.

Sprays: Spraying a base coat or primer is a common practice for customizers. Citadel Paints (The Warhammer people) make a great base white
and base black spray that will make painting a lot easier. I have had considerably less luck with sprays like Krylon Fusion, Spray Enamels, or
Spray Acrylics. Krylon applies way to thick, and gums up your parts - while it’s great with vehicles, don’t use it with figures. Spray enamels just
don’t dry. Spray Acrylics will give you a nice even base coat, but tend to expand as they dry. If you have a micro crack in a part (say an elbow)
the acrylic might turn it into a full break.  Whatever you use, be sure to keep the sprayer a good distance (say 2 feet) away from the custom, and
quickly apply light coats to the part. Applying many light coats is better than applying a single heavy coat, which may gum up your parts.

Brushes:
An often overlooked part of the hobby is brushes. Even a skilled painter will produce horrible work with an unsuitable (or flat out bad) brush.

The first, most basic advice is to buy decent brushes. Generally they can be had for about $1 a brush for decent soft brushes. You want to avoid
coarse brushes with plastic or other stiff material. You are looking for Sable or Synthetic Sable brushes, as these are generally the best available
for the application of the above paints.

There are a number of different brush types, and depending on the job, can really make the difference for your customs.

Round brush: This is a useful and common shape, with average length bristles. Most people think of this when they think of a paint brush. The
key to selecting a good round brush is to pick a small enough brush size.   You will use this for the application of paint on broad areas of the
custom.

Spotter Brush: This is a lot like a round brush, but instead the bristles come to a fine point. Spotter brushes are needed for fine detailing, such as
painting buttons or eyes on your custom. For 1:18 work, the fewer bristles, the better.

(CONTINUED)



Painting - The Basics
(CONTINUED)

Mops and Washes: These are extremely large headed brushes, and may even have a  fan shaped head.
These are designed to get a lot of paint on a surface in the shortest amount of time. You generally
want to stay away from these, unless you are doing a “wash” effect or “drybrushing” an entire figure.

Flat or Shader: Believe it or not, these flat ended brushes are the customizer’s best friend. I find that
using the flat headed brush helps me to create clean lines and clear separations between colors. If you
paint a figure’s gear (holster’s and belts) then paint the areas up to them (the “cloth” underneath) you
get a really clean effect. Find one or two of these and break them out when you’re “Painting within the
lines”

Microbrushes or super fine point: Your skill as a painter will eventually run into a wall, and that wall
will be the size of your brush. Some really great customizers that I have met use brushes as small as 4
bristles. Buying these can be painful (A really small brush can cost $8 to $20!) so you’re best to trim
your brushes down yourself using a very sharp pair of scissors.  You won’t need these right away, but
when you find your work hitting a wall, look at them to assist you.

Pins and pens: Sometimes you need to do that tiny little dot on an insignia or an eyeball. Use a pin or
pen with a tiny little dot of paint on the end. This is tricky, but the only way to do some things. Practice is your friend.

Part Holders:
Unless you plan to hold each individual part until it dries, you are going to need a tool to hold the parts while you paint them.

This is trickier than you might think. Hobby clamps can cost a fortune,  metal alligator clamps (roach clips) have exposed metal that can damage
painted parts, and rubberized clips can actually rub the paint off the part that they are holding.

I try to use wooden clothes pegs or plastic clothes pegs. They’re only about $2 for 50 and can hold a part without it falling out most of the time.
Some people create elaborate widgets that hold 10 parts at a time and elevate or spin. I prefer something simple.

These are also critical if you are planning to spray a base coat or primer. Elevating the part will prevent it from sticking to the surface that you
are spraying it on.

Step 2: Preparation
Time to get the figure ready for painting.

Ok, there will be times when you are tempted to leave a figure together to paint it. This is almost always the flat out wrong choice. You should
always fully disassemble the figure for the painting, removing the screws and the rest of the hardware from the figure. This will enable you to
paint all the tricky areas that you might miss.

If you are using older used parts (generally the cheapest option) you are going to want to give them a quick scrub with dishwashing liquid. This
will help remove the oils and grit that can interfere with your painting. Painting dirty parts can foul your brush, or the paint job.

Put your parts into the holders. You’ll want to set up all of the parts that
you are going to paint to make sure that you don’t have to fuss around
with them once you’ve opened up the paint. Paint dries, and if you paint
from a palate or out of the container, your paint starts drying from the
moment that you open it.

Step 3: Painting!
If you’re like me, this is the exact point where your kids wake up, your
spouse comes down stairs, or some other aspect of life pops out and
prevents you from going any further. This is why it’s best to have a
workshop or desk set aside, so that you don’t have to take down your
prep work.

So, in the interest of giving other people, like Hasbro Canada for
instance, some room in the newsletter, I’ll break here.

You have your parts ready to go, and your paint and brushes. Next month
we’ll talk about a painting project that you should be able to do in a
hurry. SPEED PAINTING!

