
        
            
                
            
        

     
   
    Gaming Nonsense 
 
    What gamers (don't) need to know 
 
    Curious video game facts and incredible stories 
 
  
 
  
   
    Foreword 
 
    Well, what can I say about the book? You won't get any tips. You probably won't be much smarter afterwards. And it can't offer you any real added value in that sense either. You certainly don't need this book if you want to learn something.  
 
    Unless you want to amuse yourself with useless knowledge about gaming: A Super Nintendo that's been running continuously since 1995. Or how about Sonic's first video game appearance as an air freshener. Okay, I do have one pre-taste fact: If it weren't for a bug, Grand Theft Auto probably never would have existed. 
 
    This book doesn't only present useless gaming facts, but also a little insight into what the gaming industry has to offer off the beaten track. This can be quite funny and every now and then cause an "aha" or "I don't care" moment. 
 
    For example, an MMO operator accidentally deleted his game and didn't have a backup ready. And the former Sony president fell asleep on camera. Ouch: Candy Crush Extreme and the torn thumb tendon.  
 
    Let us surprise you and have fun. 
 
      
 
      
 
      
 
      
 
      
 
    One more little note about me and an answer to the question where I get all these curious facts and stories from. 
 
    I was a German journalist, or colloquially a game editor, for many years, pursuing this activity since 2004. I wrote for numerous publications, as well as under synonyms, was editor-in-chief and department head, got to know many colleagues and friends in the industry. Throughout that time, I reported on a wide variety of topics that I still think about today. 
 
    This book serves first and foremost to remind me back and to hold the texts in my hand. On the other hand, I want to share them with you. Sure, you can find numerous websites on the internet with gaming trivia, short and snappy, but I really wanted to realize the book in my own way: one topic per page plus a few short fun facts at the end. Furthermore, Gaming Nonsense is the first of several books in a series, and thus a prelude. 
 
    If you have any questions, suggestions or criticism about the book, please contact me at buch@sebj.de. 
 
    This book does without sources and references, as this would simply go beyond the scope. 
 
    For more facts, news and sharing, visit www.gamingnonsense.com (German). 
 
    This book was originally published in German and translated (hopefully correctly) into English. 
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 1980s - 1990s 
 
    

  

  
  
   
    1979: the first Easter Egg in a game 
 
    It is believed that the first Easter Egg appeared in a game in 1979. Namely in Adventure for the Atari 2600. And thus Warren Robinett - the creator of the game - is also considered the creator of Easter Eggs. 
 
    The Easter Egg in Adventure isn't particularly spectacular: in the title, an enchanted chalice must be found in a maze and returned to the golden palace.  
 
    In the labyrinth there is an invisible pixel that can be used to enter a hidden room. On the wall of the room you can read "Created by Warren Robinett" in vertical letters. The developer has thus immortalized himself in the game in this way. 
 
    An Easter Egg is something hidden in games or programs, which can be sayings, jokes, mini-games, photos, greetings, an additional level, allusions and much more. 
 
      
 
      
 
      
 
      
 
    

  

 
   
    1980: Pac-Man: creators were afraid of Fuck Man 
 
    The character Pac-Man is one of the most famous and iconic game characters. But originally, the little yellow runt had a completely different name, which caused the creators a little concern. 
 
    In Japan, Namco released Pac-Man as "Puck Man". When Midway eventually licensed the game and wanted to bring it to the West, the name Puck Man was changed to Pac-Man. 
 
    The reason: it was feared that the name Puck Man would be changed to "Fuck Man" on the slot machines. 
 
    The first game in the series was released as an arcade machine in Japan on May 22, 1980, and the international version didn't follow until October 1980. Today, games based around Pac-Man are still being released, including Pac-Man 256 for iOS, Android, PC and consoles, and Pac-Man Championship Edition 2 for PC, Xbox One and PS4. 
 
      
 
      
 
    

  

 
  
   1980s: Miyamoto was inspired by Peter Pan for Zelda 
 
    Mario creator Shigeru Miyamoto once revealed in an interview with a French site that he was inspired by the iconic character Peter Pan when creating the main character for The Legend of Zelda. 
 
    Accordingly, Link is more or less based on Peter Pan. According to Miyamoto, the protagonist of The Legend of Zelda should have a certain recognition value. Miyamoto himself has a fondness for Disney movies, with sprite designer Takashi Tezuka ultimately responsible for the design at the time.  
 
    You can certainly guess that not only Link, but also his faithful fairy Navi could have been inspired by Peter Pan: namely by Tinkerbell. This is not official, but it is relatively obvious. 
 
    The name Zelda, on the other hand, was borrowed from U.S. author Zelda Fitzgerald, as Miyamoto said, "She was a popular and beautiful woman in every sense of the word. I liked the sound of her name. "

  

 
   
    1980s: From Popeye to Donkey Kong  
 
    Even before Mario creator Shigeru Miyamoto released Donkey Kong into the arcade world, he was working on a Popeye game. And it was basically structured very similarly to the classic Donkey Kong. 
 
    Nintendo already had Popeye playing cards and 'Game & Watch' titles based around the spinach-eating cult character. 
 
    "That's why at first I asked if I could make a game using Popeye. The basic concept of Popeye is that there is the hero and his rival who he manages to turn the tables on with the aid of spinach," says Miyamoto. 
 
    The game was about climbing ladders to get to the upper level and free Olive Oyl from the clutches of the creep Bluto. 
 
    But then came the time when Nintendo was no longer allowed to use Popeye in that game. According to Miyamoto, at that time it felt as if he himself had been pushed off the ladder. 
 
    "Anyway, at the time we were at a loss as to how to proceed. Then we thought: Why not come up with our own original character?" explains Miyamoto. 
 
    

  

 
  
   1980s: The real fake Mario game  
 
    When Europeans and Americans think of Super Mario Bros. 2, they think of a game that has relatively little to do with the Mario series. 
 
    But let's start from the beginning: Super Mario Bros. 2 was originally released in Japan and is not a direct successor to Super Mario Bros. but rather an evolution. The game hardly differs from its predecessor, but offers a few graphic updates, additional items and adapted levels that make the familiar gameplay more difficult. Virtually a remake, as it would be called today. 
 
    Nintendo of America wasn't too thrilled with these changes, thinking that the game wouldn't be accessible enough due to the higher difficulty. They also wanted a "real" sequel and not just a game based on the original. 
 
    So they didn't release the game in America (and Europe) and instead took the NES game "Yume Kōjō: Doki Doki Panic" as a template. To make it a Mario game, they simply swapped out the sprites - et voilà, Super Mario Bros. 2 for the American and European markets was born. 
 
    So Super Mario Bros. 2, as it was released here, is not a "real" Mario game in that sense. This version was distributed in Japan in the early nineties as Mario Bros. USA. The Japanese Super Mario Bros. 2, on the other hand, was released in North America and Europe as Super Mario Bros.: The Lost Levels, which was released as part of Super Mario All-Stars for the SNES.  
 
    

  

 
   
    1980s: Friends actress Courteney Cox worked at Bethesda  
 
    Those who have seen the nineties sitcom Friends might remember, among other things, leading actress Courteney Cox, who played Monica in the series and entered into a relationship with Chandler (Matthew Perry). The actress is also known, among other things, from Scream! 
 
    But did you know that she worked for Bethesda? That's right, the game developer best known for The Elder Scrolls and Fallout (from 3) role-playing series. Cox was employed by Bethesda in the eighties, though not for very long. 
 
    When Fallout 3 launched in 2008, she held a launch party in Los Angeles with her ex-husband David Arquette, actress Odette Yustman (Dr. House), musician Ben Harper, and some Zenimax folks. 
 
    Speaking of Friends and Fallout, fellow actor Matthew Perry not only played a character in Fallout: New Vegas, but is also a fan of the series himself. 
 
    

  

 
   
    1982: The first wireless controller 
 
    Wireless controllers have become an indispensable part of modern life, as they offer a high degree of freedom. 
 
    Nintendo has been at the forefront of this field from the beginning, experimenting with the never-released Advanced Video System in the 1980s and later with the NES. But it was with the WaveBird Wireless Controller for the GameCube that Nintendo made wireless controllers socially acceptable and made a significant contribution.  
 
    Fans may find it hard to believe now, but Nintendo was not the first manufacturer to have wireless controllers. In fact, the first wireless controller was The Game Mate 2 for the Atari 2600, two devices with the charm of the standard Atari joysticks, which in the end did not become the hoped-for success.  
 
    Because on the one hand you have a receiver with a huge antenna, and on the other hand there is also a big antenna attached to the two joysticks. But it worked. More or less. 
 
      
 
      
 
    [image: ]

  

 
   
    1982: Pac-Man appears in the cult film Tron  
 
    The cult film Tron from 1982 offers several allusions, including Disney's Mickey Mouse. But did you know that even Pac-Man is in it? 
 
    You have to look closely, but once spotted, it reveals itself to be in Commander Sark's control screen, just waiting to munch on its pills. 
 
    If you listen closely, you can even hear the typical 'wacka wacka' sound. Of course, video game characters in movies are nothing new, and Pac-Man certainly isn't, especially since Disney's Wreck-It Ralph brings together numerous characters.  
 
    At the beginning of the eighties it was something special to find such an Easter Egg.  
 
    

  

 
   
    1984: The big video game crash 
 
    In the eighties, video games were still more or less in their infancy. The industry was hit particularly hard between 1983 and 1985, when the big collapse occurred and the so-called video game crash took place. 
 
    The crisis was triggered primarily by Atari when the company announced sales expectations for the 4th fiscal quarter of an increase of ten to 15 percent. Much less than hoped for. That didn't go down too well on the stock market, especially since Atari was the big player in the video game industry at the time, generating sales of more than $1 billion a year. 
 
    The announcement sent shares, including those of Warner Communications, so far down that the market value ended up falling by $1.3 billion. This also hit other groups hard, such as competitor Mattel and Imagic. 
 
    To make a long story short: And so it went through the gaming world like a domino wave, more and more companies went bankrupt and the market increasingly stagnated. Of course, this also meant that numerous announced games were no longer released and gamers had to wait in vain. 
 
    Basically, Nintendo was able to appease the market again with the NES and smooth everything out together with SEGA. All these lines are only a very rough superficial summary, since the topic almost deserves its own book and is much more exciting in detail.

  

 
   
    1985: Super Mario a mass murderer? 
 
    Nintendo's Mario is usually the nice guy next door and not only regularly saves Princess Peach, but also the colorful mushroom kingdom and its inhabitants from Bowser and Co. 
 
    On his way he encounters numerous enemies that stand in his way. Often with a jump on the turnip, but also with fireballs and other abilities he breathes their lives out. There's probably nothing really reprehensible about it, and everyone celebrates Super Mario and his brother Luigi as heroes. 
 
    But one thing makes the exploits of Mario (and Luigi) appear in a completely different light. If you take the original booklet of the NES version of Super Mario Bros. and look at the description, it reveals that when the Koopas arrived, the Mushroom Kingdom inhabitants were turned into blocks, among other things. In other words, those blocks that Mario smashes in seemingly endless numbers in his adventures. He therefore virtually smashes the Mushroom Kingdom inhabitants who have been turned into blocks. 
 
    The original booklet is also apparently the only official source that speaks of this transformation of the inhabitants into the blocks.

  

 
  
   1985: The mysterious Konami Code 
 
    Up, Up, Down, Down, Left, Right, Left, Right, B, A, START - with this strange structure the so-called 'Konami Code' was born in 1985 in the NES game Gradius. 
 
    The Konami Code belongs to the general knowledge of a gamer and therefore can't be missing in this useless book. By pressing the buttons or controller keys one after the other in the order given above, a cheat is unlocked, which in turn gives you access to all power-ups. 
 
    This input sequence only became really popular with Contra for the NES, which in the course of time developed a certain cult around it and the Konami Code found its way into further games.  
 
    It was created by programmer Kazuhisa Hashimoto at the time to make things easier for him during the testing stages of development. In the end, however, he didn't think about removing the code, so it remained in the game and was later discovered by players by accident. 
 
    Although the sequels to Gradius also had this code, the Konami Code was already more of an homage in Gradius 3 and less useful as a cheat, since it destroyed the player's ship. What you had to do: use L and R triggers on the SNES controller instead of left and right on the directional pad to unlock the "right" cheat. 
 
    Later, the Konami Code even became so popular that it was adopted by other developers as well. The Konami Code is still present in current games, such as BioWare's Anthem, Grand Theft Auto Online and BioShock Infinite. 
 
    Hashimoto died in February 2020 at the age of 61. Konami described him as a "very talented producer. 
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    1987: Mega Man owes its color to the NES  
 
    Mega Man is known to shine in the color blue. And not without reason, because Capcom's hero owes his blue paint job to Nintendo's NES. 
 
    The reason is the limited color palette of the device - the NES can't display more than 25 out of a total of 52 colors at the same time, so developers were very limited in their color choices. However, the blue color palette has the most shades, which creator Keiji Inafune took advantage of and equipped Mega Man with. 
 
    If Inafune had chosen a different color back then, Mega Man would have stood out less in the end, so to speak. After all, the little bouncer isn't the only object that's rendered in blue. 
 
    Mega Man was released in 1987 for the NES and since then has more or less regularly been given new adventures. The main series itself had to wait almost 11 years until a new part appeared, namely Mega Man 9 in 2008. Mega Man 7 came out in 1997. Mega Man 11 from 2018 is the last game in the series so far (as of 2020).

  

 
   
    1980s / 1990s: Why NES and SNES really have an eject button 
 
    The Japanese variant of the NES, as well as the SNES in general, both have an eject button that can be used to release the modules from their fixture for easy removal.  
 
    But in reality, this isn't technically necessary at all: the eject button was not integrated because removing it would be harmful to the contacts of the modules. After all, this also works without problems on the Game Boy and the Nintendo 64. 
 
    Instead, the eject button was incorporated into the consoles because 'Game Boy' creator Gunpei Yokoi, who died in the nineties, believed that children should have just as much fun with the modules that came out when the button was pressed. So even if they didn't play a game, they should have fun with the console. 
 
      
 
    [image: ]

  

 
  
   1980s / 1990s: Sonic creator was inspired by Super Mario Bros.  
 
    When Nintendo's Super Mario Bros. for the NES was launched in 1985, the concept of SEGA's blue hedgehog did not yet exist. It was this cult game that gave birth to the idea of Sonic. 
 
    Creator Yūji Naka, who also worked on games like Out Run, NiGHTS into Dreams, and a seemingly endless number of Sonic titles, said he played level 1-1 of Super Mario Bros. over and over again. That is the very first level. 
 
    He tried to play through the level faster and faster over time and get better. And that's when he got the idea for Sonic: "I was trying to get through the level faster and faster, which inspired the initial concept for Sonic the Hedgehog." 
 
    Originally, Sonic was even supposed to be a rabbit, but since the implementation of the ear animations turned out to be difficult, this idea was overturned. There was also talk of an armadillo. In addition, Sonic should have picked up various items, just like Mario does, which then disturbed the fast flow of the game.

  

 
   
    1990s: Solitaire and Minesweeper were designed to teach PC users computer basics 
 
    [image: ]Solitaire and Minesweeper are two popular Windows games that have provided countless hours of fun and sometimes frustration over the years, both at home and at work. Even today, it's hard to imagine life without these two classics, with Solitaire becoming a real all-time favorite. 
 
    Microsoft integrated both games into the Windows operating systems not only to offer users gaming fun, but they also wanted to teach PC basics with both games in the nineties. 
 
    Solitaire was integrated into Windows 3.0 in 1990 to introduce users to the "drag and drop" feature. This was mainly intended for those who had previously struggled with command lines. Even today, "drag and drop" is probably one of the most important elements of desktop operating systems, be it to move files into folders, for example. 
 
      
 
      
 
    [image: ] 
 
      
 
      
 
  
 
  
   
    1990s: My name is Guybrush Threepwood 
 
    Guybrush Threepwood is probably the most famous and clumsiest would-be pirate in the gaming universe. But how did the protagonist of the 'Monkey Island' series get his name in the first place? 
 
    When The Secret of Monkey Island was in development at LucasArts over three decades ago, they didn't have a name ready when creating Guybrush. The character or sprite (graphic) was drawn or created with the program Deluxe Paint - the file was simply called guy.bbm at that time. bbm stands for the file extension of the mentioned program and "Guy" simply means guy. 
 
    The artist Steve Purcell, who created this sprite in Deluxe Paint, finally added "brush" to the file name. This was to make it clear that it was a brush file for the "Guy Sprite" - so this file was called guybrush.bbm. And it was exactly this file name that Ron Gilbert and his team adopted. 
 
    Guybrush's surname Threepwood, on the other hand, came out of some kind of competition within the development team and is derived from two characters created by the British writer P. G. Wodehouses - namely Galahad Threepwood and Freddie Threepwood. Both of them have very similar character traits to Guybrush. 
 
      
 
  
 
  
   
    1990s: Totaka's Song: the hidden melody in Nintendo games 
 
    Did you know that there is a more or less hidden melody in numerous Nintendo games that first appeared in the nineties and can still be found in current titles? The so-called "Totaka's Song" was created back then by Nintendo's sound designer and composer Kazumi Totaka and is a melody consisting of just 19 notes. 
 
    Totaka's song is often heard only when you wait a bit in the respective games. For example, if you wait two minutes and 30 seconds at the 'Game Over' screen in the 'Game Boy' classic Super Mario Land 2, this melody will play. If you wait for a total of 3 minutes and 50 seconds in the settings menu of Luigi's Mansion, the melody will also play. 
 
    In Mario Kart 8, you can also hear the melody without any problems: just choose one of the tracks Donut Plains 3, Yoshi Circuit or Sweet Sweet Canyon, finally drive to one of the Yoshis on the side and listen carefully. One of the Yoshis is humming Totaka's song. You may have to go to another Yoshi if you don't hear the song. Sometimes the humming is so quiet that you have to listen very carefully - headphones recommended. Other games include all Animal Crossing titles, Mario Paint and The Legend of Zelda: Link's Awakening (including the 2019 remake). 
 
    

  

 
   
    1990s: Acoustic similarities: Zelda borrows from Mario 
 
    Did you know that Super Mario Bros. 3 and The Legend of Zelda: Ocarina of Time share not only a piece of music, but also a sound effect? 
 
    The fairy spring theme/music track from Ocarina of Time is very similar to the theme used for the third overworld in the NES game Super Mario Bros. 3. 
 
    By the way: as soon as you find one of the hidden magic flutes in Super Mario Bros. 3, which quickly takes the plumber to higher levels, a sound is heard that can also be heard in the intro of Ocarina of Time. This sound is even used in The Legend of Zelda: The Minish Cap with the Ocarina of Wind. 
 
    This should not be a coincidence, since Kōji Kondō was responsible for the soundtracks (except The Minish Cap). 
 
    

  

 
  
   1990s: Nintendo wanted to develop 'Harry Potter' games  
 
    In the nineties, Nintendo wanted to develop 'Harry Potter' games, as Unseen64 reported a long time ago. 
 
    [image: ]In a total of one week, the Nintendo ST team created concepts and planned to develop a game for each book for the Game Boy, Nintendo 64, and GameCube, which was not yet available at the time, and even to create a Quidditch spin-off. 
 
      
 
      
 
    While these concepts were being created, work on the titles Ridge Racer 64, Bionic Commando and Crystalis was at rest. How the games should look visually was debated internally.  
 
    While the team was inspired by the look of the British cover of the first book, higher-ranking employees wanted to go more in the direction of manga. In the end, the bosses prevailed and the concepts were revised. 
 
    In the end, the concepts were rejected and author JK Rowling sold the rights to develop games, which Warner Bros. was able to secure. Disney and Universal were also interested. 
 
    [image: ]

  

 
   
    1990s: Microsoft wanted to buy SEGA and Nintendo for joint console 
 
    Many years ago, Microsoft reached the point of buying the traditional Japanese company SEGA in order to develop a joint console. The reason: they wanted to stand up to Sony's PlayStation. 
 
    But the project failed because of Bill Gates, who doubted that SEGA really had enough potential to compete against PlayStation. So Microsoft itself mustered up the courage and created the Xbox to compete against Sony. According to Microsoft manager Joachim Kempin, there were some talks at the time, but they tended to come to nothing because SEGA was a "special case." 
 
    He also said, "It was always Sony and Nintendo, right? And Nintendo had some financial trouble at that point in time, so Sony came out with the PlayStation and bang! They took off, and everyone else was left behind." 
 
    Microsoft even thought about buying Nintendo. Bill Gates once said, "When (majority shareholder) Hiroshi Yamauchi calls me, he gets me on the line right away." Gates would have made an offer immediately at the time, if there had been any willingness to sell. But that didn't work either.  
 
    

  

 
   
    1990s: The Nintendo PlayStation 
 
    Some of you surely know the fact that Nintendo and Sony wanted to launch a joint console on the market in the nineties. Under the code name PlayStation, a SNES hybrid with CD-ROM drive was supposed to be created. 
 
    There were disputes between the two companies at the time, not least because Nintendo was suddenly working with Phillips. And then Nintendo somehow decided against the drive after all. This scared Sony away, and the result was an independent console that went down in history. That's the short version. 
 
    Going deeper into the matter, Nintendo initially decided against Sony because the Japanese didn't really agree with the contract clauses. Sony would have had the licensing rights to the games that would have been developed for the CD platform at that time. 
 
    After the SEGA Mega-CD was released, Nintendo, Sony and Phillips worked together again and wanted to release the SNES drive. Nintendo dropped the project due to market observations and looked towards the N64 and 64-bit. 
 
    Sony then did its own thing, creating the PlayStation from scratch and launching it in 1994 - just 2 years after the SNES drive was announced. In the end, we can only speculate how exactly the whole thing went down. 

  

 
  
   1991: Sonic's first appearance was as an air freshener in a racing game  
 
    If you think SEGA's cult hedgehog Sonic first appeared in his own game Sonic the Hedgehog in 1991, you're wrong. 
 
    Sonic made his first appearance in the racing game Rad Mobile, which was released in 1991 as an arcade game and a few years later for the SEGA Saturn as Gale Racer. 
 
    But Sonic didn't speed away from the cars on the race track, instead he had to serve as an air freshener on the rear view mirror of the cars. So this was Sonic's first appearance in a video game. 
 
      
 
    1991: Sonic the traffic cop 
 
    As a rule, SEGA's blue hedgehog Sonic behaves completely correctly and stands up for good. With the arcade game Waku Waku Sonic Patrol Car, released in 1991, SEGA even went a whole step further and put a police cap on the cult figure. 
 
    In Waku Waku Sonic Patrol, Sonic gets behind the wheel of a police car and keeps order on the streets. Every now and then he encounters the nasty Doctor Ivo "Eggman" Robotnik and has to put a stop to the road hog. The game is peppered with plenty of police sirens and familiar music. 
 
      
 
      
 
    

  

 
   
    1991: Marge Simpson's bunny ears  
 
    Okay, this only has something to do with gaming to a limited extent, but it still belongs in this format in a certain way. You'll find out why in the course of the text. 
 
    Simpsons creator Matt Groening famously created Marge Simpson with blue, very long hair that sticks up towards the sky. Mostly always with perfect hold. As an explanation for the long hair, Marge should hide huge rabbit ears under her mane. 
 
    The gag was supposed to be revealed in the "final episode" of The Simpsons, but was discarded very early on because such rabbit ears were simply too contradictory and fictional even for the Simpsons universe. 
 
