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O N l I N E

lITTlE BlUE 
SUEDE SHOES
The King died 33 years ago, but he lives on 

in the form of kids who get their kicks shake, 

rattle, and rolling. 

/dance-lessons-with-elvis-jr

THE GOOD 
DOCTOROW TAlKS
See our interview with Cory Doctorow in the basement 

of McNally Jackson Books in New York City. High-tech 

handshakes and arm wrestling included. 

/handshakes-exclusive-interiew-with-
cory-doctorow-video

A POO POO 
PERFORMANCE
Farmers across the country lay their shit 

on the line for more energy and more 

power. Oh, the power of poo. 

/some-powerful-shit

DON JON
Erica Sanderson sits down with 

foursquare businessman Jon Crowley 

to pitch her original apps and talk 

about a monopoly-foursquare hybrid.  

/prostitution-not-funny

NO FEAR, DAGORHIR
Our photogs dodged foam, fervor, 

and fire to capture the action at the 

Dagorhir Battle Games in Pennsylvania.

/killing-me-softly
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check in here:

@p808 ! hello

?MISSIONS AND PUZZLES

Our Handshake handlers sprinkled 
missions and puzzles throughout the 
issue. Like a jigsaw, our puzzles are 
all connected. Collect the pieces 
to see the bigger picture. Missions 
are classified assignments that you 
can only access through your agents 
account. Find them. Complete them. 
Then sign into handshakemag.com 
to collect your prizes. Check in and 
say hello.



agents

ERICA SANDERSON learned some 
good business tips during her Q&A 

with Jon Crowley (“Shake Hands With,” 
page 34) and how to stage a comeback 

while reporting on the accordion 
community (“Squeeze Boxes,” page 

96). She obsesses over Stephen Colbert 
and plans to embark on an adventure 

when she leaves the black hole of 
Syracuse, N.Y., for big, bad NYC. 

MATTHEW MILLHAM left the U.S. Army in 
March after realizing he didn’t like getting shit 
on. Joining Handshake was supposed to be a big 
step up. But while investigating cow power for 
the magazine (“Poo Power,” page 52), a heifer 
pooped on him. He returned to Afghanistan in 
July to kill time until he hears back about his 
dream job: slaughterhouse foreman. 

NICK MCCREA learned something from 
Lego-loving adults this month (“Block 

Party,” page 93): He needs an obsession. 
Today, his hobbies run the gamut: 

guitarist, gamer, Yankees hater/Boston 
sports addict, proud Maine native, and 

bodhranist. But these Legoists have him 
itching to hone in on something peculiar. 

KYLE C. LEACH invented wireless Internet in 1992. 
Well, he would have if he hadn’t grown up in a milk 
house built during the Revolutionary War. He grew up 
interviewing goats, horses, pigs, chickens, cats, and dogs. 
He eventually graduated to stars like Syracuse mayor 
Stephanie Miner and NBA forward Wes Johnson. This 
month, our grizzled writer arm wrestled Cory Doctorow in 
New York City (“The Mad Blogger,” page 64). 
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editor’s note

One of our agents tracked you down. They 
tagged you. They indexed your passions. They’re 
probably reporting back to HQ right now. Most 
likely, you’re one of those people we’ve been 
looking for: passionate to the extreme, interested 
in the world, competitive, adventurous. 

This magazine is an introduction to other 
people with similar minds. In this issue, Matthew 
Millham shows you the ins and outs of being 
a child Elvis impersonator. Ali Kasim hits the 
casino to find out what’s going on at those smoky, 
strange pai gow tables. Kyle C. Leach profiles 
the great Cory Doctorow, and Erica Sanderson 
shoots a few questions at one of the brains behind 
foursquare, Jon Crowley.

The 100+ page document you hold in your 
hands right now is a guidebook. There is too 
much to know these days. Too many groups. Too 
many gadgets. Too many movies and shows and 
bands. We’re doing what magazines have done 
since the beginning: whittle it all down. We want 
to highlight the people, machines, and ideas that 
obsess our minds this month. 

This magazine is different. It is not enough 
that you just read it. You are not a subscriber. 
You are a recruit. We need you to go out into the 
world and explore. We need you to infiltrate. We 
need you to spy. We need you to report back. This 
magazine is filled with assignments and missions. 
But not everything is in the open. That would be 
too dangerous. We wish we could say more. But 
you will have to do work on your own. We will 
help you. Sometimes.

This is the first issue of Handshake. It is the 
first step in the adventure. And September is 
an excellent month for firsts. The first man to 
step on the moon did so in September. The 
first hot air balloon to reach the stratosphere. 
The first O Robotics microchip created using 
DNA sequencing. First cloned mammoth. First 
discovery of the Moura Boson. And now the first 
copy of Handshake. Monumentous.

Stick with us. This will be exciting. We 
promise. Don’t worry, you can trust us. We would 
never lie to you.

– Matthew Doxtad

Doxtad knew he would go far 
the moment he put on those

 moon shoes. Thanks for 
the picture, Mom.

How did you find this magazine? 
Nevermind. More likely, it found you.

SEPT 2010 HANDSHAKE



One challenge: 52 geeks, 52 weeks. 
That’s been artist Len Peralta’s mantra since March when he started 

his odyssey. He set out to interview one influential geek every week for 
a year, then chronicle these conversations with a trading card featur-
ing each geek. “The trading card is really a great vehicle because, as you 
know, geeks are really into collecting things,” Peralta says. 

For Peralta, this collection has become the ultimate networking proj-
ect. “It’s sort of part of a larger thing that’s happening, where it’s really 
like there’s a very large nerd and geek ‘rat pack’ that’s forming,” says Greg 
“Storm” DiCostanzo, who writes the blurbs on the cards. “This project is 
one of the ways that’s coming out.”

Peralta posts his interviews as podcasts, draws an illustration of that 
week’s geek, and writes an entry about the interview. In the end, it all 
goes up on www.geekaweek.net.

The Cleveland-based illustrator started the project by interviewing 
friends and former colleagues. His first featured geek was musician Jona-
than Coulton, who he knew from previous projects.

But as the card collection grows larger, so do the names.
Peralta has cards under his belt for film director Kevin Smith, earlier 

known as “Bob” from Jay and Silent Bob, and Morgan Webb, a hostess 
on G4TV. Peralta says to look out for huge names. He won’t say who he 
has lined up next, but his ideal candidates are legends like William Shat-
ner, Steve Jobs, Bill Gates, George Lucas, Matt Groening, and Weird Al.

“I’m trying my best to just throw a stone out there and see where the 
ripples lead to,” Peralta says.               

– Nick McCrea

 a whiz-bang roundup of our charming digital yarns on handshakemag.com
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EXClUSIVE INTERVIEW:
the four parody artists behind 
@GaryJBusey          – Fernando Alfonso III

OUR FAVORITE TWEETS:
Today, flags will not be flown at half-
staff, but at 4 feet 8 inches off the 
ground. #GaryColeman

I already saw the Lost Finale. It’s just 
two hours of J.J. Abrams jacking off 
onto a giant pile of money.

I wish Morgan Freeman narrated my 
bowel movements.

#celebritytwitterpasswords @
IAMDIDDY: TakeThatTakeThat

Thanks a lot Pac-Man on Google. 
I keep forgetting what the fuck 
I was going to look up.

greatest hits

– Matthew Doxtad

M



Blackout Punch-Out at Brooklyn’s Barcade

Brief obsessions on tech, games, and media
edited by Mary Murphy

Two of life’s clear-cut truths: 
1. Anyone who spends an hour 

guiding a pixelated frog across a 
traffic-packed highway only to see 
that ambitious amphibian crushed by 
a truck needs a cold beer to drown 
his sorrows; and 2. Drunk people 
love putting quarters in stuff.

Brooklyn-based Barcade 
capitalizes on both fronts. One part 
speakeasy, one part rest home for 
classic arcade games, this stable 
of quarter-eating boxes o’ fun 

houses such sentimental favorites 
as Frogger, Donkey Kong, Contra, 
and Ms. Pac-Man. The games 
line multiple walls and have six 
inches of space between each one, 
leaving room for thin, wooden beer 
rests. Chalkboards cover the walls, 
listing high scores, beer specials, 
and a scribbled announcement 
proclaiming “CPR Kit Available” — 
presumably to counter any Asteroid-
induced panic attacks.

Converted from a former metal 

shop by owner Paul Kermizian, 
Barcade has been offering up boozy 
gaming to the Williamsburg crowd 
for the better part of a decade. 
Beers only run about $5, and games 
still cost only a quarter. 

Bottom line: This is the perfect 
place for you to satisfy your lusts for 
gaming, nostalgia, and insobriety all 
in one undeniably hip — duh, it’s in 
Brooklyn — spot.

– Tom Huddleston, Jr.
photo by Michael Rice

Location: 
388 Union Ave. 
Brooklyn, NY 11211

Hours: 
Monday-Thursday 
5 p.m.–4 a.m.

Friday-Sunday 
2 p.m.–4 a.m.

Website: 
barcadebrooklyn.com
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World of Warcraft centers on completing missions. 
Second Life allows you to connect. But the world of 
ROCKtropia, part of the Entropia Universe, merges 
massive multiplayer online games and the music 
industry into a virtual 3-D environment where you 
can become your avatar, immerse yourself in music 
culture, and totally rock out.

“So much of gaming is about monsters,” says creator 
Jon “NEVERDIE” Jacobs. “Rather than have users just 
kill goblins, you find an album in a game, you collect 
them all, and then trade it in for an outfit from your 
favorite artist.”

ROCKtropia gamers can earn package deals and 
new material, participate in contests, and score 
advance access to music and goods, like T-shirts 
and CDs, made available only in the game’s alternate 
universe. 

Artists customize their online presence and 
participate in Entropia’s in-game economic system. 

City of Dreams, the center of ROCKtropia’s pop 
culture, provides a venue for up-and-coming 
musicians to promote their stuff. Through quests and 
missions, wannabe rock gods vie for airtime on Club 
NEVERDIE Live and get their own studio airtime. 

Grab a seat at MotÖrhead Stadium to catch 
performances by real artists and plenty of battle events. 
If you dare, climb the rugged terrain to Lemmy’s 
Castle, but be sure you’re armed to kill the beast 
guarding the domain. Record producer Kevin Rudolf 
hosts B.A.M.F HQ, the only safe zone in ZOMhattan. 

ROCKtropia features missions, battles, shopping, 
romance, friend making — that usual RPG stuff — 
but most importantly, it’s completely free to play at 
rocktropia.com. 

“Simply put,” Jacobs says, “we’re looking to let 
people have a music experience. It’s not just a music 
game, but a musical world.”

– Rhéma Hill

Rock ‘n’ Role Playing
WoW meets music, monsters, and missions.
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anorak
Pee-wee Hits the 
Theater — Again

The last time Paul Reubens, 
aka Pee-wee Herman, made big 
news for appearing in a theater, 
the result was an interrupted 
session of public self-love, an 
arrest for indecent exposure, and 
an encyclopedia’s worth of jokes 
referencing Pee-wee’s peewee. 

This time, Reubens makes his 
Broadway debut, starring in a 
retooled version of his Emmy-
award winning, late ’80s TV series, 
Pee-wee’s Playhouse.

Robert Thompson, director of 
the Bleier Center for Television 
and Popular Culture at Syracuse 
University, says Pee-wee’s live 
show is pure nostalgia. “It’s more 
like going on a trip to colonial 
Williamsburg,” he says.

The colorful, campy production 
features the whole Playhouse gang, 
including Chairry, Mr. Window, 
Jambi the Genie, and Cowboy 
Curtis. The Pee-wee Herman 
Show’s six-week run begins 
October 26 in Broadway’s Steven 
Sondheim Theater. Ushers, get 
those flashlights ready. 

Tickets are $67 to $227 and are 
available at peewee.com/broadway. 

– V. Michelle Bernard

The fall sucks. Temperatures drop, school starts, and Sam Adams 
Summer Ale goes into hibernation. What better way to lift your spirits 
than to book your summer vacation now? Answer: Book your storm-
chasing summer vacation now.

This summer, pull a Bill Paxton and travel around the Midwest with 
professional storm chasers as you shoot video and fill your 16-GB SD 
card with photos. The good storms hit in May and June, and with only 
two prime months to chase, tours fill up fast. Early booking is the only 
way to guarantee a spot.

While most trips last about a week, Cloud 9’s 18-tourist adventure 
lasts 14 days, and for $2,800, has the best dollar-to-day ratio 
(cloud9tours.com).

If you prefer a private excursion, Storm Chaser offers five days for 
$6,900 per person (stormchaser.com).  

Make reservations for the 2011 season now and spend the next 
eight months tingling in anticipation — and learning how to dodge 
grapefruit-sized hail.

– Chloe O’Connor

Man vs. Storm
Screw the staycation. Book now for a 
whirlwind tornado-chasing adventure.

M
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Comic artist Jessica Fink 
on her titillating first novel.

Sex. Robots. Comics. Rearrange the order and you get 
robot sex comic, a concise but accurate description of 
Jessica Fink’s full-length robot porn graphic novel, Chester 
5000-XYV, which hits stands in November. 

Chester 5000-XYV takes place in the late 1800s in the 
post-Industrial Revolution years. Three characters take 
frame: Pricilla, Robert, and Chester. Robert, an inventor 
and scientist, can’t pull himself away from his work and 
often ignores the gorgeous Pricilla’s high libido. Wanting 
to please his wife, Robert solves the problem by building 
a robot, Chester, to keep Pricilla satisfied. 

Fans of the former Web-only comic love Fink’s dark, 
stroke-heavy style and say it matches the Victorian setting. 
The faces of Fink’s characters radiate with sexual appetites 
and carnal fulfillments. 

Cartoonist and illustrator Fink believes sex deserves 
attention as an artistic genre. “A lot of people think 

about porn as a means to an end, a 
way to get off,” she wrote in an e-mail 
to Handshake. “Sexuality is just as worthy 
a subject as another, with plenty of themes to 
explore.”

Along with Chester 5000-XYV ($14.95), Fink’s publisher, 
Top Shelf Productions, will release her time-travel book, 
We Can Fix It! ($9.95). Both are available for pre-order 
at topshelfcomix.com. Sex. Robots. Time travel. Comics. 
Yep, everything’s covered here. 

– Meagan Walker

App

Damage

Uselessness

Moo

Free

To buy or 
not to buy 

Old MacDonald had a farm. 
But if he had a lot of time on 
his hands, he would go crazy 
for this one. Turn your iPhone 
upside down to hear it moo. 
Flip it back, and hear it moo 

again. Yeah, believe it.

No, if only for the potential 
awkwardness sporadic 

pocket mooing could create. 
Cases in point: Visiting a 
dairy farm during mating 

season, getting busy with a 
plus-size woman.

Hold On!

99 cents

Put your thumb on a virtual 
button and hold it. Keep 

holding. And holding. 
Hey, you’ve already 

mastered this “game.”

Again, no. There 
are about 18 billion better 
things you can do with a 
dollar. And your thumbs.

iBeer 
MegaPack

99 cents

It’s been a long day. Time 
to hit the couch and kick 

back with a nice, cold 
iPhone app? Something’s 
wrong with this picture.

Maybe. Just watch your 
intake — excessive virtual 

boozing with iBeer could inspire 
some bad virtual decisions. 

Like deciding to download a 
bunch of useless iPhone apps.

Graphic Sex

M

App-solutely 
Pointless

– Vijaya Prasad
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With the directorial talents of 
David Fincher and a pretty-boy 
star like Justin Timberlake, the film 
known best as “the Facebook movie” 
must by default be packed with 
surprises. We asked John “Widgett” 
Robinson, a regular critic on 
RottenTomatoes.com and the creator 
of NeedCoffee.com, an entertainment 
blog and podcast, to rate the 
likelihood that these five scenarios 
will appear on the big screen.

1. Timberlake invents a new 
Facebook app.

“How’s it work?” Facebook 
founder Mark Zuckerberg asks, 
confused.

“You get a notification: ‘Your 
friend just brought sexy. Bring sexy 
back now.’”

“Hm, couldn’t we just poke them?”
Widgett says: 97 percent. “The 

sexy/poking joke sounds like 
something that somebody wouldn’t 
be able to resist.” Deleted scene 
maybe?

2. Zuckerberg tracks down all his 
Facebook friends — only to discover 
they’re really him.

Widgett says: 83.2 percent. 
“However, the line ‘You don’t 
know where I’ve been, Lou’ won’t 
work because thanks to the new 
privacy rules, Zuckerberg knows 
EVERYWHERE you’ve been.”

3. Zuckerberg dashes into the 
room sobbing. “It’s over, guys, it’s all 
over.”

“What happened?” the team asks.
“My mom joined Facebook.” 
Burn.
Widgett says: 51.004 percent. “If 

M. Night Shyamalan was directing 
the film, however, the line, ‘But dude 
… your mom’s dead’ would be added 
at the end.

4. Justin Timberlake walks into 
the room carrying a server, and Mark 
Zuckerberg asks, “What’s in the box?”

“My dick,” Timberlake replies.
Widgett says: 31.0000007 percent. 

“But what you don’t realize is that 
Justin Timberlake’s penis is actually 
Skynet. Figure THAT out.”