See you in 30!



NEW 25th ANNIVERSARY CARD ART!!
by Michael Heddle
.

JoeCanuck.com is honored to debut the new Canadian packaging for the G.I. Joe
25th Anniversary line from Hasbro! It’s no secret that we got the short end of the stick when
these figures first started to show up on the pegs in Canada. Hasbro Canada answered us last month
that we were given the less than popular card art in an effort to get the product out in the stores
quickly. Well, in the opinion of this collector, they’ve made up for it! The card art you see below will be
available on retail shelves this spring. I wouldn’t be surprised if we saw some of them at the dealers tables at
the Canadian  Joe Meet next month!

While we still don’t get the “exact” packaging our American neighbors do, this is a welcome replacement compared to
the “Blank Cards” we’ve gotten. Besides, this is something we can call unique to us, much like in the 80’s when we had
Canadian Flag stickers with our vehicles instead of American ones!

Of course, we’ll still be getting the characters name in multiple
languages, which is obvious by the two pictures to the right. That’s to be
expected, and surprisingly doesn’t look out of place or “bad” like some other
product with multiple languages on the packaging often does.

While we don’t have any images at this time to show you of the back
of the card art, I think it’s pretty safe to assume they’ll be done in the same
style as the “blank” cards we’ve been finding the last few months.

Special thanks once again to Hasbro Canada for allowing  us here at
JoeCanuck.com to debut this new card art! Don’t forget to visit Hasbro Canada
at the Canadian Joe Meet and fill out one of their surveys! Who knows what
else they’ll have there!



U.K. Exclusive Profile:
ACTION FORCE HYENA TANK with DRIVER
By Edward Dam

1982. Ask any 3 ¾” GIJOE fan what that year means to them, and they
will undoubtedly reply “That’s the year Hasbro introduced the 3 ¾” GIJOE
line!” They would then likely tell you all about the “original 13” and how they
had what is known as “straight arm” arm articulation, and you’d probably be
hard pressed to get them on to a different topic. For us here in Canada, the
response would be much the same.

Not so in the United Kingdom, however. Ask a child of the era what
1982 means to them regarding toys, and they’d likely respond with ACTION
FORCE. Action Force was a toy line created by the U.K. toy company Palitoy,
in response to the overwhelming success of the Star Wars toy line.  Hoping to
reproduce that line’s success, the initial Action Force figures shared the Star
Wars figures’ size and articulation. This line was successful for Palitoy, so in 1983 they expanded it. Breaking it up into sub teams, new figures
and vehicles were created from parts of the 1982 line, but figures and vehicles were also released that came from a new licensing partner –
Hasbro U.S.A. Well known 1983 GIJOE release figures such as Destro, Snake Eyes and Scarlet ended up in the U.K. as part of the Action Force
line. These figures had different paint schemes, and different names to correspond with the story and theme of the Action Force line.

Much like the figures, well known GIJOE vehicles were also used in the Action Force line. Popular vehicles like the Cobra H.I.S.S. and
GIJOE V.A.M.P were released in different paint schemes with different stickers and names than their GIJOE line counterparts. The ACTION
FORCE HYENA – or Cobra H.I.S.S. as we know it - is the focus of this spotlight. More accurately, ONE of the Action Force Hyenas is the
focus of this spotlight. Read on, and I’ll try to clarify that statement for you.

In 1983, the Cobra H.I.S.S tank was released in a red and black mold (much like the 1985 Sears Exclusive S.M.S.  H.I.S.S) and
packaged with a slightly differently painted Destro figure, known as Red Jackal. This set was part of the “Red Shadows” – Action Force’s
version of Cobra.  This release is the “U.K. H.I.S.S” that is most commonly known, sought after, bought and sold in collector circles. It was not
the only version of the H.I.S.S to be found in an Action Force box, however.

In 1985, the Action Force line reverted back to a single line (rather than the sub teams of the previous years), with more and more
figures and vehicles being GIJOE molds rather than Star Wars style figures. Hasbro’s control over the line became stronger, and thus began an
effort to bring the Action Force line INTO the GIJOE line. The Red Shadows were replaced as the enemy of the Action Force by G.I. Joe’s
enemy: Cobra. As such, starting in this year, Cobra vehicles and figures were released under the Action Force label. Soon the Action Force line
would become “G.I. Joe – The Action Force” and eventually just “G.I. Joe” as it was in North America.

Catalog pictures from those “crossover” years show the Cobra H.I.S.S in its familiar black mold - but with different stickers – packaged
with the North American H.I.S.S Driver figure. The H.I.S.S did in fact get release this way (still under the Hyena name) – but not initially – at
least, so it would seem.

The Hyena I’m talking about in this article is a red and black molded tank, the same as the one released in 1983 and 1984 with Red
Jackal. The difference however, is that this Hyena came with the North American H.I.S.S driver, and has the same sticker application that is seen
in the catalog picture of the black Hyena. When I came across this tank, my curiosity was piqued, so I did a little some digging to find out what I
could about it.