    And now the gaming twist: you can actually catch a glimpse of the bunny ears, namely in the arcade game about the yellow cult family, released in 1991. 
 
      
 
    [image: ]

  

 
   
    1993: Zelda and the condom 
 
    When Nintendo released The Legend of Zelda: Link's Awakening for the Game Boy in 1993, the company was still a bit more daring. Because in the game there are some innuendos and raunchy sentences that Nintendo would certainly not bring in nowadays. 
 
    During the translation, they allowed themselves a joke in the German version and made a certain type of opponent say the phrase "Never without a condom!“ when enchanted with the witch's magic powder. 
 
    Not only that, but "Give me your juice, I'll give you mine," "Any worries, needs or problems?" and "Stop the War! Give peace a chance!" could be elicited from them. In the Game Boy Color version, these phrases were already censored. 
 
    Even a bikini top has to be found in the original version, which was exchanged for a pearl necklace in the revised version. Accordingly, the text regarding the return of the item was also changed. In the case of the bikini, for example, you could select "Crave" as the answer. So the strong desire for it.

  

 
   
    1994: Japanese does not want to lose game score - SNES still runs to this day 
 
    Because a Japanese man doesn't want to lose his score of the game Umihara Kawase, his Super Nintendo (SNES) has been running almost without interruption since 1994. Something that is hardly imaginable in this day and age. 
 
    This is because consoles now have their own memory where the game saves are stored. There is even cloud support in most cases, so you don't have to worry too much about your savegame. 
 
    In the nineties, however, it was different: the games for the SNES usually have a lithium-ion battery, which supplies the internal memory with power and permanently saves the game state. Not all games have such a battery - moreover, it can happen that the battery gives up the ghost after a longer period of non-use and the game state disappears. 
 
    According to the Japanese, the game's power supply was only interrupted once, when he moved to another place. The internal battery ensured that the game state was preserved in the short time. 
 
    RocketNews24 quoted the player in an interview from 2015: "Incidentally, I’m pretty sure my first generation Umihara Kawase, which has been on in the SNES for over 20 years, has been in operation for over 180,000 hours. If the power is tuned off, I’ll lose all my replay data. Probably." 
 
    

  

 
  
   1994: Super Mario and Sonic together in a 'Mega Drive' game 
 
    Super Mario and Sonic in one game is nothing unusual nowadays - the former rivals have long since joined hands. In the nineties, this was unimaginable, especially since both characters only hopped through the levels on the platforms of their creators. 
 
    Mario on a SEGA system? Neither Nintendo nor SEGA would have allowed that back then. But in 2009, the EMU community discovered something interesting. In the 'Mega Drive' game Mega Turrican, Mario and Sonic can be found in the first level as sprite files, which are apparently loaded into the VRAM. The two characters are not visible in the game itself. 
 
    Presumably, then, Mega Turrican is the first licensed game that brought Mario and Sonic together, although not directly on the screen. It came onto the market in 1994. 
 
      
 
      
 
      
 
    

  

 
  
   1994: Michael Jackson composed the soundtrack to Sonic 3  
 
    Did you know that the "King of Pop" Michael Jackson, who died in 2009, composed the soundtrack for SEGA's Jump & Run Sonic the Hedgehog 3? 
 
    Composer Brad Buxter once said in an interview: "I never played the game until today, so I can't say what music tracks the developers used from us back then. But I can confirm that Michael and I composed the music for the game. Michael asked me at the time if I could help him with the project, and I did. " 
 
    Michael Jackson didn't want to appear in the game's credits because he didn't want to be associated with a product that devalued his music. After all, on the consoles of the time, you couldn't expect optimal sound output, which frustrated him.  
 
    Also, Buxter confirmed that in Sonic 3 you can hear chords from the song Stranger in Moscow, which were originally written for the game but later used for the song as well.

  

 
  
   1994: The unreleased game by Battlefield developer DICE 
 
    At the retro fair Datastorm 2010, Battlefield developer DICE presented a project called Hardcore that made retro gamers' mouths water. It is a never released sidescroller in the style of Turrican. Hardcore was developed by DICE back in 1994 for the SEGA Mega Drive.  
 
    At that time, the company was still called Digital Illusions and produced the title for the then publisher Psygnosis. Since Psygnosis was on the verge of bankruptcy and the fall of the Mega Drive was approaching at the time, the project was discontinued. What's interesting about this is that Hardcore was 99 percent completed. So it is fully playable and could be released at any time.  
 
    As DICE co-founders Andreas Axelsson and Olof Gustafsson explained at Datastorm 2010, they wanted to get the rights to Hardcore back so that they could maybe release it after all. In fact, it was announced in 2018 for PS4 and Vita for 2019, but it still hasn't been released (as of 2020). 
 
    

  

 
   
    1995: The naked woman in Kirby's Dream Land 2 
 
    [image: ]Things aren't always peaceful in the fluffy world of Kirby's Dream Land 2 - and certainly not completely G-rated. Hard to believe, but in one level you'll find a naked woman. 
 
    Namely, it's about level 5-5, in which the Japanese developers have quite clearly included a naked lady that you meet behind a hidden door. The woman is not recognizable at first sight, as she is basically kept very simple.  
 
    The woman consists of individual blocks that stretch towards the sky and Kirby has to flutter past them from bottom to top. At the top, the eyes and mouth are made of just 7 blocks.  
 
    By the way, in World 4-1 of Super Mario World 2: Yoshi's Island there is also a body of a woman in rock form, which is already much more obvious. Even the "panties" are recognizable. 
 
    

  

 
   
    1996: Diablo wants only your best  
 
    When the final battle in Blizzard's hit Diablo is received in person by the devil, it's rather in an incomprehensible language. But if you let the whole thing run backwards, Diablo says: "Eat your vegetables and brush after every meal!" 
 
    So Diablo doesn't seem to be that bad.  
 
    Ok, a few facts on top! Did you know that Diablo was not originally intended to be an action RPG, but a turn-based title?  
 
    And did you know that basically Blizzard was not directly responsible for the development of Diablo, but once the independent studio called Condor? It was bought by Blizzard a few months before Diablo was released, renamed it Blizzard North and closed in 2005. 
 
    Previously, the team worked on the Street Fighter 2 clone Justice League Task Force for the SEGA Mega Drive. 
 
    By the way, Condor co-founder Dave Brevik had the idea for Diablo back in 1985, even though some things changed over time, of course.

  

 
   
    1996: Tomb Raider - Lara Croft's breast size 
 
    As fans of the Tomb Raider series will surely have noticed, Lara Croft's breast size decreased a bit over time to appeal to female players as well. But why did Lara have such oversized breasts in the beginning? 
 
    This was not planned by the developers, but the larger breasts only came about due to a "mistake". Designer Toby Gard wanted to increase the breasts on the character model by 50 percent and "accidentally" set the slider to 150 percent with the mouse pointer.  
 
    He was not really enthusiastic about it, but was then persuaded by his team to leave the size of 150 percent. In the end, it was "lack of creative freedom" that caused the creator of Lara Croft to leave the studio after the release of the first part. 
 
    As he later revealed in interviews, he wanted to create a "sexy woman" with Lara Croft. However, not through her appearance, but her strength should appear "sexy". 
 
    

  

 
   
    1997: A bug saved Grand Theft Auto from extinction 
 
    The development of the first Grand Theft Auto from 1997 would almost have been stopped if a bug hadn't caused the opposite. 
 
    One of the reasons why the GTA series was almost never realized was the game's instability. Originally conceived as a racing game under the title Race'n'Chase, GTA crashed constantly during development, which meant the developers couldn't do any proper testing or try anything out. Even the controls weren't great and proved to be rather bitchy. 
 
    But then came the redeeming bug: a mistake caused the police to go crazy and become aggressive. They tried to drive through the player because the route finding didn't work properly.  
 
    Normally, the police should react anything but aggressively, and certainly not ram the player - but that's exactly what the game testers liked so much that this was retained and the game was virtually redesigned around the chases. In the end, an almost completely new game was created. 
 
    Today, Grand Theft Auto is one of the most successful, popular and influential game series. 
 
    Gary Penn from the former development studio DMA Design, now called Rockstar North, confirmed a few years ago that the bug would definitely have been enough to stop the project. 
 
    

  

 
  
   1998: Wario can not stand beer  
 
    Mario's antagonist Wario can't stand beer - especially Western beer. In the Japanese version of Wario Land 2, he is pelted with full glasses of beer by some penguin opponents, whereupon he starts to stagger, burp and can only come to his senses again with a big gulp of water. 
 
    What is basically understandable in the Japanese version, astonished players of the Western version. It was censored in such a way that the beer became bowling balls. If Wario is hit by one, he still goes through the full staggering program. 
 
    The reason for the change is Nintendo of America's guidelines. What is not a problem in Japan is partly a thorn in the side for the West. 
 
      
 
      
 
    

  

 
   
    1998: Gordon Freeman the Space Biker 
 
    Like many game heroes, Gordon Freeman from Valve's Half-Life series looked completely different at the beginning of development and went by a different name. 
 
    In fact, the game hero was once supposed to be called "Ivan the Space Biker", be a bit more corpulent and have a longer beard. The design was contributed by Chuck Jones, who also created the G-Man alongside Gordon Freeman. 
 
    Rumor has it that "Ivan the Space Biker" was modeled after the German singer Ivan Rebroff. The file for the initial model can be found in Half-Life, but it cannot be opened because it uses an early version of the .MDL format. For Half-Life: Source, however, it could be adapted accordingly, making it viewable. 
 
    Not much remained in the end: only the beard went back a bit and for Gordon Freeman they also took over the green eyes.

  

 
  
   1998: Banjo-Kazooie: too many cheats erase savegame 
 
    If you enter certain cheats too often in the classic jump & run game Banjo Kazooie, you'll end up with an empty savegame. There are several cheats for the game that can be used without any problems. 
 
    However, if you use cheats three times in the Sandcastle, which unlock levels or open doors, your score will be deleted. The second time you are warned by Gruntilda Winkybunion, the third time you are warned by Bottles and have to confirm once again that you really want to use the cheat. 
 
    Once you have confirmed this, the game state is actually deleted. Even though Gruntilda spreads the fear that the entire game module would be deleted, it is only the active savegame that is deleted. The other two savegames remain untouched. 
 
      
 
    

  

 
   
    1998: Why the Dreamcast logo is blue in Europe 
 
    If you compare the international logo of SEGA's Dreamcast console released in 1998 (Japan) with the European one, you'll notice that it has a completely different color in the local region. 
 
    While the Dreamcast logo is orange in the USA and Japan, it is blue in Europe. This has no artistic background, but a legal one. 
 
    The reason is the German publisher Tivola, whose logo - especially its logo at the time - strongly resembles the orange Dreamcast logo. So to avoid legal conflicts, SEGA simply changed the color. The shape of the logo, however, remained untouched. 
 
    By the way, the production of the Dreamcast was already stopped again in 2001 and was SEGA's last console. Since then, SEGA has also released games for other consoles, including Nintendo, which was previously unimaginable. 
 
    [image: ]

  

 
   
    1999: The end of Pokémon / Pikachu was not the first pocket monster 
 
    When the two Pokémon editions Gold and Silver were developed, Nintendo planned the end of the cult game series at the same time. In fact, Gold and Silver were to be the last Pokémon games. 
 
    According to Pokémon Company CEO Tsunekazu Ishihara, they thought that when they entered the 21st century, they would rather do something different. However, the Gold and Silver Editions were a complete success and sold better than Blue and Red. So it's clear that Nintendo was making plans for a rosy Pokémon future. 
 
    In the meantime, Pokémon games have become indispensable. If you don't count the various editions, versions and mini-games, there are more than 80 Pokémon games - with the editions and co. the list would almost explode. 
 
    Small bonus tidbit: Incidentally, the first Pokémon to be created was not Pikachu, but Rhydon. It first appeared in the concept art for Capsule Monsters, which later became Pokémon. This also explains why you see statues of Rhydon in some Pokémon games. 
 
      
 
    

  

 
   
    1999: StarCraft was the first PC game in space, after Tetris 
 
    Blizzard's StarCraft was the first PC game in space. However, this doesn't mean the game setting, but in fact the strategy game was sent along on board the STS-96 at the end of the nineties. 
 
    Daniel T. Barry, one of the crew members, was a big StarCraft fan. Whether he played it on board, however, remains questionable. 
 
    By the way, the game sent into space can be admired at Blizzard's headquarters in Irvine - it's on display here. 
 
    StarCraft, as well as the expansion StarCraft: Brood War, was released in 1998 for the PC and later also appeared as a conversion for the Nintendo 64 and Mac. In 2017, Blizzard released StarCraft Remastered. 
 
    StarCraft was the first PC game in space, but not the first video game ever. Because it was actually Tetris in 1993 and was played by Russian cosmonaut Aleksandr A. Serebrov during his flight on the Soyuz TM-17. The game was later auctioned off for 1,220 US dollars. 
 
      
 
    

  

 
   
    1999: A bug that cost Nintendo a fortune 
 
    Nintendo sold the so-called Expansion Pak for the N64 in the nineties, which expanded its RAM to a total of 8 MB. The advantage for developers was higher resolutions and generally better graphics quality. 
 
    For most games, the Expansion Pak has been completely optional, but a few required it to work at all: Donkey Kong 64 as well as The Legend of Zelda: Majora's Mask. 
 
    In the case of Donkey Kong 64, however, the technical limitations were not to blame for why the expansion was included with the game, because theoretically it could have been played without it. Technically, at least, it wouldn't have been a problem. 
 
    Rather, the makers wanted to work around a bug or error that caused the game to crash. For inexplicable reasons, however, this only appeared when the game was started without the expansion. 
 
    No one could ever figure out the cause of the bug, so they decided to just include an Expansion Pak with the game and make it a requirement. It cost Rare and Nintendo a fortune at the same time to ship the game with extra hardware for free. 
 
      
 
    

  

 
   
    1999: Halo was originally planned to be released exclusively for Apple's Mac  
 
    The shooter series Halo is one of the most important and successful brands on the Xbox platforms. An XBOX, XBOX 360, XBOX One or XBOX Series X without the Master Chief? Simply unthinkable. 
 
    But originally Halo was not supposed to be released for the XBOX at all, but exclusively for Apple's Mac. The Apple founder Steve Jobs introduced Halo at the Apple Macworld Expo in 1999. Apple was even close to acquiring developer Bungie, especially since the studio was developing titles for the Mac at the time. 
 
    But then Microsoft arrived with the Xbox and was looking for games to launch. Halo attracted a lot of attention from the company. They also asked Apple, but Steve Jobs didn't decide quickly enough, which meant Microsoft got the nod and was able to strike a deal.  
 
    Jobs appeared upset, picked up the phone and called former Microsoft CEO Steve Ballmer to complain. However, it was already too late by then. 
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    2000: PlayStation 2 is an Atari Falcon  
 
    Sony's console PlayStation 2 is an Atari Falcon 030 computer system. Not technically, but visually. 
 
    Atari launched the Falcon030 computer in late 1992 and stopped selling it a year later while the company underwent a restructuring. Consideration followed to put the Falcon030 in a different case and make changes to the mainboard - the Falcon 030 Microbox was born. 
 
    Later, Sony used the design for the PlayStation 2 (with modifications) - a note about this can also be found in the company's corresponding patent.  
 
    A special feature of the Falcon 030 Microbox was also adopted by Sony: the possibility to set up the device vertically as well as horizontally. 
 
      
 
      
 
    

  

 
   
    2000: Mario Party, sore hands and a lawsuit 
 
    When the multiplayer game Mario Party for the N64 hit the market in the late nineties, Nintendo not only scored a hit, but there were an increasing number of complaining parents.  
 
    What happened? Some of the mini-games require quick circular movements with the joystick, and that doesn't always work well with the thumb. So players, and especially children, used their palms instead, and over time got blisters and sore hands. It's clear that this resulted in a lawsuit in the USA.  
 
    Some parents even complained of cuts, skin burns and tetanus. The Advocate General in charge of the case stressed that it was alarming the short time it took for such wounds to appear on the children. After only 15 to 20 minutes, one of the children reportedly had a second-degree burn.  
 
    In the end, Nintendo offered special gloves to prevent injuries to the hand, even though the company repeatedly made it clear that it was better to use the fingers after all. Nintendo budgeted $80 million for this campaign to cater to the millions of players. How many people requested the gloves and how much the Japanese had to pay remains unclear. The legal costs alone were $75,000. What is known is 90 parents / players suing. 

  

 
   
    2000: Deus Ex predicted 9/11 attack  
 
    If you will, Ion Storm's cult game Deus Ex predicted the attack on the Twin Towers of the World Trade Center that occurred in New York on September 11, 2001. 
 
    If you look at the skyline of New York City in the game released in 2000, the two twin towers are not visible. And this wasn't planned at all in the beginning, but the towers had to be removed during development due to limitations of the texture memory. 
 
    The lack of the two towers in the game is explained by the fact that they fell victim to an attack by terrorists. And only a year after the release of Deus Ex, there was indeed the big attack. 
 
      
 
      
 
    

  

 
   
    2000s: Fragrant game CDs 
 
    There are some video games that use the so-called "scratch & sniff" and develop smells or smell like a certain theme as soon as you rub the surface. 
 
    One of these games is FIFA 2001, from which some special CDs were pressed, which in turn smelled like grass. Also Gran Turismo 2 had such CDs that exposed the smell of burnt rubber and fuel. 
 
    Leisure Suit Larry: Love for Sail!, on the other hand, didn't offer a scented disc, but a card called CyberSniff 2000, which emitted nine different scents. The SNES game EarthBound also relied on cards. 
 
    The Domino pizza chain went one step further with DVDs that actually developed a pizza scent when played. This is made possible by a special coating that only releases the scent once it is heated. And that is the case when it is played in a DVD player. 
 
    [image: ]

  

 
   
    2000s: The secret of Tekken creator 
 
    Tekken creator Katsuhiro Harada carried around what he considered a "big secret" for an entire decade, during which time he didn't share it with his parents. For fear of how both might react. He hid from them that he was working on Tekken or was responsible for it. 
 
    Both parents served their country and were public servants, according to Harada. Harada has two older sisters and he is the only male offspring in the family, so his parents had high expectations for him. 
 
    They wanted him to work for a bank or trading company - as a "salaryman" or Japanese office worker. But having a job in the gaming industry would have been incomprehensible to his parents, since something along those lines didn't exist in their day. So they would have kept telling him that they were worried about their son's future. 
 
    According to Harada, Tekken was just too violent for the strict family. He had studied a lot, played serious sports and so on, which is why he told his parents he was working on the arcade game Prop Cycle. A game with physical activity. Later, he said, he worked on Taiko No Tatsujin. 
 
    Eventually, the secret was revealed when a magazine covered Tekken 5 - that is, 10 years after the release of the original: Harada was on the cover. But apparently his parents didn't hold it against him.  
 
    

  

 
   
    2000s: Assassin's Creed was originally Prince of Persia  
 
    Before Assassin's Creed became a standalone game, it was part of the Prince of Persia series. At the time, Assassin's Creed creator Patrice Désilets and a very small team were considering how to continue Prince of Persia on the then upcoming Xbox 360 and PS3 consoles. 
 
    Finally, work began on a spin-off to Prince of Persia: The Sands of Time, called Prince of Persia: Assassins, in which you would protect a young prince. Gameplay was also developed, but the project was only in a concept phase. 
 
    There was already the typical assassin garb, as well as the hidden blade, horses to ride and Templars - they even wanted to add a multiplayer part. When Désilets presented the concept to Ubisoft, it was rejected because it wasn't really about the Prince of Persia, but about his bodyguards. And the rest didn't really fit the concept of the series either. And it basically became Assassin's Creed. 
 
      
 
    

  

 
  
   2000s: Samsung's 'Jump Boy' borrowed from Sonic 2 
 
    If you own one of the older Samsung phones (e.g. T301G), you will surely remember the preinstalled game Jump Boy. This is a platformer in which you have to jump onto platforms or biplanes. 
 
    Jump Boy isn't particularly varied, and it's also not one of those games from the previous cell phone generation that will be remembered for a long time. 
 
    Nevertheless, Jump Boy caused quite a stir, at least among players who played Sonic the Hedgehog 2. This is because the background music from Jump Boy is exactly the same music that is used in Sonic The Hedgehog 2 in the so-called Chemical Plant Zone. Oops... 
 
      
 
      
 
    

  

 
   
    2000s: Nintendo's City Boy  
 
    Nintendo's DS handheld went through several name changes during the development phase. As Satoru Iwata once noted, they were initially working on a next-gen device called Iris that would follow in the footsteps of Game Boy. 
 
    This in turn resulted in a device with two screens, which Nintendo called Nitro - the Nintendo DS was virtually born. According to Iwata, Iris was more of a foundation stone. If you look at the product numbers on the DS hardware and software, the name Nitro is indicated by "NTR" at the beginning.  
 
    Nintendo originally had a different name in mind for the DS: City Boy. The company secured the trademark rights in 2004 because they thought they could tie in with the success of the Game Boy with this name and emphasize that the device could be taken everywhere.   
 
    In the end, Nintendo went with "DS", which translates as "Dual Screen". In 2004, the company also called the device the "Developers' System" because it was supposed to be simple in development. The name "DS" was kept, because the system caused more and more discussions after the presentation under this name and thus also became correspondingly better known. 
 
    In case the DS wasn't a success, Nintendo still had a kind of back-up handheld in store to continue the Game Boy series. City Boy would then have become the name of the device.  
 
    

  

 
   
    2000s: Battlefield 1942 should be exclusive game for Nintendo's GameCube  
 
    The multiplayer shooter Battlefield 1942, which defined the genre with large-scale vehicle battles, was originally supposed to be released exclusively for Nintendo's GameCube. 
 
    Developer DICE offered the game to the company - but as we know today, a deal was never struck. Because the problem: Battlefield 1942 is a multiplayer game, while the GameCube or Nintendo at the time simply didn't have an online strategy, even if the Japanese were enthusiastic about the original idea. 
 
    At the time, DICE was also in contact with other companies, including Electronic Arts, where the game eventually ended up and was released for the PC.  
 
    What would the Battlefield series be today if the game had been released exclusively for the GameCube back then? Technically, it probably would have been feasible, especially since an Internet adapter was released for the console and there were also a few online games, such as Phantasy Star Online Episode I & II. 
 
    

  

 
   
    2000s: From flying fairies to Left 4 Dead 
 
    The shooter Left 4 Dead originated from a game with flying fairies. Sounds unbelievable, but according to Valve's Doug Lombardi, it actually happened. According to him, there were a few false starts in the development of Left 4 Dead - one of which was the aforementioned game with fairies. 
 
    Valve boss Gabe Newell said about this some time ago: “It was so bad. You wanted to ask yourself: 'How could we make a game that was this bad? And how should we make a game?' And we said we should focus on what we do really well, so why are we doing this game which was kind of a... it wasn't really an RPG... it was this action fantasy sort of role playing game that had no story.“ 
 
    “And then we said 'OK, that's so horribly wrong. What we should focus in on is AI and playing in co-op, and that's the interesting opportunity.' That was where Left 4 Dead came from," Newell continued. 
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    2000s: Devil May Cry was originally Resident Evil  
 
    Useless gaming knowledge that is known among fans, but with which you can shine at the next gaming party: Devil May Cry was originally Resident Evil. 
 