5. The Harvard friends reconcile 
while trapped inside a virtual room, 
as they flee the legendary Zodiac 
Hacker.

Widgett says: Zero percent. 
“Because Joel Schumacher is already 
turning the ‘trapped inside a chat 
room’ idea into a film of its own. It’s 
called No Moderation and stars Shia 
LaBeouf. No, not really. But admit it: 
For a split second you thought it was 
actually happening.”

The Social Network hits theaters 
October 15.

– Meghan Russell

Facebook on Film
Rotten Tomatoes’ John “Widgett” Robinson’s 
predictions for The Social Network. 

Meet the latest in creepy, 
techy friend substitutes: Blob and 
Flow, new “touch-sensitive light 
pets” from British gadget maker 
Mathmos. They brighten your desk 
area and “keep you company,” 
according to mathmos.com.

Plug blue Blob or pink Flow into 
your USB, and watch its big, lop-
sided eyes stare blankly as you go 
about your digital business. Touch 
the chrome body to get a “wink,” 
otherwise known as a flickering 
light. “Put it to sleep” or just, uh, 
turn it off. 

These creepy “pets” seem like 
one company’s feeble attempt to 
cash in on the social-networking 
zeitgeist, encouraging lonely 
shoppers to “friend” a $50 lamp. 
And let’s face it — if soft lighting 
and a pair of vacant eyes provide 
you with sufficient companionship, 
you — and your wallet — are 
better off hiring an escort. 

– Winton Brown

Friend Request 
Denied
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Goodbye: Law & Order

Hello: Law & Order: Los Angeles

NBC cancelled the classic L&O but green-lighted its first legal 
drama on the Sunset Strip. Law and Order: Los Angeles likely 
means all of the ripped-from-the-headlines legal drama that 
everyone expects from Dick Wolf — now with Hollywood subplots. 
The bigger question: Does the West Coast have a cooler thump-
thump sound? Find out at 10 p.m. EST Wednesdays on NBC.

On the Rebound
As some of our TV favorites head toward afterlife in DVD release, 
these replacements help fill the void.

Goodbye: Lost

Hello: The Event

When his fiancé mysteriously disappears, an average Joe sets 
out to find her. Instead, he discovers a monumental cover-up that 
could, in the words of the creators “ultimately change the fate of 
mankind.” Producers won’t confirm if Nic Cage, revolutionary-era 
artifacts, polar bears, or an island are involved. To see if it lives up 
to the hype, tune in at 9 p.m. EST Mondays on NBC.

Goodbye: 24

Hello: Undercovers

Jack Bauer clocked out after a tense end to “Day Eight,” but rumor 
has it that a 24 movie is in the works. Until then, lovers of tension 
can check out J.J. Abrams’ Undercovers about a couple of spies 
who rejoin the C.I.A. to spice up their marriage. Note: There’s less 
violence, more sex in this enterprise. But we’re not complaining. 
Things get steamy at 8 p.m. EST Wednesdays on NBC.

Moniker Madness
Create a winning fantasy football name.
For football fans, brisk September Sundays mark the start 
of a new kind of season: fantasy football. Before you worry 
about getting the first pick in the draft, remember that the 
best fantasy teams start with a crafty name. Handshake 
research indicates sex, fart jokes, and sports metaphors 
represent the top three sources for inspiration. See Venn 
diagram at right: Aim for the sweet spot, and get ready to 
score all season long.

– Anne Pomeroy

– Paul Brockwell, Jr.
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Good service

 
Meet the contenders

Passion Fruit Bellini
A non-alcoholic cocktail 
served at Gilt bar and 

lounge in NYC

The excessive 
British media empire

Though not confirmed, 
we suspect that this 
29-year-old’s cherry 
remains reluctantly intact.

Prepared by Gilt’s skilled 
bartenders, a staff hailed 
by Zagat for providing 

impeccable service. 

Made with puree of 
passion fruit, known for 
its mildly sweet flavor. 

Launched Broadband2Go 
last summer, improving 
the company’s 3G Web 

service in the U.S. 

Accustomed to servicing himself.

Sweetness factor

Virgin’s RE*Generation campaign 
has raised over $3 million to 
support homeless children 

since 2006. Awww.

Bitter. Very, very bitter. 

Prospects
Growing in popularity 

among health-conscious 
patrons, says Gilt’s 

Laura Fink. 

Previously focused on the 
18–34-year-old demographic 
but hopes to tap into the teen 

market by the end of 2010. 

Previously focused on the 
18–34-year-old demographic 
but hopes to tap into the teen 

market by the end of 2010.

Winner: Matt. Although he racked up zero points, it’s about time someone let the poor bastard score.  

Trade in your V-card 
for a scorecard.

– Mary Murphy 

2010
Handshake editor: Matt

VIRGIN-OFF VIRGIN-OFF 

If you’re looking for an excuse 
to head to Sin City, you won’t get 
any better than the greatest kickball 
event on earth October 8 –10. Rest 
assured: This gym-class flashback 
is all grown-up. Not only is it a rule 
that all participants be 21, but this 
go-round includes ladies. With 112 
teams signing up for the tournament, 
booze flowing freely, and all those 
exercise-induced endorphins coating 
the air, some post-game hanky-
panky is guaranteed. “Last year in 
Vegas we actually had a couple get 
married in one of the Vegas chapels 
after playing kickball all day,” says 
Sarah Nelson, WAKA’s marketing 
coordinator. With a month left until 
the 2010 Founders Cup XIII World 
Kickball Championship Tournament, 
start practicing your on- and off-field 
moves now. 

A few tips to help you get ready:

1. Commit the WAKA rulebook to 
memory. Then when you get hit in 
the head with a big red ball, you’ll 
know to call foul rather than crawl off 
the field in tears.

2. Stretch. You’re not in middle 
school anymore, and neither are your 
quads. 

3. Be aggressive. If you’re on base 
after two outs, run like hell on any 
kick. 

4. Don’t pop out. Kick with the 
side of your foot to keep the ball on 
the ground. 

5. Watch last year’s champs. 
The Others dominate on YouTube 
(youtube.com/user/wakakickball). 
Take notes.

6. Kick a lot of balls.
– Matthew Millham

Kick It 
Six ways to prep for the World Adult Kickball 
Association’s Founders Cup Weekend in Vegas.

anorak
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Call Him Captain Blunt
Community’s Abed Nadir brings 
the LOLz every Thursday in 
prime time.

If half-Indian, half-Polish, 30-something 
virgins needed a hero, they’ve found one in 
Abed Nadir. Played by the scene-stealing 
Danny Pudi, Abed is our favorite sardonic 
underdog on NBC’s Community, a show 
hailed by Entertainment Weekly as “absurdly 
funny.” Community returns for a second 
season this month, and thanks to Abed’s dry 
wit and spot-on impersonations, we couldn’t 
be happier. If you’re still not convinced, here 
are three more reasons to join Team Abed:

1. He’s a bird, he’s a plane, he’s Don Draper!
Ever the pop culture connoisseur, Abed 

impersonates a character better than any 
member of the SNL cast. Whether he’s 
playing seductive Don Draper from Mad Men 

or moisturizing his lips as Batman à 
la Christian Bale, Abed is a man of a 
million personas. 

2. He’s viral.

As one half of the duo Abed and 
Troy (played by Donald Glover), he 
makes the show’s last 60 seconds 
our favorite part. The comedy team’s 
random-yet-hilarious bits, like the 
catchy Spanish rap “La Biblioteca,” 
are YouTube sensations.

3. He doesn’t mince words.

Abed’s deadpan nuggets of harsh 
reality provide some of the show’s 
best moments. Rhetorical questions 
will be answered. Feelings will 
be hurt. But despite his tactless 
delivery, Abed’s study-group 
buddies still love him — even if 
the ladies don’t.

Community airs Thursdays at 8 p.m. on 
NBC.  – Erica Sanderson

Buxom wenches want a real 
buccaneer. So if you want to drop 
anchor in a friendly port by night’s 
end, work these gems into the 
conversation.

Pirate Speak: Grog
Translation: Technically means rum 
mixed with water, but can describe any 
alcoholic beverage
In use: Gimme a pint of your best 
grog, barkeep.

Pirate Speak: Blaggard
Translation: An insult, similar to 
bastard
In use: That dirty blaggard served me 
warm grog!

Pirate Speak: Keelhaul
Translation: Punishment by dragging 
the victim under the ship, from 
one side of the ship to the other — 

barnacles on the ship’s bottom cut the 
offender’s skin to shreds, if he didn’t 
drown first.
In use: Let’s keelhaul the barkeep!

Pirate Speak: Loaded to the gunwales
Translation: To be extremely 
intoxicated
In use: Begad, I be downright loaded 
to the gunwales.

Pirate Speak: Crack Jenny’s teacup
Translation: Go to a brothel
In use: These wenches don’t seem to 
like pirates. Got enough booty to crack 
Jenny’s teacup tonight?

For more on International Talk Like a 
Pirate Day, go to talklikeapirate.com.
Disclaimer: Use of the phrase “buxom wenches” 

at work is discouraged, as pirates are particularly 
vulnerable to sexual harassment complaints.

– Garrick Otero
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Booty Call
Spout some swashbuckler slang September 19 
for International Talk Like a Pirate Day.

anorak

1990 
Sega Game Gear 

Oh hey, Sonic. Tails: 
Worst. Sidekick. Ever.

2010
Ball in a cup 

for iPhone
Ball + cup + 

iPhone = genius. 

1500s 
Ball in a cup
Ball + cup = genius.

1866
The yo-yo

Finally, the friendless 
could play catch.

1940
Paddleball

Table tennis for 
masturbators. 

1977 
Mattel’s handhelds 
When you play classic 

basketball on a tiny LED 
screen, everybody loses.

1989
Nintendo Game Boy
Zelda theme song. 
Crank it.

2005  
Playstation Portable
Laugh it up. You know this 
clunky son of a bitch was 
on your Christmas list. 

M

 
Handheld 

 History of

Gaming
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Age: 28

Occupation: Wegmans employee

Spotted: Comix Zone, North Syracuse, N.Y.

Reading: Marvel Comics’ The Punisher, Thor, 

and Ghost Rider

Playing: Red Faction: Guerilla, Too Human

Downloading: Games from iTunes, such as the 

original Wolfenstein 3D.

Listening to: MANOWAR’s Louder Than Hell, 

Cloven Hoof’s “Nightstalker”

Favorite comic book character: The Punisher. 

“He just sort of had everything taken away 

from him and gave the whole world the middle 

finger and said, ‘I’m going to straighten it 

out.’”

Marvel vs. DC Comics: “I just like the Marvel 

comics a little better. They’re more down to 

earth…Superman and Batman, they’re really 

rich guys that can do whatever they want.”

On computer programming, his former 

hobby: “I couldn’t deal with the headache. 

I couldn’t deal with the family members and 

friends bringing their computers to my house 

to fix them, repair them, install things. I just 

couldn’t do it anymore. I literally lost it.”

Why Warhammer 40,000 players need to 

chill out: “I’ve seen people throw fits and 

throw the dice because they lost a character. 

But it’s not about that. It’s setting up your 

models on the table and having a good time.”

 – Justin Sondel

Ex-computer programmer Joe Snyder 

tells us why he hates Batman and reveals 

the true meaning of Warhammer 40,000.
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onfession: I watch The 
Millionaire Matchmaker 
— often. It’s a Bravo 
reality show chronicling 
the attempts of Patti 

Stanger, a third-generation matchmaker 
and pimp for millionaires, many of 
whom made their bankroll on the Web. 
One of my favorite episodes featured 
Dylan Smith, a 24-year-old Silicon 
Valley entrepreneur who apparently 
still awaits puberty. His hair is slick 
with a product that resembles mom’s 
spit. He’s dressed as if he’s on his way 
to work. During the interview process, 
Dylan told Stanger that he’d like to date 
a woman who is high energy, awesome, 
and wants to get married in five years. 
Oh yeah, she should look like Scarlett 
Johansson, too. Instead he ended 
up with Arielle, a TV development 
coordinator, whom Stanger described as 
resembling a Jewish Christina Ricci.

In fact, most of Stanger’s millionaires 
seek the whole package: brains, beauty, 
and someone to help spend their hard-
earned wealth. As I watched Dylan 

fumble his way through meeting 13 
women, who represented the hair 
color spectrum from Playboy white 
to chocolate brown, as if he were 
learning C++ for the first time, I 
wondered how he would decide. The 
show demonstrates the difficulty and 
fallibility of human selection, as would-
be couples with similar interests fizzle 
just as often as they connect.

And if you want to know what goes 
into that process, crack open a history 
book. Since Leave it to Beaver’s gee-
golly image of the nuclear family gave 
way to the dual-income power couple 
of The Cosby Show, the modern unit 
underwent a dramatic upgrade in the 
parental power dynamic. Humans, as 
a species, were intended to be a pair. 
On the savannahs of Africa more than 
one million years ago, women brought 
home 60 percent to 80 percent of an 
evening’s meal, while the hunters 
stalked the protein portion. One of the 
world’s leading cultural anthropologists 
who studies romantic relationships and 
creator of chemistry.com, Helen Fisher, 

Ph.D., says the marriage dynamic 
changed permanently once agriculture 
was introduced. The invention of the 
plow and the domestication of oxen 
replaced the legume-gathering wife in 
sixth century B.C., and just like that, 
Fred Flintstone went to the quarry while 
Wilma and Betty gossiped at home. 

Things remained unchanged until 
Clair Huxtable passed the bar exam 
in the mid-1980s. When women re-
entered the workforce, they became 
respected more for their intelligence, 
no longer seen as just arm-candy. This 
leads to a balanced marriage, where 
domestic responsibilities divide evenly. 
This increased respect for women 
leads to more romantic, rather than 
pragmatic, concerns. Consider this: 
91 percent of American women and 
86 percent of men say they wouldn’t 
marry someone who embodied all the 
characteristics they looked for, unless 
they were in love. Despite the noise 
about the hook-up culture, Fisher says 
romantic love is on the upswing.

But that doesn’t exactly help someone 

.Com-patibility 
Brunette? Click. Teacher? Click. Age 24–30? 

Click. Avoid the bars, the speed dating, and 
the pickup lines altogether with online dating, 

  and love is just a search field away.

                by Justin O’Neill
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like Stanger’s Dylan find it. Patti Novak, 
a matchmaker in Buffalo, N.Y., says 24 
is the age when people start to panic if 
they don’t have a love interest in their 
lives. New graduates often struggle to 
make romantic connections after they 
leave the college world, where everyone 
is 18 to 23, more or less eligible, and 
easily accessible. With the average age 
of first marriages hovering around 27 
years old for men and 26 for women, it’s 
easy to understand that urgent desire to 
stake a claim.

Enter online dating. Every month 
in 2009, 20 million Americans logged 
into at least one dating site. Thanks 
to our increased access to affordable 
science and the evolving capabilities of 
matchmaking websites, online dating 
is no longer the digital equivalent 
of happy hour at T.G.I. Friday’s. The 
dispute remains in how the sites choose 
to create their matching algorithms. 
Some sites base their coupling on 
the biological chemistry of dating, a 
recent discovery that’s effectiveness 
is still under debate. In 1995, Claus 
Wedekind, Ph.D., a Swiss university 
professor and biologist, studied the 
relationship between scent and human 
attraction. Wedekind had a group of 
female college students smell T-shirts 
that undeodorized men had slept in the 
previous night. The women indicated an 
attraction to the shirts whose owner had 
a significant immune system difference 
from their own. 

Tamara Brown, Ph.D., a Zurich-
based neurobiologist, further researched 
this connection and launched 
GenePartner in 2008. The company 
maps immune system molecules for 
several dating sites and claims to 
remove the daters whose clients will not 
share a chemical attraction with them. 
Brown says the science helps someone 
find a partner in as few as three dates, 
adding that dating “the old fashioned 

way” often takes as many as 30. Immune 
system analysis offers one definite 
bonus: It promises the health 
of a couple’s offspring. The $2,000 
price tag dwarfs the former cost of 
coupling: $16 for three or four vodka 
martinis. But the resulting breed of 
super babies will have immune systems 
strong enough to bring a tear to any 
Führer’s eye.

Match.com, which launched in 
April of 1995 and became one of the 
Web’s largest profile databases, takes a 
free-buffet approach, letting members 
navigate its pages sans cost. Unlike 
the plethora of sites that pollute the 
Web, Match.com offers a significant 
number of dating alternatives for each 
person. The only way to sort through 
the mess of profiles, however, is to 
painstakingly read each one, or search 
by predetermined fields with more 
options than Sonic. Unlike Match.
com, OkCupid provides its users with 
a way to filter search results. The free 
dating site asks members up to 300 
voluntary questions that it uses to create 
matches. Co-founder and CEO Sam 
Yagan compares OkCupid’s function to 
that of a bartender at a neighborhood 
pub who understands his clients’ wants 
and needs, and seeks to pair them as a 
friend might. The ease of navigation and 
finding people with similar perspectives 
makes this a preferable choice for savvy 
young daters.