After talking to a few folks about it, I think my initial
assessment of the situation is the most likely. What we surmise
happened is that at the time of the switch over from “Red Shadows” to
“Cobra” as the enemy, Palitoy/Hasbro had planned on bringing the
black H.I.S.S. in as the Hyena, with the new stickers – but there was
still stock of the “Red Shadow” style Hyena available so they took those
tanks, packaged them with the North American H.I.S.S. driver and the
new sticker sheet and sent them out. Once that stock was used up, the
all black molded H.I.S.S was put in its place, as was the original plan.
Early during this “crossover” period, the Hyena/Red Jackal box
packaging had a Cobra sticker put on it over the old Red Shadow
symbol, even though the contents were that of the Red Shadows tank
and Red Jackal . The Hyena wasn't the only "overstock" Red Shadows
vehicle repackaged in Cobra boxes and stickers. Early releases of the
Cobra Stinger and Cobra Fang were known to come either entirely as
the Red Shadows era versions, or at least with some parts of the Red
Shadow versions.  Either way, it seems pretty clear that this red Hyena

 with Cobra stickers was an “interim” release. Unknown is how many were released this way, but I would venture a guess that it couldn’t have
been too terribly many, in comparison to the number of earlier Red Shadow releases. A curious point to add is that the "Cobra Hyena with
Driver" box featured a Red Hyena on it, which continued to be used even after the overstock Red Hyenas were used up, and the Black Hyenas as
featured in the catalogs took their place.

.

Photo courtesy of bloodforthebaron.com
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U.K. Exclusive Profile: (CONTINUED)

So initially there was a Black Hyena in the catalog, but the box art and actual product
were the Red Hyena. When the Red Hyena overstock was depleted, what consumers had at
that point was a Black Hyena in the catalog, a Red Hyena on the box and a Black Hyena in
the box. Confused yet? I'm sure the kids were at the time!

As for the Hyena itself, it is molded in a deeper, more crimson red than that of the Sears
S.M.S release, which I actually prefer. Also, the tracks are molded in a charcoal grey rather
than the black found on the US releases. Past that, this is 100% a 1982 Cobra H.I.S.S mold,
with all the great aspects and failings that are indicative of that mold. Aside from that very
noticeable colour difference, the most obvious change vs North American releases is the
colourful stickers included with this release. Toned down quite a bit from the initial Red
Shadow release Hyena, the stickers on this one are pretty well done. The stripes running
along both sides of the body give it a streamlined appearance, and the stickers that highlight
the cockpit give it more playability than the drab in comparison H.I.S.S.

Unfortunately the stickers don’t weather the test of time well, and are very
susceptible to peeling and ripping. A cool tidbit of info is that these initial release Cobra
vehicles came with a huge sticker sheet with stickers for ALL the vehicles released in that
wave. So with every vehicle you purchased, you got the stickers for all the rest as well. This
is why it’s fairly common to see Action Force “Cobra” vehicles with a pile of extra stickers
 on them. If I was a kid and I had a whole sheet of extra stickers, I’d find places to put them

as well! The figure included with this Hyena is the 1984 H.I.S.S driver, however for this release he's just known as "Driver".

I’ve seen a few of these on ebay over the years, but not nearly as many as the one that includes Red Jackal. That may or may not reflect
the rarity of this item, as more collectors are interested in variant figures than vehicles, so therefore more people look for Red Jackal and thusly
it gets more attention (and price) so it sees more listings. Finding any version of the Hyena without heavy sticker wear is difficult, due to the
type of paper stickers used by the manufacturer. Adding
any one (or all!) of the 3 known Hyena variations to your
collection is something any collector should be proud of.

A big thanks to my friends over at the web site
http://www.bloodforthebaron.com for being an excellent
resource on all things Action Force!
______________________________________________
Note:  Some of the information in this article is based on
the best available information that could be found, but is
certainly not definitive. If you have any evidence to prove
or disprove anything in regards to this information, please
let me know at stealth@joecanuck.com, and I will be sure
to include it in a future newsletter!

.
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NEW ORLEANS, LA
In July of 2006, JoeCanuck.com board  member “Scramble”  took the
Travelling JoeCanuck figure to New Orleans & The Official G.I. Joe Con!