    At the time, Capcom wanted to develop a fourth part of Resident Evil, but found out during development that the game concept deviated significantly from the original. In addition, the 'Juggle' movement known from Devil May Cry was a glitch that was integrated into the game in the end. 
 
    The title no longer had much in common with Resident Evil, so Capcom decided to create a new and independent brand. And it was a great success: there are now a total of five parts, the last appeared in 2013 and represents a new edition. In 2015, a Definitive Edition was released and in 2019 / 2020, the Switch was released. 
 
      
 
      
 
    

  

 
   
    2000s: Red Ring of Death cost Microsoft over $1 billion 
 
    It was one of the biggest technical problems in console history: the so-called Red Ring of Death. When the XBOX 360 was launched in 2005, the next few years saw a wave of defective consoles that simply stopped working and whose LED ring lit up red.  
 
    23.7 percent of all consoles sold had this problem, whereby Microsoft repaired the hardware free of charge during the warranty period. Even failure rates of between 50 - 60 percent were reported in the press, although only Microsoft knows exactly.  In the end, the error cost the company $1.15 billion.  
 
    According to former corporate vice-president Peter Moore, Micosoft didn't know what exactly was happening at first: " We were seeing failure rates and starting to get reports through customer service. This was a thing where we couldn't actually figure out what was going on. We knew we had a problem." 
 
    According to Moore, it took a while for the technicians to figure out the problem. But they knew it had something to do with heat. Ultimately, affected consoles overheat so much that the main processor goes on strike because the motherboard bends, which loosens the connection to the chip solder joints. 
 
    Even though the boss at the time, Steve Ballmer, didn't take it very well, Moore told him that if Microsoft didn't run an elaborate repair program, the XBOX brand would be dead. This argument was sufficient for him.  
 
    

  

 
   
    2000s: Why SEGA's Dreamcast failed  
 
    In the case of the Dreamcast's failure, you often hear the sentence: "It was simply ahead of its time." But SEGA's Tadashi Takezaki made it clear that completely different factors played a role.  
 
    The Dreamcast came on the market in 1998 and failed mainly because of the high costs. Every Dreamcast cost SEGA money. At the time, Sony was part of a team that developed the DVD standard and was thus able to create its own system based on it, including its own chips. 
 
    SEGA had to buy the technology from external companies, which is why the costs literally exploded and there was no thought of lowering the price of the console. And then, of course, there were the disappointing sales figures for the software - SEGA found itself in a quandary. 
 
    Nevertheless, SEGA had to revise the price of the console downwards, which brought in more and more losses. Then they tried to stem these losses through software sales, but the games continued to sell not very good. 
 
    At the same time, SEGA still had online functionality going on, which cost additional resources. Eventually all this came together, the costs became higher and higher and SEGA had to say goodbye to the Dreamcast business. 

  

 
   
    2001 & 2005: Creepy - a game that knows your name 
 
    Peter Molyneux and his Gods simulations Black & White and Black & White 2 have some interesting elements to offer. And one of them is creepy if you don't know it's a feature of the two games. 
 
    When Black & White was released for the PC in April 2001 and Black & White 2 in October 2005, they caused all kinds of confusion among gamers. If you look around a bit on the Internet, you'll still discover forum threads from back then in which gamers asked themselves whether they were crazy or the respective game was responsible for it. 
 
    Because at some point Black & White / Black & White 2 starts whispering the player's name. This occurs completely randomly and surprises at moments when you might not even think about it. 
 
    But the mysterious whispering voice didn't appear from the speakers for all players, because only those who have a "conventional name" or use it as a game profile will hear it in the game. I remember the first time I heard my name back then... simply unforgettable. 
 
      
 
    

  

 
   
    2001: A GameCube game that also runs on Windows computers. 
 
    Normally, GameCube games only run on Nintendo's console, as is the case with all of the company's other systems - except for emulators. 
 
    But one game is the exception: Pikmin. This not only runs on the GameCube, but even on a Windows PC with restrictions. This is because the game's ISO actually has executables that operate under Windows with a little bit of work. 
 
    In order for this to work, a few minor modifications need to be made to the files, but overall this is not a huge hassle. For example, a certain DLL file must be present in the same folder as sysBootup.exe, while creating a new folder and also creating a shortcut. 
 
    Ultimately, you should still play Pikmin on the GameCube, as the title is completely unplayable on the PC. 
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    2002: The Witcher started as a top-down role-playing game 
 
    The first The Witcher wasn't initially a third-person role-playing game, as the series is known today. Before it was released in 2007, it was a top-down role-playing game as its first prototype in 2002. So it was something like Baldur's Gate and co. which, by the way, was an inspiration for the game. 
 
    The former project manager Ryszard Chojnowski revealed this in a video and even showed moving footage there. 
 
    Developer CD Projekt tried to bring the game to various publishers in this form, although Geralt the Witcher was not even planned as the main character. Later, the project was cancelled and work on The Witcher started from scratch. 
 
    Bonus fact: Former U.S. President Barack Obama owns the Collector's Edition of The Witcher 2 - perhaps even the most valuable one.  
 
    After the game was launched in 2011 and Obama visited Poland at the end of his European trip, then-Prime Minister Donald Tusk presented him with the Collector's Edition. As a special treat, the collector's edition bears the signatures of the CD Projekt Red development team.  
 
    Obama later praised The Witcher, but at the same time made it clear that he wasn't particularly good at video games. Ultimately, his statement didn't sound like he'd ever touched the game.

  

 
  
   2003: The Half-Life 2 hacker Valve tried to lure with a job  
 
    In 2003, the German hacker Axel Gembe gained access to the servers of developer Valve and stole the source code of Half-Life 2. The financial damage caused at the time was estimated at $250 million. 
 
    Later he showed remorse and explained that he had simply been looking forward to the game and had obtained information. He didn't want to harm his "favorite developer" at the time. 
 
    But the fact that Gembe was caught at all is no coincidence. At the time, he wrote Valve CEO Gabe Newell an email and confessed his crime. Newell then set a trap for him and invited him to his office under the pretext of a job offer - in reality, the FBI was supposed to arrest him. However, the German police was faster in the end and arrested Gembe before he left for the US. 
 
    Since he was cooperative, had not been guilty of anything beforehand, and did not publish the unfinished game on the Internet himself, he got off with a two-year suspended sentence. 
 
    Nevertheless, Half-Life 2 made it onto the net at that time and was only partially playable, or demo levels could be played.  
 
    

  

 
  
   2004: Half-Life 2 and the terrifying screams  
 
    Those who played Half-Life 2 will surely remember the terrifying screams of the zombies entwined by headcrabs. The screams can't really be interpreted - at least at first glance. 
 
    If you play the screams backwards, you hear things like "Oh, God help! Help me!" and "Get it off me!"  
 
    If you set a zombie on fire, it will scream things like "Why, why, why!?", "Help, God.... help! Help me!", "Gaaah!", "Gaaaah, I'm on fire! Gaaaaah!", "My life's fading!", "My eyes sting! Gaaah!" and "Put it out!". 
 
    Presumably Valve originally wanted to use the intelligible screams, but in the end found it too disturbing and decided to simply play them upside down.
  
 
    

  

 
   
    2006: PlayStation processor on the way to Pluto  
 
    In 2006, the PlayStation processor, or rather the MIPS R3000 architecture, set off for the dwarf planet Pluto. The New Horizons probe, in which the processor works, explored the Kuiper belt in the course of time. 
 
    The target date for reaching Pluto was July 14, 2015, with everything working out in the end and the spacecraft successfully flying past it at that time. 
 
    The project cost 720 million US dollars. So why install a PlayStation processor? It's simple: since nothing must go wrong with the distance of 5 billion kilometers, NASA relied on proven technology.  
 
    Of course, the MIPS R3000 has been modified a bit so that it can withstand the radiation in space. However, In principle, it is supposed to be the same processor or architecture that is used in the first PlayStation. 
 
    With a clock speed of 12 megahertz, the chip has a lot to do: it controls the transmission of images and data to Earth, processes the data from all instruments and also maintains the course of the probe. The PlayStation, on the other hand, calculates even faster with 34 megahertz. 
 
    

  

 
   
    2007: Assassin's Creed: why Altaïr can't swim  
 
    Protagonist Altaïr can't swim in the first Assassin's Creed. This is despite the fact that he can climb walls without any problems, stand up to numerous opponents, and also perfectly do all the other things that an Assassin must be able to do. 
 
    In the subsequent games of the series, the character can swim. But why can't Altaïr do that in the first part? This is explained in the manual of the second part: it is supposed to be a bug in the animus. 
 
    Accordingly, this is not due to Altaïr's non-existent ability, but to the bug that generally prevents the users of an animus from swimming. As a result, the protagonist dies as soon as he comes into contact with water. 
 
    Unimaginable by now, water is an important element for the assassins. On the one hand, of course, in Black Flag, which relies on water battles. And on the other hand, the assassins can hide in the water and pull an opponent down by a ledge, for example. 
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    2007: Assassin's Creed - developers had to add content 5 days before release 
 
    Former developer Charles Randall revealed via Twitter in 2020 that the makers of Assassin's Creed had to add content 5 days before release - and free of bugs. 
 
    This was triggered by the son of the CEO, who was able to test the game in advance: "So we're all ready to ship the game, first submission goes pretty well, and then...the news...the CEO's kid played the game and said it was boring and there was nothing to do in the game.” 
 
    Randall went on to write, "Oh yeah I forgot the key part. We have to put all these side missions into the game in five days, and they have to be bug-free, because the build is going to be burned directly to disc and released to retail." 
 
    He can't remember it in detail, but a big mistake had crept in. In a side mission, it could happen that one of the Templars fell through the world and just disappeared. This meant that a kill didn't count and score hunters might have to start all over again.

  

 
  
   2007: Halo 2 and the naked butt of a Bungie employee  
 
    In 2007, the Windows Vista version of Halo 2 was delayed due to a bare-bottom issue. The reason was an error message including a picture of a Bungie employee, which should be displayed together in the so-called Map Editor in connection with an .ass file. 
 
    Microsoft wasn't happy about this and had Halo 2 delayed, in turn adding a new ESRB-rated graphic to the game's packaging that certified a certain level of nudity - just because of this image. 
 
    This error message with a picture was originally intended as a gag within Bungie. At that time, former Microsoft CEO Steve Ballmer paid a visit to the developer and one of the employees wanted to wait for the perfect moment to secretly show him his naked butt. Someone was holding a camera to record this moment. Ballmer is said to have been unaware of this. 
 
    Of course, the photo made its rounds at Bungie and was also printed out. And since Bungie used the .ass format, the image somehow made it into an error message. After it was uncovered, there were eventually numerous meetings regarding this. No one was fired at Bungie, but at Microsoft this is said to have been the case. Allegedly, this resulted in costs of half a million Dollar.  
 
    

  

 
   
    2007: Pokémon Registeel and the "Hitler salute" 
 
    The European non-English language version of Pokémon: Diamond Edition and Pearl Edition came out censored. The reason is a sprite or a graphic of the Pokémon Registeel, whose left arm is stretched out in front in the air. 
 
    Due to the similarity to the so-called "Hitler salute", this sprite was exchanged for a defused version. In Pokémon: Platinum Edition, the original sprite with the outstretched arm is not even found in all regions. 
 
    The Hitler salute is forbidden in Germany and will be prosecuted. 
 
    Incidentally, both editions offered something new within the series at the time: Nintendo's Wi-Fi Connection. Through this, players worldwide could not only exchange their Pokémon with each other, but also battle against each other. 
 
      
 
      
 
    

  

 
   
    2007: God of War 2 and the decapitated goat 
 
    There are PR stunts that are still remembered even after decades. One of them is the one for God of War 2, which Sony pulled off and even got animal rights activists on the case. 
 
    As part of a promotional event, a decapitated goat was used as a barbaric decoration - not a plush or plastic one, but a real one made of flesh and blood. 
 
    Journalists were on site and documented this with words and pictures, and there was also a report in the official PlayStation magazine. In the end, Sony had tens of thousands of issues recalled and complained about false statements in various reports.  
 
    According to Sony, the goat had not been killed specifically for this advertising campaign, as some reports suggested, but had been borrowed from a butcher and then returned. Nevertheless, they announced investigations and admitted that this action had been in bad taste. 
 
    [image: ]

  

 
   
    2007: Limbo of the Lost: probably the most brazenly game  
 
    Limbo of the Lost is a game that quite brazenly steals from other games. It was originally developed by Majestic Studios back in the nineties, but ended up being released in 2007 after a redevelopment. 
 
    In fact, it borrows from numerous other games, including using foreign graphics and even level sections. To list all the games that Limbo of the Lost borrows from would probably go beyond the scope. 
 
    But here are a few examples: Diablo 2, Thief, The Elder Scrolls Oblivion and Morrowind, Silent Hill 4, Unreal Tournament 2003 and 2004, Vampire: The Masquerade - Bloodlines, Enclave and more.  
 
    After the theft was discovered, the game was removed from sale.  
 
    Limbo of the Lost is a point & click adventure game that was once supposed to be released as a text adventure for the Atari ST and Amiga 500. But since the demand for both platforms decreased, the whole thing was postponed and redeveloped for the PC. 
 
    

  

 
   
    2008: Bomberman Makers and the bomb threat 
 
    Hudson Soft, the makers behind the iconic Bomberman series, could have been victims of a bomb themselves. 
 
    In 2008, the studio was terrorized for several months by a then 29-year-old man who demanded 80 trillion yen. If Hudson Soft did not comply, he would blow up the company headquarters with a bomb. 
 
    Fortunately, the man was later confronted by the police and arrested. By the way, Hudson was supposed to bring the money to a subway station, from where the man would have then taken the valuable package. Almost like a Hollywood movie. 
 
    Shouldn't Bomberman tell you anything: the games are all about placing bombs correctly to take out enemies. You usually play in maze-like levels, where most of the elements can be destroyed by the bombs. The series is especially popular in multiplayer, but single-player also has its fans, for example in Bomberman 64, where you can use various items to improve bombs and your own character. 
 
    

  

 
   
    2008: Ubisoft uses illegal crack for own patch 
 
    If you bought Rainbow Six Vegas 2 from Direct 2 Drive and installed patch 1.03, you had problems launching the software.  
 
    Some users therefore suggested other players in the official Ubisoft forum to use a certain NoCD crack from the Reloaded group, which should fix the problem. You exchange the original .exe file with a NoCD crack and can usually play the respective game without discs.  
 
    After a short time, Ubisoft then also released a follow-up patch that resolved the original problem into thin air. Since some resourceful fans wanted to find out how Ubisoft had solved the matter, they scoured the patch with a HEX editor. As luck would have it, they discovered the entry for the Reloaded group in it. 
 
    So Ubisoft or the developers actually took the NoCD crack or parts of it and added them to the game. After this was exposed, the file was taken off the website and Ubisoft promised to investigate the whole thing.  
 
    At the same time, the company stressed that it does not support such practices and anti-copy protection measures, especially since this would violate its own terms of use.  
 
    

  

 
   
    2008: Richard Garriott wanted to play MMO in space, NASA was afraid of hackers 
 
    Richard Garriott, one of the best-known game designers, became the sixth space tourist to fly into space in 2008. As you might expect from a game pioneer, he pursued his favorite hobby on the ISS space station. At least, that's what he tried to do. As he once revealed in an interview with Kotaku, he wanted to play the MMO Tabula Rasa from space, since astronauts are allowed to access the Internet.  
 
    "I'll have the Tabula Rasa code with me, but the ISS partners won't let me boot it up. As you might understand, they're particularly worried about hackers reverse-sniffing their way back to the ISS," he is quoted as saying. 
 
    So NASA was really afraid that a hacker could infiltrate the system through a security hole in Tabula Rasa to play tricks with the ISS. But NASA also wouldn't allow an iPhone or even an iPod, according to Garriott: "As it turns out, taking an iPhone or iPod into space is problematic. They want you to take the battery out and stupid things like that." 
 
    Ultimately, however, it costs a lot of money to take such a device into space, since it would first have to be examined by NASA.  
 
    

  

 
   
    2008: EA brings traffic to a standstill in London 
 
    Some promotions are so curious that they go down in video game history. The industry giant EA turned the whole of London upside down with a promotion for Mercenaries 2: World in Flames.  
 
    EA wanted to give away fuel worth a total of 20,000 British pounds, but the campaign got out of hand after just a few minutes. Thousands of cars formed several queues, causing a huge traffic jam. This was allegedly done on purpose to cause traffic chaos.  
 
    So the action was considered a success - but Lynne Featherstone, MP for Hornsey and Wood Green, disagreed. According to Featherstone, the attempt to recreate Venezuelan petrol riots in the streets of London was irresponsible and dangerous
  
 
      
 
     

  

 
   
    2009: Nintendo DS was mandatory in Japanese elementary schools  
 
    In 2009, it was mandatory for some Japanese elementary schools to have a Nintendo DS. This was because the students were supposed to be able to better commit the learning material to memory through software. 
 
    The education system lets schools decide for themselves which learning tools suit them best. Technical devices during lessons are not new, and the DS was already in use at schools back then. But the fact that a Nintendo DS was directly made compulsory was already new. 
 
    The fact that such devices were not used for playing was to ensure the enforcement of a corresponding rule. In addition, the devices were usually collected again by the teacher after class. 
 
    Whether the schools of that time still use the Nintendo DS today or make it compulsory remains questionable. At the time, they wanted to see if it would work at all. 
 
    

  

 
  
   2009: When the XBOX 360 connects to the PlayStation Network  
 
    When the XBOX 360 connects to the PlayStation Network, it can only be a bug. This happened in individual cases in 2009 at the release of EA's racing game Need for Speed: Shift. 
 
    For a handful of players, the game crashed on the XBOX 360 as it tried to connect to the PlayStation Network. At the time, this was just one of many bugs that the racing game had to deal with. 
 
    One affected player wrote at the time: "Today, as I was working my way through the menus while my XBOX 360 was connected to XBOX Live, the game hung up again. And then when I looked at the screen, I was really shocked by what I saw. Was my XBOX 360 version of Need for Speed: Shift actually trying to connect to the PlayStation Network?"  
 
    Especially the numerous bugs were heavily criticized by gamers and the gaming press at the time. A few patches fixed most of them, but the game couldn't really take off in the end.  
 
    [image: ]

  

 
  
   2009: PlayStation 2 not released until 9 years later in Brazil  
 
    While the PlayStation 2 was launched in Japan, the US and Europe as early as 2000, Brazilians had to wait a full 9 years. The console didn't appear in Brazil until 2009, although some Brazilian gamers had already held the Sony console in their hands earlier, but as an expensive import. 
 
    Another curiosity, however, was the price. In the U.S., you paid about $300 for a brand-new PS3 Slim at the time. In Brazil, on the other hand, you had to pay the equivalent of about 445 US dollars for a PlayStation 2.  
 
    The reason given for this was the high import taxes, which have been a whopping 60 percent since around the mid-nineties. The prices of PS2 games are around 40 Dollars.  
 
    The console was touted in Brazil with games like Gran Turismo 4 and God of War 2, while the rest of the world was already waiting for its successor. 

  

 
   
    2009: Police swarmed Bungie offices 
 
    It's a beautiful, sunny morning, the birds are chirping and the employees of developer Bungie are working on the shooter Halo. Suddenly wild shouting, armed men storm the offices looking for an armed person. What had happened?  
 
    In Washington, a Bungie employee was walking down the street with a plastic gun replicated from the Halo universe, which he carried into the Bungie building. The gun is a replica and was used in the Halo short films directed by Neil Blomkamp (District 9). A passerby immediately called the police and, full of excitement, told them that he had seen a man with an AK-47 and feared an assassination attempt.  
 
    A total of five police officers were sent out to investigate the area. Later, eight police cars were called in and a SWAT team was also on the scene. Bungie clarified the situation that it was a misunderstanding and received advice from a police officer to carry the plastic weapons around covered in the future. By the way, Kotaku magazine was on site to play Halo 3: ODST when the police arrived.

  

 
  
   2009: EA violates weapons law with press kit 
 
    Some publishers often send nice surprises to the press to cheer up the testing of video games. Some US journalists couldn't believe their eyes when they found a box with a cigar, some goodies and real brass knuckles. No plastic! 
 
    Since brass knuckles are forbidden in some states, EA violated the applicable weapons law. Among others, California is one of these states. Ironically, Electronic Arts has its headquarters there (Redwood City). 
 
    The company reacted immediately and asked all journalists to return these brass knuckles so that they could be disposed of. 
 
    It is not known whether EA got into trouble or received a penalty in the end.  
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    2010: Cross Days: a game that put the fear of god into software pirates 
 
    In 2010, the Erotic Visual Novel Cross Days was released in Japan, with software pirates subsequently wishing they had never downloaded it. 
 
    Whether the developers had a hand in this cannot be said for sure: when Cross Days made the rounds on P2P file-sharing networks back then, it - just like some other erotic titles - came with a Trojan that wanted to know the personal data during the installation. In fact, there were software pirates who entered their name, address, and so on. 
 
    What they didn't know, however, was that the data they entered was forwarded to a website, where it was eventually publicly viewable by everyone. Since the creators of the program suspected that not all players would enter their correct data, they added a screenshot function, whereupon the captured images were also published on the website. For some software pirates, this made the whole thing even more embarrassing. 
 
    The website was of course taken off the net again, but may have left a lasting impression on some pirate. 
 
    

  

 
   
    2010: Asteroids high score beaten after 28 years 
 
    It took almost 28 years to break a high score set three years after the arcade game Asteroids was released. 
 
    Numerous players attempted to surpass 41,336,440 points for many years, but it wasn't until 2010 that John McAllister set a new record with 41,838,740 points. 
 
    The previous record holder was Scott Safran, who celebrated himself as the "Asteroids Champion" since 1982. McAllister spent a total of 58 hours and 15 minutes to set the record, staring at a black-and-white screen to make strange line formations with little dots explode. 
 
    McAllister still officially holds the record today, as can be read on the Twin Galaxies high score website. All other players in the top 5 set their records in 1982 or 1981. By the way, on the website you can also find the corresponding videos for the records if you click on the names. 
 
    [image: ]

  

 
   
    2010: Plants vs. Zombies angered Michael Jackson heirs 
 
    In 2010, the popular game Plants vs. Zombies angered the heirs of Michael Jackson because of the so-called Dancing Zombie, which was visually very similar to the King of Pop. 
 
    Originally, developer PopCap had already integrated the dancing zombie before Michael Jackson's death, but the heirs objected to it because they thought it reminded them too much of the singer. No wonder, this zombie not only wore Michael's hairstyle and clothes, including the white gloves, but also performed a moonwalk on the lawn and was strongly reminiscent of his song "Thriller". 
 
    It didn't take long for PopCap to respond and swap out the dancing zombie for another one that didn't resemble Michael Jackson. 
 
    Plants vs. Zombies was released in 2009 and is a tower defense game in which the player has to defend his house against zombies. To do this, he gets help from various plants with different abilities, which can be placed on the lawn according to the player's whim. 
 
      
 
    

  

 
  
   2010: Miyamoto found A Link Between Worlds old-fashioned 
 
    Shigeru Miyamoto, the creator of Mario, Zelda and co., couldn't do anything with the first version of The Legend of Zelda: A Link Between Worlds. According to designer Hiromasa Shikata, he didn't find any positive words, which shocked the creators.  
 