Even if Dylan and Arielle don’t fall in 
love, the wealthy geek has enough tools 
at his disposal to find the mother of his 
children. With 1 in 8 couples married 
in 2009 meeting over the Internet, the 
stigma is simply a hangover from the 
time the Internet was a mysterious 
commodity. For all of America’s Dylans, 
finding love may have less to do with 
having better dance moves than “the 
lawn mower,” than with the stains in the 
pit of their shirts.

personal essay
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foursquare’s

JON CROWlEY
earing jeans and a tee 
under an unbuttoned 

flannel shirt, Jon Crowley 
looks younger than his 30 

years. His iPhone rests to his 
right while he talks about foursquare, the 
geolocation game his brother, Dennis 
Crowley, debuted at SXSW 2009. One 
year and one million users later, Jon, who 
works on the business development side 
of foursquare, sat down with Handshake 
for a little Q&A.

Everyone says that once Facebook 
adds geolocation foursquare will 
be kaput. Thoughts?

Foursquare offers a different product 
right now. Geolocation is a very hot 
space, and you can’t stop people from 
trying to compete in the space. But 
foursquare’s game mechanics aspect is 
very sticky, and users are very passionate. 

Do you guys think you’re going to 
develop more gaming? 

Personally, growing up with Dennis 
and knowing him, we’re both very 
competitive. We turn anything into a 
game. So I would be surprised if he wasn’t 
planning on developing a lot more levels 
of gaming mechanics to this. Just from 
our everyday lives and how we interact 
— turning everything into a game. You 
know, like who can throw this iPhone 
into that trash bucket faster?

Foursquare has deals with Zagat 
and MTV, but Dennis is clear about 
not having foursquare be a channel 
for promos. How do you walk that 
line without turning off users? 

The number one priority, speaking on 
behalf of Dennis, is he wants to create 

a great experience and create great 
products for users. If there’s a way to 
integrate brands into the experience 
where it’s not intrusive and satisfy that 
angle of the business model, then great. 

In the future, what are foursquare’s 
biggest challenges?

From what I’ve heard on the inside, it’s 
growth. It’s learning how to handle the 
amount of users that want to use the 
service. Twitter experienced problems as 
they were growing like crazy. When you 
have tens of thousands of people signing 
up for service every single day, it’s tough 
to keep up with that. But foursquare is 
dedicated to solving that issue.

You’re a big fan of digital shorts. 
If you had to choose between “I’m 
on a Boat” or the Emmy-winning 
“Dick in a Box,” which would win?

Definitely “I’m on a Boat” by The Lonely 
Island guys from SNL. It’s just like one 
of those things when I saw it I was 
like, “God, I would give any amount of 
money, I’d give anything, to say that 
I did that.” It’s just so impressive. 
Like when they’re at the table 
in the beginning and [Andy 
Samberg] looks over, and 
T-Pain’s there, and he invites 
T-Pain to go on the boat. 
It just blows you away. 
And they pull out and 
that music kicks in, and 
you see them on a yacht. 
Just, like, damn, I wish I 
could do something that 
impressive and amazing. I 
also didn’t have a million 
dollars to blow on a 
digital short like that.

interview by Erica Sanderson
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OR 8500 
A horny teen’s best friend.

O Robotics finally found a way to make stalking easier for 
peeping Toms. The OR 8500 snaps photos through walls, doors 
— even buildings. Made with tried-and-tested X-ray flash, the 
cam comes with its own X-ray power strobe, eliminating the 
need for metering. A lightweight O Robotics alloy shielding 
lines the back of the camera for protection. The 50 mm fixed 
lens with focal distance scale, 3-inch LCD, and 18 megapixels 
with X.O.R. color help provide a crystal-clear view of whatever 
lies on the other side of that wall.

Where to buy: ORobotics.com
Price: $800
Camera win: X-ray. Need we say more? 
Camera fail: Not for use on humans or animals, unless you’d 
like your German shepherd to glow in the dark.

?

gadgets

EVIl
A thinner breed of camera that’s better than good.

With picture quality that makes compacts drool and a build that 
makes SLRs seem obese, Electronic Viewfinder, Interchangeable 
Lens cameras offer some of the best features of their big and little 
kin. Image quality from an EVIL matches that of a digital SLR, but 
the camera is half as big. The only thing missing is the eyepiece. 
That means you have to frame your shot on a video screen, just like 
with a compact. Panasonic, Olympus, Samsung, and Sony are the 
only manufacturers onboard with the concept so far.  

Where to buy: Bhphotovideo.com (Olympus PEN E-PL1 with kit 
zoom lens)
Price: $599.95
Camera win: Art filters.
Camera fail: Sluggish low-light focus.  

Polaroids 
Flash back in time.

Imagine a camera so cutting-edge you don’t need a  
printer, so artsy you don’t need Photoshop, and so old  
your grandma used it. Polaroid is back and once again growing in 
popularity. The Polaroid 300, a rebrand of the Fujifilm Instax Mini 
7, gives photographers an instant vintage look. Its $1 cost per photo 
shot, however, can hinder the creative process. The chunky camera 
is also painful to carry. So while the 300 is great for hobbyists, keep 
it digital for the important moments.

Where to buy: Polaroid.com
Price: $89.99 (retail); 10 pack of film: $9.99
Camera win: Instant vintage feel, get photos instantly, build muscle 
from lifting.
Camera fail: Bulky, expensive film, cannot edit photographs.

You step through the door to a familiar scene: missing 
sneakers, shredded couch cushions, and an innocent face 
welcoming you home. The Pet’s Eye View Camera by Uncle 
Milton catches mischievous mutts and backstabbing felines in 
the act. It clips to their collars and snaps photos throughout 
the day based on the auto-interval settings you choose. 
Die-hard stalkers can set the camera to one-minute time 
intervals.“The real annoyance is when the cat takes better 
pictures than you can,” says Di McMurtrey from Ohio. The 
camera stores 40 photos and uploads via USB.

Where to buy: Unclemilton.com 
Price: $39.99
Camera win: Solid evidence — though it won’t bring your 
shoes back.
Camera fail: Fido gets frisky with the neighbor’s pooch — or 
your girlfriend gets frisky with your neighbor, and Fido has a 
front row seat.

Pet’s Eye View  
Catch Fluffy in the act.

Picture Perfect 
Find out which cameras are in and what we love (and hate) about them.
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Anything you dream up.

   No camera offers options 
like Red. Called the 
Lamborghini of video cameras 
by tomshardware.com, Red 
One’s modular design allows 
filmmakers to upgrade as 
they go, maximizing potential 
shooting options. As new 
projects come up, Red owners 
can build the base model Red 

One into an entirely new camera. From mounting 
tools to high-res monitors to accessories that 
haven’tyet been conceptualized, Red is what 
Dean Devlin, producer of  Independence Day 
and The Patriot, calls “the tipping point of the 
democratization of filmmaking.”

Where to buy: Red.com 
Price: $17,500
Camera win: Versatility.
Camera fail: $$$$              

Holga
Every shot a surprise.

Digital may rule today, but for 
some, this image-distorting 
camera has more value than any 
modern sidekicks. Whatever 
techies produce next, the Holga 
retains a loyal band of followers 
passionate about the same fun, 
albeit hard to use, camera that the Chinese 
created in 1982. The unpredictable device has 
become a cult phenomenon for the vignetting, blurring, and light 
deformations it randomly produces. More than 30,000 Holga fans 
on Facebook share photos, weekend shooting plans, and words like 
“Holgatastic.” “Holga is my boyfriend — I love him,” writes high 
school teacher Diane Hinderleider Mead.

Where to buy: Adorama.com (Holga Holgawood Series 120N 
Medium Format Fixed Focus Camera with lens)
Price: $36.99
Camera Win: The thrill of never knowing what the hell the camera 
will do to your next picture.
Camera Fail: If you’re serious about photography, get a real camera.

gadgets

RED One
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Lolita. Deep Throat. Straight Outta 
Compton. All these have one thing in 
common: Johnny Lawmaker wanted to 
put the clampdown on their questionable 
content. Now, the video game industry will 
have its day in the Supreme Court. 

This fall, nine Supreme Court justices, 
all born before Pong and Spacewar!, 
will weigh in on whether California can 
constitutionally prohibit the sale or rental 
of violent video games to minors. The 
case, Schwarzenegger v. Entertainment 
Merchants Association, has the potential to 
fundamentally affect both retail sales and the 
gaming industry as a whole.

With the rise of new technology, from 
pixels to 3-D, many argue that violent 
depictions in games have increased. When 

gamers kill the so-called bad guys, the bodies 
don’t blink into nothingness, but linger on the 
screen in all their grizzly dismemberment. 
Players have grown up with and still play 
violent video games without any adverse 
effects — not only do pink-misted headshots 
make us happy, but we love them for the 
intricate story lines, the ingenious graphics, 
and, well, a chance to blow things up without 
repercussion. 

The Supreme Court justices watched 
porn to clarify obscenity, so before they rule 
on this, they should plug in the controllers 
and mash buttons with these five ESRB-
rated Mature games. Now, if only the public 
could see whether Justice Alito is the secret, 
headshot-delivering, fragtastic gamer we 
always suspected he was.

California v. Ms. Pac-Man
As the Supreme Court prepares to take on violent 
video games, we suggest Sotomayor, Roberts, and 
Scalia callus their thumbs with these five games. 
by Rhéma Hill
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Two lawyers and 
a game designer 
give their thoughts 
on the case.  
On judging content: 

Game designer Zack Hiwiller 
pointed out that gaming 
experiences are not the same for 
everyone holding the controller.

“Take the older ‘shooter,’ Deus 
Ex, for example,” Hiwiller says. “It 
can be a remarkably non-violent 
game or an aggressively violent one 
depending on the player’s choices.”

Games don’t cause violence: 

Senior counsel at Electronic 
Privacy Information Center, John 
Verdi, agrees that the 9th U.S. 
Circuit Court of Appeals correctly 
identified the need to protect the 
children, but no one has been able 
to make a link between protecting 
the children and violent content. 

“I’ve never seen a shred of 
evidence, anecdotal or scientific, 
that games cause people to be 
violent,” Verdi says. “When you 
have games associated with 
violence, it’s violent people being 
attracted to the violent game. I 
don’t think they create or reinforce 
violent video games.” 

Predicting the outcome: 

First Amendment lawyer, 
Marc Randazza, doesn’t see the 
compelling state interest for the 
Supreme Court to be involved, 
since the lower courts have 
accepted that video games are 
protected expression. “This is like 
picking who’s going to win the 
Super Bowl in the first few weeks of 
the season,” Randazza says. “But 
if you want my prediction, [Justice] 
Scalia will make the majority opinion 
and hold that video games are not 
expressive activity, and the lower 
courts will have to examine their 
laws to cover rational basis test 
— judging whether the approach 
could make sense to someone 
rational. Stop using strict scrutiny, 
and use rational basis. And then the 
courts get to experiment.”   

In a busy international Moscow airport, you watch men, women, and children collapse 
from the wave of bullets ripping through their routine check-in. As counter-terrorist 
agent U.S. Army Ranger Pfc. Joseph Allen, you step over bodies and listen to screams 
as you walk through pools of blood. The eerie calmness with which you move through 
the sheer pandemonium is what defines Call of Duty: Modern Warfare 2 as the most 
violent on the list. This release, the sixth in a series of fictional historical wars, features 
a hell in an airport scene where you go undercover with a terrorist group. Players are 
given advance warning and two chances to skip the mission without penalty. You don’t 
have to fire your weapon, just follow the leader, Makarov, as the terrorist guns down 
innocent civilians. This level made even the most die-hard player uncomfortable. We’ll 
have to see how much indiscriminate violence Treyarch crams into its seventh version 
when Call of Duty: Black Ops comes out in November.

ESRB rating pending, Mature+ prediction.

In November 2004’s Operation Phantom Fury, 51 U.S. forces lost their lives — the 
most intense urban warfare for American troops in half a century. This yet-to-
be released game immerses players in a realistic portrayal of the Second Battle 
of Fallujah. The creators were concerned about authenticity and built a life-like 
game engine so players can destroy any part of the environment. Atomic Games 
postponed the release date after critics claimed the game would belittle reality. 
However, former marines who believe in the game’s integrity are working with 
developers to make it as historically accurate as possible. We hope the game comes 
out by the time the Supreme Court decides this case. It would finally put this issue 
behind us because when we think about an ongoing violent conflict and the Middle 
East, we always think video games.

CAll OF DUTY: 
MODERN WARFARE 2 (2009)

SIX DAYS IN FAllUJAH (2010)
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level up

Oh, Doom. Just us and a pistol, stuck on Mars, blasting 
the faces off monsters after an assignment goes bad — the 
good ol’ days. Depicting a gory horror show of rapid-fire 
strafing, Doom lets the player wage war on the moons of 
Phobos and Deimos and even hell itself. The game earned 
its fame as the first with true three-dimensional graphics, 
networked multiplayer gaming, and mod extensions. 
Dubbed “satanic” and “mass murder simulator,” some 
critics called the game an influence in the wave of school 
shootings in the 1990s. While researchers disproved those 
critics, the game has maintained popularity and earned 
its spot as one of the most controversial games of all time. 
Doom 4 has been a rumor for quite some time, but is now 
TBA for 2010. 

Punch in ABACABB and let the blood rain. With Mortal 
Kombat, nimble-thumbed grade schoolers were finally able 
to uppercut their best friends off a cliff and into a spike-filled 
pit 100 feet below. Mortal Kombat allowed warriors to battle 
through the worlds of Earthrealm and Outworld, chopping 
and crushing opponents’ bones along the way. But the game’s 
infamous finishing moves garnered the attention of concerned 
parents. The fight-to-the-death plot of Mortal Kombat led to 
congressional hearings on the growing concern that the gaming 
industry was peddling violence to minors, which resulted in the 
formation of the ESRB rating system. The game should prove 
as a fertile testing ground for discussion on cruel and unusual 
punishment. Love ripping skull and spine from your wobbling 
opponent’s body? Luckily, a new Mortal Kombat is slated for 
release in 2011, so we’ll all be able to join in on the conversation.

Run or shoot. Either way, ammo and blunt-force trauma are 
your best friends in this Romero-esque world of the living, 
diligent dead. Designed in single-player co-op, scenes are 
constructed in an apocalyptic movie where the player and his 
group of immune survivors, must do one thing: survive. To 
make it, you must kill every rotten reanimate with whatever 
Uzi, shotgun, or Molotov cocktail you can get your hands on. 
Sure, a few weeks ago they were human, but come on, they’re 
clearly dead now and trying to rip flesh from your face. The 
zombie apocalypse is no joke. When killing zombies is crimi-
nal, only criminals will be prepared to kill zombies. You don’t 
want that blood on your hands, Supreme Court. Especially if 
it’s infected with the zombie virus. So aim your M1911 pistol 
and shatter that cerebral cortex. 

(1993-present)
MORTAl KOMBAT

DOOM (1993) LEFT 4 DEAD (2008, 2009)
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f Julia Child and Albert Einstein had a lovechild, the 
literal result would be a painfully unattractive, butter-
loving genius who bears a striking resemblance to 
Dustin Diamond. 

The theoretical result, however, would be molecular 
gastronomy.

Defined as the use of scientific principles to enhance food, 
molecular gastronomy is a culinary technique developed by 
French chefs in the late 1980s. Today, modern foodies, like 
chef Wylie Dufresne at wd~50 in New York City, use food-
grade chemicals to transform everyday ingredients into crazy 
cyborg versions of recognizable favorites. 

“It’s post-modern cuisine,” says Jonathan Zearfoss, culinary 
arts professor at the Culinary Institute of America. “It’s about 
pushing the limits and deconstructing dishes that have been 
done so many times before.” Take the eggs Benedict at wd~50: 
The revamped brunch standard boasts columns of hard-
boiled egg yolks and cubes of hydrocolloid hollandaise — just 
like mom used to make.

But like cloning, stem cell therapy, and Heidi Montag’s 
face, this breakthrough in modern science costs major bank. 
A molecular tasting menu at Dufresne’s restaurant will set you 
back $140 big ones. And even if you can afford the meal, good 
luck getting a reservation, moneybags.

The solution: Channel your inner Bill Nye and do it 
yourself. On their blog, thegastro-lounge.blogspot.com, chef 
Matt Farrell and his wife, chef Sophia Harris, give aspiring 
chemi-cooks all the info they need to mix up molecular 
edibles in their own kitchens — for about the same cost as a 
frozen pizza.

“Many of the techniques can be done at home,” says Farrell, 
a Culinary Institute of America alum and chef at The Inn at 
Little Washington in Washington, Va. “We want to show that 
molecular gastronomy can be done for the masses.”

Coca-Cola “Ravioli”
This futuristic take on an American classic will “sort 

of blow your mind,” Farrell says. “You think, how could a 
liquid be poured into another liquid, hold its shape and not 
disperse?” Well, when sodium alginate and calcium chloride 
combine, Farrell explains, they cause a gelling effect, creating 
a Jell-O-esque exterior with a burst of liquid in the middle, 
“very similar to a Gushers fruit snack.” 

For supplies, check out Trufflina.com. Starter kits with all 
the basic ingredients cost a mere $20. 

Steps
1. Heat Coca-Cola 

to a boil, turn heat 
down to low, and mix 
in sodium alginate. 
Whisk well, turn heat 
off, and strain. Let 
liquid reach room 
temperature.