.
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Canadian JoeMeet Exclusive : "SHIVER" Review
(Originally posted online July 18th, 2007)
By Justin Bell

             If you ask Johnny JoeCollector when those aspiring Canadians started doing their “JoeMeets"
a lot of folks would probably tell you it was 2006. Black Ice made an absolutely huge splash on the
'net that year (deservedly so) and before that point, to a lot of folks the JoeMeet was off the radar.
Well, the JoeMeet has been going on officially for five years, actually, and for the past three years,
Mike, the brainchild behind the entire thing, has done his best to try and get a great figure out to the
attendees. A figure that is unique, fun, yet also has to be something that is financially and structurally
feasible. So far, in all honesty, Mike is three for three. I will say, though, that while Black Ice was a
grand slam home run, Shiver is probably in all fairness, a solid double. Well maybe a triple if you run
real fast. ;) Regardless, it's a very cool figure, it's just hard to match the greatness that was Black Ice.
Comparisons are often unfair, as I believe each figure should be held on it's own merits, so rather than
trying to compare Shiver to Black Ice ad naseum, let's just cover the Shiver figure itself, because it's
still a terrific, unique figure, and a fun one to incorporate into your G.I. Joe universe.

The first challenge Mike always faces when conceiving of these figures is that he needs parts
that are not only cool, but are easily accessible, and that match the concept he has in mind for the
figure. While he can enlist the aid of tooling and casting experts to produce items like heads, torsos,
and leg pieces, getting folks to cast arms, rivets and all, is a difficult endeavor. So far, though, Mike
has done a great job with the resources he has...some would argue he's done a better job with his
limited resources than the major producers have done with theirs. I'd agree with that sentiment.

When the concept art for Shiver first started making the rounds, I must admit I was a bit dubious. To me, the head sheath was a huge
component of what made the Desert Scorpion head successful, and without it, the head would just look somewhat...naked. Well, I'm happy to say
I was quite wrong about that. Not only does the head look fine without that cloth sheath attached, but he looks like a totally new character. The
really identifiable part of the Desert Scorpion character is now gone, so the head works very well. The goggles and airmask also serve to be good
protection in the Arctic environment, so it all ends up making a lot of sense.

Beyond the head sculpt, the parts chosen for Shiver are all late 80's/90's parts, which suits me just fine. The parts layout is actually as follows:

Head: Desert Scorpion
Torso: Aero-Viper
Arms: Countdown
Waist: Aero-Viper
Legs: Nullifier

I make no secret that I really love most of those later parts, and that holds
true here. Countdown's arms had some great texture and bulk to the figure, and
I've always been a fan of using Countdown parts for non-astronaut figures. I know
it was tough for Mike to get his hands on all those Countdown arms, but he came
through, and I'm glad he did, because they look great used in this capacity. The
Aero-Viper parts, while designed for a pilot, work remarkably well as an arctic
specialist. My only slight hitching point might be the Nullifier legs. From a bulk

perspective they look great, and I love that little armored plate on the left leg, but that pistol on the right leg is a little "out there" and doesn't
necessarily fit the rest of the figure. Besides that exceptionally minute, minor nitpick, though, the parts are all terrific. They really work well as
an arctic uniform, and have some very nice intricate detailing, while still remaining simple enough to work as a "real world" uniform. All in all,
I'm quite pleased with all of the parts chosen for this figure, great work all around.

When it comes to coloring, that is another aspect the JoeCanuck guys can sometimes get in trouble with. Black Ice was the best of all
worlds, simply because the bulk of the figure could just be Rit-Dyed and lots of trouble was saved. Of course they don't want to simply release
black figures over and over again, so they wanted to switch it up a bit with Shiver, and I think it works fairly well. White is always a very tough
color to work with, but they managed to do a pretty nice job. The coat is even and well-applied (though there are a few parts that sort of show
through...stuff like that is to be expected, though, when it comes to white). Serving as an arctic specialist, the white base uniform color makes
perfect sense, and I was very surprised to find that the black boots and arms actually work remarkably well, even with the lighter overall color
tone.

Of course white and black can sometimes be a relatively uninteresting color scheme, but Mike adds some nice blue trim throughout that
makes a big difference. Not only that but immediately Shiver as a character is tied in tightly with Black Ice, and the two of them compliment
each other wonderfully. All told, the colors all work very, very well.

Along with a great figure, with some help from Marauder, Inc. JoeCanuck has also given us some terrific accessories to go along with
this great figure. With the NVR automatic rifle, the silenced Mac-10, a pair of grenades and the survival knife gives Shiver a veritable arsenal to
work with. Each accessory works very well and they are all great choices. I only hope Marauder, Inc. continues to support the JoeMeet in the
future, as that will give us such a wealth of great weapons that can really top off these figures nicely.

(CONTINUED)



Canadian JoeMeet Exclusive : "SHIVER" Review
(CONTINUED)

Does Shiver surpass Black Ice as the greatest JoeCanuck
exclusive ever made? No, he doesn't...but those are some VERY big
shoes to fill. What Shiver does do, though, is add another very cool
element to the JoeCanuck "mythos" and he makes for a great bad guy
and compatriot to the infamous Black Ice. His colors offset his
mentor's perfectly, his specialty is great, and the parts chosen are
fantastic. All in all, from the terrific card art by Jason Loo, to the
character write up and parts choices, the JoeCanuck boys have again
come up with a fun, unique exclusive for their JoeMeet. Only
available in person at the Meet in Hamilton, Ontario each year, the
brains behind this small scale meet continue to surpass expectations

and do things that the bigger boys sometimes have problems with. They definitely deserve our support and our praise, and hopefully even more
folks can make the trip next year (2008) to see how great these Meets are first hand!