    As soon as we started the presentation, I could clearly see Miyamoto-san's facial expression rapidly darkening," lead programmer Shiro Mouri said. "I thought, 'This is bad...' And then at the end he said, 'This sounds like an idea that's 20 years old,' that was the killing blow. We were down on the floor." 
 
    Shikata added, "One day when the three of us were having a meeting, I suddenly said, 'What about having Link enter into walls?' Mouri-san and the other programmer were like 'That's great!' and got into it. But even though I had brought it up, it didn't quite make sense to me." 
 
    The team created a new prototype with 2D mechanics and showed it to Miyamoto, who responded positively and is said to have given the project the green light. But before they could really start development, they were pulled away in October 2010 to take care of launch titles for the Wii U. 
 
    At that time, the team had given up hope, especially since hardly any other game in the past was put on hold and later resumed. A good year later, development was restarted after all, in order to be able to meet the fans' wishes. 

  

 
  
   2010: First console game with online forced activation  
 
    Forced activations via the Internet have been reserved for PC players up until now, but in 2010 that would change with SOCOM: U.S. Navy SEALs Fireteam Bravo 3 for the PSP. 
 
    Buyers first had to activate their copy via the Internet if they wanted to fight multiplayer battles online. However, only the American version was affected. According to Sony's John Koller, this was done to counteract software piracy and at the same time earn money from the second-hand market. 
 
    The package came with a code that cost a whopping $20 if you bought the game used and perhaps didn't have the code. By comparison, the game cost $40 in the U.S., so the $20 code made buying used less attractive if you wanted to play the game online.

  
 
    

  

 
   
    2010: This copy protection puts software pirates to flight  
 
    The DS game Michael Jackson: The Experience has a rather disturbing copy protection. If you download a rom-file and want to play it via your DS using a flash card or via an emulator, you are confronted with an annoying vuvuzela horn instead of the iconic sounds of music legend Michael Jackson. 
 
    Vuvuzela is something that many people will remember: these are the loud trumpet-like things that drove many people crazy during the 2010 World Cup. The very year that Michael Jackson: The Experience was released. 
 
    Of course, some resourceful people set out shortly after to find the corresponding files in the game and disable the copy protection.

  
 
    

  

 
   
    2010: Lara Croft gets her own street in England  
 
    If you're on vacation in England and venture into the city of Derby, you might have suddenly set foot on Lara Croft Way. Probably the most famous gaming heroine was allowed to lend her name to a bypass road. This is the result of a referendum in 2010, in which residents could vote for a new name for a street.  
 
    Since Lara Croft creator Core Design is based in Derby, it was decided to include the famous virtual archaeologist in the voting. Also up for selection were Derby-born footballer Steve Bloomer, astronomer John Flammsteed and engineer George Sorocold. 
 
    About 27,000 citizens voted for the new street name, with a whopping 89 percent of the vote choosing Lara Croft.  
 
    Lucy Care, the government district's MP, told BBC, "The vote really captured the imagination of people from across the world and, despite my lack of gaming knowledge, I accept that a majority of 89% for Lara Croft is too overwhelming to ignore. She was created in Derby and deserves to stand alongside some of the more traditional icons of the city."  
 
    

  

 
   
    2010s: The most expensive collector's editions of all time  
 
    In 2013, the so-called "Mono Edition" of the racing game GRID 2 was still the most expensive collector's edition: it cost $190,000. For this price, you not only got the game with various extras, a PS3 console, racing suit, racing helmet and a trip to the BAC factory, but also a real sports car in GRID design. Namely, the BAC Mono with a maximum speed of 273 km/h with a 2.3 liters engine and 280 hp. 
 
    This was followed in the same year by the "Super Dangerous Wad Wad Edition" for the game Saints Row 4, which was limited to just one copy and is still the most expensive edition at one million US dollars. It included all sorts of content, including the game, secret agent training for a day, a space flight with Virgin Galactic, a hostage rescue experience, a real Lamborghini Gallardo, a year's membership in the Super Car Club, a Toyota Prius including insurance, plastic surgery and much more. 
 
    The "My Apocalypse Edition" of Dying Light for $386,000 doesn't sound that spectacular anymore. It included a house specially protected against zombies (barbed wire, reinforced doors, slit windows, etc.), a night vision device, parkour lessons, your own face in the game and much more. 
 
    

  

 
   
    2010er: Rare's Kinect experiment: Seagull simulation with "poop feature" 
 
    When Microsoft's motion control Kinect was still very fresh, Rare was working on 20 to 30 smaller experimental games that were sort of experiments. Rare wanted to see what they could do with Kinect. 
 
    Among these games was a seagull simulation in which you could do quite a bit. To control the seagull, the player had to flap his arms while tilting the seagull with his upper body. One thing that could not be missing in a seagull simulation, of course, was the possibility to "defecate" on everything. 
 
    There were even direct targets that had to be provided with seagull droppings. The only thing you couldn't do in the prototype was steal food, which seagulls love to do. 
 
    Microsoft's Kinect was launched in 2010 for US$150 and was discontinued in 2017.  
 
    [image: ]

  

 
  
   2011: Activision boss in a 'Brad Pitt' movie  
 
    Anyone who saw the Brad Pitt film Moneyball in 2011, either at the cinema or later at home, will probably have seen another familiar face alongside the global star: Bobby Kotick. 
 
    Kotick is the head of game publisher Activision and makes an appearance in the Hollywood flick. Kotick and director Bennett Miller are good friends, which is how the role came about.  
 
    Ultimately, the idea was for a good cause, as Kotick requested that Miller make a film about "The Call of Duty Endowment." This foundation, established by Activision, helps soldiers reintegrate into civilian life after their time in the army. 
 
    At the time, Kotick emphasized that he never wanted to step in front of the camera for a film again. So that was a one-time thing - and he's not listed in Moneyball's credits either. 
 
    

  

 
  
   2011: German police thwart Helghast invasion 
 
    Passers-by in Munich in 2012 were astonished when Helghast suddenly appeared near the train station - complete with black army fatigues, gas masks, combat gear and fully automatic weapons. Shortly thereafter, the police arrived and confronted the alleged aliens. 
 
    In reality, of course, it was a PR campaign for Killzone 3, which was released in 2011. The police were particularly keen on the weapons, even if they were only dummies. Carrying dummy weapons in public is prohibited, unless they are clearly distinguishable from real weapons. 
 
    The police officers took the actors' personal details and demanded that they not carry their weapons in public. This had no consequences for the PR department or for Sony. There was already an identical PR action in Munich for Killzone 2, but without causing a stir. 
 
      
 
    

  

 
   
    2011: Bethesda Quest: parents named their son Dovahkiin  
 
    In 2011, parents named their offspring Dovahkiin and received all Bethesda / ZeniMax games for life. 
 
    Bethesda itself called out this "quest" at the time, asking those parents to name their child born on 11/11/2011 (the release date of Skyrim) Dovahkiin. In the language of dragons, Dovahkiin means Dragonborn. 
 
    The Kellermeyer family took on the quest and named their boy Dovahkiin Tom Kellermeyer. This was not because of the reward Bethesda had promised, but also because their daughter already had a unique name. The son should also receive such a name.  
 
    The mother explained at the time that she had, of course, thought long and hard about what it would mean for the child to bear such a name. Even without this competition, they would stick with this name, especially since many of their friends and family were in favor of it. In the end, the family liked the name very much - so the quest reward from Bethesda was just a nice side effect. 
 
    

  

 
  
   2011: Duke Nukem Forever is finally released after 14 years of development  
 
    Duke Nukem Forever simply can't be left out of this book. It was announced at E3 1997 and has been through the hell of game development ever since. It became a running gag, a synonym for long development times, known for the probably most famous game industry saying "When it's done!" - and yet people kept clinging to hope.  
 
    In fact, there was even a release date internally: developer 3D Realms had been struggling all these years, including layoffs and a lawsuit, and was given a cut-off by Take-Two until November 2009 to finish the game by then. Duke Nukem Forever should have been released worldwide in April 2010. After 13 years.  
 
    The development itself is said to have never been stopped, some of the developers simply continued working on the game from home. Among them was Allen Blum, who was involved in the development from the beginning. The vision was simply to finish DNF one day. 
 
    Then in 2010, the sensation: Duke Nuken Forever was to be officially released after all and was taken over by Borderlands maker Gearbox. After another, but this time smaller postponement, the first-person shooter was released on June 10, 2011 for PC, Xbox 360 and PlayStation 3. This somehow also ended a legend and today hardly anyone talks about the game anymore. 

  

 
   
    2011: No backup: operator accidentally deleted MMO 
 
    A South Korean operator of online games suffered what you wouldn't wish on any company: one of its MMOs was accidentally deleted. At first glance, this is not a big deal, as companies usually have a backup on hand. 
 
    But as luck would have it, there was no backup of this game and the Free2Play MMO called M2 was directly buried. The deletion occurred during maintenance work. 
 
    The blame allegedly did not lie solely with the developer Hangame, but also with a Japanese company that shut down the servers for maintenance due to server problems. 
 
    Players who lost their valuable virtual items at least received compensation from Hansoft. 
 
    So dear developers: always make a backup of the game so that something like this can never happen. 
 
    

  

 
   
    2011: The invincible scorpion  
 
    The shooter Serious Sam 3: BFE shipped with copy protection that made it difficult for owners of the illegally downloaded version. 
 
    Back then, if a user obtained Serious Sam 3: BFE illegally, developer CroTeam unleashed a particularly nasty scorpion on the players. This scorpion was not only very fast and hunted down the main character Sam, but it was also invincible. Even the biggest guns didn't help to put the scorpion down. 
 
    Owners of the legal version, on the other hand, had nothing to fear, here the scorpion was not to be found. In addition, there was another measure: after a certain point, you no longer had control over your mouse, you looked up in the air and the view rotated in circles. 
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    2011: Epic post-it war between Ubisoft and banking company  
 
    One day, a Ubisoft employee in the French branch was sitting in his office, bored, and started sticking Post-its on his window. With these little sticky notes, he created one of the aliens from Space Invaders on the window.  
 
    His boredom was apparently so huge that more Space Invaders constructions followed. Suddenly, he saw the spaceship from Space Invaders in a window of the building across the street. The reason: An employee of the opposite bank BNP Paribas reacted to the aliens with the space cruiser. After that, Ubisoft and the other company kept alternating with new images that shone large on the respective windows. 
 
    Bowser and NyanCat were countered with Mario and Bart Simpson. Angry Birds, on the other hand, with Hobbes. Later, many well-known video game characters were found on the windows of the two buildings, including Mario, Link, Sonic, Ezio, Rayman, Pikachu and more.  
 
    In the end, the images were so large that individual figures (such as Obelix) and entities extended over several floors and almost the entire size of the buildings.  
 
    It is also interesting to note that the whole thing had a positive effect on the morale of the employees of both companies, which even led to direct contact in some cases.  
 
    

  

 
   
    2011: GeoHot cracks PS3 
 
    "If you want your next console to be secure, get in touch with me. Any of you 3. It’d be fun to be on the other side", hacker George "GeoHot" Hotz told the three console manufacturers (Nintendo, Sony, Microsoft) in 2011.  
 
    But first and foremost, he directed it at Sony, because on his website he published the root key of the PlayStation 3.  
 
    The code, which consists of letters and numbers, can be used to sign any program so that the PS3 thinks it is software authorized by Sony. This means that the programs can be executed. This also meant that the PS3 was finally cracked, since Sony could not simply change the so-called MetLdr key via an update.  
 
    Sony was of course anything but thrilled and tried to limit the damage. Sony was able to successfully obtain an injunction, which tied GeoHot's hands when it came to passing on and linking the root key. All computers and storage devices were also to be handed over. 
 
    In the end, the parties were able to reach an out-of-court settlement.  
 
      
 
    

  

 
   
    2011: The big PlayStation Network Hack 
 
    Sony took a lot of punishment in 2011: not only was the PS3 hacked and DDoS attacks made life difficult for the company, but the PlayStation Network (PSN) fell victim to one of the biggest hacks in history.  
 
    It took 2 days for Sony to take the PSN offline after the hack, and users were only sparsely informed. At that point, Sony informed that users could log back in after 48 hours. However, the extent was soon to take on completely different forms; the system remained offline for 23 days. The personal data of 77 million users was compromised. 
 
    Only gradually did Sony provide more and more insights and only after days did it admit that names, addresses and PSN passwords were affected. In addition, it was not ruled out that credit card data could also have fallen into the hands of the attackers. 
 
    The PSN outage cost Sony 171 million US dollars. As a small compensation, players received various PSP and PS3 games for free. Later, there was compensation in the millions after a class action lawsuit was filed in the US. 
 
      
 
    

  

 
   
    2011: Nintendo fan camps for Nintendo 3DS for a week in front of Best Buy 
 
    It's not new that fans like to camp out in front of stores for long periods of time for consoles, cell phones and shoes. But it's worth mentioning one Nintendo fan who waited a whole week outside Best Buy to be the first to hold a 3DS in his hands.  
 
    What's more, he normally already had the 3DS for sure and wouldn't have had to wait at all - after all, he pre-ordered one and already paid for it. So all he had to do on the Sunday the 3DS was released in the US was drop by and pick up Nintendo's new handheld. 
 
    So why the whole thing? As he explained to Raw Game Play, he wanted to keep up a tradition of sorts. He was already in line for the DS and Wii launches a few days earlier. He also wanted to support Nintendo. 
 
    On the first day there were already a few problems with Best Buy and the police, which was then clarified. On Wednesday, he was also allowed to officially open the queue. 
 
    Especially with console launches, longer camping periods are not uncommon, but a whole week is certainly not common. 

  

 
  
   2012: Intel fakes gameplay demo  
 
    At CES 2012, Intel demonstrated the new Ivy Bridge Ultrabooks with the racing game F1 2011 and played live in front of an audience to show DirectX 11. That is what the Ultrabooks should support.  
 
    However, the demo was not live gameplay, although the employee controlled the vehicle with a steering wheel during the presentation. At least it should appear that he would command the bolide himself.  
 
    However, he was quickly unmasked: Not only did its movements not match the vehicle on the screen at all - no, suddenly the navigation bar of the VLC player appeared. So everything that could be seen on the big screen was just a video. 
 
    [image: ]After the show, the employee said that another employee had steered the vehicle backstage. But that this was a lie was proven by the navigation bar of the VLC player, which appeared several times. 

  

 
   
    2012: The developer who distributed his game as a cracked version via torrent  
 
    Developer Greenheart Games put a cracked version of Game Dev Tycoon on the net via torrent at the time and made fun of users of the illegal copy. Funnily enough, Game Dev Tycoon is about building your own development studio - you have to develop games and sell them. 
 
    When Greenheart Games put the "unauthorized version" online, it didn't take long for more and more players to download Game Dev Tycoon onto their computers. However, there was a catch with this cracked version: players would spend hours building up their own studio in Game Dev Tycoon, only to be told later in the internal sales report that the game they had created had been illegally downloaded by many gamers and that sooner or later they would go broke. 
 
    And the more games the real "pirates" developed in Game Dev Tycoon, the higher the chance that they would be downloaded more often, which of course had a negative impact on sales. Thus, the users of the illegal copy were not only helpless, but by publicly asking for help with the virtual "pirates", they were also exposed as such.  
 
    Greenheart Games tried to approach users of the illegal version in a forum and draw their attention to the legit version, which could be bought from them for $7.99. However, this didn't help much; on the first day, 93.6% of players played the cracked version, while only 6.4% bought the game. 
 
    

  

 
   
    2012: Waiter, there's Mass Effect in my Call of Duty  
 
    Call of Duty: Black Ops 2 and Mass Effect 2 are two games that not only come from different developers, but also from two completely different publishers. And yet, in 2012, it happened that some gamers held Mass Effect 2 in their hands instead of Black Ops 2. At least partially. 
 
    Because some players had the misfortune at the time that the PC version of Black Ops 2 was shipped with the second disc of Mass Effect 2. Although the second disc looked like the Black Ops 2 disc - it was printed accordingly - as soon as the DVD was put into the drive, Mass Effect 2 was revealed on the disc.  
 
    The reason: the pressing plant that took care of the physical production of both games had made the mistake at the time. Either the wrong files were pressed onto the second disc, or the Mass Effect 2 disc was simply printed incorrectly. 
 
    An exchange was possible without any problems, with PC players having the advantage of also downloading Black Ops 2 directly through the Steam key without having to use the discs. 
 
    

  

 
   
    2012: Mass Effect 3 - once into space and back again 
 
    At the time, Electronic Arts launched a PR campaign for the upcoming release of Mass Effect 3, flying the game into space and back again. 
 
    The publisher attached several copies to weather balloons and let them fly into space, at least as far as it was possible.  
 
    Each game was equipped with a GPS transmitter, through which interested gamers could locate each one via the official website masseffect.com. The background: the games didn't stay up for long, of course, which meant that fans could find them using the GPS data after they crashed. So the lucky finders were allowed to play a week before release.  
 
    But to make things a bit fair and so that not just one country could enjoy the action, Electronic Arts had these balloons launched from several cities. Among them were New York, San Francisco, Las Vegas, Berlin, London and Paris. 
  
 
    

  

 
  
   2012: When Alan Wake wears an eye patch  
 
    When developer Remedy launched the game Alan Wake for the PC in 2012, it did not take long for the title to be distributed illegally. The studio allowed software pirates to actually play through Alan Wake without any real restrictions. 
 
    On the one hand, the protagonist Alan Wake wore an eye patch the entire time, which is associated with pirates at sea. On the other hand, they kindly asked to buy the original version in the loading screens. 
 
    Whether the software pirates were really impressed in the end cannot be proven. The measure did not have any effects on the gaming experience.  
 
    Two years earlier, Alan Wake was released exclusively for the Xbox 360. Later, various DLCs and a smaller standalone part called Alan Wake's American Nightmare followed. 
 
    By the way, the version for Xbox 360 was also heavily affected by software piracy: in the year of its release, the game ended up as the second most copied 360 game. 
 
    In Quantum Break, which also comes from Remedy, software pirates on the PC also lose an eye and get an eye patch. 
 
    

  

 
   
    2012: Pokémon champion throws excrement around 
 
    After a tough fight at the Pokémon Championship 2012, the then newly crowned champion Ruben Puig Lecegui fought a battle in the corridor of a hotel. But not with Pokémon cards or the latest Pokémon games, but with excrement. 
 
    However, he was not traveling alone, but is said to have fought this battle with his teammates. Allegedly, they used their own excrement - at least that's what other Pokémon players, who were staying in the hotel, reported at the time. 
 
    One of them woke up from his sleep when he was awakened by the noise. When the noise was then localized - it came from the floor with the Spanish Pokémon players - other Pokémon players as well as normal guests of the hotel called the police.  
 
    Afterwards, the rioters had to leave the hotel and The Pokémon Company International withdrew the title of former champion. A manager of the company said that they expected a certain behavior from the participants, especially since they promote a family-friendly approach.  
 
    

  

 
  
   2012: Resident Evil Restaurant in Japan  
 
    Theme restaurants are widespread in Japan and were of course nothing new in 2012. For Capcom, however, they were, as the company opened its first Resident Evil-themed restaurant in Shibuya, Tokyo. 
 
    The whole thing was appropriately called Biohazard Cafe & Grill S.T.A.R.S. and was especially aimed at fans of shredded food - in the truest sense of the word. Before that, Capcom had already opened a bar, among other things with "zombie ribs" or "brain cake". Of course, you could also order yummy G-Virus drinks. 
 
    Biohazard Cafe & Grill S.T.A.R.S. was basically a promotion for the upcoming release of Resident Evil 6. At the time, the company didn't want to run the restaurant for more than a year. 
 
    Capcom always has stores like this: In 2018, the Capcom Bar closed, and a month later, the so-called Monster Hunter Bar was introduced. Merchandise for various titles can also be purchased there. 
 
    

  

 
  
   2012: Research trip goes wrong - ArmA developer arrested 
 
    As a developer, especially in the field of simulations, you have to do the appropriate research and not just use Google Maps and the like from your office chair. You should preferably get to grips with the subject on site. 
 
    ArmA developer Bohemia has also been collecting material for ages in order to use it for current developments. But not everything always goes smoothly. During a research excursion in Greece, two of the developer's employees were arrested by the police. 
 
    They were accused of espionage, because they were caught with photos and videos of a military facility. In fact, they made the footage for ArmA 3, which is set on the Greek island of Limnos. 
 
    It wasn't until January 2013 that the news came from DayZ creator Dean Hall via Twitter, "They're home! And smiling!" 
 
    Even Czech President Václav Klaus intervened at the time and demanded the release. There were also public protests from other developers, including 2K and Warhorse Studios. Had there been a conviction, they could have faced up to 20 years in prison. In the end, they were released on bail of 5,000 euros (around $5,400). 
 
    

  

 
   
    2013: The Last of Us - problems with the cover 
 
    When Naughty Dog started working on the cover of The Last of Us, a dispute arose with Sony. The reason: the female character Ellie was put in the foreground by the developer, while main character Joel is more in the background. 
 
    Sony put a lot of pressure on Naughty Dog, especially since it is not uncommon in publishing circles to think that games with a male character sell better than games with a female character on the cover. 
 
    Naughty Dogs creative director Neil Druckmann and actress Ashley Johnson, who voices Ellie in The Last of Us, were successful in the end. So Joel moved to the background and Ellie is featured in the foreground. Even on the cover of the PS4 version, nothing has changed, even though a different artwork is used. 
 
    And as we know today, it certainly didn't hurt the sales figures. The second part for the PlayStation 4 followed on June 19, 2020, with only Ellie still visible on the cover. 
 
    

  

 
   
    2013: Farm subsidy scam with Farmville: 500,000 euros for virtual cows  
 
    Fraudsters were able to scam a whopping 500,000 euros (around $540,000) with Farmville - using agricultural subsidies or funds for dairy farms. Agricultural subsidies are granted by the European Union to farms that are not in such a good financial position or want to remain competitive.  
 
    A few years earlier, Romanian Farmville players thought that they would also be eligible for agricultural subsidies in some way. So they applied for their virtual cows and were accepted. 
 
    Thus, over a period of three years, they received about 100 to 150 euros per animal for a total of 1,860 cows at regular intervals. The fraudsters falsified the documents, of course, and presented the veterinarians with a few real cows so that the swindle could not be uncovered so quickly. 
 
    At some point the whole thing was discovered and the payment was stopped. And here's where it gets really brazen: the scammers filed a lawsuit against it, stressing that nowhere in the EU regulations is it written that you have to own real animals for the funding. 
 
    Apparently, no one felt guilty for waving the documents through. Furthermore, there is said to be no legal requirement for officials to inspect farms or look for existing cows. 
 
    

  

 
   
    2013: Sony president fell asleep on camera 
 
    Shuhei Yoshida, the then head of Sony Worldwide Studios, made people smile during a PlayStation panel at gamescom 2013. There, he took a little nap while David Cage talked about storytelling.  
 
    And David Cage is a man you certainly like to listen to when it comes to such things. After all, he and his studio Quantic Dream were responsible for games like Heavy Rain, Fahrenheit, Beyond: Two Souls and Detroit: Become Human, among others.  
 
    But Yoshida's eyes became heavier and heavier until he suddenly nodded off. Of course, this didn't escape the attention of those present. Yoshida took the whole thing with humor as usual, shared and published the link with the video several times via his Twitter account. 
 