2. Whisk together calcium chloride and water until well 
combined. Place in fridge.

3. Once at room temperature, scoop Coca-Cola into a 
tablespoon measure in the shape of a half-sphere. Set the 
bottom of the tablespoon measure against the surface of the 
calcium chloride mixture and fully submerge the measure in 
liquid for about seven seconds. Then pour the mixture in with 
a gentle turn of the wrist, pulling the measure out of the water 
as you pour. Leave in solution for about 30 seconds.

4. Gently remove ravioli from bath with slotted spoon. 
Place in another dish filled with cold water to rinse it off. 

To create the full restaurant experience at home, serve 
ravioli with a Chinese spoon, a vanilla wafer, and a side of 
self-importance. 

Science Fare
Experiment with your food — and eat it, too.
by Mary Murphy

hands on

Ingredients:
5 grams sodium alginate

500 grams Coca-Cola

10 grams calcium chloride

1,500 grams cold water
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futurist

tanding on the set of The 
Colbert Report, entrepreneur 
and inventor Dean Kamen lifts 
his robotic arm and rotates its 
translucent, rubber hand. Slowly, 

he triggers small electric signals that run 
from his brain to his shoulder and then fire 
through small fiber wires. At the same time, 
Stephen Colbert stretches his own human 
arm across the table that divides the two 
men. Palms touch. Warm skin meets cool 
rubber. High five.

This simple meeting of fake news anchor 
and Segway creator’s appendage serves as 
one small step forward in pursuit of a dream 
that has captured humanity’s attention for 
generations. A dream born in science fiction, 
it saw popularity in American living rooms 
with The Six Million Dollar Man and then 
his sexy counterpart, The Bionic Woman. 
It arrived on the big screen when Luke 
Skywalker’s arm was reborn in The Empire 
Strikes Back. And as the bionic man of sci-fi 

fantasy nears a birth, one thing is certain: He 
will be better, faster, stronger. 

But today’s bionics aim a bit higher than 
mere super-human strength and deluxe 
battling skills. Kamen’s bionic arm seeks to 
aid returning war veterans who have lost one 
or both arms. Other inventors hope to use 
bionics to cure blindness and restore hearing 
loss. As progress moves rapidly toward not 
just bionic, but biological enhancements as 
well, the opportunity to halt the aging process 
altogether floats in the distance. 

For transhumanists like James Hughes, 
these advancements represent a better, more 
productive future. “We’re going to get to the 
point soon in this century where we’ll have 
tiny nanorobotics in the brain that will create 
some kind of computer network, and we’ll 
be interfacing with our neurons,” Hughes 
predicts. “Nanoneural technology could 
allow personality capture and real-time brain 
emulation, so whatever happens in your brain 
could be translated into a computer.”

We Can Rebuild Him 
Three decades after The Six Million Dollar Man, we 
continue to imagine the integration of human and machine.
by Ana Yanni
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Bionic appendages pave the way for 
potential biological enhancements, 
including halting the aging process.
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futurist

This technology could allow people to 
capture and store their memories. They could 
also act on another sci-fi aspiration: joining 
the human brain with its computer proxy. 
The sick could back up their brains to servers. 
The old could download their memories to 
the cloud. Thanks to computer assistance, 
the brain could be made more alert, happier. 
Hughes envisions a future where the 
frustration of forgetting a high school friend’s 
name, an important baseball stat, or the name 
of The Rolling Stones’ drummer becomes 
as antiquated as Pong. When people’s brains 
become hybrid electro-human scrapbooks, 
everything will exist in instant recall. And 
with digital backups of brains, the idea of the 
lifespan becomes vague.

But the creation of all this gray area 
between gray matter and hard drive 
functioning makes for a mountain of 
ethical dilemmas. Consider, for example, 
the idea that we should protect humanness 
and that anything less than fully human 
requires special treatment by the law. As 
long as we rely on our brains, many argue 
that humanness shouldn’t be determined by 
technological enhancements. Moreover, we 
should avoid focusing on protecting humans 

from these modified post-humans. In fact, 
Hughes believes we should focus on how to 
develop and distribute bionic technology — 
to everyone. 

“When we talk about enhancements, 
we talk about self-evident goods like being 
smarter, happier, and living longer, healthier 
lives. Why do we have such a resounding 
chorus saying we can’t have these goods?” 
Hughes says. “No one said this about 
computers, it was, ‘Let’s get more computers 
in more hands.’” 

As access widens, people seeking to 
integrate these technologies into their lives 
could go beyond the sick and injured. The 
average healthy person looking to add a few 
decades to his existence, improve his golf 
game, or just eliminate the bifocals, gray 
hair, and middle-age spread might seek some 
bionic intervention. This troubles people 
like bioethicist Wesley J. Smith, who believes 
transhumanism and bionic advancements 
disparage natural human life and bemoan 
mortality. For Smith, the application of 
bionics to restore normal human function 
and independence is one thing, but progress 
beyond that implies that being human is not 
what gives life ultimate value — that just 

1

FA
V

E5 Bionic
Characters

1. Krang: Yeah, we know you didn’t think of him. 

2. Vader: Dominating from the dark side. 

3. Iron Man: Because he’s just so damn cool.

4. Six Million Dollar Man: The original — you 

can’t have this list without him. 

5. Inspector Gadget: GO-GO-AWESOME. 

Here’s our list of chart-topping 
bionic heroes and villians. 
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being alive isn’t good enough. “There are 
children dying of measles in Africa, and we’re 
supposed to take money away from those 
poor people to make sure I can live until 
150? The narcissism behind that is stunning,” 
Smith says. 

When it comes to narcissism, it’s easy 
to see how bionics might offer some fixes 
for the Botox crowd. Senior research fellow 
at The Reading Institute, Mark Gasson, 
suggests the rise in cosmetic surgeries offers 
a window into bionics’ future draw. The 
American Academy of Cosmetic Surgery 
noted in 2009 that more than 17 million 
cosmetic surgeries were performed that year. 
If that many people sign up for the scalpel 
to improve their body’s appearance, one can 
imagine the tsunami of interest in being 
physically or mentally stronger. 

Though Gasson urges caution, he also 
points to how we augment ourselves daily 
through technology. As philosopher and 
theorist Marshall McLuhan claimed, 

technology extends the ability of 
the human body. The telephone 
provides an extension of the ear; the 
microscope, an extension of the eye. Even 
a tool as simple as a shovel functions as 
an extension of the foot. We acknowledge 
our body’s deficiencies every day and in a 
multitude of ways. 

In the end, a bionic body part may be 
less painful than a Botox shot and more 
adaptable than Microsoft Windows. Studies 
show that even monkeys acclimated well to 
bionic body parts. In a study at the University 
of Pittsburgh, researchers attached bionic 
arms to the shoulders of monkeys with fully 
functional arms. With electrodes implanted 
in their brains, the monkeys learned how to 
control their new additions, which offered a 
better range of movement than any biological 
primate limb, just by thinking. Imagine: Six 
foot tall too short, two legs too little, five 
fingers too few. One day Colbert just might 
connect on a high six. 

futurist

We’re going to 
get to the point 
soon in this century 
where we’ll have 
tiny nanorobotics 
in the brain that 
will create some 
kind of computer 
network, and we’ll 
be interfacing with 
our neurons.” 
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’m trying to record video of a cow 
crapping, and even though I’m 
surrounded by hundreds of cows 
gushing diarrhea by the bucket load, 
it’s all squirting in the wrong direction. 

I walk around to the back of the barn and 
stumble on something I’m embarrassed to get 
so excited about: a backend view of about a 
dozen Holsteins. Ashamed of what I’m about 
to do, I raise my camera, frame the shot, and 
just then, a cow poops near me. I fail to grasp 
the situation’s physics, and the slop caroms off 
the barn floor and onto my clothes before I 

can register what occurred. But it all hits me 
when, some more poo splashes onto my face. 

“That happens,” Doug Trew says when 
I go to the milking parlor to tell him what 
happened. Trew manages the herd of 508 
Holsteins for the dairy program at Morrisville 
State College — the place I got pooped on.

By then, I’d wiped the greenish-brown 
goop from my cheek and taken a good 
look at this smear of America’s energy future 
staining my hand. It’s nothing a little soap 
can’t handle. Obviously, it’s going to take 
more than a stain stick and a shower to clean 

Poo Power 
In the search for renewable energy, these 
farmers think cow crap is the future. 
by Matthew Millham

beaker

I

Morrisville State College in New 
York owns 508 Holstein cows that 
supply 80 percent to 85 percent of 
farm’s electricity. 
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up America’s filthy animal farms, but it’s 
not a hopeless cause. The technology to 
carry out the cleanup has already been 
around for decades.

It’s that technology, in fact, that lured me 
to Morrisville. A few years ago, the college 
installed a biogas system that cultivates, 
captures, and burns the putrid fumes wafting 
off its cows’ poop, converts it into electricity 
and heat, and blunts the farm’s surprisingly 
potent impact on global climate change. 
A gallon of Tide and an industrial washer, 
unfortunately, aren’t part of the deal. 

ith a quarter-million cows, 
the Liaoning Huishan 

Cow Farm in China will 
form the world’s biggest cow 

power operation, but expects 
to generate only about 1/83 the amount of 
electricity produced by the Hoover Dam. 
But America has a lot more than a quarter-
million cows, and millions more pigs, chick-
ens, and other farm animals that do the doo, 
too. When all that poo potential is tapped, 
it will provide enough electricity to power 
more than a million homes and slash the 
country’s greenhouse gas emissions by the 
same amount as taking all the private and 
commercially owned vehicles tooling around 
New Jersey off the road. The Twilight series 
aside, there’s no better use of the old saw, 
“One man’s trash is another man’s treasure.” 

The system at Morrisville, admittedly, isn’t 
much to look at. Most of the good stuff hap-
pens in a concrete box buried under a grassy 
hill a few dozen feet from the barn. Inside 
the box, called a digester, a horde of bacteria 
chows down on tens of thousands of gallons 
of manure, which is replenished by a nearly 
non-stop flow of bovine diarrhea — dairy 
cows poop roughly 120 pounds every day, 
about the weight of a well-fed supermodel 
— swept in from the barn. The bacteria fart 
copiously as they munch away. Those farts 
are usually at least 60 percent methane.

Pipes sticking out of the digester suck up 
the farts and feed them to a nearby genera-
tor that immediately burns the methane and 
churns out electricity nearly every hour of 

every day. The system continuously delivers 
about 45 kilowatts of electricity — enough 
to power nearly 600 PlayStation 3 game con-
soles at once. That’s good news for gamers, 
but there’s an even more important reason 
farms are turning to this technology. 

On its own, agriculture accounts for more 
than 30 percent of all man-made methane, a 
greenhouse gas 20 times more brutish than 
the much-maligned CO2 emanating from 
the U.S. The majority of farmers let millions 
of tons of free, flammable methane just float 
away on the breeze every year. That makes 
about as much sense as drowning their cows 
in milk. Fortunately, the one common sense 
thing farmers can do to curb the ecological 
destruction inflicted by the daily deluge of 
their animals’ feces also happens to shrink 
their utility bills and make them more 
energy independent. 

The Dairyland Power Cooperative in La 
Crosse, Wis., got into the biogas business 
in 2005 when it started buying manure-
derived methane from the 1,000-head Five 
Star Dairy in Elk Mound, Wis. On a per-
cow basis, Five Star outdoes Morrisville by 
more than 5-to-1. To drive about half of 
that steroidal output, Five Star adds leftover 
fats, oils, and greases from restaurants and 
residual sludge from biodiesel manufacturers 
to the manure in its digesters. 

These cheap leftovers double the digester’s 
gas output, making the price per kilowatt-
hour competitive with coal. Dairyland 
buys the gas from Five Star and uses it 
right there on the farm to run a generator 
set that puts out about 775 kilowatts — 
enough to keep 10,616 kids jacked in to the 
PlayStation 3 day in, day out for an eternity. 
The farm only uses 30 percent to 40 percent 
of that electricity. The rest gets sold back to 
the electrical grid.

Since this first project, Dairyland added 
four more digesters to its power generation 
portfolio. Together, those five farms gener-
ate about 3.3 megawatts of electricity. That’s 
only a fraction of the 1,400 megawatts of 
energy Dairyland produces, mostly through 
conventional petroleum-based power plants. 

Dairy cows 

poop roughly 

120 pounds 

every day, 

about the 

weight of 

a well-fed 

supermodel.

The cows eat.

Then they poop.

The poop gets picked up.

The cows clean themselves off.

?
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SO WHAT DOES All THIS POO MEAN TO YOU?

Xbox 360
0.75 cows

Tesla Roadster
1,075 cows

Lg Hadron Collider
1,500,000 cows

Seattle
5,532,776 cows

Space Shuttle
58,500,000 cows

= 1 cow

= 200 cows

= 200,000 cows

= 500,000 cows

= 5,000,000 cows

One cow generates 120 
pounds of poop a day. 
That’s a lot more energy 
than you may think. 
Follow the key below to 
see how many cows it 
takes to power up these 
common items.

This doesn’t mean cow power can’t be scaled 
up to make even more energy.

This summer, manure from 60,000 cows 
started to generate power at the Huishan 
farm in Shenyang, China. When the project 
is complete, the poop from 250,000 cows will 
whip up 25 megawatts of electricity, making it 
the largest manure biogas power plant in the 
world. That’s enough to fuel a 329,000-player 
Call of Duty battle while offsetting the emis-
sions from about 500 trips to the moon and 
back in a Hummer.

Today, about 150 biogas digesters operate 
at U.S. animal farms, generating a constant 
stream of only 50 megawatts. The U.S. Envi-
ronmental Protection Agency has identified 
about 8,000 more farms that, together, could 
generate 1,500 megawatts of electricity. 

As a bonus, capturing and converting 
all those farms’ poo gas would eliminate 
the equivalent of 34 million metric tons of 
carbon dioxide per year, roughly equal to the 
annual emissions from 6.5 million American 
automobiles. While the systems are expensive 
— Morrisville’s was a hefty $800,000 — the 
U.S. Department of Agriculture, the EPA, and 
state agencies have put millions of dollars on 
the table to up their appeal.

In the end, the environmental benefits 
of biogas systems will likely outweigh their 
potential to generate electricity. 

But, says David Palmer, Ph.D., who de-
signed Morrisville’s system, “I have not seen 
a farm that could not produce all of its own 
electricity from its manure. That is a 
significant fact.”
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n stage at Coachella 2010, 
laptop musician Flying Lotus 
bobs his head and sways 
his shoulders as his fingers 
intermittently twist knobs 

and press laptop keys to activate 
electronic bleeps that texturize his sound. On 
the table before him sits a massive setup of a 
Monome, a trigger finger MIDI drum control 
surface, and his MacBook Pro. Wires snake 
around him to the floor as improvised pro-
jections of abstract shapes and colors dance 
on the wall behind him. Even in a YouTube 
video of his performance, the low pulse of 
sub-bass beats assaults the walls as it does the 
ears of the jam-packed room.

A subgenre of electronica, beat music 
encompasses electronic music from techno 
and chiptunes to DJs and experimental 
hip-hop. Known as the intelligent form of 

dance music, beat includes drum and bass 
elements, emphasized by the heavy use of 
bass. But what sets the genre apart from DnB 
are the sub-bass tones electrically generated 
by the artists — the frequency set so low no 
instrument can produce it. Laptops, MIDI 
interfaces, drum machines, synthesizers, and 
mixing software are used in sampling bits of 
past or original music to cultivate a network 
of new sounds.

Josh Berman, North American marketing 
manager of Warp Records, sees this type 
of music as an innovative art form. Before 
computers allowed people to experiment with 
music, every note ever hit could be played on 
the flute or guitar. But not this. 

Using computers and laptops for 
performance and tricking out textures and 
tones of hip-hop, jazz, and electronica, 
beat artists are answering the call for a new 

laptop Rock
With tricked-out textures and jazzy samples,
beat music flourishes in LA, a town with hip-hop
history and art enthusiasm.
by Rhéma Hill

Producer Steven Ellison records 
and performs under the name 
Flying Lotus. Radiohead frontman 
Thom Yorke picked him to open 
one of his solo tours. 

FL
Y

LO
: T

IM
O

TH
Y

 S
A

C
C

E
N

TI



60 SEPT 2010 HANDSHAKE

pop culture

dimension in music. One such performer, 
music producer, label owner, and laptop 
musician, Steven Ellison, aka Flying Lotus, 
got his break when he entered the scene in 
2006 with his debut, 1983, and his beats were 
featured as bumper music for promotions of 
The Boondocks on Adult Swim. Since then he 
broke the boundaries of hip-hop, dubstep, 
ambience, and intelligent dance music, 
bringing him both local and worldwide 
attention. Just this summer Flying Lotus, 
whose digital label also promotes artists like 
Dr. Strangeloop, The Gaslamp Killer, and 
TOKiMONSTA, received a wave of coverage 
from The New York Times to NPR.

“Lotus is the most prominent member 
of the scene,” Berman says. “He’s no longer 
an underground phenomenon. The big beat 
scene is through him.”