SHIVERS
WORD SEARCH
SIGMA-6 FIGURES

Backblast
Barrel Roll

Cobra
Commander

Dark Ninja Master
Deep Six

Desert Wolf
Destro
Duke
Firefly
Flint

Grand Slam
Gung Ho

Heavy Duty
Hi-Tech
Inferno

Iron Grenadier
Kamakura

Leatherneck
Lockdown

Long Range
Lt. Stone
Ninja BAT
Recondo

Red Banshee
Red Ninja

Sgt. Boulder
Shipwreck
Shockwave

Sky BAT
Snake Eyes

Spirit
Storm Shadow

Torpedo
Tunnel Rat

Wet-Suit
Zartan
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25th Anniversary Spotlight: DESTRO
by Andrew “Viperlord” Smith

Kids love shiny things.  It was this simple fact that led me to purchase the 1983 Destro as my
first ever GI Joe figure.  I was only 4 at the time and had no idea what GI Joe even was, but I knew that
this guy had a shiny head and I wanted him!  It was only after I opened him up and had a chance to play
with him a bit that I was really hooked.

Since them I’ve acquired thousands of GI Joe figures and spent hundreds of hours watching or
reading the adventures and the character of Destro still remains one of my favorites.  The noble villain
in the polished beryllium steel mask and the wrist rockets certainly cuts an imposing figure, and his
deep voice and aristocratic vocabulary carry forward the idea of his nobility.  Unfortunately the one
place this masterful character has always been lacking is in his figures.  At least until the 25th
Anniversary line came around.

It shouldn’t come as much of a surprise that when the very first 25th Anniversary 5 packs were
announced Destro was among the names listed for the Cobra pack.  And while that figure was nice, I
can’t say it was great.  Standing impressively taller and bulkier than the other figures in the line Destro
truly is large and in charge.  He is however clad in a slightly odd charcoal color rather than his classic
black and sports a painted silver mask instead of the vac-metalized mug that sucked me in.  His left hand is also deformed into a
claw like protrusion, which is fairly useless, as it can‘t hold anything properly.

And what things he COULD hold!  Destro comes with a detailed opening
briefcase embossed with the MARS logo, a new rendition of his classic pistol, and a great
sidearm for his thigh holster.  His collar/chest piece is also removable, though he looks
slightly odd without it.  All in all a great accessory compliment!

Destro next appeared as the GI Joe line’s first ever San Diego Comic Con
exclusive figure.  Repainted to resemble the elusive “Pimp Daddy Destro” variant of 1997
Destro now sported his properly chromed head along with an *ahem* slightly eccentric
purple and red color scheme with leopard print trim.  He also included a vac-metalized
battle stand!  All in all a great package if a little odd.  Of note is a VERY rare variant of
this figure sporting a gold chromed head and battle stand.  While the silver is easily
found, the gold is quite hard to find and expensive.

Wave 4 of the single packs brought us a re-
release of the 5-pack figure on a vintage reproduction
card.  While it looks very nice as a display piece for
MOC collectors, it’s otherwise unexciting.

Wave 5 however brought us the fantastic
“Blade Destro” AKA Iron Grenadiers Destro.  This figure is now my new favorite Destro ever!
Great sculpting, his proper vac-metalized head (In regal gold), his great sword and cape, this is
an A-1 figure all around.

Destro was always an important player in the comics, so it should come as no surprise
that he made it into the comic packs fairly early on.  Wave 2 brought us his most recent figure,
an interesting purple and blue
 version of Destro.  And quite frankly, I find this figure very appealing.  I can’t explain why
exactly but I really like this color scheme.

Like all good villains though, you can’t keep Destro down for long.  He’s already
scheduled for an appearance in the upcoming cartoon packs in a nice black uniform with a
chromed mask just like 1983.  And with his role as head villain of the upcoming GI Joe movie,
I’m sure that figure won’t be his last.

Hopefully good old Destro will still be around to attract
youngsters with his shiny head for years to come.

And Now You Know : “Destro” is Italian for “Right hand man” an
appropriate name for Cobra Commander’s cohort.  However his
creator Larry Hama actually named him by dropping the y off the end
of the word destroy, making the double entendre a happy
coincidence!”NEXT MONTH:  ����������� �� �� �� ������ �� �� �� �� �



VIDEO GAME REVIEW: G.I. Joe for the NES
by David Morgardee

Back in 1990, Nintendo was the gaming system to have.  Like Atari and the
Commodore 64 before it, Nintendo joined the G.I. Joe family by coming out with a video
game simply called “G.I. Joe”, released by Taxan.

         As it was the now the 90’s, the current roster for both G.I.Joe and Cobra had grown
to include several new characters such as Captain Grid-Iron on the G.I. Joe team and
villains such as Raptor. Both of these characters play major roles in the NES game G.I.Joe.