    When asked "Did David Cage put you to sleep?", he quipped, "his voice, his voice :)." Cage's voice had put him to sleep - not seriously, of course.  
 
    [image: ] 
 
    

  

 
  
   2013: Peter Molyneux and the nearly 62,000 euro DLC 
 
    Developer legend Peter Molyneux (Black & White, Fable, Dungeon Keeper) worked on the experimental project called Curosity in the early 2010s, while offering DLC for around 62,000 euros ($67,000). 
 
    With Curosity, he wanted to get to the bottom of the psyche of social media users. This data would eventually be used in the development of a real game. 
 
    Curosity was basically about smashing a cube with several layers located in a virtual room. The whole thing was not played alone, but online with several users of the game, who worked on the cube at the same time.  
 
    Only the player who struck the final blow, causing the cube to disintegrate into its component parts, was allowed to experience what was inside the cube. And that was constantly described by Peter Molyneux as "truly amazing, absolutely unique". 
 
    To increase the chances, better tools could be purchased for cash. The highlight was a diamond chisel, which was offered for 50,000 pounds or around 62,000 euros. 
 
    Sounds crazy. But according to Molyneux, they didn't want to make money in a hurry with such a high amount, but it was part of the exploration of the psyche in line with monetization. Well, and what was in the cube, you can read at the following page…  
 
    

  

 
  
   2013: No reward for the Curosity winner 
 
    Are you curious what was inside Peter Molyneux's cube in the game Curosity? Bryan Henderson from Edinburgh was the winner at the time; he was the player who made the final hit and brought down the cube, or rather its last level. 
 
    At that time he had a choice between keeping the secret to himself or informing the public. He chose to reveal the secret: it was a video with thanks from Molyneux to the participants, as well as explanations about the reward. 
 
    The winner was not only intended to be the "supreme god" for the next game of Godus, but he was also to receive a share of the profits. However, he had never seen that. Four years later, Molyneux said that his company, 22Cans, had never made any money on Godus, and thus Henderson hadn't received any.  
 
    And on top of that, Henderson's promised role as "supreme god" was never integrated into the game - allegedly due to various difficulties during development. In this role, he was supposed to have exclusive action options that should have been above all other players. 
 
    

  

 
   
    2013: Conservative group used BioShock artwork as propaganda, scoring own goal  
 
    In 2013, the so-called National Liberty Federation used an artwork from BioShock Infinite for propaganda on Facebook. But what the federation obviously didn't know was that they were basically making fun of themselves.  
 
    But from the beginning: National Liberty Federation is a very conservative group from Florida that is associated with the Tea Party movement and has published racist texts, links and images in the past, according to several reports. 
 
    Since racism is also a theme in BioShock: Infinite, there is of course corresponding content or posters in the game. One of them is the one where George Washington holds the Declaration of Independence in his hands, while the following text is underneath: "It is our holy duty to guard against the foreign hordes." 
 
    What played into the hands of the National Liberty Federation at first moment turned out to be an own goal in the end. The propaganda in BioShock: Infinite is satire and criticism of such groups. The posters are distributed in the game by the "founders", who in turn are the equivalent of the Tea Party movement. 
 
      
 
    

  

 
   
    2013: Call of Duty developer stormed by police 
 
    Robert Bowling and his team at Robotoki were amazed in 2013 when LAPD police officers suddenly appeared in front of them with their weapons drawn. Apparently, a false alarm had been triggered by a new security system that informed the responsible department that there was a break-in.  
 
    After Robert Bowling's identity was known, the police officers encountered a heavily armed man at the window, who did not move. In his hands he held a machine gun and wore a mask. 
 
    According to media reports at the time, the police thought it was one of the burglars. In reality, however, it was just a life-size statue of Simon "Ghost" Riley from the game Call of Duty: Modern Warfare 2, which Robert Bowling worked on before Robotoki.  
 
      
 
      
 
    

  

 
  
   2013: Amazon congratulates PlayStation with Nintendo figure  
 
    Amazon Germany congratulated the Sony PlayStation on its 18th birthday in 2013. Fittingly, there were not only some offers, but also a few festive pictures showing the first PlayStation with birthday card, game figures, candles and so on.  
 
    But the well-informed gamer was astonished when he looked at the various pictures. They didn't show Sackboy or other PlayStation characters, but Kirby, among others. 
 
    The pink cuddly ball is of course a Nintendo character and can therefore only be found on BigN consoles. The second figure never appeared on the PlayStation either and is mainly found on Nintendo consoles: Maxwell. Did Amazon make a mistake here or did they not think of anything else? 
 
    Perhaps the pictures could also be interpreted as a kind of message: "It doesn't matter where you come from, who you are or what you play - our hobby brings us together." 

  

 
   
    2014: Call of Duty: ex-dictator files lawsuit 
 
    Panama's ex-dictator Manuel Noriega filed a lawsuit against Activision Blizzard in 2014 because the company used his name and likeness for Call of Duty: Black Ops 2 without permission. 
 
    In the game, he was portrayed as a kidnapper, murderer and enemy of the state. As written in the lawsuit, this was done to increase the realism in the game, which in turn boosted sales. 
 
    The then 80-year-old therefore demanded damages, although no amount was specified. The shooter was launched at the end of 2012 and generated sales of $1 billion in the first two weeks alone. So it was not exactly a small amount that was at stake. 
 
    The former dictator ruled Panama from 1983 to 1989 and has been in captivity ever since. First in the USA, then in France and finally in Panama, where he died in 2017. 
 
    The responsible U.S. court dismissed the lawsuit, citing legislation that does not even allow or stifles free speech lawsuits. Activision Blizzard's Bobby Kotick, meanwhile, spoke of a victory for a global audience that enjoys historical fiction across all art forms. 

  

 
   
    2014: Nintendo 3DS: Without Miyamoto, the improved 3D effect would probably not have existed  
 
    If it hadn't been for Mario creator Shigeru Miyamoto, the improved 3D effect of the New 3DS released in 2014 / 2015 probably wouldn't exist either. Using eye tracking, it is no longer necessary to align the device within a very limited viewing angle with the 3D effect.  
 
    The late Nintendo CEO Satoru Iwata told Time that people would certainly be familiar with the stories of how Miyamoto liked to throw everything back out the window at the later stages of a development. 
 
    It was much the same with the New 3DS. Even before the handheld's pretty much final prototype went into production, Miyamoto made a discovery of 3D technology in a completely different place. So he asked why this technology couldn't be put into the 3DS. Because if you didn't, the entire device would be pointless. 
 
    The technicians were not happy about moving the device on such short notice and working on it again. They kept asking if this was really something that should be done. But according to Iwata, he had enough technical knowledge himself, which helped to push the matter through after all. Because the technicians couldn't trick him.  
 
    

  

 
  
   2014: Twitch Plays Pokémon  
 
    That year, a real hype started on the streaming platform Twitch, where the viewers all played Pokémon at the same time. The whole thing was a kind of social experiment and caused fun, despair and confused observers for months.  
 
    The principle is easy to explain: the first Pokémon Edition (red) was shown live via Twitch, running in an emulator. The twist: all users in the Twitch chat could play the game with simple inputs. There was a choice of button commands, i.e. A, B, Start, Select, as well as down, up, right and left for the directional pad.  
 
    So you wrote the respective inputs in the chat and the software then implemented this automatically. And there was quite a bit of chaos, as hundreds of such commands came into the chat every second. The character ran back and forth, the menu was constantly opened and everything was somehow confused. 
 
    It certainly exerted a certain appeal, so it should come as no surprise that an average of over 50,000 users spent time in the stream at the same time. Over 9 million people watched after just 5 days - and the trend is rising sharply. 
 
    In the end, numerous editions were played through, including, for example, the Red Edition in 16 days, the Crystal Edition in just under 10 days, Pokémon X in 5 days, and Omega Ruby Edition in 5 days as well.  
 
    

  

 
   
    2014: Lindsay Lohan sues GTA 5 makers  
 
    Actress Lindsay Lohan sued Rockstar in 2014 for allegedly appearing virtually in the game. It took a good 2 years before a US court dropped the suit.  
 
    Specifically, it was once about the artwork with that blonde (Lohan has red hair) holding an iFruit phone in her hands and posing in a bikini. The artwork is probably one of the most famous from GTA 5 and can also be found on the game disc. However, it was already known at the time that the blonde is the British model Shelby Welinder. In addition, the model received money from Rockstar for it and also showed this in a photo.  
 
    Above all, Lohan saw similarities in the fictional actress Lacey Jonas, who has to be taken away by a paparazzi in Grand Theft Auto 5. In another mission, a red-haired actress shows up at a hotel that strongly resembles the Chateau Marmont in West Hollywood, where Lohan must have frequented from time to time. The mission is to photograph the actress having sex. 
 
    The court, however, disagreed and let it be known that neither Lohan's name nor a real image of her would appear in the game. Especially since the law, in the case of a likeness, would allow a use within the framework of "fiction and satire".  
 
    

  

 
   
    2014: Question exposes players of illegal copies 
 
    What is the square root of a fish? Don't you know? Doesn't matter, because the question was deliberately introduced by the developer of the game Skullgirls with a specific purpose: to expose players of illegal copies. 
 
    After all, this question only arises if you have obtained the game illegally. Happened at the time: Twitter user SaikyoChamp received this question in the game and thus publicly addressed the creators of Skullgirls. 
 
    He received this question after playing through the story of the game with Para and Cere. And he had no idea what it meant. 
 
    It didn't take long for the developers to comment on it via the game's official Twitter account, emphasizing that the user apparently didn't buy Skullgirls legally. 
 
    Of course, he tried to justify himself. He supposedly already owned the game on the PlayStation 3 and wanted to buy it on Steam as well. He was "this morning" on the verge of purchasing Skullgirls for the PC. However, GameStop does not sell it directly online and he did not want to leave his house. 
 
    The developer responded that it was "alright," only to write right after it, "It’s all good, man. Well... I mean, it isn’t really, but I get it. Just try to do the right thing eventually." 
 
    

  

 
   
    2015: Fan pre-orders Fallout 4 with bottle caps 
 
    A Fallout fan collected all his bottle caps well over 7 years and successfully pre-ordered Fallout 4 with them.  He sent a total of 2,240 caps to Bethesda, which is about 11 lbs.  
 
    Along with the crown caps, he sent along a letter explaining his situation: "If it's not already obvious, I'm a pretty big fan of the series. Needless to say, I got pretty excited when I started seeing more and more about Fallout 4. I've also noticed you're now accepting preorders. I only saw prices listed in pre-war dollars, and I wasn't exactly sure what the exchange-rate is these days, so I went ahead and sent everything I've been able to save since I played Fallout 3 for the first time. Using my bathroom scale and a number I found on Wikipedia, I'm thinking this is somewhere in the range of 2,240 caps. That ought to cover it, right?" 
 
    He came up with the value in the end because they were not real Nuka Cola or Sunset Sarsaparilla bottle caps, which of course reduced their value a bit. 
 
    In fact, Bethesda responded by accepting the caps as payment. Bethesda's Global Community Lead confirmed the whole thing via Twitter with a photo and promised that the fan would receive his Fallout 4 at release.

  

 
  
   2015: GameStop sold illegally copied game at Christmas 
 
    In the US, GameStop sold an illegally copied game on Christmas 2015. The game in question was Pokémon HeartGold, and it was difficult to get a copy at the company's local store at Christmas. 
 
    So the parents of reddit user Vernm51 ordered the game via GameStop.com. It arrived on time and looked like Pokémon HeartGold from the outside. After the recipient put the game into his 3DS, it didn't show up as Pokémon HeartGold in the menu, but as Alex Storm Rider from THQ. 
 
    Ultimately, Alex Storm Rider was used for an old exploit, allowing 3DS handhelds (but also DS & DSi) with older firmware to use flash cards. Any DS rom can be loaded once the homescreen is skipped. Nintendo has long since closed this exploit, with the exception of the DS Lite, as it does not allow firmware updates. 
 
    Anyway, the cheated person carried the game to a local GameStop and caused surprised faces there. In the end, he received an original version of Pokémon SoulSilver in exchange.  
 
    

  

 
   
    2015: Namco Bandai and the patent on loading screens 
 
    Loading screens are completely normal in games and are unthinkable without them. To make the wait a bit more bearable, several developers come up with something: Screenshots, tips and tricks, facts and so on. But almost only Namco Bandai had mini-games in the loading screen until 2015. 
 
    The reason: Namco Bandai owned a patent on loading screens in connection with mini-games for decades. Other companies were therefore only able to implement something in this direction to a limited extent. Either they had to pay money to Namco Bandai, or they found other ways - the best example might be the FIFA series.  
 
    This patent expired on November 27, 2015, so other companies have been allowed to implement mini-games in the form of loading screens since then. 
 
    Fittingly, a few days later, the so-called "Loading Screen Jam" was held, calling on programmers to send in interactive loading screens.  
 
    [image: ]

  

 
  
   2015: Candy Crush Extreme: torn thumb tendon due to 8 weeks of continuous gaming  
 
    A California man played the mobile game Candy Crush Saga daily for six to eight weeks and ended up hospitalized. 
 
    The man used his left hand for playing games and his right hand for everyday tasks. So he apparently never put the smartphone down and was punished for it with a torn thumb tendon. 
 
    However, this did not stop him from continuing to play, which is rather strange, since such an injury usually causes severe pain. The doctors suspected that certain games can act like a kind of "digital painkiller. 
 
    Through the excitement and also through the fun or pleasure, the games would cause the body to release certain substances, which then have an analgesic effect. At the same time, according to the doctors, this could be an indication of the addictive effect of games. 
 
    At some point, however, the man had to go to the hospital and have an operation. The reason why he played Candy Crush Saga so much every day is said to have been his unemployment, which he wanted to distract himself from. 
 
    

  

 
  
   2016: Easter Egg in Punch-Out!! discovered after 29 years 
 
    An Easter Egg in the NES classic Punch-Out!! has been discovered almost 29 years later. Reddit user midwesternhousewives has stumbled upon this Easter Egg that helps players take down the two heavyweights Piston Honda and Bald Bull in one punch. 
 
    The fact that this is possible is no longer news. However, there is a sign in the game at what time both boxers can be knocked down. 
 
    Namely, there is a bearded man in the audience who ducks down exactly when the time is right. So the next time you play Punch-Out, you should pay attention to this little Easter Egg. By the way, this is only possible with the two boxers mentioned. 
 
    In 2009, designer Makoto Wada revealed that not all the secrets in Punch-Out have been discovered yet.  
 
    

  

 
   
    2016: Ford steals Firewatch artwork for advertising 
 
    On the official YouTube channel of the car manufacturer Ford, a video or advertisement for the 2016 Ford Explorer was published in 2016, which in turn contained artwork from the game Firewatch. A flyer was also sent to customers via e-mail, which showed relevant artwork. 
 
    Developer Campo Santo wasn't happy about this, then asked a Ford dealer and got the answer that the artwork was taken from a wallpaper website. 
 
    However, Campo Santo's Sean Vanaman pointed out to Ford that the artwork in the ad included some elements that were only on the studio's (old) website, and not elsewhere. So Ford must have taken the images directly from Campo Santo's website. 
 
    In the end, Campo Santo had not taken any legal action, especially since, according to Vanaman, this probably didn't happen that rarely. Artist Olly Moss, who is jointly responsible for the look, could only laugh about it. 
 
    

  

 
  
   2016: EA regretted turning down Rocket League 
 
    Electronic Arts is showing strong interest in Rocket League today. However, that wasn't always the case, as developer Psyonix Studios approached the publisher in 2011 and submitted a draft. But EA rejected it.  
 
    Today, Electronic Arts regrets that, which should come as no surprise since Rocket League is one of the most successful indie hits. EA's Executive VP Patrick Söderlund told IGN, "Would I want to be the guy that found Rocket League? Yes. Would I want that to be an EA property? Of course I would like to." 
 
    In order to no longer miss or turn down such opportunities, EA now relies on its own initiative EA Originals, with which the company wants to find "the next Rocket League". Smaller studios and projects should be supported accordingly. 

  

 
   
    2016: Norwegian school makes e-sports a teaching subject 
 
    A school in Norway started teaching e-sports in August 2016. For the first time, 30 students were given the opportunity to be taught e-sports for 5 hours a week - for three years. 
 
    But it wasn't just gaming that was on the agenda; the students also had to endure physical exercise in order to strengthen their stamina and reflexes, for example, but also to gain some balance. The topic of nutrition also played a role. 
 
    The school organized a special classroom for it, which included gaming chairs and, of course, high-end computers with an Nvidia GeForce GTX 980Ti graphics card. The students had to bring their own keyboards and mouse, as everyone has their own preferences. 
 
    There were also evaluations or grades, namely in the areas of knowledge, skills, communication, cooperation and tactical abilities. 
 
    Dota 2, League of Legends, Counter-Strike: Global Offensive and Starcraft 2 were the choices at the time, with only two titles being played in the first year of school.  
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    2018: There's a little bit of Emperor in Kratos 
 
    For God of War (2018), creative director Cory Barlog was inspired by a discontinued Star Wars series. He himself once worked at Lucasfilm, where he had access to the famous ranch and was allowed to read scripts of the discontinued series as a writer. 
 
    "I cared about the Emperor. They made the Emperor a sympathetic figure who was wronged by this fucking heartless woman. She's this hardcore gangster, and she just totally destroyed him as a person. I almost cried while reading this. This is the Emperor, the lightning out of the fingers Emperor," Barlog said. 
 
    He had then applied this style of writing to God of War to create a version of Kratos that would appeal to both new and old fans. In the game, Kratos gets a second chance to change his ways by being put in the role of a father. So it's a character - just like the aforementioned Emperor - that Barlog says you can like.  
 
    

  

 
   
    2018: Skyrim VR lets players slim down 
 
    In 2006, it was Wii Sports; today, it's virtual reality that can challenge players physically. One example is Reddit user elliotttate, who lost weight in 2018 by playing the VR version of The Elder Scrolls: Skyrim. Within just a few weeks, he managed to eliminate 10 pounds. 
 
    Of course, he did not play Skyrim VR sitting down, which is completely comfortable, but used Roomscale VR. He hid behind crates, ducked arrows and went into battles like a Dovahkiin. 
 
    In addition, he explored everything on foot, never used a horse, and never used the fast travel function. To simulate walking as easily as possible, he put on running shoes, put mats on the floor and walked on the spot. Even when his character ran, he ran on the spot. 
 
    In the end, it not only had a positive effect on weight loss, but put the player more into the gameplay. He wrote, "Overcoming your own exhaustion and slaying a dragon after running several miles in reality gives you a whole different sense of accomplishment. You forget that running is boring and follow the hero's call." 
 
    

  

 
   
    2019: Fan criticism changes Sonic movie 
 
    When the first trailer for the Sonic movie was released in 2019, fans couldn't believe their eyes: this simply wasn't Sonic, the blue hedgehog looked completely different. Neither the proportions nor the face fit. The makers couldn't ignore the criticism either and surprised everyone with an action that hardly anyone thought was possible. 
 
    The film was postponed until next year in order to completely rework Sonic. And this despite the fact that somehow everything was almost completed. Director Jeff Fowler and his team listened to the fans and promised them that they will be satisfied in the end. 
 
    When the first trailer for the revamped hedgehog finally made its appearance, fans saw the Sonic they know from the games. At least the movie Sonic is clearly based on the original. 
 
    What's interesting about the whole thing is the speed of implementation, since such animations are enormously time-consuming.
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    2020: Ubisoft sues Apple and Google 
 
    In May 2020, Ubisoft filed a lawsuit against Apple and Google because the game Area F2 is available in both app stores. Neither Apple nor Google are directly responsible for the game, instead it comes from Alibaba. 
 
    Area F2 is a copy of Rainbow Six Siege that was developed for iOS and Android devices. The lawsuit was therefore filed to both companies because they do not want to remove the app from their stores. So Ubisoft hoped for support from the court and of course gave copyright infringement as the reason. 
 
    "R6S is among the most popular competitive multiplayer games in the world, and is among Ubisoft’s most valuable intellectual properties. Virtually every aspect of AF2 is copied from R6S, from the operator selection screen to the final scoring screen, and everything in between", Ubisoft said. 
 
    The Mobile game has been taken offline days after Ubisoft filed the lawsuit. 
 
    

  

 
  
   2020: Terraria finally finished after 9 years 
 
    Hard to believe, but it took 9 years to complete the successful Terraria. This was done by means of an update in May 2020. 
 
    Developer Re-Logic commented, "This update has been a labor of love, tirelessly worked on by our team over a good while, and we truly feel that it brings Terraria to the next level, to a place where the core game can finally be called 'complete'."  
 
    The update brought Terraria a good deal further and fundamentally revised some systems. Among other things, the difficulty level can be set for the first time since the update. 
 
    This was also the last major update for Terraria. It hit the market on May 16, 2011 and has since been released for numerous platforms, including PC, iOS, Android, Switch, PS4, Xbox One, 3DS, Vita and several more. 
 
    Terraria can best be described as a mixture of Metroid and Minecraft - it is completely 2D.  
 
    

  

 
   
    2020: Nvidia AI develops new Pac-Man 
 
    To mark the 40th anniversary of Pac-Man, Nvidia had a new version of the game developed - not by a team of humans, but by an AI. 
 
    It is called Nvidia GameGAN and was fed with 50,000 Pac-Man runs to develop a fully functional game. The whole thing was realized by means of reverse engineering. The developed game is to be offered via AI Playground. 
 
    "GameGAN is the first neural network model that mimics a computer game engine by harnessing generative adversarial networks, or GANs.," explains Nvidia. "Made up of two competing neural networks, a generator and a discriminator, GAN-based models learn to create new content that’s convincing enough to pass for the original." 
 
    "As an artificial agent plays the GAN-generated game, GameGAN responds to the agent’s actions, generating new frames of the game environment in real time. GameGAN can even generate game layouts it’s never seen before, if trained on screenplays from games with multiple levels or versions. " 
 
    "This capability could be used by game developers to automatically generate layouts for new game levels, as well as by AI researchers to more easily develop simulator systems for training autonomous machines."

  

 
   
    2020: Audi fires race driver for virtual race 
 
    Daniel Abt, son of the founder of the eponymous tuning company ABT, Formula E racer and Youtuber, was kicked off the official Formula E team by Audi for a "joke" in a virtual racing game.  
 
    This involved a virtual race of the so-called Race at Home Challenge in rfactor 2, in which Daniel had already participated frequently. When he then drove this one weekend, he set such good lap times that many were astonished. As it turned out in the end, he hired the professional sim driver Lorenz Hörzing, who unofficially represented Daniel.  
 
    The whole thing was widely reported in the german media and ultimately also landed on the table at Audi, which had far-reaching consequences for Daniel. He had to hang up his Formula E career - at least at Audi. 
 
    Daniel then gave more background information in a video and said that this was more of a joke and had been announced and hinted at beforehand in a livestream, so to speak. In the end, everything should be resolved.  
 
    "And in this stream and on this day, the idea came out of a conversation that it could be a funny action if a sim racer drives for me and maybe shows the other real drivers a little bit what he's got. We could document the whole thing and create a funny story for the fans," says Daniel. 

  

 
   
    2020: Ubisoft game accidentally published on Google Stadia 
 
    After Ubisoft's Gods and Monsters received new attention during the PS5 announcement, the game was accidentally released via Google Stadia. This was despite the fact that the game had no date for a long time at that point and was still in development. 
 