For the past 10 years, the Los Angeles beat 
scene has grown through its main hub, The 
Low End Theory, where every Wednesday a 
collection of tech artists, MCs, DJs, and rock 
musicians spin, spit, mix, and perform. Aside 
from Flying Lotus, some of the names that 
take the stage each week include Daddy Kev, 
Nobody, The Gaslamp Killer, and Nocando. 

“[We] try to keep it interesting, and not 
just have some boring slide show,” says Daddy 
Kev, founder of The Low End Theory and 
producer at Alpha Pup Records. “We try to 
do a show with state-of-the-art performance 
stuff as much as possible. It has to do with us-
ing performance controllers, turntables, and 
sound quality. We make sure it’s superb.” 

Flying Lotus’ name has certainly helped 
explode the scene in LA, but that’s not down 
to his face alone. The city fits the bill as the 
perfect setting for beat music because of three 
elements: its hip-hop history, geographic lo-
cation, and support of an artistic community. 

Chris Martins, who has covered music 
for The Los Angeles Times, LA Weekly, and 
Spin, describes the beat scene as part of a 
greater evolution following both hip-hop 
and electronica. “You can’t talk of it without 
the influences of Mad Libb and J. Dilla. They 
made the way for contemporary beat music. 

As far as contemporary evolution, [beat mu-
sic] encompasses a grittier sound with jazzy 
samples, funk, and soul for more of a melodic 
feel, not the heavy beats,” Martins says. 

With plenty of isolated areas and unused 
warehouses for all-out parties and full-scale 
PA systems, LA is perfect as club central. Los 
Angeles Times music critic August Brown says 
that there is something endemic about LA 
that makes for trippy, long-form percussive 
music — long car rides and beautiful scenery 
gutted by horrible urban planning and excel-
lent local pharmacology. 

The atmosphere in LA at The Low End 
Theory can feel combative, but it’s all in the 
drive of doing something new and ambitious. 
“All the artists are super committed regulars 
— they’ll show up at 9 p.m. and leave at 3 
a.m. and see every single set,” Brown says. “At 
Low End, everyone’s almost pathologically 
supportive of each other artistically. Everyone 
knows they’ve created something really spe-
cial and fertile for growing new sounds, and 
all the artists are just as excited to see some 
19-year-old from San Bernardino drive up 
with a CD-R and blow them away.” 

Nearly 3,000 miles away in the Big Apple, 
a punk-noise-kraut-psychobilly-acid rock 
band, Dinowalrus, colors its ambient grooves 

Dinowalrus’ equipment includes a collection of electric and bass guitars, a Roland Juno synthesizer 
with an arpeggiator feature, drum machine programming, clarinets, and pots and pans to form a 
mix of synthesized, danceable acid rock jams.
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with the sonic variation of synthesizers. Lead 
singer Pete Feigenbaum juggles the weight of 
his guitar strapped around his shoulders as 
his fingers dance across the keyboard keys, 
creating arpeggios in time with the drum-
mer’s beat. Here, music and electronica re-
main somewhat underground, and the music 
subscenes remain fragmented. 

Dinowalrus recently toured the West 
coast and noticed a lot more tech there 
than in New York. Feigenbaum attributes 
NYC’s lack of a solid electronic footing to 
the rise of garage rock. The confrontational 
mindset and extroverted quality of rock ’n’ 
roll fit the hard-knock city more than the 
intimacy of sitting in a studio, staring at a 
screen for hours.

“Historically, New York City is definitely 
a rock town. People are into plugging in 
their guitar and cranking up the reverb,” 
Feigenbaum says. “I think electronic music 
comes from locales who are a bit lonely, 
[where artists] have the time to get really 
introverted and into the details of their 
programming.” 

Despite sharing elements such as rap 
and dance music with LA, New York lacks 
the suitable venues that would allow for the 
growth of the beat scene. Even without a so-
ciety, however, Dinowalrus and other digital 
bands based in New York have been mak-
ing it work with more of an electronic rock 
approach. Feigenbaum lists bands like BIG A 
little (Aa) as an influence for taking more of 
an experimental path toward creating music. 

“Conceptually, the interest is definitely 
electronic, but we don’t subscribe to sequence 
mentally. Electronics driving the song is the 
opposite of our approach. Our core is being a 
live band embellished with electronics for the 
background. Rhythmic, but not synched with 
a MIDI,” Feigenbaum says. 

Dinowalrus’ equipment includes a col-
lection of electric and bass guitars, a Roland 
Juno synthesizer with an arpeggiator feature, 
drum machine programming, clarinets, and 
pots and pans to form a mix of synthesized, 
danceable acid rock jams. The listener’s 

experience is the fundamental reason for 
everything Dinowalrus does, especially live. 
The trio rocks to clarinet squawks, 8-bit video 
game arpeggios, and drum pulses as the 
electronic beat ornaments the structure of 
their sound. Feigenbaum says their audience 
is either bored, mystified, or standing at the 
edge of the room because the show is so loud. 

Electronic artist, producer, and co-founder 
of Proximal Records, Carl Burgin, known as 
Sahy Uhns (Science), finds being an electron-
ic musician an interesting experience because 
the artist gets to take a classic electro-acoustic 
studio composition — an art form based 
around a finished product like a painting or 
a sculpture — and turn it into an experience. 
Burgin uses a custom controller, dubbed 
“Castro,” and an Akai drum trigger box to 
cut up, manipulate, and “freak” his tracks. 
Meticulous with the edits and production of 
his records, Burgin desires the headphone 
listener to hear his music over and over, and 
yet still find new ways to take it in. 

“Sometimes I’ll have a groove in my head, 
and I’ll work with that. Other times I start 
with sound design or a new patch that I’m 
making in Reaktor,” Burgin says. “Melodic 
content always comes last for me. It’s all about 
the sound design and the rhythms 
and details.”

Beat artists face the task of translating 
their music to a live show and making a 
laptop performance as compelling as watch-
ing a guitarist wail away on a solo. So when 
it comes to production, artists are usually 
hushed about their tricks. Flying Lotus uses 
an 11-piece jazz band, Nosaj Thing incor-
porates a tremendous light show, and Glitch 
Mob grafts three drum sets, a guitar, and bass 
onto its Lemur-based setup. 

In Berman’s opinion, Flying Lotus and The 
Gaslamp Killer convey emotion by projecting 
visuals that they trigger with live music. 

“Flying Lotus can read, write, and produce 
music, so he speaks a musical language that a 
lot of DJs and laptop artists cannot. It’s 
boring to just watch someone push buttons 
on a laptop.” D
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BoingBoing co-editor CORY DOCTOROW 
 accomplishes more by 5 a.m. than you do in a month. 

  The New York Times best-seller, Fulbright Scholar,
   and copyright crusader intends to change the world,

    

one idea at a time. 

MAD
EXcLusIVE INTERVIEW
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, ,‘
Doctorow is an 
international copyfighter, 
a digital Napoleon 
with an army of followers 
advocating a free Internet. 

?

book. In it, he weaves alternate 
reality gaming, labor conflicts, and 
gold farming with tales of teenagers 
prematurely catapulted into the adult 
world. The young adult audience 
fascinates Doctorow. “When you’re an 
adolescent, you do a bunch of things 
for the first time. That makes those 
things exciting in a way that they’re 
not exciting when you do them for the 
hundredth time,” Doctorow says. “The 
first time you tell a lie of consequence, 
it’s like you have fastened wings out of 
wax and feathers, and jumped off a cliff, 
and trusted that they’ll catch you before 
you smash yourself to pieces on the rock 
below. The hundredth time you tell a lie 
of consequence, it’s just banal.”

Born in Toronto during the summer 
of 1971 to Trotskyist Jewish emigrants 
from Eastern Europe, Doctorow’s 
youth prepared him for a life of 
activism and innovation. His father, 
a computer programmer, and his 
mother, a schoolteacher, sent young 
Cory to alternative schools, where 
as a seventh grader he met Tim Wu, 
another now-famous science fiction 
writer and the inventor of the term 
“net neutrality.” Doctorow’s inquisitive 
nature was fostered by the silence of his 
grade school teacher. “She noticed I’d 
picked up a copy of Alice in Wonderland 
and hidden myself away behind the 
cubbyholes and spent days just hiding 
out there and reading,” Doctorow 
recalls. “And she said nothing. That was 
the best thing she could have done.” 
Doctorow eventually married a woman 
named Alice who pens her own blog 
called Wonderland. “Clearly something 
important happened when I read that 
book,” he jokes.

Later, when he was a teenager, 
Doctorow’s parents sent him to summer 
camp, just like any other kid. But young 
Cory didn’t bring skin magazines or 
bottle rockets. He brought an Apple II 
his parents gave him. Pierce Allen, who 
attended the Manhattan reading with 

his wife and son, first met Doctorow 
at that summer camp, a youth activist 
collective called the Grindstone Youth 
Cooperative. Allen remembered 
huddling with other boys to see the 
newest piece of technology, displayed 
in Doctorow’s quarters. “He was like, 
‘Here’s my Apple computer, and anyone 
who wants to mess with it, go ahead and 
check it out.’ And he had all kinds of 
customizations on it. It was kinda neat,” 
Allen recalls. Doctorow also taught 
creative writing workshops, which drew 
a large following. “He never stopped 
talking!” Allen exclaims.

Once the reading began, Doctorow’s 
voice gripped an audience once again. 
The coffee cup chatter and shuffling feet 
subsided as he launched into a climactic 

scene. Doctorow rarely stopped moving 
as he read, fidgeting with his glasses, 
shifting his weight from one foot to the 
other. The rhythm of his voice moved 
up and down with the dialogue. A 
woman got up, and Doctorow’s eyes 
followed her across the room. The 
reading never stopped, as he quickly 
recited more than a page of narrative 
without glancing down at the book.  

Doctorow is self-made. He rambled 
through technology jobs, eventually co-
founding a company called OpenCola. 
He and his partners developed open-

source, peer-to-peer software in 
Toronto, and OpenCola quickly headed 
toward dot-com success. At the same 
time, Doctorow’s love of file sharing 
led to a relationship with the Electronic 
Frontier Foundation, an international 
digital rights advocacy organization. 
OpenCola lent a hand by sharing its 
office space during the construction 
of EFF’s own facility in San Francisco. 
After the dot-com wave crashed and 
investors sold the P2P software to 
OpenText Inc. in 2003, Doctorow 
moved to EFF as a full-time staff 
member, and eventually rose to become 
its European outreach coordinator. 

Doctorow and the EFF took on 
some of the biggest names in the 
communications industry. In 2005, 

after Sony BMG got caught packaging 
anti-piracy software onto CD-ROMs, 
Doctorow blasted the company’s 
nonchalant attitude and minimal 
retribution with a BoingBoing post, 
and EFF took the music company to 
federal court in 2005 — an out-of-
court settlement was reached. One year 
later, EFF filed a class action lawsuit 
against AT&T, accusing the telecom 
company of collaborating with the 
National Security Agency in an illegal 
wiretapping program. 

Doctorow’s current copyright and 

C
opyright activist 
and author 
Cory Doctorow 
slipped into the 
McNally Jackson 
bookstore in 
lower Manhattan 
looking like 
Bono without 
the shades: hair 
buzzed high 
and tight, thick 

eyeglasses, a form-fitting black Haunted 
Mansion T-shirt under a sports jacket, 
and blue jeans with the cuffs rolled 
up to reveal black leather boots. He 
checked an oversized red watch on his 
left wrist. A half-hour remained until 
he was scheduled to read from his latest 
novel, For the Win, but Cory Doctorow 
does not waste time. He strode right 
to the podium and encouraged early 
arrivals to ask questions. 

The questions cast a wide scope: his 
wife (a former ranked Quake player), 
his favorite video games (Left 4 Dead 

2 is a “pretty awesome game”), and his 
current residence (“the U.K. 
has a terrible relationship with 
privacy”). The questions turned into 
conversation as Doctorow mixed 
humor and opinion. “Maybe in a few 
years we’ll all be wearing hundreds of 
Justin-style cameras pointed inward 
at us and tweeting the contents of our 
colon,” he says. 

Doctorow is an international 
copyfighter, a digital Napoleon with 
an army of followers advocating a free 
Internet. The 39-year-old Canadian 
native is co-editor of BoingBoing, as 
well as a former Fulbright visiting 
research chair at the University of 
Southern California, independent 
studies scholar in virtual residence at 
the University of Waterloo, European 
leader of the Electronic Frontier 
Foundation, and the author of nine 
books — fiction and nonfiction — 
many of which are free on the Web. His 
first young-adult novel, Little Brother, 
appeared on The New York Times best-
seller list in 2008. The previous year, 

Entertainment Weekly called him “the 
William Gibson of his generation,” 
equating Doctorow with one of the 
most important novelists in the 
cyberpunk subgenre of science fiction. 

“I’ve always, for as long as I can 
remember, been someone who does lots 
of things,” Doctorow says. In addition 
to his teaching, his novels, and his 
advocacy work, Doctorow is a feverish 
blogger; posts often appear well before 
the sun comes up in London. “I wake 
up at 5 a.m. like I was fired out of a 
cannon,” he says. He opens 200 tabs 
on his Web browser each morning, 
combing cyberspace for important 
news, funny tidbits, and worthy causes 
to write about. He blogs, he e-mails, and 
he tweets. He takes control. “The thing 
for me that makes all of those possible is 
they’re non-interrupted media,” he says. 
Other modes of communication, like 
instant messaging and phone calls, blow 
his multitasking capacity. He insists 
people make an appointment by e-mail 
before calling him. 

Released in May, For the Win is 
Doctorow’s second young-adult sci-fi 



the Internet,” Cohn says.
Just this year, Doctorow created 

a firestorm on BoingBoing by listing 
the reasons he refuses to buy an iPad, 
even going as far as to call it the 
“second coming of the CD-ROM 
‘revolution’ in which ‘content’ people 
proclaimed that they were going to 
remake media by producing expensive 
(to make and to buy) products.” He 
slammed Apple’s restrictions on content 
use and hardware modifications, saying, 
“clearly there’s a lot of thoughtfulness 
and smarts that went into the design. 
But there’s also a palpable contempt for 
the owner.”

n 2006, Doctorow discovered 
an opportunity to teach the 
next generation of copyfighters 
when he moved to Los Angeles 
to serve as the Canadian 
Fulbright chair in public 
diplomacy at the University 

of Southern California. The summer 
he arrived, USC’s Annenberg School 
for Communication and Journalism 
started the world’s first master’s program 
dedicated to the management of 
online communities. Karen North, the 
program’s creator and current director, 
tapped his ability to engage students and 
his expertise in file sharing, intellectual 
property and copyright, and creative 
commons. “Cory was the go-to guy,” 
North says. “I had students that went 
from not knowing what those topics 

were to becoming huge advocates in 
terms of content, in terms of the rights 
people should have.” 

Doctorow’s life took major leaps two 
years later: His first young-adult novel, 
Little Brother, was released to critical 
acclaim. The Los Angeles Times said it 
was “generally awesome in the more 
vernacular sense: It’s pretty freaking 
cool.” That same year, he married Alice 
Taylor, a British television executive, 
and the couple had a daughter, whom 
they named Poesy Emmeline Fibonacci 
Nautilus Taylor Doctorow.

When Doctorow wakes up with the 
sun and begins to write, Poesy climbs 
onto her father’s lap. He opens VLC, an 
open-source media player, and plays one 
of her videos in a corner of the screen 
while he works. “We’ll talk about her 
videos while I’m blogging, and she’ll talk 
about what’s going on over in my part 
of the screen,” he says. “[Poesy] kind of 
rules a lot of our media universe because 
she has certain, very compelling, cases 
to be made for watching Tubbies.” The 

little girl liberates her newest DVDs in 
a ritualistic way: “She finds them, she 
puts them on the floor, shiny side down, 
and stands on them and slides across the 
floor with them.” Doctorow combats this 
by immediately ripping new DVDs onto 
a computer. From there he transfers the 
Teletubbies and Muppets episodes onto 
an SD card, his desktop machine, and 
Alice’s laptop. For good measure, he also 
dumps the files onto a Nokia N800 tablet 
computer. 

His writing schedule is filled up 
through October 2011 —  another book 
came out in July, called With a Little 
Help. Doctorow is in high demand at 
the lectern, on the bookshelf, and on the 
digital activism front. As his following 
grows, Doctorow fights to whittle his 
many tasks into a tiny focus. “But what 
matters to me a lot more: Will my 
daughter be able to do her homework 
without being spied on over the Internet 
in case she’s infringing copyright while 
she does it,” he says. “That’s waaaay more 
important to me in the end.”

He opens 200 tabs on his Web browser each 
morning, combing cyberspace for important news, 
funny tidbits, and worthy causes to write about.  

Doctorow’s first novel, released in 
2003, takes place in the Disney World 
of the future, when death is made 
irrelevant by technology, and poverty 
no longer exists. The protagonist 
fights to preserve the Magic Kingdom 
against those who would change it. 
Publisher’s Weekly says, “Doctorow 
has served up a nicely understated 
dish: meringue laced with caffeine.”