        Game play is based on the then favorite style of game, a side scrolling platform game.
Movement is pretty straight forward, you can move right or left, switch between hand to
hand combat or shoot your weapon as well as two different jump heights (small jump or
super jump). You can also jump up and shoot below your character for those levels where
you need to shoot out the floor.

        At the start of the game you get to pick your team. Duke always seems to be included
but you do get to choose the remaining two team members for your squad. You can switch
out team members on the fly during a mission so if Duke needs a break, you can switch
over to Rock and Roll or if you need to reach the life icon at the very top of the screen and
need someone to jump really high then switch over to Snake Eyes.

         The main characters for the G.I. Joe consist of Duke, Rock and Roll (version 2),
Blizzard, Snake Eyes and Captain Grid-Iron. Each one of these characters have different
skill levels assigned to them and each one has a unique attack. For example, Duke shoots 2

large rings out of his gun, one straight across the screen and one on an angle. As you level up he gains more rings, now shooting 3. The same rule
applies for all of the characters. Some of the Cobra characters you eliminate will produce a bullet icon that bounces across the screen. If you can
catch enough of these your weapons will level up. You can also regain some of that lost
health if you jump up and catch the health icon. Speaking of jumping, Snake Eyes has the
highest jump, which is probably due to his ninja background.

         As mentioned, each character has a different ranged weapon. Duke shoots rings,
Rock and Roll has a fairly powerful gun, Blizzard looks like he’s shooting bouncing
snow balls, Snake Eyes has stolen a page from Street Fighter as his long range attack
looks like the fire balls Ken and Ryu used to shoot.  Good old Captain Grid Iron probably
has the most damaging weapon of all:  He launches footballs. Surprisingly, Captain Grid
Iron is my favorite guy to play with.

         Each character is also capable of fighting hand to hand. Most of the Joe team will
use their fists but Snake Eyes comes equipped with a sword. Fighting hand to hand really
doesn’t have any advantages so I stuck with the long-range weapons.

        Just like the G.I. Joe team, the cobra assortment of villains focuses a lot on the 90’s roster. For example, the main boss on level 1 – 2 is
Raptor and the cut screens show a range viper taunting you, as the player. I was very surprised when I lost my entire team to the wrath of
Raptor. Minor characters include hydro vipers, range vipers, and what I’m assuming is Cobra blue shirts as well as piranha fish. Bosses are not
just limited to characters as the level 1 –1 boss is the Cobra Condor and yes, you have to fight both the front and rear sections of the jet one after
another.

       The game itself is very fun to play and would make a great download for a wireless device like a blackberry or cell phone.  As far as side
scrolling platform games go, this one has pretty much everything you could ask for given the time period it came from. Granted the graphics are
very dated and sometimes things become a bit repetitive, but that pretty much
sums up most games for the Nintendo Entertainment System.

        I had a blast reviewing this game! All around it was fun! Side scrolling
shooter games aren’t very popular any more as first person shooters are all the
rage, but this game has a certain charm that this G.I. Joe fan just loved.

        The two biggest surprises for me were how much I loved Captain Grid Iron
and how difficult Raptor really can be in a fight. If you can find a copy of this
game, pick it up. You owe it to yourself to spend an afternoon on this classic Joe
game.

My next game review will be the second NES game, G.I. Joe:  The
Atlantis Factor. But for now, I need to give my Nintendo thumbs a rest.
- We’ll see you then.



My GI Joe is 8” Tall
By Ryan Costello Jr.

If you were to show anyone a Barbie doll from any point in the doll’s history,
it wouldn’t take them very long to tell you that doll’s name. Show someone a robot that
can turn into some crazy, odds are they will tell you it is a Transformer, apologies to
GoBot fans. But if you show someone a GI Joe, someone who isn’t into the hobby, and
you may get a wide range of answers.

If you showed a 12” military figure with kung fu grip, rooted hair, and real
cloth uniform to someone born in the 80s, they might tell you “That’s not GI Joe,” and
then show Duke or Snake Eyes. If you showed a 3 ¾” hard plastic figure with molded
clothes and flashy code name to someone born in the 60s, they might tell you “That’s
not GI Joe” and then show you the original action figure. These people are not
uniformed about the history of the toylines. They know what they grew up calling GI
Joe and have no use for what came before or what came after. They may be saying
“That’s not GI Joe” but they mean “That’s not my GI Joe”.

Now, show either of those people an 8” action figure with soft goods that fit
over their molded uniforms, with angular faces and cartoony proportions, there’s a
chance they will tell you “That’s’ not GI Joe” and mean it. Because for just a couple of
years, GI Joe had a new scale, a new look, and a new name.