    Stadia offered an early version of Gods and Monsters that could be played by users under the code name Orpheus. Naturally, Ubisoft was not pleased and Stadia apologized.  
 
    According to Ubisoft, this was a version from the time of E3 2019, which was presented to selected members of the press at the time.  
 
    Ubisoft Quebec's Marc-Alexis Cote told Eurogamer, "This footage is from our E3 2019 demo, which was shown to select press last June and is now over one year old. Much has changed since then in terms of features, tone, art and character design, and even the name of the game." 
 
    [image: ]Stadia, on the other hand, said, "A few hundred gamers were able to play it for less than 30 minutes. We sincerely apologize to our partners at Ubisoft for this mistake." 
 
    

  

 
   
    SNES to prevent children from going outside 
 
    Sounds funny at first, but there is a serious and topical issue behind it: the great pandemic in 2020.  
 
    To give Japanese children an incentive to prefer staying home during the pandemic, the Japan Retro Game Association gave away Super Nintendo consoles to 100 households. 
 
    Fittingly, there were still classic games, such as Donkey Kong Country and Final Fantasy VI.  
 
    The consoles were of course not new and visually corresponding to the age, partly very yellowed. However, they were previously refurbished and tested. 
 
    In order to receive such a console, there were certain requirements. On the one hand, a form had to be filled out, and on the other, shipping costs had to be covered. In addition, the consoles, which changed hands by means of a lottery, only went to households with children under the age of 16. 
 
    

  

 
  
   Why Zelda's Link never speaks 
 
    Even in 2020 and beyond, Link in The Legend of Zelda is not expected to ever be dubbed. But why, actually?  
 
    Nintendo's Eiji Aonuma spoke to Polygon a while back about the voice acting in The Legend of Zelda: Breath of the Wild, saying that he wanted it to leave a lasting impression on players first and foremost. 
 
    "It’s really difficult to leave an impression on players with just text. It’s not that I made everything voiced. But I have these moments where I want to leave impressions on users. I add voice there," Aonuma said. 
 
    By "not all voiced" he means Link in particular, who hasn't uttered a word in any of the Zelda games so far. And there's a specific reason for that: "If Link said something the user doesn’t agree with, that relationship between the user and Link would be lost. That’s why I chose not to go with that." 
 
      
 
      
 
    

  

 
  
   Assassin's Creed: why the creator no longer plays Ubisoft games 
 
    Patrice Désilets, the creator of the Assassin's Creed series, has mixed feelings about Ubisoft. He played his last Ubisoft game in 2012 - Assassin's Creed 3. He seems to have finished with the company's games. 
 
    "I'm not a good person to ask about how I feel about Ubisoft games I haven't played an Ubisoft game since 2012. I played the first two hours of Assassin's Creed 3, and that was it," says Désilets. 
 
    He went on to say, "With all due respect, I love Ubisoft very much, but I cannot see their logo on my TV screen. It feels too personal. This is my flaw. I'm too personal." 
 
    You can't blame him, because after working on Assassin's Creed 1 +2 and Brotherhood as Creative Director, he left Ubisoft to join THQ Montreal. There he worked on the project 1666: Amsterdam. The studio was acquired by Ubisoft in 2013, and Désilets was terminated just a few months later. He got the rights back again. 
 
    About his first exit from Ubisoft, he said, "I would say that I had a mental crisis. All of these years coming to the same building with the same people, day after day, had taken its toll. Keep in mind that I’m a guy who studied arts and literature. I wanted to be creative but suddenly I’m working on an office. All that joy of something that was fresh and new was gone. My girlfriend confronted me. I had a family but I never saw them. Deep down I was just unhappy for multiple reasons."

  

 
   
    The records of Metal Gear Solid 
 
    At this point you'll get a little look at the records of Kojima's series that Metal Gear Solid has set in the years since the first part. 
 
    For example, did you know that Metal Gear from 1987 was the first console game to use the stealth mechanic? Although there were games before that that used elements like hiding and disguise, Metal Gear was the first game to fully use these elements. This is how the stealth sub-genre was born. 
 
    Metal Gear Solid 2: Sons of Liberty was the first stealth game to feature "collective intelligence," according to Guinness World Records: Gamer's Edition. This allowed the guards to act as a team and even communicate off-screen. The first interactive digital graphic novel also goes to Metal Gear - Metal Gear Solid: Digital Graphic Novel was released for the PSP in 2006. 
 
    The first PSP game to use Wi-Fi hotspots was Metal Gear Solid: Portable Ops. This allowed players to download new bonus features, such as additional characters. 
 
    And Metal Gear Solid 4: Guns of the Patriots also holds records: once for "Longest cutscene in a videogame" with 27 minutes and once "Longest sequence of cutscenes in a videogame" with 71 minutes.  
 
      
 
      
 
    

  

 
   
    Solid Snake and Stanley Kubrick's 2001: A Space Odyssey. 
 
    The Metal Gear series has some connections to Stanley Kubrick's cult film 2001: A Space Odyssey. For example, protagonist Solid Snake was named after the film's character David Bowman. 
 
    As fans of the series should know by now, Snake's real first name is David. Hal Emmerich's name - known as Otacon - is also a reference to the film and the supercomputer HAL 9000. 
 
    In Metal Gear Solid, there is even a conversation between Solid Snake and Hal Emmerich or Otacon, which is also an allusion to the film. 
 
    Snake: "My real name is David, Otacon.
Otacon: "I'm Hal, Dave. "
Snake: "Oh, that's right... Hal. Hal and Dave? That's a good one. "
Both: "Ha ha ha ha..."
Snake: "Maybe we should take a trip to Jupiter..."  
 
      
 
      
 
    

  

 
   
    Nissan Leaf: car with achievement system 
 
    The Nissan Leaf is an electric car that has an achievement system or "game" called CARWINGS. The goal: to get as far as possible with as little energy as possible. 
 
    So the more economical the driver is, the greater his chance of winning an achievement or award, as known from games on consoles, PC and smartphone. 
 
    The system measures the energy consumed for a specific distance driven, calculates average values and compares them with other Leaf drivers. This means you can measure yourself against other drivers and compete directly with them. 
 
    The idea is ultimately to achieve the most energy-saving driving style possible among drivers. The Nissan Leaf has been in production since 2010 and was the world's best-selling electric car until the end of 2019. 
 
    

  

 
   
    Portals "the cake is a lie" and the ghosts 
 
    In 2013, the TV station KJRH-TV published a small report about ghost hunters called Sooner Paranormal of Oklahoma. In it, the camera crew is led through an old house, later encountering a blackboard with the large inscription "the cake is a lie". 
 
    Gamers know what it's all about, of course: Valve's Portal. So the news channel finally said that a person or a "something" must have written it. Or in other words, a ghost. According to the report, this saying historically (!) means that a promised reward was never handed over, so they concluded that "someone down here" doesn't seem to be very happy.  
 
    Players then pointed out to Sooner Paranormal of Oklahoma that "the cake is a lie" was a well-known phrase from a game. It rained numerous criticisms, to which the ghost hunters also reacted and made clear that the channel probably added some things. Of course, they themselves know where "the cake is a lie" comes from. At no time did they claim that "the cake is a lie" had a paranormal cause. 
 
    On its own Facebook page, however, the team finally wrote that the time frame when the phrase "the cake is a lie" appeared on the board was unusual: it was written on the board two years before Portal was released. Okay, maybe a little creepy after all.

  

 
  
   Amiga 2000 controls air conditioning at 19 US schools since 1985 
 
    As early as 1985, an Amiga 2000 has been controlling air conditioning as well as heating from Grand Rapids, Michigan, at a total of 19 U.S. schools - TV station Wood-TV reported in 2015. 
 
    In the early eighties, the device was purchased to replace a computer that was the size of a refrigerator. As it is said, the Amiga 2000 can start and stop boilers, for example, as well as fans, pumps and so on. It also displays temperatures and other things. 
 
    The system behind it was programmed at the time by a student who lives in the area and can still help with problems today. 
 
    According to GRPS Maintenance Supervisor Tim Hopkins, the system would use a radio frequency that would relay a signal to the respective schools and receive the status of the buildings within a few seconds. The only problem, he said, is that the computer uses the same radio frequency as some of the maintenance department's walkie-talkies. And that basically hampers the whole thing a bit, but that can be fixed with a little effort. 
 
    If the computer should break down some day, someone would have to control all the systems manually. A new, more up-to-date system would be quite expensive: between 1.5 and 2 million US dollars.  
 
    

  

 
   
    Princess Peach's castle would be an expensive investment in reality  
 
    How much would Princess Peach's castle cost in reality? The website movoto.com tried to add it up in 2013. 
 
    The castle from Super Mario 64 with its 453,060 square feet or 42,090,6513 m² was used for the calculation. Now we have to consider which region in reality could be comparable to the location of the castle in the Mushroom Kingdom. 
 
    It is located next to abundant green meadows, nearby are mountains and hills and waterfalls, and the days are long and sunny. And, of course, there are mushrooms there. Thus Movoto came up with Oslo in Norway, which shines quite similarly. 
 
    The site was unable to locate what a square foot would cost in the region, so they looked at luxury properties. So they concluded that the princess's castle in Oslo would cost $2,099 per square foot. 
 
    That adds up to a total value of $950,972,940. Not included in this price are things like the moat, the land, and the paintings.  
 
    [image: ]

  

 
   
    Why 2D Mario is more popular than 3D Mario 
 
    There are two types of pure Mario jump'n'runs: one in 2D and one in 3D. Both types stand on their own and are still extremely well received by fans. But in the end, it's the 2D titles that sell better and have more appeal. 
 
    But why is that? Does a certain nostalgia factor play a role here? Can this be credited at all, however, since many younger players and "casual players" in particular prefer the 2D Marios to the 3D offshoots? 
 
    Producer Masataka Takemoto disagrees somewhat and believes he knows the answer. According to Takemoto, many gamers would have problems with 3D adventures, or at least find it difficult to control the fat plumber (and other characters in 3D games) in a three-dimensional environment. 
 
    It's not that one game is better than the other, but that people are less comfortable with 3D controls than with 2D mechanics. And that's why he believes the New Super Mario Bros. series will be better received because it seems easier to players. 
 
    This statement dates back to 2012, and it's worth pointing out that Super Mario Odyssey is at the top of the list, with a good 18 million units sold (as of May 2020). And that is 3D, after all. The 2D adventure New Super Mario Bros. Deluxe U is only at 7 million. To be fair, it should be noted that it was also released for the Wii U and is a new edition.  
 
    

  

 
  
   Castlevania facts 
 
    
    	 Gabriel's outfit in Castlevania: Lords of Shadow is based on the one seen on the cover of the NES game Simon's Quest. 
 
    	 Guillermo Del Toro's work had a great influence on the 'Lords of Shadow' series. 
 
    	 Those who complete the NES game Castlevania III: Dracula's Curse with the character Trevor Belmont will witness the wedding between Trevor and Sypha Belnades in the final scene. In Mirror of Fate, Trevor is also married to Sypha Belnades. 
 
    	 In the Japanese version of Castlevania: Lords of Shadow, Hideo Kojima lends his voice to the Chupacabras. 
 
    	 In the Japanese NES version of the original, the game state can be saved. This feature was removed for the international version.  
 
    	 The legendary Konami Code, which was first used in the game Gradius (1985), is not included in the first Castlevania games (from 1986). It wasn't until the Game Boy version Kid Dracula (1993) that the Konami code could be used for the first time, with the game only spitting out "Sorry, that won't work". 

   

  

 
   
    Why is Super Mario chubby anyway?  
 
    While in games and movies the superheroes are supposed to be muscle-bound and pretty boys, Nintendo went completely different ways with Super Mario in the eighties. Roughly speaking, nothing has changed until today.  
 
    He still wears a mustache, he's still a plumber, and he still refuses to go on a diet. But why is Mario so chubby in the first place? 
 
    Similar to the cap and his mustache, it's also his girth that was integrated for technical reasons. According to Shigeru Miyamoto, Mario was simply adapted to the technology of the time and not to make him look cute. 
 
    The resolution was low and the gaming platforms of the time could only recognize collisions between squares. That was also the reason why he made Mario a bit more lush. Today's consoles, on the other hand, can detect collisions between round and irregular shapes.  
 
    [image: ] 
 
    

  

 
   
    Man with first name Wii lives happier thanks to Nintendo  
 
    Some may still remember the presentation of the Wii console, because it was advertised under the name Revolution at the time. Shortly after, the announcement of the final name, Wii, caused a lot of bellyaching among the fans.  
 
    A man who grew up in New York faced harsh setbacks throughout his life, not least because of his name. One day, in 2006, his brother wrote him an email that said, "Holy sh*t, the new Nintendo system is named like you. " 
 
    Unbelievable, but true: The man's name is Wii Yatani in real life and he was 26 years old at the time of the announcement. According to the statements at the time, he leads a happier life thanks to the naming, as other people would now respect and accommodate him more. However, any attempt to contact Nintendo failed. 
 
    

  

 
   
    Man caused power outage in hospital because of Silent Hill  
 
    The Silent Hill series should be familiar to most gamers. Silent Hill not only offers horror and action elements, but also some puzzles. The puzzles can sometimes be very challenging for the player, depending on the difficulty level, and then lead back to reality. At least that's what happened in the Netherlands in 2009.  
 
    The man, who was 35 years old at the time and named Jan H., was in the hospital and intentionally caused a complete power failure there so that all electrical devices no longer worked. He testified in court that he thought he was in the video game Silent Hill and had to interrupt the power circuit in a puzzle to get a toothbrush. 
 
    As if that were not curious and implausible enough, the court even acquitted him. It was said that the man was believed and that he was suspected of having a psychosis. Therefore, he did not have to serve a sentence, but instead received psychiatric treatment. His alleged mental absence lasted about 45 minutes, during which no one was harmed.  
 
    

  

 
   
    Gearbox helped Borderlands fan with marriage proposal  
 
    Developer Gearbox was not only busy finishing Duke Nukem Forever in 2011, but also helped Borderlands fan Ben with a marriage proposal. He himself and his girlfriend are big fans of the role-playing shooter. 
 
    Ben stopped by Gearbox several times (lives nearby there) and, along with the team and CEO Randy Pitchford, put together a video in one week in which Claptrap, known from Borderlands, showed up and more or less announced the marriage proposal. 
 
    Ben invited his friends under the pretext of exclusively showing the first trailer of Borderlands 2. However, everything turned out differently, especially to the surprise of his future wife.  
 
    Spoiler: she said yes. 
 
    [image: ]

  

 
   
    Up your skirt: SEGA's video games for men in Japanese toilets  
 
    In 2011, SEGA installed the first prototypes of the so-called SEGA Toylet in Japanese men's toilets, which is still in use today. Here, they rely on video games that are installed directly above the urinal. But since the Japanese don't have their hands free during their little business, sensors inside the bowl are used.  
 
    The sensors are fed by the urine stream, so that you ultimately control the games through it. For example, there is a game in which you have to remove graffiti with your urine stream. Another game is about competitions with sumo wrestlers. 
 
    But really "typical Japanese men" is only one of the games where the gentlemen are likely to queue up in rows. In the game "The Northern Wind, The Sun and Me", you control a gust of wind with your urine stream, which in turn blows the skirt of a young lady upwards. And there's even a multiplayer game called "Battle! Milk From Nose", in which you can compete with the previous user.  
 
    

  

 
   
    Atari buried 4 million E.T. games in desert, were dug up again in 2014 
 
    For decades, the whole thing was a myth: In 1982, Atari released a game for the Atari 2600 to match the movie E.T. - The Extra-Terrestrial, which is considered one of the worst games of all time.  
 
    The company had about 5 million copies produced and ended up with about 3.5 to 4 million that no one wanted. According to the myth, Atari buried the remaining games near Alamogordo, New Mexico. 
 
    Until 2014, it was still unclear whether there was any truth to the whole thing. In the eighties, there were only a few newspaper reports (including the New York Times and the local daily newspaper) and interviews about it. Atari itself never wanted to confirm it and rather beat around the bush.  
 
    In order to unravel this myth, the Fuel Industries studio set out on a search in 2013 / 2014 and made a documentary. Later, Microsoft also came in support - everything happened more or less in line with the 30th anniversary. 
 
    In the end, buried modules were indeed found, though not millions. So the myth is true. Some of the unearthed E.T. modules ended up on eBay, 700 of the modules went to the New Mexico Museum of Space History, 100 to Lightbox and Fuel Entertainment. If you want to learn more, you can watch the documentary Atari: Game Over. 
 
    

  

 
   
    Pac-Man creator was inspired by pizza 
 
    On May 22, 2020, the cult character Pac-Man turned 40 years old. It all began on the picture tube of a video game machine, where a small, yellow and voracious pile of pixels must be steered through a maze to devour small dots. Meanwhile, Pac-Man is haunted by ghosts. 
 
    The game principle is simple and reached cult status in just a short time. Even today, Pac-Man games are published - it is impossible to imagine the world of games without the little rascal.  
 
    But how did its creator Tōru Iwatani come up with the idea or design of Pac-Man in the first place? According to his own statements, he was inspired by the sight of a round pizza that was simply missing a piece. And not only that: Pac-Man, or Puck Man as it was initially called in Japan, is a reference to the Japanese word paku paku. And that means something like "to open and close the mouth while eating".
  
 
    Pac-Man in Sweden's subway 
 
    In the subway in Sweden there are vent grids in which not only normal circular holes can be found, but occasionally even holes in the shape of Pac-Man including the three ghosts.  
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    Mario carried a gun in the beginning 
 
    In an interview with the Japanese magazine Famitsu, Shigeru Miyamoto revealed that Super Mario originally carried a pistol. The control scheme was designed so that you could shoot the gun with the A button, run with the B button, and jump with a push up on the directional pad. 
 
    They also thought about a shoot-'em-up level where Mario would float on clouds and shoot enemies. However, this was later discarded, as Nintendo wanted to focus more on the jump&run interludes. The bonus levels in the sky, which were integrated after all, represent the rest of this idea. 
 
    In the end, Nintendo decided to replace the pistol with fireballs, which was certainly the best decision they ever made. However, Miyamoto also addressed the first power-up and how he was inspired to do it. The first prototype of Super Mario didn't show much of the world, which didn't sit well with people. They just wanted to see more of the game world, but Nintendo didn't want to make Mario smaller. 
 
    So they decided to recreate the world based on a little Mario and then make him bigger. That was the moment when the idea of Super Mario was born, where little Mario gets bigger through an item. And Nintendo came up with this item through people in folk tales who go into the forest and eat mushrooms all the time. So the game world was called Mushroom Kingdom and a mushroom made Mario taller.  
 
    

  

 
   
    What a working day of Shigeru Miyamoto looks like  
 
    Have you ever wondered what Shigeru Miyamoto does all day at work? After all, he created characters such as Mario, Donkey Kong and Zelda / Link, among others, and has his creativity flow into many current games. So he has a lot to do.  
 
    According to Miyamoto, the best way to describe his workday is: "Continuously playing games, studying their content, and sharing my opinion with developers." In doing so, he puts most of his working time into playing. 
 
    He often plays ten different games at the same time (one after the other, of course), but extrapolated over the year, he plays three games particularly intensively. These are mega-busters like The Legend of Zelda, where every move has to be perfect. 
 
    He always writes down his impressions of the respective game as a checklist and immediately goes to the director of the title with it. He then tries to describe everything in detail and explain his reasons as clearly as possible. 
 
    And when he works overtime again, he ends up playing for up to 10 hours.

  

 
  
   Did Nintendo's Virtual Boy hurt the VR industry? | First LED display for consumers 
 
    Did Nintendo's failed Virtual Boy hurt the VR industry? At least, that's the opinion of Oculus founder Palmer Luckey. 
 
    Because even though the console is called Virtual Boy and it looks like a VR headset, it is basically not one. Luckey believes that this is one of the reasons why the Virtual Boy has hurt the VR market to a certain extent. 
 
    "It doesn't offer head tracking, has a small field of view, and was actually a monochrome 3D TV," Luckey said. He calls the console's flop a "real shame because the Virtual Boy's association with virtual reality has hurt the industry in the long run."  
 
    At least he also found positive words: "It had the first LED display in a consumer product and up to that point probably the best contrast of any display." 
 
    The Virtual Boy was launched in Japan and the US in 1995 and was a total flop. Although it provides a real 3D effect, the technology has its pitfalls and the range of games is quite limited. One of the catches is that the image is only displayed in shades of red in various nuances. Moreover, it causes discomfort and headaches for some players, provided they play for a longer time. Later, Nintendo wanted to use colored LEDs in an improved version, but the plans were never implemented. Either way, there are some nice games for the Virtual Boy, such as Wario Land and Mario's Tennis.  
 
    

  

 
   
    Sony's Walk of Game 
 
    Probably everyone knows the famous Walk of Fame in Hollywood, where stars and starlets have been regularly honored with stars on the sidewalk since the late 1950s. 
 
    Sony presented such a counterpart for the games industry in 2003, whereby such stars are located in the Metreon in San Francisco. Game characters, but also developers and games themselves should be honored there. 
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    In the end, however, only a handful came together, as the Metreon was sold in 2006 and there have been no efforts in that direction since. 
 
    If you pay a visit to the Metron, you'll find the stars of Shigeru Miyamoto, Nolan Bushnell, John Carmack and Sid Meier. 
 
    But the characters Link, Mario, Sonic and Lara Croft were also honored. In addition, Halo: Battle for the Future, EverQuest Final Fantasy and StarCraft are represented as games.

  

 
   
    Konami loses original source code of Silent Hill 
 
    When Konami released the remake of the Silent Hill HD Collection in 2012, the sometimes serious bugs were the main cause of annoyance for players. As a result, there was even a partial sales stop in the USA. As Senior Associate Producer Tomm Hulett admitted at the time, old, incomplete source code was used for the development of the new edition. 
 
    The reason for this decision was not just a whim of the developers, but Konami had actually lost the source codes of the two originals Silent Hill 2 and Silent Hill 3. So the team had to switch to older code, which was unfinished and had many bugs. 
 
    "We got all the source code that Konami had on file – which it turns out wasn’t the final release version of the games," Hulett said. 
 
    "So during debug we didn’t just have to deal with the expected ‘porting’ bugs, but also had to squash some bugs that the original team obviously removed prior to release, but we’d never seen before." 
 
    "A lot of assets such as textures and sound had to be taken out of the compiled game, and that brings with it a host of unique issues, especially taken on top of the tricky coding workarounds at play in the original games. We certainly had our hands full.

  

 
  
   Robin Williams and his video game passion 
 
    The late U.S. actor Robin Williams (Good Morning Vietnam, Good Will Hunting) had a certain passion for video games and showed it when his children were born: both bear the names of video game characters.  
 
    He was particularly fond of Call of Duty multiplayer, which he often played online. On Jimmy Fallon's late-night show, he once joked that when he ran into 10-year-old gamers and they shot him down, they would yell into the mic, "You're my bitch. Hey old man, I own your ass." He also liked to play at night and meet international players whom he directed through the maps. 
 
    Robin Williams started playing when the first video game consoles came on the market. He says he played Zelda in particular very often. For this very reason, his daughter was named after Princess Zelda. But his son Cody also bears the name of a video game character. Unfortunately, he did not want to go into more detail. For example, there is a Cody in Street Fighter. 
 