 Overclocked: Stories of the Future Present

“One of the nice things about my books is, you can never say ‘Well, I had to buy it to discover I didn’t like it.’”
– Cory Doctorow

Down and Out in the Magic Kingdom

A collection of six stories set in 
the near future, Overclocked 
constitutes a massive “what-
if?” Zombies, invisible ants, and 
global catastrophe all make 
appearances. “Overclocked 
bears witness to Cory Doctorow’s 
strong presence on the Internet 
and immersion in that subculture,” 
Entertainment Weekly says.

free Internet crusades focus on network 
providers who alter connectivity. “They 
want to suck up to some companies and 
not others because they yearn for the days 
when the network services were provided 
on a piecemeal basis where every message 
cost you some money,” he says to the 
McNally Jackson crowd. He mocks the 
U.S. government’s double standard on 
comment anonymity. “[Hillary Clinton] 
said everybody should be able to use 
anatomizing tools, who doesn’t live in 
America, in order to access CNN, but 
there shouldn’t be anonymity for people 
to say nasty things about the secretary of 
state,” Doctorow says, pushing his glasses 
back on the bridge of his nose. “It was 
a contradiction, wrapped in a riddle, 
wrapped in a soft, floury tortilla.” 

Doctorow was at the forefront of the 
virtual world, one of the first down the 
digital rabbit hole, and he became a 
crucial part of EFF’s efforts. “He had more 
energy and enthusiasm than anyone I 
had ever met,” says friend Cindy Cohn, 
the legal counsel for EFF and one of 
the most influential lawyers in the U.S., 
according to the National Law Journal. 
In 1995, Cohn provided pro bono 
counsel in Bernstein v. Department of 
Justice, a federal court challenge to the 
U.S. export restrictions on cryptography. 
“[Doctorow] knew all about the case, 
and he wanted to talk about not just 
their particular issues, but he was very 
interested in the broader policy war on 

Downloadable Doctorow
You can download Doctorow’s novels 
for free at his website, craphound.com. 
He asks people to consider purchasing a 
hard copy and sending it to a teacher or 
librarian. The website lists people who 
have requested copies, along with their 
addresses. Here are three of his books to 
check out and donate.

Released in July, Doctorow’s 
latest book is a collection of 
short stories, and it’s a grand 
experiment in sales. Doctorow 
keeps a record of how much 
cash he makes from each 
method of distribution to see if 
his free electronic versions end 
up bringing in more cash than 
traditional publishing methods. 
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Twenty-five game designers, 

TV personalities, an
d CEOs 

who make our palm
s sweaty. 

Forget female empowerment. These 

women don’t need some PC pep talk to 

kick ass. They write killer comics, design 

stellar games, run mega corporations, 

and intimidate us just enough to turn us 

on. Here, in no particular order, is a list of 

ladies we’d like to woo with our arsenal of 

Cowboy Bebop references over chicken 

wings and beer — once we work up the 

courage to say hello.

BY NICOLE HENDRICKSON 
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Brenda 
Brathwaite

7

Age: Says, “I don’t release 
my year of birth as that’s 
often a security question.”

Hometown: Spent most of 
her childhood in St. Louis, 
Mo., and Tehran, Iran.

Claim to Fame: Founder of 
XEODesign Inc.; first person 
to use facial expressions to 
measure player experiences.

She says: “Well I make 
games more fun, so I’m the 
leading expert on emotion 
and the fun of games, and 
I work with companies, 
everyone from EA to Sony 
to Ubisoft to PlayFirst, to 
make their games more 
engaging. Essentially for the 
past 20 years, I’ve studied 
how to make the screen, you 
know, more engaging.” 
– Bigthink.com, 2010

Killer detail: She improved 
more than 40 million player 
experiences since 1992. 

5
Age: 43

Hometown: Ogdensburg, N.Y.

Claim to Fame: Worked as 
a game designer, manual 
writer, and play tester on the 
Wizardry series; lead designer 
for Dungeons and Dragons: 
Heroes; creative director 
of LOLapps; chairwoman 
of the International Game 
Developer’s Sex in Games 
Special Interest Group. 

She says: “I don’t have any idea 
what the hell I would do for a 
living if I didn’t make games. 
I would talk about making 
games. I would probably have 
to lock myself up and be on 
some form of drugs.” 
– Game Developers Conference, 2010

Killer detail: She entered 
the video-game industry at 
15 years old and was named 
one of the 20 most influential 
women in the game industry by 
Gamasutra.com in 2008. 

6
Hedwig Eva 

Maria Kiesler
(Hedy Lamarr)

Age: 1914  – 2000

Hometown: Vienna, Austria 

Claim to Fame: Actress, inventor. 

She says: “Any girl can be glamorous. All 
you have to do is stand still and look stupid.”

Killer detail: She patented an idea she 
called the “Secret Communication System” 
that was meant to guide torpedoes toward 
enemy ships. She was awarded with the 
Electronic Frontier Foundation Pioneer 
Award in 1997, although author Tony 
Rothman thinks it’s an urban legend that 
Lamarr actually invented anything.  

Age: 29
Hometown: San Antonio, 
Texas
Claim to Fame: 
Dollhouse, Terminator: 
The Sarah Connor 
Chronicles, Serenity, 
Firefly, and The 4400.
She says: “I think that 
sci-fi actors in general are 
very imaginative, creative 
people, and it’s been really 
fun for me. I’ve loved it. 
I’ve loved being a sci-fi 
actress.” 
– SciFiChick.com, 2008 
Killer detail: Glau trained 
in kung fu and kickboxing. 
Her first audition was for 
the role of the Pink Ranger.

Summer Glau 4 

Nicole 
Lazzaro
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1Veronica 
Belmont 
Age: 28

Hometown: West Hartford, Conn. 
Claim to Fame: Hosts Qore on the 
PlayStation Network and Tekzilla on 
Revision3.com. 

She says: “I have anxiety dreams that 
I’ve gone to the airport and forgotten 
my laptop. You know how some people 
have those dreams where they’re in high 
school and they’re naked? Mine, I’m at the 
airport with no laptop.” 
– MacMost.com, 2007 

Killer detail: She co-hosted a science- 
fiction and fantasy-themed book club 
called The Sword and Laser. 

She says: “The only time I remember getting 
swept away by a pre-existing entity in a game 
context was with Christof from Vampire: The 
Masquerade — Redemption,” she says. “He 
was a pretty classic tragic hero, and I do love 
my broken-hearted, brooding badasses.”

Killer detail: USER, the comic she helped write, 
was nominated for “Outstanding Comic Book” 
by GLAAD.    

3 Devin K. Grayson 
Age: 36

Hometown: New Haven, Conn.

Claim to Fame: Writer for Batman: 
Gotham Knights, Nightwing, The 
Titans, and Marvel’s Girl Comics 
anthology.

2 Dona Bailey 

Age: 54

Hometown: Little Rock, Ark.

Claim to Fame: She and Atari 
co-worker Ed Logg created and 
designed Centipede in 1980.

She says: “I think that [games] can serve 
so many extra purposes — learning and 
logic and practice for all kinds of skills, 
literacy, visual literacy — many, many skills 
that we need.” 
– Gamasutra.com, 2007

Killer detail: She teaches at the University 
of Arkansas at Little Rock, in the 
department of rhetoric and writing.
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Megan Gaiser 
Age: 51

Hometown: Seattle, 
Wash. 

Claim to Fame: CEO 
and president of Her 
Interactive

She says: “Our goal is to 
create great games. Our 
core expertise is storytelling 
and targeting female play 
preferences. We believe 
that this formula will 
also appeal to boys and 
men. Currently 10 to 15 
percent of our audience is 
male, and if the name of 
the series weren’t Nancy 
Drew, we believe we would 
have many more boys and 
men playing our games.” 
– PopEntertainment.com, 2006 

Killer detail: Before joining 
Her Interactive, she spent 
11 years as an editor and 
producer of award-winning 
documentaries.

13

She says: “When people think of computer or 
video games, they often think of playing in a 
virtual world that doesn’t exist in reality. But 
alternate reality game designers are trying to 
get people to play in the real world. We want 
people to bring the same curiosity, wonder, 
and optimism that you feel when in your 
favorite video games into your real lives and 
real problems.” 
– WorldChanging.com, 2010 

Killer detail: She says if we increase the 
number of hours spent gaming per week from 
3 billion to 21 billion we can save the world, 
and she does the research to prove it. 

Jane McGonigal 
Age: 32

Hometown: 
Philadelphia, Pa.

Claim to Fame: 
Director of 
Games Research 
and Development 
at the Institute 
for the Future, 
alternate reality 
game designer. 

15

Age: 38

Hometown: Richmond, Va.

Claim to Fame: Co-editor of 
BoingBoing, blogger, tech journalist. 

She says: “I’m a curious person, and I’m 
easily fascinated by things other people 
are really, really passionate about. I 
may not share their obsessions, but 
you can feel a sort of click inside, when 
something’s genuine, really real — that’s 
the stuff I get excited about.” 
– Geek Monthly magazine, 2007 

Killer detail: She knows a ton of 
languages including Maohi (Tahitian), 
Mandarin Chinese, and Yoruba (Nigeria).

16
Xeni Jardin 

Age: 27 on September 8

Hometown: Mabou, Nova Scotia

Claim to Fame: Publishes the webcomic 
Hark! A Vagrant!.

She says: “The worst thing most people 
can do making comics is try to make 
themselves look cool! The Internet is a 
safe haven for a lot of sort of autobio 
comics about dudes being awesome, 
hanging out, and saying witty things back 
and forth. They are also supposed to be 
funny, but the majority of these are awful, 
of course.” 
– Culture magazine, 2009 

Killer detail: She is a self-taught, self-
published cartoonist. 

Kate Beaton 

17

Julie Dillon 
Age: 28

Hometown: Sacramento, 
Calif. 
Claim to Fame: Her 
science fiction and 
fantasy freelance
illustrations. 

She says: “Even though 
I’ve always loved to draw 
and paint, it took me a 
long time to actually get 
my career off and running 
because for years I didn’t 
believe enough in myself or 
my work to think I’d be 
able to succeed,” she says. 
“Freelancing has its ups 
and downs, but I’m glad 
I took a chance and went 
after what I really wanted 
instead of what everyone 
else told me was safe.”  

Killer detail: Her fan art of 
Dethklok was so good it 
made it to Adult Swim.   
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Kari Byron 
Age: 35 

Hometown: San Francisco, Calif.

Claim to Fame: Cast member of Mythbusters on the 
Discovery Channel. 

She says: “I have found a second family in the Mythbusters 
crew. We see each other more than we see our loved ones. I 
don’t know if I can describe a whole three years. Basically it has 
been quite a ride.” 
– Joe-Mammy.com. 

Killer detail: On her first day at Mythbusters, Byron lent her 
hind-end to the crew for the “exploding airplane toilet” myth 
experiment — a 3-D scan of it anyways.  

Marissa Mayer
Age: 35 

Hometown: Wausau, 
Wis. 

Claim to Fame: Vice 
president of search 
products and user 
experience at Google. 

She says: “I helped build 
Google, but I don’t like to 
rest on [my] laurels. I think 
the most interesting thing is 
what happens next.” 
– San Francisco magazine, 2008

Killer detail: At 33 years 
old, she became the 
youngest woman on 
Fortune’s “Most Powerful 
Women” list in 2008. 

9

Karen Clark
Age: 36

Hometown: Stevensville, 
Mo. 

Claim to Fame: Senior 
project manager at World 
Golf Tour Inc., former 
senior project manager 
at Electronic Arts, chair 
of Mentor Program 
for Women in Games 
International, co-founder of 
GameMentorOnline. 

She says: “I feel such a 
kinship with the pioneers, the 
innovators, the fan boys and 
fan girls. There really is no 
other place for me at this point 
in my life.”

Killer detail: She majored in 
Japanese in college. 

11

Jill Thompson 
Age: 43

Hometown: Chicago, Ill. 

Claim to Fame: Created 
The Scary Godmother, 
Magic Trixie, and Death: 
At Death’s Door. Illustrated 
Sandman, The Invisibles, 
and Wonder Woman.

She says: “Is there a glass 
ceiling in the comics industry? I 
hope not. Probably. But if there 
is I am doing my best to take a 
hammer to it.” 

Killer detail: She illustrated 
for nearly every comic book 
publisher in the United 
States, including DC Comics, 
Marvel, Dark Horse, and Sirius 
Entertainment. 

10

Natalie Portman 

Age: 29

Hometown: Jerusalem, 
Israel 

Claim to Fame: Queen 
Amidala in Star Wars I, 
II, III and starred in V for 
Vendetta. 

She says: “I was like a total 
clichéd ‘80s child. I had 
Barbies, obviously, as well as 
My Little Ponies and Cabbage 
Patch Kids, but I used to 
destroy them. I used to draw 
all over their faces and cut off 
their hair.” 
– Interview magazine, 2009

Killer detail: She balanced her 
role in Star Wars: Episode II 
with her coursework at Harvard 
University.
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Felicia Day 
Age: 31

Hometown: Huntsville, Ala.

Claim to Fame: Played Vi in 
Buffy the Vampire Slayer and 
Penny in Dr. Horrible’s Sing-a-
long Blog. Writer, creator, and 
star of The Guild, a Web series 
about gamers.  

She says: “They say always write 
what you know, and what I know 
is all about gaming and everything 
related to role-play gaming, 
because ever since I was six years 
old I’ve done role-play gaming; it’s 
definitely my life vice.” 
– Paste magazine, 2009 

Killer detail: She is doing game 
character voice-overs for Guild 
Wars 2 and Rock of the Dead. She’ll 
star in Red, a movie remake of 
Little Red Riding Hood on the Syfy 
channel, in 2011. 

25She says: “If I could go back and 
tell 8-year-old me, bribing kids in 
kindergarten to play with her because 
I was always the new kid, I’d say, ‘Hey, 
you don’t always have to give away 
your Cabbage Patch. Guess what: In 
21 years, you’re gonna actually have 
an NBC show, from the people who 
did Friends and 30 Rock, and you’re 
gonna be on The Daily Show, which is 
the best f–ing news show, ever. Stop 
crying!’ And you know what 8-year-old 
Olivia is gonna say? ‘What about the 
hover board? Am I hovering? On a 
board? Am I, Olivia?’ ‘No, you’re not.’ 
‘Then I’m gonna go back to crying. 
And bribing kids.’” 
– Entertainment Weekly, 2010 

Killer detail: She hosted E!’s Maxim 
Hot 100 this year. 

Age: 30

Hometown: All over. Her 
mom remarried a soldier when 
Olivia was 2, so they relocated 
frequently.   

Claim to Fame: Co-host of Attack 
of the Show on the G4 Cable 
Network. Joined The Daily Show 
family in June. 

22

Olivia 
Munn

Roberta Williams 
Age: 57

Hometown: La Verne, Calif. 

Claim to Fame: Designed 
Mystery House, King’s Quest, and 
Phantasmagoria. Co-founded On-Line 
Systems, the publisher now known as 
Sierra Entertainment.   

She says: “If I could only pick one 
game, I would pick Phantasmagoria, as 
I enjoyed working on it immensely, and 
it was so very challenging (and I love to 
be challenged!). However, in my heart, I 
will always love the King’s Quest series 
and especially, King’s Quest, since it 
was the game that really ‘made’ Sierra 
On-Line.” 

– Adventureclassicgaming.com, 2006 

Killer detail: She posed for the cover of 
the game Softporn Adventure by Chuck 
Benton in 1981. The cover was shot in 
her hot tub. 

23

Laura Fryer 
Age: 41ish 

Hometown: Franktown, Colo.

Claim to Fame: General manager 
of Warner Bros. Interactive 
Entertainment. She was previously 
involved with games like Gears of 
War, Zoo Tycoon, Crimson Skies, and 
Fighter Ace.

She says: “Too often in game 
development, we don’t catch a 
mistake, or we do catch it, and we 
put off fixing it. But pain deferred is 
pain multiplied. Some of the worst 
problems I’ve ever encountered are 
the ones people knew about but 
didn’t do anything about.” 

– Keynote speech, Montreal Game 

Summit, 2008 

Killer detail: She likes taking “video 
game vacations” where she has all-day 
gaming sessions.  

24
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Jade Raymond 
Age: 35

Hometown: Montreal, Québec

Claim to Fame: Producer of Assassin’s Creed 
and The Sims Online. Managing director of 
Ubisoft Toronto.

She says: “I love fighting games because I think that’s 
the most fun to play with friends. I like the action-
packed adrenaline kinda thing.”
– Gameractor, 2007 

Killer detail: She’s 25 percent Chinese, 25 percent 
Australian, and 50 percent Canadian. Her “official 
unofficial” website tells us she has a weak spot for 
video games that feature monkeys. 

18

Annalee Newitz 

Age:  41 

Hometown: Irvine, Calif.

Claim to Fame: Editor-in-chief of io9, 
founder of the webzine Bad Subjects, 
author, and former research fellow at MIT. 

She says: “It’s hard to think of geeks as 
lame when they’re inventing the gadgets 
and online social networks that all the 
popular kids are dying to use.” 

–Geeksugar.com, 2010 

Killer detail: She wrote her Ph.D. 
dissertation on images of monsters, 
psychopaths, and capitalism in 20th-century 
American pop culture. 

20
Sheri Graner Ray
Age: 49

Hometown: McAllen, Texas 

Claim to Fame: Industry-leading expert 
on gender and computer games, senior 
game designer at Schell Games, founder of 
Women in Games International, writer and 
designer on the Ultima series with Origin 
Systems Inc. Formerly the content lead for 
Star Wars Galaxies.