Hasbro made a huge announcement at Toyfair in February 2005. At the time,
they were producing new 12” figures and new 3 ¾” in two different styles. So as
segregated as GI Joe collectors can be, most were getting some new product they could
enjoy. Until Hasbro announced that it would be ending its 12” line and putting it’s
ARAH and New Sculpt 3 ¾” figures on hiatus. All to be replaced by brand new 8” GI
Joe action figures named Sigma 6. Never have so many GI Joe fans been united by a
common sentiment. “Sigma Sux”.

There was a huge backlash against this new line, although it mostly was not directed at the toys themselves. By announcing the
cancellation of all things previously known as GI Joe at the same time as the introduction of the brand’s newest evolution, Hasbro gave angry
fans a focus for their rage. So intense was the negativity towards the line, it was hard to be one of the few fans to raise their hand and say
“Sigma 6 looks kind of cool.”

The first assortment did have some things going against it. Three of the characters
were GI Joe mainstays that a lot of collectors started to feel were overstays. So many Dukes,
Snake-Eyes, and Storm Shadows had been released in the last few years that it was hard to
get excited seeing these characters in yet another incarnation. What many fans failed to
notice was how on the mark these representations of these characters were. Snake Eyes is
best remembered as a visor-wearing ninja commando, with a sword in one hand and an uzi in
the other. Most of his new sculpt incarnations emphasized the ninja side of the character, and
tended to put him in goggles. Similar, most new sculpt and ARAH re-release Storm Shadows
had him in his less popular hooded look, whereas Sigma 6 Storm Shadow was very much a
recreation of Storm Shadow v1, only with a bit more red to better catch the eye.

Duke, a character long overdue for a definitive identity, was revamped. He was given
trademark double pistols called switchfires that could be upgraded as rifles or rocket
launchers. Blue became his signature colour. He may have been quite different from his
original 1983 release, but at least all subsequent Sigma 6 Dukes were linked. The same could
not be said for the variety of ARAH and New Sculpt Duke offerings that kept redefining his
look.

One true disappointment from the first Sigma 6 wave was Heavy Duty. Fans disliked
Heavy Duty at the time for replacing Roadblock when Hasbro lost the rights to that
character’s name. Why Hasbro chose to use Heavy Duty for Sigma 6 when they had regained
the Roadblock copyright is debatable, but it further turned fans against the character.

As much of a disappointment as Heavy Duty may have been, Hasbro made up for it
with the final figure of the wave, Spirit Iron-Knife. This was a character that had not seen
release since a mail-away repaint in 1993 and yet was well remembered by casual fans.
Sigma 6 took the idea behind Spirit, reduced the stereotypes and added new definition to the
character. Here was one of the best representations of this character and the silver lining that
even Sigma 6 haters had to admit they appreciated.

(CONTINUED)



My GI Joe is 8” Tall (CONTINUED)

These figures sported super articulation unlike anything GI Joe had ever seen. The 8” scale was popular in the toy aisle at the time, and
yet Sigma 6 had a wider field of movement than Jakk’s WWE action figures and tighter joints and held together better than Toy Biz’s Marvel
Legends. Furthermore, the mix of soft goods and removable accessories meant the molds could be reused and reequipped in simple ways to
produce vastly different toys. For example, Lt. Stone and Hi Tech are 90% the same mold. A different head, a different arm, and a whole
different set of accessories and these two characters look completely different even side by side.

The series picked up in 2006 when the animated series’ second season debuted. Shortly before the season premier, Hasbro released a
character named Firefly. Even casual fans of GI Joe remember the Cobra saboteur from the 80s. So it was quite a shock when Sigma 6 Firefly
was released wearing a Sigma suit, GI Joe’s uniform at the time. Many people cried foul, accusing Hasbro of disregarding its own continuity.
Once that storm passed, however, it became clear how clever it was to make Firefly a Cobra. Up until then, Sigma 6 figures were stylized
versions of classic characters. Firefly took the line in a bold new direction, and established Sigma 6 as an entity separate from past GI Joe
incarnations, one that could take familiar characters in bold new directions.

Sigma 6 Season 2 introduced Firefly and Lt. Stone, and made them the focus of an ongoing plot about a trader on the Joe team. This
story arc overshadowed the generic and often bizarre first season of the series, making the once poor Sigma 6 writing the best part of the show.
There was a great attention to detail, like when Destro failed his mission two episodes in a row and then express concerns about his track record
the next episode with The Baroness. Best of all, the series really brought out the best in Snake-Eyes, in particular when it explored his history
with Storm Shadow.

Sigma 6 was not a perfect toy line. One of the defining characteristics of the line was the portholes that accessories could be plugged
into. Unfortunately, figures tended to have more ports than they had plug in weapons, leaving many figures want for more accessories. No
accessory packs were ever available. As the line went on and the Sigma suits were faded out, there was even less consistency to the porthole to
plug in weapons ratio in a package. Figures like Flint came loaded with portholes and yet not a single one of his weapons had a plug. Shockwave
came with two plug in grenades, but the only portholes he had were on his back. Because the only difference between certain figures were the
accessories, it is understandable why Hasbro chose not to release packs of accessories for cheap when they could sell an entire reused figure with
the same accessories for more. It is just unfortunate that one of the line’s greatest potentials went unfulfilled.