    In the past, Robin and Zelda appeared in several commercials, including from Nintendo and The Legend of Zelda, respectively. 

  

 
   
    A Monkey Island grog, please 
 
    In 2009, an Argentine TV station was pranked by Monkey Island fans, who took the whole thing quite seriously and formed a cautionary report out of it.  
 
    A few fans dropped an email to station C5N about a new fashion drink called Grog XD. Grog? That rings a bell. And at the very latest, the addition of XD should make you feel screwed.  
 
    But the reason for the reporting was apparently the recipe that the young people sent along, which was life-threatening for outsiders. To mix a grog, there must be ingredients such as rum with acetone, SCUMM, kerosene, sulfuric and battery acid, among others. 
 
    The physician Dr. Alberto Cormillot was called in for reporting. During his Internet research via Google, he had found out that SCUMM is a delivery service for alcohol. SCUMM (Script Creation Utility for Maniac Mansion) has nothing to do with alcohol, of course, but serves as the engine for the classic LucasArts adventure games. 
 
    By the way, C5N further reported that the government will contact owners of various nightclubs to address the issue of Grog XD. I wonder if nightclubs would really serve Monkey Island grog? After all, the stuff eats through glasses and other things.

  

 
  
   Defiance: The game that is also a TV series 
 
    The Defiance project was quite ambitious. It is not only a game, but also a TV series, and both should harmonize with each other. 
 
    Defiance launched in April 2013 as a series-game hybrid, mixing both mediums. The special feature was that the series and the game influenced each other. What happened in the game also happened in the TV series - and vice versa.  
 
    For example, there was a crossover event where players had to destroy an epidemic to prevent it from spreading to the TV series. 
 
    A good year later, the MMO was converted to Free2Play. Unfortunately, the TV series with new seasons no longer exists. It was discontinued in 2015, the game servers were shut down 2019. A fourth season was never commissioned because of the poor ratings. 
 
    Even then, lead designer Trick Dempsey indicated that if the series ended one day, the game would definitely continue. 
 
    After all, the game could stand on its own two feet and do quite well on its own. After all, they had to do without the series for nine months after the first season ended.  
 
    

  

 
   
    Why is Cortana naked in Halo? 
 
    Have you ever wondered why Cortana always appears naked in the Halo games? Development Director Frank O'Connor has an answer: "She's not really naked, because she doesn't have any clothes or genitals. She's sort of wearing a holographic body stocking; it's imagination." 
 
    And so through that, you would think that she would appear naked. On the other hand, there is a reason why she appears naked at first glance. AI characters choose how they appear to represent their personalities, according to O'Connor. Some choose to wear clothes, but Cortana is not a conventional AI. 
 
    "In the case of Cortana, she's a little different than other AIs because she was illegally cloned from a real human brain. And one of the reasons that she appears that way visually is to attract others and get attention," it continues. 
 
    She should distract and stall with her demeanor, always having the upper hand in conversations.  
 
    

  

 
   
    Donkey Kong Racing, the cute GTA 
 
    After the hit Diddy Kong Racing for the N64, Rare also tried its hand at a GameCube racing game. This was called Donkey Kong Racing. But fans can possibly consider themselves lucky that it never appeared. Because in the end it had nothing to do with a kart racer, instead it went more in the direction of Grand Theft Auto - only in a "cuter" way. 
 
    The original idea for the title was to no longer limit the player to just one animal character during the races. Instead, it would have been possible to switch between several and different animals. Larger characters would have been able to punch their way through obstacles, for example, while smaller characters would have been able to maneuver much better. 
 
    Later, when Rare was bought by Microsoft, the company created a new prototype for the Xbox, for which they took a lot of inspiration from Grand Theft Auto 3 and integrated Sabreman as a character. Sabreman is the hero from the 'ZX Spectrum' adventure game Sabre Wulf. At the same time, the project was renamed Sabreman Stampede. The development lasted another year before it was finally discontinued. 
 
    According to former lead designer Lee Musgrave, Donkey Kong Racing ended up being a "cute Grand Theft Auto set in Africa". Sabreman Stampede is not an unknown project - already in 2003 there were rumors that Donkey Kong Racing became that title. 
 
    

  

 
   
    State of Decay and the hidden penises 
 
    For years, the zombie survival game State of Decay protected a secret that not even the developers knew about: lots of penises. Whether you can still let that pass as an Easter Egg is questionable. 
 
    Because no one from developer Undead Labs integrated these penis symbols, but freelancers or external employees who allowed themselves a joke. Originally, the studio was simply too small to handle such a project on its own. So they got help from outside. 
 
    As Undead Labs' designer Geoffrey Card explained at the time, the external workers brought in small penises via drawing everywhere in the game. Due to the low resolution of the XBLA title, this also bypassed quality assurance.  
 
    Only when the Year One Edition was developed for the Xbox One with Full HD resolution did the makers notice the contractors' little joke. They ruled out a collaboration for the future. 
 
    "Undead Labs was not aware of the textures in question until they began the process of exporting textures for State of Decay: Year-One Survival Edition, and they are not visible in the original edition of State of Decay. Undead Labs is no longer working with the contractor in question, and this material will not be present in State of Decay: Year-One Survival Edition," it said in a statement.

  

 
   
    Diablo Junior: Blizzard's Game Boy game 
 
    Author David Craddock once revealed in an interview that Blizzard originally wanted to develop Diablo for the Game Boy as well. He mentioned the Game Boy Color and Advance as systems. It's not news that Blizzard was working on a mobile Diablo for Nintendo handhelds. In fact, a team was working on such a version, but only created a prototype to see how the game would do on the Game Boy and if it could be implemented.  
 
    This prototype has existed as a ROM for several years, while corresponding "game videos" can also be seen on Youtube. However, this prototype doesn't offer too much content. As Craddock further explained, work on the game was started right after Diablo 2 was finished. Blizzard divided Blizzard North into two teams, among which there was a small group that worked on the Game Boy version. 
 
    They called the game Diablo Junior and it was supposed to be a pure single-player game and even a prequel to the original. The game was based a bit on Pokémon: Diablo Junior was to be released in three versions, with each game featuring a different main character. In addition, players would have been able to trade items with each other to complete their collection. 
 
    The heroes were supposed to start their adventure in a "unique" city before they could have entered dungeons and co. - Blizzard calls these zones. The project was discontinued in the end because the costs for the development on a handheld were too high. 
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    In all the years of my games journalism career, the animal rights organization PETA has also been a recurring headline.  
 
    At this point I don't want to evaluate such an organization in any way, because the protection of animals is important. Instead, I would like to give a little insight into partly curious times with their connection to video games.  
 
    In the past, PETA has also published small flash games, some of which are not bad at all. You can find them at games.peta.org. 
 
    [image: ]

  

 
   
    2008: SEGA's monkey video 
 
    Originally, the music game Samba de Amigo was released for Sega's Dreamcast and Arcade, but a Wii version followed in 2008, which SEGA promoted with commercials at the time, among other things. The game is anything but violent and should rather be seen as a party game for a family evening. 
 
    It wasn't long before PETA railed against these commercials. The videos showed a real monkey swinging to the beat with maracas.  
 
    And that's exactly what PETA was a thorn in the side of, pointing out to Sega that the monkeys would go through hard times for such promotional efforts.  
 
    According to statements at the time, they are separated from their mothers at a very early age, have to learn humiliating tricks, and get electric shocks if they don't obey. SEGA immediately removed the commercials from their website and said that they would never advertise with monkeys again. 
 
    

  

 
  
   2009: PETA gives positive award to Fable 2 
 
    Fable 2 was without a doubt one of the highlights of 2008 and also left PETA with positive feelings. In 2009, creator Peter Molyneux received another award for his glass showcase.  
 
    In fact, the animal rights organization PETA gave the game an award with the title of "Most Animal-Friendly Video Game". PETA liked Fable 2 because tofu-fed warriors can feel at least as strong, fit and attractive as meat-eaters.  
 
    By eating a plant-based diet, you earn purity points in the game, while meat makes your character fatter and uglier. That's why Fable 2 is a vegetarian's dream, according to PETA. 
 
    I wonder if, along with all the euphoria, they noticed the dog that can be used as a fighting beast and punished? 
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   2010: Super Tofu Boy 
 
    If you had to name one of the bloodiest games of 2010, it would be Super Meat Boy. Of course, this title with the bloody meatball didn't leave PETA unscathed, and the organization gave it some really fun competition: Super Tofu Boy. This is an homage in the form of a mini-game that thoroughly delighted gamers and can still be found on the official website today.  
 
    In the original, Meat Boy has to save his great love Bandage Girl, but in the PETA game, it's Tofu Boy who has to rescue Bandage Girl from Meat Boy's clutches. 
 
    But Super Tofu Boy isn't just a carelessly cobbled together game, PETA made a real effort to create a 1:1 copy. Of course, copy is not the right word, but rather it is based on Super Meat Boy in terms of style and game mechanics. Even the difficulty level is quite high. 
 
    Developer Team Meat expressed positive surprise about Super Tofu Boy and even welcomed it.

  

 
   
    2011: PETA does not like Mario's Tanooki suit 
 
    The animal rights group PETA had it in for Nintendo's plumber Super Mario in 2011. But not because he permanently stomps on turtles, but because he slipped back into his Tanooki suit in Super Mario 3D Land. Incorrectly, Mario was also called Raccoon Mario with this suit, but it's actually a tanuki. 
 
    And that's exactly what pissed off PETA, since the animal is threatened with extinction because the fluffy tail is so popular with people. For this reason, PETA asked Nintendo to remove the Tanooki suit from the game - this was just less than a week before release. 
 
    The reason why PETA wanted the suit removed: Since Mario wears this suit, he would show that it is quite normal and also okay to kill animals brutally. 
 
    Fittingly, PETA also released a mini-game called Super Tanooki Skin 2D, where all supporters can take revenge on Mario. 
 
    

  

 
  
   2011: Battlefield 3 and violence against animals 
 
    In Battlefield 3 there is a scene in which the protagonist has to climb through a tube as silently as possible to avoid being discovered by the enemy troops. At one moment, however, he is attacked by a rat and has to pull out his knife. By the way, the sequence is predefined and doesn't allow for an alternative storyline. 
 
    In any case, this scene was commented on by PETA as follows: "PETA points out that the killing of virtual animals can also have a brutalizing effect on the young male target audience. Again and again, there are also cases of animal cruelty in Germany, in which young people kill animals in a cruel way." 
 
    It went on to say, "In the past, they often got inspiration for these acts from violent movies and computer games. [...] Once this first step of brutalization - in the form of animal cruelty - is taken, it's often not far to violence against other people - scientists have long since found that out." 

  

 
   
    2012: Trainers mistreat their Pokémon 
 
    Pokémon Black & White Version 2 was freshly launched in 2012. PETA took advantage of this to present its view of the popular pocket monsters. In addition, the organization once again created a small mini-game.  
 
    According to statements made by PETA at the time, Pokémon, just like animals in the real world, are treated like emotionless objects and abused for entertainment and experimentation. PETA denounced the way Pokémon are put into Pokéballs, which is like chaining an elephant in a freight car. 
 
    They only let him out to perform confusing and often painful tricks taught to him with spiked sticks and electric shocks. If PETA existed in the world of Pokémon, their motto would be that Pokémon do not exist to be mistreated. Instead, they would exist for their own unique reasons. And this message should be delivered to children after all, they said.  
 
    [image: ]

  

 
  
   2013: Assassin's Creed: Black Flag and whaling 
 
    In Assassin's Creed: Black Flag, whales can be killed to obtain raw materials. PETA didn't like that at all and wrote in a statement at the time: "Whaling—that is, shooting whales with harpoons and leaving them to struggle for an hour or more before they die or are hacked apart while they are still alive—may seem like something out of the history books, but this bloody industry still goes on today in the face of international condemnation, and it’s disgraceful for any game to glorify it." 
 
    As a result, PETA generally urged video game companies to develop games that celebrate animals but do not advertise hunting and killing.  
 
    Ubisoft's reaction was not long in coming. In a statement, the company pointed out that history is an important part of Assassin's Creed. The pirate spin-off is a work of fiction, peppered with real events from the time of the Golden Age of Pirates. They don't want to endorse whaling, and they don't want to endorse the pirate lifestyle, such as poor hygiene, pillaging, sinking ships, and things beyond the legal alcohol limit. So the games are meant to be authentic in a way.  
 
    

  

 
   
    2013: Starcraft 2 - Even Zerglings have feelings 
 
    When StarCraft 2: Heart of the Swarm launched in March 2013, PETA was on hand in California as part of the expansion's launch under the synonym "Terrans for the Ethical Treatment of Zerglings," handing out flyers that read "Zerglings Have Feelings, Too."  
 
    The flyer featured one of the Zerglings in "cute form" while renaming the game PetaCraft 2: Heart of the Swarm, so to speak. In a PETA blog post, marketing director Joel Bartlett wrote that while playing StarCraft, he noticed that the Zerg were treated more like animals. 
 
    Here it is necessary to remember, even if the Zerg are not real, that on our planet there are many creatures that look similarly strange or even exotic, but deserve to receive empathy. 
 
    And just because crocodiles and snakes look "alien" doesn't mean skinning them alive for shoes, belts and handbags, according to Bartlett. If the Zerg existed in our world, they should be respected and understood rather than sent directly to them by a battleship. 
 
    "What I'm saying is, look at these cute Zerglings. How could anyone ever want to harm a Zergling? " says Bartlett.  
 
    

  

 
   
    2013: PETA against Pokémon and Nintendo / McDonald's  
 
    Even with the release of the two editions Pokémon X and Pokémon Y, PETA couldn't resist sending the little pocket monsters out into the wild and keeping them safe from all the evil players. In the form of a flash game. 
 
    At the same time, Nintendo's cooperation with McDonald's was denounced, so PETA pleaded for vegan food. At least they could be credited with the fact that the little Flash games were getting a little better in terms of quality.  
 
    The Flash game starts you off with Pikachu against a bloodthirsty version of Hamburglar. The fighting gameplay is more or less the same as in the Pokémon titles. You choose your attack to inflict damage on the opponent. 
 
    Once the fight is over, a bonus video is unlocked. After that, we continue towards a McDonald's branch, where the first sick customer is already waiting. What happens from then on is best experienced by yourself. You can find it at games.peta.org. 
 
    

  

 
  
   2017: Why 1-2 Switch for Nintendo Switch was also criticized 
 
    When 1-2 Switch for Nintendo Switch was launched alongside the console, PETA criticized Nintendo's mini-game collection. They addressed the Japanese company in a letter. 
 
    "Our staffers and activists have recently played the cow-milking minigame for Nintendo Switch and realized that you've taken all the cruelty out of milking. We have more than 35 years of experience investigating dairy farms where cows are exploited for their milk, and it is NEVER that pleasant for these animals. Can we kave some realism here, please?" it said. 
 
    PETA also had a few suggestions for improving the game to make it more realistic. For example, Nintendo should include appropriate sounds or let the cows sound when their calves are snatched away. 
 
    Also, the process of so-called "insemination", i.e. sperm transfer, was to be shown. Nintendo had never responded to this.  
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    2019: 11 years later Cooking Mama receives praise  
 
    Back in 2008, the virtual cooking game Cooking Mama was not at all well received by PETA and was not only criticized, but also given a flash game called Mama Kills Animals. To be found, of course, on the official website. 
 
    Thus, the organization wrote: "Mom looks innocent. A cheerful woman with a twinkle in her eye and who loves to cook. But think for a minute about what happens to the animals for Mom's meals, and the fun cooking game isn't so innocent anymore." 
 
    At the same time, the creators were encouraged to make future games more animal-friendly. 
 
    And yet: In 2019, the game Cooking Mama: Cookstar won the so-called Proggy Award from PETA, where Proggy stands for progress. They praised the 90 meat-free recipes in the title. 
 
    "Cooking Mama's vegetarian game mode is sure to be a hit with all gamers who are committed to choosing kindness over cruelty," PETA said. 
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 Small appetizers 
 
    

  

 
   
    At this point you'll find a few shorter snacks for in between, which you'll quickly forget. Perfect to have a quick look every now and then.


  
 
    From Laura Cruz to Lara Croft 
 
    Tomb Raider's Lara Croft was originally called Laura Cruz. Toby Gard of Core Design initially had a male character in mind for an interactive film, but he looked too much like Indiana Jones, so they switched to the South American Laura Cruz. 
 
    Ultimately, however, developer Core Design wanted a more common name for the UK, which is why they simply took the phone book and picked out the name Croft from there.
  
 
    Man married a video game 
 
    A man who calls himself SAL9000 married his girlfriend Nene Anegasaki in 2009. Nene, however, is not a living being, but the virtual wife in his Nintendo DS. Those present at the wedding were SAL9000's family, friends and the press.  
 
    Also curious should be that after the wedding, which by the way was broadcast online at the time, a petition for "marriage between humans and two-dimensional characters" was launched and signed by over 3,500 people. 
 
    

  

 
  
   Half-Life 2: Gordon Freeman and his alien friend 
 
    Gordon Freeman was originally supposed to be accompanied on his adventure by a friendly alien that would have consumed the bodies of dead enemies. Valve decided against it, however, because the programming of the alien's artificial intelligence was too difficult.
  
 
    Marlon Brando collaborated on EA's The Godfather 
 
    Even before The Godfather actor Marlon Brando died in 2004, he was working on EA's game of the same name. He contributed sound recordings at the time, but they weren't used in the end because his aged and mumbled voice didn't really fit. In the end, another actor with a similar voice was hired.
  
 
    Okami should look realistic 
 
    The PS2 hit Okami, which is also available for Switch and other platforms, was originally supposed to have a realistic look. In the end, however, the developers opted for a comic-like drawing style because the PlayStation 2 didn't have enough power for the project. 
  
 
    The first video game heroine 
 
    The first female video game character was sent to the screens in 1981, with little surprise: Ms. Pac-Man. The game of the same name is sort of a successor to the classic, with more variety and less predictable ghosts. 
 
    

  

 
   
    Nobody knows who created Castlevania 
 
    It's not really clear who the creator of the Castlevania series really is, especially since Japanese developers liked to use synonyms in the games' credits back then. However, it is believed that Hitoshi Akamatsu might have created Castlevania.  
 
    He worked on the first 3 parts in a leading position and then disappeared from the gaming scene after accusing Konami of greed. Hardly anyone knows what he does today. Even interview requests go nowhere. 
  
 
    Fallout 4: GTA 5 as inspiration 
 
    For the post-apocalyptic role-playing game Fallout 4, Bethesda drew inspiration from Grand Theft Auto 5, among other things.  
 
    Game director Todd Howard told Gamespot in an interview, "I look at that game and think, “Wow, I just don’t know how they did this. That’s what we try to create, that sense of going anywhere and doing anything. GTA V does it so well. It puts you in its world and it makes you its director. It says yes to the player a lot, and that’s what we try to do. It’s just a phenomenal game."
  
 
    Space Invaders is the first game with highscore and background music 
 
    Space Invaders was pioneering in many ways. But did you know that it was the first game with a high score and background music?

  

 
  
   Duke should have had gay robot companion  
 
    As Gearbox CEO Randy Pitchford once revealed, Duke Nukem Forever was originally going to have a gay robot as a companion. Since sexuality is a part of Duke's personality, the robot was originally intended to show Duke's reaction to a character with a different sexual orientation. In addition, the robot would have been in the situation where it would have had to sacrifice its internal organs (nuclear generator) to defeat the aliens. 
  
 
    Space Invaders: from slow to fast 
 
    In the classic Space Invaders, the alien attackers move faster if you destroy them one by one. So far known. But the movement from slow to fast originally had technical reasons, which can be traced back to the original arcade version.  
 
    The more objects are displayed at the same time, the more the computer tries to calculate and consequently the slower the aliens move. If fewer aliens or objects are displayed on the screen at the same time due to the destruction, then the display requires less computing power and the faster the objects move towards the virtual Earth.

  

 
  
   PlayStation 2: Start screen reveals the game behavior 
 
    When you turn on the PlayStation 2, different towers shine at different heights. Depending on the console or player, the structure looks different, because the towers actually represent the gameplay and the respective playing time. The more titles you play, the more game saves you have, and the longer you've spent in the virtual worlds, the bigger the towers are. Each block represents a game or savegame.
  
 
    The game with the longest title is... 
 
    No, it's not "AaaaaAAaaaAAAaaAAaAAA!!!! - A Reckless Disregard for Gravity", but actually the 251 character "Simple DS Series Vol.14. The Jidousha Kyoushuujo DS - Gendoukitsuki Jidousha, Futsuu Jidou Nirin, Oogata Jidou Nirin, Futsuu Jidousha, Fusuu Jidousha Nishuu, Chuugata Jidousha, Oogata Jidousha, Oogata Jidousha Nishuu, Oogata Tokuchuu Jidousha, Kenbiki".
  
 
    SEGA Saturn was the first console with internal memory 
 
    SEGA's Saturn platform, released in 1994, was the first console with an internal memory. The 32 kilobytes easily managed to store 5 to 6 games. And not only that: the copy protection was only cracked in 2016 - until then it could only be circumvented with mod chips and import modules.  
 
    

  

 
   
    Diablo playable online since 1997 
 
    The action role-playing game Diablo, published by Blizzard in 1997, can still be played online. This makes it the longest supported online game.
  
 
    Played through: Pac-Man makers did not know ending 
 
    Billy Mitchell, one of the most famous and criticized arcade record keepers, was the first gamer to play through the classic Pac-Man in 1999. Fun fact: the game's creators didn't even know you could play through it, as it was designed for infinite play sessions.  
 
    When playing through the game, the so-called kill screen appears after 3,333,360 points, which the developers have never seen before. It consists of data garbage and bugs, which is caused by an overflow of a variable or level counter. Put simply. In the meantime, Mitchell was stripped of the record, as were others, but in 2019 he was able to demonstrate the perfect Pac-Man run again, including the kill screen, and in 2020 he officially received the world records back.
  
 
    World of Warcraft and the plague 
 
    In 2005, the MMORPG World of Warcraft struggled with a programming error, which unleashed a kind of virtual plague that spread among players. There was panic as more and more virtual corpses appeared in the game, more and more players became infected, and no cure was in sight. In the end, Blizzard had to intervene with a game reset. Scientists are still feeding off this plague and the players' behavior in 2020, using the experience to fight viruses.

  

 
   
    World of Warcraft: Henry Cavill almost missed Superman call  
 
    Among other movies, actor Henry Cavill is known as Superman. But he almost missed the important phone call that gave him the role in the end. He was playing World of Warcraft at the time, as he once said. 
  
 
    World of Warcraft: Level 90 in the starting zone 
 
    Reaching level 90 in the World of Warcraft starting zone sounds impossible at first, but one player did it in 2014. He only collected plants and mined to gain experience, creating a neutral level 90 character that was neither on the Horde nor the Alliance side. It took him over 170 days. 
  
 
    Dreamcast was first online console 
 
    Although Nintendo, for example, had accessories for going online with the NES in the nineties, SEGA's Dreamcast was the first console with a built-in modem and online functionality ex works. This made it possible to play online with other gamers. So games like Phantasy Star Online, Star Lancer and also Quake 3 Arena were released. Another special feature was the possibility to control websites via mouse and keyboard (and also controllers).