She says: “I’ve worked with some of the 
most creatively brilliant people anywhere 
in the world, that’s why I love the gaming 
industry.”  

Killer detail: She’s approaching her sixth 
year playing City Heroes. 

19
Pia Guerra 
Age: 38 

Hometown: Vancouver, British Columbia

Claim to Fame: Co-creator and lead 
penciler of Vertigo’s Y: The Last Man. 
Illustrated for Doctor Who: The Forgotten, 
Comic Book Tattoo, Simpson’s Treehouse of 
Horror, and Torchwood magazine.

She says: “The thing about geekdom, the 
thing I love most about it, isn’t about what 
gender you are, how you look, where you’re 
from, but about what’s between your ears, 
what you know, what you have to share.”

Killer detail: She married Simpsons comic 
book author, Ian Boothby.  
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Pai 
The People’s Republic of 

Gow
photos by Megan Swann

The medieval Chinese tile game broke into 

American casinos in the 1980s, but westerners 

are slow to embrace its complex scoring system and 

Asian mystique. Writer Ali Kasim doubted any casino action 

was that difficult and drove to the Connecticut woods to prove it.
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face card and a 10. His two “17s” failed against the dealer’s 
18. The Singaporean chap, who initially had a four and a 
five, busted after being dealt a four and a nine. 

The Singaporean lashed out at the American for 
playing “stupidly.” The way he saw it, the 10 was his had it 
not been for the American’s decision to split. 

“This isn’t Vegas,” the Singaporean gent said. “You don’t 
just play however you want.” 

The American responded: “Yes, I can. It’s my money.”
I figured my multihemispherical life put me in a good 

position to bridge the gap between east and west, so I 
headed to the Foxwoods Casino Resort to experience 
pai gow for myself. The drive along the rural roads of 
Mashantucket, Conn., took me past middle-income 
houses, isolated bars, and swampland. It’s a good thing 
the tour buses have “Follow me to Foxwoods” written on 
the back — even my GPS system gave up on finding the 
place. The hotel-casino is desperately made in the style 
of Las Vegas. But without the bright lights, high-priced 
hookers, and $100 hamburgers, it’s a pale reflection of the 
gambling mecca. 

Despite its remote location, the casino gets plenty of 
business. Foxwoods is quick-gambling-getaway USA. 
Providence, Boston, and New York City are all within 
a three-hour drive. Founded as a bingo hall in 1986, 
Foxwoods has been renovated several times over the 
years, including an MGM casino that opened in 2008. 
It has one of the largest gaming floors in the world at 
340,000 square feet. Its annual slot revenue, with the 
MGM extension, amounted to $56.4 million in the month 
of May alone.

The elaborately designed and spacious casino is packed 
to near capacity on a holiday weekend Friday night. 
Throngs of people fill each section: slots, table games, 
private poker rooms. The pai gow tables are located at 
the spiral stairwell, near the rear of the casino with the 
baccarat and blackjack consoles. Hordes of Chinese folk 
sit side-by-side, quiet and composed while the dealer 
“washes,” or shuffles, a pile of black plastic domino tiles, 
mixing them face down. The dealer stacks the tiles into 
a brick and deals four tiles to each player. Wretched 

exclamations (“hi-YUH” or “Cheh!”) follow brief 
annunciations in Cantonese. These are 

textbook Chinese gamblers. 
Sure that I’ll figure things out along 

the way, I sit between two elderly men 
and play a few hands. Even after I win 

one, I haven’t the slightest idea how. 
After my fifth hand, and to the 

annoyance of the Chinese man R
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Only a five-hour drive 
from Singapore, 
where I grew up and 
where gambling was 
illegal until 2008, 
the RWG serves as a 
gambling getaway for 

Singaporean and Indonesian tourists. Buy-ins are 
lower than in Vegas ($10 for blackjack and pai gow 
during my last trip), and don’t dare leave without 
tasting the mutton satay. 

Rooms: $40-$1,490 per night

Gaming Floor: 200,000 square feet

Website: RWGenting.com

Resorts World Genting (Malaysia)

This epic-sized casino 
never looks crowded, 
even when 2,000 people 
pack the floor. Beyond 
that, the natural 
wonder that made this 
city famous sits just 
a 10-minute walk from 

inside the poker room. More than one fine restaurant 
boasts a view of the Falls, but the Watermark on the 
33rd floor of the Hilton gets my vote.

Rooms: $200-$400 per night

Gaming Floor: 200,000 square feet

Website: FallsviewCasinoResort.com

Bellagio (Las Vegas, Nev.)
The crème de la crème 
of Vegas, the Bellagio 
earned my interest after 
being one of the casinos 
robbed in Ocean’s 
Eleven. OK, that’s just a 
movie, but pop culture 
references excite me.

Rooms: $149-$769 per night

Gaming Floor: 116,000 square feet

Website: Bellagio.com

Ali Kasim’s Favorite Casinos

Fallsview Casino (Niagara Falls, Ontario)

I
’ve just won a hand, but I have 
no idea how. No noisy slot 
machines fill this part of the 
red-carpeted Foxwoods Resort 

Casino — just pockets of gamblers 
yelling and cheering at the craps 
and big bac tables, amid a faint odor 
of dried shrimp. The blond-haired 
dealer, Chris, patiently explains the 

domino-like tiles she dealt me, 
until a short, half-bald Chinese 
man in a red windbreaker huffs, 
“Wut, you GEE-ving heem a 
LEK-shur?” He leaves the five-
seater table in disgust, but Chris 

doesn’t care. She’s fascinated that I’m trying to 
learn a game that’s popular with the Chinese, 
but avoided by westerners.

I understood the basic tenets of pai gow: The 
dealer gives each player four tiles, face down. 
The players then turn the tiles over and arrange 
them before splitting them into two hands. 
Both hands must be higher than the dealer’s 
hands to win. If one is higher and the other 
is lower, it’s a “push,” or tie. If both hands are 
lower, the player loses. It sounded easy, until I 
learned there are 3,620 possible combinations 
of tiles, and winning is based on different types 
of combinations, rather than the highest total 
number. This is why westerners don’t often 
play the game. Two-time World Series of Poker 
champion Johnny Chan didn’t help when he 
said, “It’s a very complicated strategy, 10 times 
harder than basic strategy for blackjack.” 

An inveterate sports gambler, I’ve been to 
casinos around the world — Macao, Malaysia, 
even Australia — but I’ve never played pai gow 
tiles before. I wanted to crack the codes and 
reveal the intrigue and intricacies of the tiles. I 
needed to know what it was about pai gow that 
turned off so many non-Chinese gamblers, but 
drew the Chinese to it.

The game dates back to China’s Song 
Dynasty (approximately A.D. 960 –1279), 
making it almost as old as gunpowder and 
paper money. Immigrant railroad workers and 
miners brought the game to the United States 
in the 1800s, but it didn’t appear in American 
casinos until the mid-1980s. Chinese gamblers 
flocked to the tables as soon as the tiles hit the 

velvet, a number of them hoping to capitalize 
on cheating strategies that non-Asian dealers 
were not yet privy to. They would scratch or 
mark the tiles with their nails or a glow-in-
the-dark marker, or “cap” their bet after the 
tiles had been dealt, all while the dealer was 
busy figuring out the foreign dominoes, says 
Malcolm Hood, a dealer at Bally’s Casino in 
Atlantic City since 1979.

Shortly after the game was introduced 
to American casinos, a Californian casino 
manager named Fred Wolf and casino owner 
Sam Torosian created a more Americanized 
version of pai gow by merging the basic tenets 
of the ancient tile game with poker to create a 
seven-card, double-hand game, known today 
as pai gow poker. Both variations appeared on 
the Vegas strip in 1987 and made the move 
to Atlantic City eight years later, giving the 
games more widespread popularity, though 
the original version continues to appeal almost 
exclusively to Chinese gamblers. 

Hood suggests it’s because Asians feel more 
comfortable with tile games than westerners 
do. “In the same way non-Asians develop the 
knowledge of cards from the games 
they play at home, Asians 
grow up with the tiles,” 
Hood says, adding that 
attempts to cheat at pai 
gow still happen, though 
not as frequently.

Based on what I’ve seen 
from the Far East to the Nevada 
desert, the Chinese take their 
gambling seriously. They don’t do 
it for fun and leisure. They don’t do 
it with small change. And they don’t 
take their superstitions lightly. Try telling 
a Chinese woman that the numbers “444” 
on the back of her tour bus had nothing to do 
with her losing streak at baccarat (in Mandarin 
the number “four” rhymes with “death”).

Eastern and Western cultures view gambling 
in fundamentally different ways. A few years 
ago at a blackjack table in Macao, I witnessed 
a beefy American with a San Diego Padres 
cap play alongside a bespectacled Singaporean 
man. Mr. Padres was dealt two sevens and 
asked the dealer to split them. He then drew a 
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‘‘ This, Shawn says, differs from one casino 
to another. Beyond that, it’s all just 
memorization. Rapid computation of tiles 
comes with practice. 

Shawn explains the game’s “difficulty to 
lose” as a main reason for its wide appeal. “You 
can play for a solid hour with a $100 buy-in. 
Players tend to push more than they win or 
lose, so the money just keeps rolling,” he says.

He continues on about the regular habits of 
pai gow players: “Occasionally, they yell ‘san-
seh’ (three-four) at the dealer as he opens his 
hand — akin to yelling “Bust!” at a blackjack 
dealer — but that’s about it. It’s a pretty mellow 
game. Pai gow players are serious; they come 
here to play.”

A tall, middle-aged Chinese man sits to 
my left. He sports a square-top haircut and a 
mole on his right jaw that’s sprouting two-
inch-long strands of hair. Later, I’d fight the 
urge to ask him if he keeps and grooms the 
hair for good luck. He tosses 10 $100 bills 
to the dealer in exchange for a mixture of 
$25, $50, and $100 chips. Square Top isn’t as 
subdued as the others. He slams his tiles 
down as soon as he inspects them. While I 
stake between $25 and $50, he rotates between 
$100 and $300. Before long, Square Top 
realizes I’m new to the game and loses patience 

with my slow counting process. 
He begins to coach me, glancing at my tiles 

and telling me in limited English what tile 
should go where. I’d take offense if Square Top 
weren’t proving lucky for me. I win three hands 
in a row under his guidance.  On one I strike 
lucky with two fives, the rough equivalent of a 
16 in blackjack. 

“You neh-vuh know!” he yells before 
bursting into laughter. The other two players 
break out small smiles.  

Square Top wins a few hands himself but 
never shows any form of joy. He only makes 
a noise when he loses, as if it’s his right to win 
every hand. After every round of betting he 
counts his chips under his breath. It’s loud 
enough for me to hear. If only Kenny Rogers 
could sing in Mandarin. 

“Jee joon!” he yells as he looks at my hand 
for no more than a split second. 

“Oh, you got the highest hand there,” 
Shawn says. The other two players raise their 
eyebrows. 

“You have OH-bamma. Very good hand. 
A-ha-ha-ha!” Square Top laughs. 

“Obama? Why does he call it that?” I ask 
Shawn.

Square Top responds: “Be-COZE OH-
bamma neh-VUH looze!” 

You can’t hit, split, raise, or fold. 
You win or lose with the tiles you have.

– U =

Total Sum:
Place your bet on the 
sum of the three dice.  

Double Bet: 
Pick a number between one and six. 
If that number shows up on two of 
the dice, you win.

Any Triple: 
When you place your chips on this 
square, you’re betting all three dice 
will be the same number.

Triple Bet:
Practically impossible to win, 
but offers a huge payout — 
180-1 in some casinos. You’re 
betting that all three dice will 
be a specific number. You 
could grow a beard waiting 
for that to happen, but once 
it does you’ll have no trouble 
paying a barber to shave it off.

6.
7.5.

?
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in the red windbreaker, the dealer tells me the 
most difficult part of the game: “The whole 
thing,” she says. Discouraged, I stop playing 
and head back to the hotel for the night.

return the next afternoon armed 
with an eight-page “How to Play 
Pai Gow” brochure obtained from 
the Foxwoods help desk. I spent the 
morning memorizing the ranking 
chart on the back of the pamphlet. A 

new dealer, a middle-aged guy named Shawn, 
stands where Chris did the night before. There 
are no players at the table this time — perfect 
for a brief one-on-one tutorial. 

After changing my $100 bill into four green 
$25 chips, the table minimum for a hand, 
Shawn informs me of the “house way.” The 
dealer, after revealing his hand, can arrange 
mine for me — an option often exercised by 
new players. I reject the offer. I need to figure 
out pai gow for myself. Nonetheless, Shawn 
aids me with almost every hand. He tells me 
which tiles to pair before I can even count the 
value of each tile. “It’s your money, but I don’t 
want you to put down a losing hand because 
you didn’t know better,” he says. 

After I push eight times, win twice, and lose 

twice over the course of 45 minutes, a Chinese 
woman in an orange cardigan sits down, 
followed by a stoic, tanned Chinese man in a 
yellow shirt with a healthy stack of $25 chips. 
Pressure mounts. I count my tiles and arrange 
the best possible hands as fast as possible. 
Everyone knows their hand as soon as they 
glance at their dominoes — the astounding 
ability to rapidly calculate four dotted tiles and 
evaluate their best hands having come with 
years of playing. Meanwhile, I was going, “eight 
plus four equal two, no, four plus five.” 

“Dui bu qi,” I apologize in Mandarin, 
explaining that I’m a newbie. Neither of them 
care I spoke in their complex native tongue. 
Their only concern is the tiles before them.

Slow calculations aside, after 25 games or so, 
I begin to figure out the game without Shawn’s 
help. Pai gow suddenly seems less daunting the 
moment I realize there isn’t any actual strategy 
to the game, despite what Johnny Chan says. 

You can’t hit, split, raise, or fold. You win 
or lose with the tiles you have. The only tactic 
involved is arranging your tiles to even out 
your odds, which relies heavily on knowing the 
rules of the house way, meaning the way the 
dealer is compelled to arrange his or her hand. 

If anything involving dominoes feels too retirement community for you, try another Chinese import 
— the three-die game called Sic Bo. The game is played against the house. There are seven different 
kinds of bets you can make, all marked on convenient grids on the table. Plop your chips down on the 
appropriate square and wait for the dealer to make you a wealthy man — or take your rent money.

Big or Small:
Probably the easiest 
type to win. A small bet 
wins if all three dice add 
up between four and 
10, a big bet if the total 
is between 11 and 17. 
Totals of three or 18 lose. 

Single Number: 
Bet on a number between one 
and six. If it comes up, you win 
a little money. If it shows up on 
two or even all three of the dice, 
you win a little more.

Two Number Combo: 
Pick two numbers. If they both show up, you get paid.

1. 3.
2.

Sick of WeStern gameS? try sic BO 
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Stick Jockeys
Elves, orcs, knights, and wizards 
battle to the death — with foam.

The man in black staked claim to 
a site and raised his tent, stopping 
occasionally to greet old friends. 
In the morning, they’d all try to kill 
each other. 

This is Ragnarok, the largest 
annual collection of stick jockeys 
in the world. Amid flying arrows 
and scrambling fighters on a once-
sleepy campground in Slippery 
Rock, Pa., more than 1,350 people 
kill, perish, and resurrect faster 
than a goblin eats a baby.

For 25 years, this pugnacious 
collective has assembled for a 
surreal weeklong clash at the 
nexus of history and Tolkien’s 
mythology. Romans against 
elves. Orcs against medieval 
knights. Warrior maidens against 
mercenaries. 

After the battle comes the 
party: epic nights of carousing 
with mead, beer, and other spirits 
around campfires as belly dancers 
writhe to the beat of drums. 

Wandering, drunken revelers keep 
some campers awake until the wee 
hours of the morning. 

Perhaps the medieval precursor 
to laser tag, the battles can still 
hurt like a bitch. These warriors 
aren’t those live action role-players 
who cast impotent curses and call 
up imaginary lightning bolts to 
vanquish enemies. These men 
and women are stick jockeys, 
complete with war stories, bruises, 
and black eyes.

photos by Renée Stevens and Megan Swann
by Paul Brockwell, Jr.





Clockwise from top-left:

Socialites: Some women come for the social experience of 
Ragnarok. They enjoy the bonfires, conversation, merchants, and 
belly dancing lessons, but stay out of the fight — which is why 
they’re known as “NonComs.”

Deadeye: Kat Espair, known outside of Ragnarok as Katherine 
M. Willson, lets an arrow fly before the approaching battle. The 
31-year-old from St. Louis, Mo., said she doesn’t fight at night 
because arrows become too dangerous in the dark. 

Lull Before the Battle: Jared Smith, aka “Grikk Bloodbeard,” 24, 
from Columbus, Ohio, surveys the battlefield. Before the fight, 
Grikk taught the ork battalion how to behave convincingly. 

Weapons Inspection: All missiles, swords, and assorted weaponry 
must pass safety inspections before use in combat. Veteran 
experts test the weapons, usually on themselves.

Grizzled Warriors: Ragnarok draws all ages. Bill Brown, 58, from 
Takoma Park, Md., who goes by the character name “Straw” 
designs T-shirts for the event each year. 