More than even New Sculpt figures, this line was plagued by
characters being reused. Surprisingly, there were only three Cobra
Commander figures, but by the end of the series, there were eight Dukes,
fourteen Snake Eyes, and seven Storm Shadows. Out of the 77 8” figures
Hasbro released, twenty-nine of them were these three characters.

Duke’s releases tended to put him in different environments, like
Sea Ops Duke and Arctic Duke. But there were no Cobra divers or arctic
troops to meet him in these environments. In late 2006, three expensive
boxed sets were released, each with a Duke. If a collector was interested in
owning a Sigma 6 scale ATV or paratrooper, they were stuck with a
generic Duke figure. Then in early 2007, two of these high end items were
repainted and released with Snake Eyes. I do not often judge Hasbro for
their choices, but I can not understand the logic of releasing three high end
items with Duke together followed by three high end items with Snake
Eyes together. Half the other Snake Eyes releases were fairly generic,
although Armoured Snake Eyes and Commando Snake Eyes do stand out
as colourful variations of the character. Storm Shadow, on the other hand,
had no release that accomplished much more than the first release. They all
tended to be simple variations with the white, red, and black colour pallet
rearranged. The last couple of Storm Shadows released, Samurai Storm
Shadow and “Danger in the Jungle” Storm Shadow, imply the ninja has cut
ties with Cobra, meaning one of Cobra’s few characters was not even
aligned with the organization any longer.

In general, Cobra was very underrepresented in the Sigma 6 line.
Although the animated series featured Overkill, three Dreadnoks (including
a new, more modern Dreadnok named Machete, replacing Ripper), and the
Baroness, as well as a number of large robot menaces, none of these
characters had figures. Cobra Commander, Destro, Zartan, and Firely
rounded out the Cobra hierarchy. A new villain, Dark Ninja Master, pushed

 the boundaries of what fit into the GI Joe mythos. Cobra Commander raised an evil spirit of the Arashikage ninja clan in what would have been
the third season’s main plot. Although he was supernatural and a ninja, the odd figure was rather popular.

Three different types of BATs were released: Sky BATs, Ninja BATs, and Red Banshee. Red Banshee was an abomination that
transformed into Storm Shadow’s supposed motorcycle. The problem, besides the fact that a motorcycle was already released for Storm Shadow,
was that the vehicle Red Banshee turned into was so tiny and bizarre it more closely resembled a pipe go-kart.

(CONTINUED)



This issue was sponsored by :
.

For the past 5 years, Springer’s Meats has donated snacks and
pepperoni sticks to the patrons of the Canadian Joe Meet.. This
year will be no exception as Springer’s Meats will once again be
supplying everyone in attendance with something tasty to enjoy
during the entire event! And yes, it’s all 100% free!!!!

Visit them online at www.springersmeats.com

My GI Joe is 8” Tall
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Army builders were so scarce that Lt. Stone became an
impossibly hard figure to find. Not only was there only one version
of that new and popular character released, but he came with a Cobra
trooper disguise. Until the Iron Grenadier was released towards the
end of the line, Lt. Stone’s costume was the closest thing collectors
had to a generic human Cobra trooper. On top of that, he looked
amazing. He was two figures in one, either of which was a highlight
of the series, and he fetches the highest secondary market price of all
non-variant figures in the line.

By the end of the line, Sigma 6 was unfocused. It had
divided into three separate lines. Combat Squad focused on military
realism (despite cartoony proportions) and brought classic GI Joe
characters like Shockwave and Leatherneck into this new scale.

Adventure Team paired
GI Joe characters with
animals  and diorama
pieces in less  military situations. And the Sigma 6 name was dropped from the main line, becoming
GI Joe but continuing the style but not the storylines the Sigma 6 brand began. These divisions
answered a lot of fandom’s earlier outcries for more realism and more original characters, they
suddenly abandoned a lot of what Sigma 6 fans had come to love about the line.

             Sigma 6 started as a clean slate for a once juggernaught property that was having trouble
reestablishing itself. Although it featured new storylines, a unique style, and consistent figures, it was
born under a bad sign and alienated longtime fans of GI Joe right away. By the time these fans
warmed up to the line and realized how much fun these toys were to play with, 8” GI Joes were on
their way out.

I collect 3 ¾” ARAH GI Joes, but I love my Sigma 6 collection. I play with my Sigma 6
figures.  I get excited opening new ones and can’t wait to show them off to my friends. One of my
fondest memories as an adult toy collector is ripping open my newly bought Hi-Tech figure while
watching a Hi-Tech heavy episode of the cartoon airing for the first time. 3 ¾” GI Joes make me
nostalgic, but Sigma 6 makes me feel like a kid again!