Alter Egos: At Ragnarok, reality and fantasy personas mix to 
create a new world on a rural Pennsylvania field. It’s an opportunity 
to become an entirely new person — or creature.

M



The Nightlife: The smell of campfires and haze 
of smoke loom over the rolling hills as revelers 
gather at glowing bonfires. In the camps along 
the path, flickering citronella torches guide the 
way for celebrants. Belly dancers gyrate and 
circle the fire to the rhythm of drums and the 
enchanting shrill of a violin.

Overheard at a merchant’s booth:
“How was your night last night?”
“It would have been nice if the rest of camp 
had gone to bed before 3.”
“Well, yeah, typical Rag.”
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Block Party
Lego artists have turned 
your childhood hobby 
into a six-figure career. 
by Nick McCrea

ust six years ago, Nathan Sawaya 
worked on corporate mergers and 
acquisitions as a Wall Street law-
yer. Pulling in six figures a year, 
Sawaya spent his evenings much 

differently. When he returned home for 
the night, he would crawl to the floor 
and transform Legos into what would 
eventually be recognized as works of 
art. Proud and confident in his cre-
ations, Sawaya abandoned his day job.

Today, Sawaya, 36, has built a career 
out of the childhood toy and is one of 
the most well-known Lego artists in the 
world. Sawaya’s art appeared in its own 
Jeopardy category: “The Lego Artistry 
of Nathan Sawaya.” His work travels 
the country on visits to art galleries, 
museums, and appearances on televi-
sion shows, like The Colbert Report. 
“But what do my parents focus on?” he 
says. “They were like, ‘Oh, you were on 
Jeopardy! You finally made it!’”

Most of Sawaya’s pieces sell for 
$10,000–$20,000. The highest price tag 
brought in six figures. Sawaya hoards 
1.5 million Lego bricks in his studio 
and keeps a few million more in off-site 
storage. He drops more than $100,000 a 
year replenishing his stockpile.

While Sawaya uses Lego artistically, 
other builders use the toy to duplicate 
or educate. Jason Burik, a 32-year-
old elementary school principal in 
Pittsburgh, Pa., and former Division I 
basketball player at the University of 
Maryland, Baltimore County, moon-
lights as a Lego artist, constructing 

scale models of sports stadi-
ums and landmark buildings. 
During college, he built a 
model of M&T Bank 
Stadium, home to the Baltimore Ra-
vens, in his UMBC dorm room. His 
roommates never gave him a hard time 
about the hobby that eventually became 
a second career. “If they did, they never 
said it to my face,” Burik says. Burik’s 
stadium models cost up to $1,500.

Beth Weis, 48, has taught at schools 
in the Chicago area for 13 years, using 
Legos as her main teaching aid. She 
says that when children build Lego tow-
ers together, they develop social, math, 
and teamwork skills. Weis transports 
about 100,000 Lego pieces in the back 

of her Trailblazer. She uses the blocks 
at the 500 programs she holds each year 
for children, as a substitute for paint 
on the walls inside of her house, and 
as a way to construct furniture in her 
family room.

“I really haven’t stopped doing 
the things I like to do just because I 
should’ve outgrown them,” Weis says.

J

I really haven’t 
stopped doing the 
things I like to do just 
because I should’ve 
outgrown them.” 

The New Orleans Public Library displays Nathan Sawaya’s sculpture“Rebirth of New  Orleans.”
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Fore Score

atthew Dodds adjusts his 
cap and pants, tees up, takes 
a few practice swings, and 
sends the ball down the 
fairway with his driver. 

Instead of common golf attire, Dodds 
dons a brown and yellow plaid cap and 
matching knickers that fit snuggly over 
his knee-high socks. Dodds tees up 
his Gutty-era ball, which consists of 
hardened tree sap and feels 
more like the outside of a 
tire than a golf ball. And in 
place of the behemoth drivers featured 
on the PGA Tour, Dodds uses his 
pre-1930s “brassie” made of polished 
brown hickory and brass plating. 

Fed up with the technological 
takeover of society’s purest game, 
Dodds and a group of golfers decided 
to take themselves back to the early 
1900s and exchange their modern steel 
clubs for hickories. 

“We were bemoaning the whole big 
club deal and the demise of courses, 
and that led to a boozy conversation 
where we said instead of going newer, 
newer, newer, we’ll just go older and 

older,” Dodds says. “It’s all about 
finding a passion for the game again, 
without falling in love with the newer 
technology.”

The Society of Hickory Golfers 
formed in the mid-1990s to support 
their efforts and has seen a 30 percent 
increase in yearly membership in the 
past few years as more people discover 
the flaws in the modern game.

“Skill is just being driven out of the 
game with all of the new technology,” 
says Ralph Livingston, one of the first 
players to go full-time hickory in 1994. 
“It’s a lot more fun and challenging 
than simply buying a good golf game.”

Hickory players say that self-
correcting modern clubs, with wider 

sweet spots and more grooves, now 
make a smooth, consistent golf game 
easier to master. Hickory clubs, used 
widely on the PGA Tour before 1930, 
have faces nearly half the size of today’s 
clubs and require the smooth finesse of 
an Ernie Els-inspired swing to strike 
the ball correctly.

The irony is hickory golfers aren’t 
simply a group of curmudgeonly old 
men, cut off from the technological 
world. Keeping the purity and 
challenge of the historical game is 
important to hickory players, but 
most make substantial use of new 
technologies to expand the game’s 
popularity. Livingston (hickorygolf.
com) and SoHG President Ken Holtz 
(hickorygolfers.com) both operate 
websites dedicated to hickory golf. 

Dodds, who is on the board for the 
SoHG, says that hickory golf is the only 
thing that brings out his formal side.

“Normally I’m a T-shirt, ripped 
jeans, and funky shoes kind of guy,” 
Dodds says. “I think it’s funny that the 
only time I wear a tie anymore is on the 
golf course.”

A hickory golf revival takes players back to the 1930s.
by Nick Feely

M
It’s a lot more fun 

and challenging 

than simply buying 

a good golf game.”

Hickory golfers seek a challenge by using clubs with smaller faces than today’s clubs.
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young girl climbs on stage. Her brown 
curls bounce as she stomps to the beat, 

arms waving. Fritz Scherz grins at 
his new fan. He belts out Johnny 
Cash’s “Folsom Prison” to about 

200 people at the North Syracuse Family 
Festival. His fingers glide over the keys as 
a bluesy piano sound intertwines with the 
drums and guitar. The sun gleams off his 
black accordion like a beacon of light from 
the music gods. The resurrection has begun. 

The accordion has ditched its old ways to 
embrace the tech-obsessed future. Roland, a 
Japanese manufacturing company, released 
the V-Accordion in 2004. This electronic ac-
cordion uses computer 
algorithms to replicate 
different sounds instead 
of relying on recorded samples 
like former digital accordions, 
explains Steve Albini, a Roland 
U.S. V-Accordion specialist.

The accordion — better 
known for the odd musicians 
who play it, like Weird Al, than for its musi-
cal capability — isn’t isolated to your grand-
father’s nursing home anymore. Between 
Bruce Springsteen, Bon Jovi, and copious 
indie-rock bands, the instrument is impos-
sible to escape. And it only took 40 years for 
a comeback.  

In 1972, as an 18-year-old national ac-
cordion champion, Joseph Natoli, dreamed 

of becoming a world concert artist until four 
pretty boys from Liverpool, England, washed 
ashore. “We were coming out of a period in 
the ’40s and ’50s when the accordion was re-
ally popular, and then The Beatles hit in the 
1960s,” Natoli, now 56, says. The innovative 
electric guitar extinguished the accordion, 
which later developed a cornball reputa-
tion, Natoli says.  The stereotypical image of 
an accordionist didn’t help: a real life Steve 
Urkel blasting hokey beats in suspenders and 
high socks, in all his awkward glory. 

A few guitar-saturated decades later, 
famous musicians and everyday people are 
returning to the accordion for a fresh sound. 

After getting laid-off 
from his job in Detroit, 
Mike Williams saw an 
opportunity when he 
found an accordion in the 
family basement. Wil-
liams, 26, taught himself 
to play and relishes his 
gig as accordionist of the 

band Pink Lightning. “It’s full of secrets that 
I’m discovering every day,” Williams says. 

By hour two of the performance at the 
North Syracuse Family Festival, Fritz’s Polka 
Band is the main attraction. Scherz rolls out 
his second accordion for a seamless rendi-
tion of The Beatles’ “Twist and Shout.” Only 
this time the guitar takes a back seat. The 
accordion is front and center.   

communities

Squeeze   
   boxes

A The Wave 
Spreads
Accordions break out of 
the box with these bands.

From punk to folk to reg-
gaeton, the instrument is 
a standout piece in these 
three popular bands. 

1. Dropkick Murphys

This Celtic punk rock band 
features the accordion as 
the backbone beat of its 
greatest hit “I’m Shipping 
Up to Boston.” Accordion-
ist Tim Brennan bangs his 
head on stage as hard as 
any electric guitarist.

2. Beirut

Once the project of high 
school dropout Zach 
Condon, Beirut is now 
a full-fledged group. Its 
heavy Balkan-folk influ-
ence doesn’t detract from 
its hipster status.

3. Calle 13

Mix accordions with reg-
gaeton and you get the 
eclectic sound of Calle 13. 
Puerto Rican stepbroth-
ers René Pérez Joglar and 
Eduardo José Cabra Mar-
tínez add a Latin twist to 
the traditional accordion.

The accordion unfolds after 
decades of rejection.

by Erica Sanderson

It’s full of 
secrets that 
I’m discovering 
every day.” 

Rock ‘n’ roll ended the accordion’s heyday until Weird Al brought it back as the face of awkward and dorky.
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rake Milligan takes one last 
look in the mirror before he 
steps away to shuck his gold 
lamé jacket. As he whirls 

around he parries a punch 
from Trenton Oliphant, wearing 

black biker leather, chunky gold rings, 
and a mischievous grin. Oliphant, 9, 
and Milligan, 12, engage in a slow-
motion karate fight before they take the 
stage to perform their best kid rendi-
tions of the King to a house full of old 
ladies. In the midst of their bloodless 
brawl, Steve Mitchell, an adult Elvis 
tribute artist with a ’70s-style, high-
volume Elvis coiffure and gold-rimmed 
sunglasses, bursts into the room. “You 
guys are so lucky, man,” he says. “When 
I was your age I was sitting at home 
watching Underdog and Herculoids.”

Six kid Elvises are in Lake George, 

N.Y., this weekend in June, a small 
number compared to some festivals 
and competitions. A 2008 contest in 
Mississippi drew 60 kid Elvises under 
the age of 10. Oliphant finished in the 
top 15, and hopes for top three this 
weekend.

In spite of the tough, leather-clad 
persona he put on this morning, 
Oliphant smiles at Mitchell’s remark. 
Oliphant is at the Lake George Elvis 
Festival and not home playing video 
games because years ago, his sister 
made him watch an Elvis movie. Soon 
after, his parents found him in his 
bedroom in Loranger, La., gyrating his 
hips and belting out Elvis tunes. They 
bought him a white, glitzy jumpsuit 
with a collar the size of a dishtowel 
and encouraged him to keep it up. He 
wore the get-up while performing at his 

seventh birthday. When word of the gig 
crossed state lines, the Mississippi State 
Fair called to book Oliphant. That was 
two years ago. Now he gets paid to play 
Elvis nearly every weekend. He paid to 
compete in Lake George, though, 1,500 
miles from home. Despite the distance, 
he has friends here.

Oliphant met Milligan, an Elvis trib-
ute artist from Fort Worth, Texas, on 
Carnival’s Elvis Cruise. After the two 
stop their karate match, Milligan lays 
claim to being the cruise line’s “original 
Little Elvis.” 

“No, you’re not,” Oliphant says.
“Yes, I am. First cruise, I was the 

only Little Elvis on there. Then there 
was you.” Oliphant gives in and settles 
for the title of second original Little 
Elvis before following Milligan out of 
the dressing room, toward the stage.

D

Kid Kings
Little Elvises hit Lake George, N.Y., collars 
popped and shades on, to shake their hips.
by Matthew Millham
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After the two stop their karate fight, Milligan lays claim 
to being the cruise line’s “original little Elvis.” 

Drake Milligan and Trenton Oliphant compete at festivals and perform on cruises as child Elvis tribute artists.
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FALLING OUT OF AN AIRPlANE
A step-by-step guide to surviving a free fall.

by Nick Feely

Few situations are as terrifying as plummeting toward the 
earth at 120 mph without a parachute. But don’t make 
your peace with God just yet. Follow this four-step guide to 
surviving a free fall, and you stand a chance at walking away 
with nothing more than a few broken bones. 

M

Stay calm.
The good news: You have nearly three minutes 
to take action. You’re much better off than the 
sucker who fell out of his 12th-floor window 
Saturday night. The bad news: Oxygen is scarce 
at these heights, so you’re going to pass out and 
fall nearly a mile before you wake up again. 
Sweet dreams.

Aim.
Provided you can’t go all  Moonraker and steal 
someone else’s parachute during the descent, 
you’re going to have to figure out a place to land. 
You can glide nearly a mile horizontally during 
the fall, so you’ll have options. Don’t aim for 
water — that’s belly-flop pain times a million. 
Look for snow, bushes, or trees. Just don’t fall 
over Los Angeles. 

Move your body.
Grab a piece of the wing, your airplane seat, or 
the body floating next to you to up your drag 
and cushion your impact. If there’s nothing at 
hand, get yourself in the spread-eagle position 
and arch your back to reduce speed. Dip your left 
shoulder to move left and your right shoulder to 
move right. If a water landing becomes necessary, 
old-school pencil position is your best bet. Don’t 
forget to clench those cheeks. 

Impact.
Ground level is where it gets tricky. Landing on 
the side of your leg, shoulder, or hip is the safest 
bet. One thing is certain: Don’t go headfirst 
Slip-’N Slide style. Remember all our tips and 
the next time you fall out of an airplane won’t be 
your last. See you in traction, champ.

MOVIN’ ON UP
How to go from rags to riches in no time flat. 

by Justin Sondel

HOW TO FIGHT A BEAR
Take on the ultimate test of manhood and survive, maybe.

by Garrick Otero

duct tape

The Scene. It’s a lovely day for a stroll in your favorite woods. The 
chickadees chirp, the bees buzz, and the flowers, um, flower. Suddenly, a 
giant bear lumbers out of the woods and onto the path just yards away. 
You stare into the beast’s eyes. He looks back at you. He snaps his jaws 
and huffs threateningly.

Fight or Flight. No matter how colossal your guns are, you really 
don’t want to take on a grizzly bear. The bear will show no hesitation in 
ripping out your jugular with its razor-sharp claws. A black bear, on the 
other hand, is less aggressive. It might just back down at the thought of 
engaging you in hand-to-paw combat. Be warned, though: If you fight 
and lose, a black bear is more likely to sink its teeth into you for dinner.

Beat the Bear. It’s game time. You have no choice but to stand your 
ground. If it’s a black bear, start by yelling and waving your arms. 
Brandish a makeshift spear or any weapon you can find. If that doesn’t 
work and the bear attacks, go for the nose and the eyes. You can’t beat it, 
but getting a bear to give up and run away is plenty to brag about. For 
better or worse, you’ll have the scars to prove it all happened.

Quick fixes for life’s sticky situations. 

Sick of living the normal life? Crave 
wealth and power, but balk at doing 
the work it takes to get you there? 
The answer is simple: start a Ponzi 
scheme. Find rich, gullible types to 
invest in your financial “company” 
by promising high returns. Then, 
get others to invest so you can pay 
your first investors. Repeat until the 
feds come knocking on your door.
look the part. You’ll need to 
convince people you can make 
money. Use your first investors’ 
cash to purchase expensive suits, 
cars, and boats. If you’re rolling in 
cash, surely you can help others 
fatten their wallets.
Spread the word. Make sure 
you fulfill your financial obligations 
to early investors swiftly and in full.  
Gain their trust, and they’ll 
whisper your name in the ears  
of their wealthy friends.

Don’t take on every investor. 
Think velvet rope. Refusing willing 
investors gives your scam an air of 
exclusivity that leaves opulent dolts 
clamoring to get in on the game.
Keep sucking them in. Don’t 
let them scamper off with their 
original investment. Keep some 
capital floating around to convince 
them that the best use of their 
newly gained riches is with you. 
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Prepare for inevitable 
downfall. Ponzi schemes 
always fail, so enjoy all the caviar, 
yachting, and wild parties while the 
gettin’s good. Don’t forget to stash 
cash for that rainy day when all the 
cards come down. And best to have 
an umbrella when that day comes. 
We like those tiny yellow ones 
served in mai tais on the beaches of 
those nice tropical, extradition-free 
countries like Montenegro.



We turned south after colliding with a cactus tree 
outside a coffee shop in Santa Fe, New Mexico. 
It was hot. And by the time we reached the desert 
the car was overheating.

We thought we’d be alone out there with the wind 
and the ants, but there was an alien out walking 
around in a cowboy hat. He was minding his own 
business though, so we just kept on minding ours.

comix
by Alex Petrowsky for Handshake

words by Matthew Doxtad