  

 
   
    E3 1997: Probably the most important game announcements 
 
    At no other E3 were probably so many games announced that were later groundbreaking or at least play an important role in the history of games, as it was the case in 1997. Or did you know that Half-Life, Metal Gear Solid, Goldeneye, Fallout, Banjo-Kazooie, Prey and Duke Nukem Forever were announced within only 3 days? Then there was Unreal, Goldeneye 007, Oddworld, Panzer Dragoon Saga, Quake 2, Star Fox 64, Resident Evil 2 and Time Crisis. 
  
 
    Ghosts 'n Goblins: two runs for the end 
 
    Ghosts 'n Goblins is really hard. However, if you make it to the last level, you don't get to see the end. Instead, you are told that everything was just an illusion and that you have to start all over again. If you play through Ghosts 'n Goblins for the second time, you will only see the real end. It was released in the 1980s and has been released for numerous platforms, including NES, Atari ST and C64. 
  
 
    Space Invaders caused coin shortage in Japan 
 
    When the arcade classic Space Invaders was released in Japan in 1978, it caused a shortage of 100 yen coins there. Because you needed them for the machine to be able to play the game. And that was in extremely high demand at the time. 

  

 
   
    Probably the most famous grammar mistake 
 
    In Zero Wing from 1989 for the Mega Drive, the following sentence can be seen and heard: "All your base are belong to us." It sounds kind of funny and developed into a real joke trend in the nineties, which took on even greater proportions over the years. Even companies like Google and YouTube picked it up, including by means of Google Doodle and maintenance notices.
  
 
    China: Prisoners had to play MMOs 
 
    A 2011 report from The Guardian stated that prisoners in China were forced to play MMOs and earn in-game currency. Whether that is still the case - presumably it is - remains unclear. Among other games, World of Warcraft had to be played. At the time, there was talk of 300 prisoners who had to play MMOs in 12-hour shifts. However, they would not have received any money.
  
 
    Angry Birds and Clash of Clans boosted Finland's economy 
 
    Nokia's great downfall had far-reaching consequences for Finland's economy. Fortunately, two games were able to revive it: Angry Birds and Clash of Clans. According to reports at the time, both titles were partly responsible for the fact that more and more startups were founded and things started to look up again.  
 
    

  

 
   
    Silent Hill and the fog 
 
    It's hard to imagine Silent Hill without fog. And it doesn't only have a gloomy use, but it was mainly added due to hardware limitations. The fog ensures that only those objects and environments that are actually visible have to be rendered by the hardware.
  
 
    960 consoles were released 
 
    Worldwide, 960 different consoles have now been released, while 11 consoles have been discontinued before their market launch. In 2020, Sony and Microsoft have sent their next platforms into the race with the PlayStation 5 and Xbox Series X, respectively. The very first commercial console was the Magnavox Odyssey and was released in the US in 1972. 
  
 
    Record for modules blow 
 
    Especially older players may be familiar with blowing in contacts of modules to remove dust. Kamal Ray set a record on Jimmy Fallon, blowing 43 modules in 20 seconds. 
  
 
    But blowing in modules can be harmful  
 
    Did you know that blowing is useless and can even be harmful to the contacts in the long run? By removing and reinserting the module, there is only a higher chance that the contacts of the module and the console find each other. Meanwhile, the contacts can be damaged by the moisture or spit over time.  
 
      
 
      
 
    First game was created in the 1940s 
 
    No, Pong is not the first game, even before that there were attempts and implementations that pass for games. Theoretically, its predecessor Tennis for Two is not the first video game (!) created on an oscilloscope in 1985. If you go back even further, it was Thomas T. Goldsmith Jr. who created a kind of rocket simulation on a tube computer in 1947. This was called "Cathode Ray Tube Amusement Device" and consisted of a cathode ray tube that sent the electron beam to an oscilloscope. In it, you had to hit targets with a beam of light. 
  
 
    Atari Football - first game with scrolling 
 
    Atari Football was developed in 1973, but was not released until 1978. The reason: the screen didn't move along and the players could therefore only run within a small area. And when Atari Football was released at the end of the seventies, it was the first game with scrolling or with a moving screen as soon as the character runs to the edge.
  
 
    What the first Mac and SEGA's Genesis have in common 
 
    SEGA's 16-bit console was launched in 1988 and contains a version of the same Motorola processor used in the first Apple Macintosh.
  
 
    First handheld with color screen 
 
    This was not SEGA's Game Gear from 1990, but the Atari Lynx, which was already shipped to retailers in 1989. In the end, however, the Game Boy emerged as the winner, technically behind the competition.

  

 
   
    From Monkey Nuts to Halo 
 
    Before Halo got its official title, developer Bungie had several ideas. The first title for Halo was "Monkey Nuts". Later followed "Blam", "The Santa Machine", "Star Child" and "Hard Vacuum". Fortunately, Bungie decided to go with Halo after all.
  
 
    Dreamcast almost got a Wii-like controller 
 
    As with other consoles and companies, SEGA was working on various controller prototypes for the Dreamcast. And one of these prototypes was strongly reminiscent of Nintendo's Wiimote. The controller featured various buttons, an analog stick and actually motion controls. In the end, the motion technology was used for the maracas to Samba de Amigo. 
 
    Fun fact: Virtua Tennis can be played with the Dreamcast Angel via motion control. The Dreamcast was simply ahead of its time. 
  
 
    Silent Hill and the Schwarzenegger movie 
 
    The classic game Silent Hill and the classic movie Kindergarten Cop with Arnold Schwarzenegger are set in the same place. Primarily, it's about the same school with many common details and various decorations from the set, including posters. And not only that: the two plots are not that dissimilar, and the character Harry wears the same outfit as Schwarzenegger's movie character.  
 
    

  

 
   
    Wing Commander: Thanks for playing 
 
    When Wing Commander was released in 1990, it was shipped with a bug that the developers couldn't fix. This is because whenever you exit the game, an error message appears. To get around this somewhat and not have it appear like a bug, the programmers simply rewrote the text of the error message. So every time you exit Wing Commander, the message "Thank you for playing Wing Commander." appears.
  
 
    PC gamers beware: Keyboards are dirtier than toilets 
 
    According to an English study, toilets are more hygienic than PC keyboards. Too many bacteria and impurities lead to illnesses in front of the PC and damage health in the long run. If you want to confirm the evidence from the study, you should turn over your keyboard and shake it. The best thing to do is to clean it regularly. And don't forget the mice and controllers. 
  
 
    Fallout 2 was the first game with same-sex marriage 
 
    It took time for video games to gradually open up to same-sex love. One of the pioneers was the Fallout series - the second part is the first game in which same-sex marriage was ever made possible. Today, it's impossible to imagine life without it. 
 
      
 
    

  

 
   
    'Escape from New York' studio wanted to sue Hideo Kojima 
 
    It's been clear for a while that Hideo Kojima is a fan of John Carpenter's classic Escape from New York starring Kurt Russel. He was inspired by the film for Metal Gear Solid and also included a few allusions or homages. 
 
    As Carpenter revealed in an interview with The Hollywood Reporter, rights holder CanalPlus wanted to sue Kojima because of the similarities: " CanalPlus wanted to also go after the video game Metal Gear Solid, which is kind of a rip-off of Escape From New York, too, but I told them not to do that. I know the director of those games, and he’s a nice guy, or at least he’s nice to me. "
  
 
    Please not too many opponents at once 
 
    Do you know this? Your game character is surrounded by numerous enemies and in the end you feel good about having defeated 10 or 20 nasties? This is often due to the AI system "Unit Slotting", which is used in God of War, the Batman series and Assassin's Creed, among others.  
 
    This ensures that not all enemies attack at the same time, but rather 2 or 3, depending on the developers' taste. This is supposed to make players feel lucky and good about having succeeded against larger groups of enemies.  
 
      
 
      
 
    

  

 
   
    Bayonetta and the language of angels 
 
    In the action classic Bayonetta, the angels speak an incomprehensible language. However, unlike some other games, this language was not developed specifically for the title, but is based on a now dead language from the 16th century. It was carried on by John Dee, who claimed that angels had taught it to him. 
  
 
    Dead Space: My name is Isaac Clarke 
 
    The protagonist of the sci-fi horror series Dead Space is Isaac Clarke, who has to fight against all sorts of creatures in space. The name is no coincidence, as it is based on two well-known authors. Once Isaac Asimov, who wrote the novel "I, the Robot". And the last name comes from Arthur C. Clarke, best known for "2001: A Space Odyssey". 
  
 
    BioShock and the connection with Shining 
 
    For BioShock, the makers were inspired a bit by the cult film Shining. The Little Sisters, who were originally supposed to look different, are based on the twins from the film. In addition, the bathysphere or pressure chamber is also called Torrance Hall - an allusion to Jack Nicholson's film character Jack Torrance. Originally, Pirates of the Caribbean director Gore Verbinski even wanted to direct a BioShock movie in the style of 300 (film), but nothing ever came of it. 
 
    Fun fact: The creatures in BioShock were once inspired by the monsters from Scooby Doo, but those designs were dropped to make them seem more human.  
 
    

  

 
   
    Diablo should use stop motion 
 
    Diablo, created by David Brevik, was originally supposed to use stop-motion technology. However, the project was dropped because it would have been too time-consuming. You have to imagine it like this: there are always single images of non-moving and always only slightly repositioned motifs, which then represent movements in a row. This always looks a bit choppy, but has its own special and still popular style.  
 
    Blizzard is taking up the idea of stop motion again for Diablo 4, using various animation techniques and dissolves to give the movements a different feel. Only time will tell what this will look like.
  
 
    What does Natalie Portman have to do with Diablo? 
 
    Well, I can't say that either. But somehow it's funny and absurd at the same time: if you invert the start screen of Diablo (like Photoshop and co.), you'll find the hidden message inside: "Natalie Portman rocks." Strange: the actress was just 15 years old when Diablo was released and far from being a big Hollywood star.  
 
    

  

 
   
    Why Crash Bandicoot shows his face 
 
    When Crash Bandicoot was being developed, there were initially only levels that showed the character from behind. However, developer Naughty Dog (yes, the Uncharted studio) was concerned that this would prevent players from really getting to know Crash. So, sections where he runs towards the camera were also included. The creators internally called the levels Indiana Jones levels, because such a scene can be seen in the movie "Raiders of the Lost Ark".
  
 
    Street Fighter 2: Combos created by programming error 
 
    Street Fighter and other beat 'em ups are hard to imagine without combos. However, these were not originally planned, at least in the second part, and only came about due to a programming error. In the end, the test players liked the possibility of combos so much that it became an important component. Combos are the stringing together of attacks or moves.
  
 
    Call of Duty players consume more ammunition than the US Army 
 
    While the US Army fires a good 1.5 billion rounds per year, the virtual number in Call of Duty is significantly higher. Of course, the number rises and falls from time to time, but roughly speaking, CoD players only need 17 hours to fire 1.5 billion rounds. 
 
    

  

 
   
    Gears of War 3 leaked to internet – 3 months ahead of release 
 
    While it's always the case that games end up illegally on the net weeks before their official release, a whole quarter of a year beforehand is rather rare. And then still completely playable. This is what happened with Gears of War 3 in 2011.  
 
    The version that was distributed via torrent was a developer version. Therefore, it only ran on dev kits and on specially modified consoles (JTAG). Such a version can come either only from the developer's circles or also from editors who own a debug console.
  
 
    Gears of War 3 and the T-shirt vote 
 
    Players were allowed to vote on the fate of Clayton Carmine and whether he will die like his two brothers in the game before Gears of War 3 was released. The voting was done by purchasing two virtual shirts for the Xbox avatar.  Thus, one could either purchase a shirt with the inscription "Save Carmine" or with "Carmine Must Die".  
 
    Although people were asked to pay for the T-shirts, the proceeds went to the Child's Play Foundation. At Comic-Con, you could even buy real T-shirts with the respective inscriptions for 20 US dollars. How did the vote turn out? Find out in the game.  
 
    

  

 
   
    South Park accidentally shipped uncut in Germany 
 
    When South Park: The Stick of Truth was released in 2014, there was a recall in German stores. The reason: the role-playing game was only supposed to be released in Germany in censored form, but was released uncut due to an error at the pressing plant. That should hardly ever happen nowadays, though, because fewer and fewer games are being cut for Germany in the meantime.  
 
      
 
    29 years later: The first Final Fantasy with German localization 
 
    Fans of the series had to wait 29 years for this - then came redemption with Final Fantasy XV: a complete German localization. It is the first Final Fantasy to offer German texts and even a German voice output. The title was released in 2016, the first Final Fantasy was released in 1987. 
  
 
    As punishment: father sells game for $9,100  
 
    2007: Because a father caught his son smoking marijuana, he unceremoniously sold his Guitar Hero 3 game on eBay. It was originally intended as a Christmas present, and the father ended up $9,100 richer. That's how much he was able to achieve with the auction.

  

 
   
    Many updates against piracy 
 
    When Cities: Skylines was released in 2015, piracy was 0 percent on the first day and 16 percent on the second. According to developer Paradox, they found a pretty good way to fight illegal copying.  
 
    The best DRM is Steam Workshop, which offers user-created content. Furthermore, the automatic and regular update process on Steam is much more convenient than having to wait for an update for the illegal version of Cities: Skylines. 
 
    For example, Paradox had updated the game Magicka 14 times within 13 days. The software pirates would then have given up for a while, because it was too much effort, according to Paradox' Sham Jorjani.
  
 
    If every employee has to play through a game mandatorily 
 
    Those who wanted to work on XCOM: Enemy Unknown, developed by Firaxis, first had to play through the original from 1994. According to lead designer Jake Solomon, some people on the team didn't even know the game, but were given a few days to play through it. 
 
    He said that if they didn't make it to Cydonia by the end of the week, the employees wouldn't have to try to stay on the team or even be accepted into the team at all. Of course, this sounds very harsh, but no one was fired because of this, especially since there were still other projects waiting in the company.  
 
    

  

 
   
    SEGA's holographic display 
 
    With Time Traveler, SEGA presented a technically innovative arcade game in 1991 that used holograms. These in turn were recorded by actors and displayed on the special screen as if you could touch them. What was revolutionary ultimately buckled before the arcade phenomenon Street Fighter.  
 
    Time Traveler offered impressive technology like from a sci-fi movie, but couldn't keep up with the arcade favorite Street Fighter in terms of gameplay due to simple quick-time events. So success was not a given in the long run and SEGA developed a fight game with Holosseum using this technique. But again, Street Fighter was just too powerful and SEGA said goodbye to the technology.
  
 
    Eighties: typing games from magazines 
 
    Okay, older people know this, of course, but it's more likely to cause a small "aha" effect in younger readers: if you bought a game magazine in the eighties, you got new games for your platform (such as Commodore or Atari) every now and then. However, they were not included on a data carrier, but you had to type out programming code and number sequences page by page yourself.  
 
    So you wrote the game or program yourself, whereby the smallest typing error could ensure that nothing worked. And somehow it was never really clear what kind of program you were actually programming into your computer until you started it.  
 
    

  

 
   
    Woman gives birth to child and just continues to play 
 
    In 2005, a Chinese woman gave birth to her child in an Internet café. But instead of taking care of her child afterwards, she simply continued playing the online game. She also refused help. People present took the child, cared for it and notified the authorities. Which game was more important to her than her child was not communicated in the media. 
  
 
    Only one life 
 
    With One Single Life, an interesting concept around permadeath was implemented in 2011. In the game, which received a sequel in the same year, the player only has one life. That's not unusual, but if you die, that's it. You can no longer play One Single Life and are locked out forever. So one wrong step means the final end. Similar in this regard are the games Upsilon Circuit and One Life. They can only be played once and then never again. 
  
 
    Angry Birds: Swine flu led to green pigs   
 
    In Angry Birds you shoot colorful birds at green pigs. Developer Rovio was inspired by the swine flu that was going around at the time. Rovio's Ville Heijari once revealed this in an interview with PocketGamer. 
 
    

  

 
   
    TV series borrowed from Mass Effect  
 
    For the TV series Marvel's Agents of S.H.I.E.L.D. and the episode The Bridge, the creators obviously used Mass Effect. Only those who look closely and are familiar with Mass Effect should even notice that, since the graphics are from the artwork titled Mass Effect 3: Earth Alliance. 
 
    So the background in the series is basically the Alliance building on Earth. The only differences are the backgrounds, the flag in S.H.I.E.L.D. and the lack of towers and lettering on the facade. And if you look closely, you can even still see the shadow of the Normandy. The rest is absolutely identical - including the angle of view. 
  
 
    Mass Effect 3 and the outcry 
 
    Mass Effect 3 caused a huge outcry among fans in 2012, which led developer BioWare to release a free DLC and fundamentally expand the game in one thing: the ending. At least 70 percent of fans were dissatisfied with the ending and demanded improvements, since it was the end of the great Shepard story. 
 
    The pressure on BioWare was so enormous that the studio worked on a Mass Effect 3: Extended Cut and equipped the ending with additional film sequences and epilogue scenes. With that, the story around Commander Shepard and his crew was told.  
 
    

  

 
   
    The first Steam game and the outcry 
 
    Steam has become an indispensable part of many gaming PCs. It is the largest gaming platform for the computer. The first game for Steam was Half-Life 2, which was released on November 16, 2004 and shipped together with Counter-Strike: Source. Of course, you had to register both titles via Steam, and an Internet connection was mandatory. 
 
    At the time, this caused an outcry, as it had never happened before in this form - especially not in a single-player game. Half-Life 2 simply could not be played without an Internet connection. And users of an analog modem, which was still widespread at the time, were at a severe disadvantage. Even the Federation of German Consumer Organisations issued a warning to Valve. As is known by now, Steam prevailed and received numerous comrades-in-arms over the years. 
  
 
    SEGA game released 27 years later 
 
    Clockwork Aquario was originally developed in 1992 by Ryuichi Nishizawa (Wonder Boy) on SEGA's System 18 arcade hardware, but was never released. Then in 2020, the good news: Strictly Limited Games was able to track down the game's source code and joined forces with ININ Games and SEGA to bring it to market after all.  
 
    However, things like sound effects, music and some graphics could not be restored, so some ex-members of the original team were hired to work on it again.

  

 
   
    Game could erase entire hard disk 
 
    Myth II: Soulblighter, developed by Bungie (Halo), originally had a serious bug that could erase the entire hard drive. Fortunately, this didn't happen, since the creators were able to withdraw all copies before they were sold in stores. The error occurred when the game was not installed into the default folder, but into another folder or onto another drive. If you used the faulty uninstaller to remove Myth II from your hard drive, you would delete all the data in that folder at the same time. For example, if you only used the C: drive, everything in it was gone.  
  
 
    Solid Snakes beautiful butt 
 
    Since Solid Snake is mostly seen from behind in Metal Gear Solid 3: Snake Eater, Hideo Kojima made sure that his rear end is particularly nice to look at.
  
 
    Player gets job as soccer manager 
 
    Let someone say that gaming is not worth it. In the early 2000s, a young Swede got a job as a soccer manager in a supporting role because he was pretty good at Football Manager. He had no practical experience, only on the virtual pitch. But other players had similar luck, including a Serbian and a Briton who evaluated data for different soccer clubs. And that was only because of their experience with Football Manager. 

  

 
   
    THQ Nordic prefers to watch World Cup and cancels E3 appearance 
 
    Maybe it was just a marketing stunt. And somehow you could understand the guys and gals. In 2018, the company stayed away from the E3 Expo in order to watch the World Cup instead.  
 
    "It is with great regret that we at THQ Nordic must report that we will be unable to miss a single moment of this great sporting event. Therefore, we will be forced to stay in our lovely Viennese beer gardens, blowing the froth off a couple, watching football and one or two cool press conferences on Twitch (looking at you, Devolver) instead of rocking it ourselves. We have to admit, we are going to miss our 9 AM pint of beer in the „Ye Olde King’s Head“-Pub in Santa Monica, where they show all matches live, but with the World Cup being held in Russia, it would mean a 7 AM beer – that’s too early, even for Austrians, let alone the Swedes," the press release stated. 
  
 
    Sonic spice makes feces blue  
 
    Now this is a little disgusting: SEGA released a Sonic spice or curry in Japan in 2018, which seems inconspicuous at first glance. If you ingest the spice and later do your big business in the toilet, you'll find blue feces. I spare you pictures also at this point.

  

 
   
    Shadow Man 2 and the advertising on real tombstones 
 
    In 2002, the industry giant Acclaim, which closed just two years later, made negative headlines when a rather morbid PR campaign was planned for the PS2 title Shadow Man: 2econd Coming. The company, from which the German branch distanced itself at the time, wanted to place advertisements for the game on real tombstones.  
 
    After all, Shadow Man is about death and other things, and Acclaim wanted to promise financial support to the surviving relatives of the deceased, whose grave was to be decorated with advertising, and to cover part of the funeral costs. The church, the press and others didn't think that was cool, which is why the campaign was called off in the end. Acclaim tried to justify itself, calling such advertising “deadvertising”.
  
 
    Aliens: Colonial Marines and the typo 
 
    Remember Aliens: Colonial Marines, which came out in 2013 and was simply slammed by the press and gamers? No wonder, since the quality was anything but what was promised in the trailers and screenshots. One point of criticism was the poor AI of the aliens. Then in 2018 it came out that at least this point was due to a typo in the program code. A modder corrected the typo, making the aliens behave much more "realistically". However, this does not change anything about the rest of the game.  
 
    

  

 
   
    Google Doodle cost world economy 120 million dollars 
 
    When Google published its Pac-Man doodle in 2010, many people around the world played the classic game in their browsers on that Friday. If the consultancy RescueTime is to be believed, this cost the global economy 120 million US dollars. According to this, employees would have spent 36 times more time on the Google website. That is allegedly 4.8 million hours, while an average gross wage of 25 dollars per hour was used for the calculation.
  
 
    L.A. Noire uses real crimes as a template 
 
    In Rockstar's L.A. Noire, everything revolves around crime. The developers were inspired by real cases that happened in the 1940s. Among them is "The Lipstick Murder", whereby the creators didn't implement the complete cases, but sometimes used special elements, such as the eponymous red lipstick, which was used to write on the corpse.
  
 
    Just Cause 2 and the connection to the TV series Lost 
 
    In Just Cause 2 there is an Easter Egg from the TV series Lost. The mysterious island from the TV classic is in the game - if you fly over it with your plane, it explodes and crashes. 

  

 
   
    When a boss knows your moves 
 
    Metal Gear Solid offers the craziest boss fight twist, if you can call it that. Because Psycho Mantis can't be defeated in the conventional way - apart from the fact that he can be weakened in other ways with a few tricks.  
 
    But when the game came out for the PlayStation in the late nineties, there were many desperate players: Psycho Mantis can read minds and anticipates the movements of the players or Solid Snake. To prevent this, you simply have to plug the controller from port 1 to port 2, 3 or even better 4 – the ports for players 2, 3 and 4. With port 4, it takes longer for the boss to eventually adapt. Crazy, right? 
  
 
    $300 million with crowdfunding 
 
    As a gamer, you've almost certainly heard of Star Citizen somewhere before. In 2012, the sci-fi game started as a crowdfunding project and is still far from finished in 2020. For a full 8 years, the studio of Chris Roberts (Wing Commander) has been raising money through crowdfunding and in July 2020 reached a figure that other developers can only dream of: 300 million US dollars have been washed up by fans and interested parties since the beginning. In December 2019, the counter still stood at 250 million dollars. 
 
    The makers keep adding more and more features, which should please especially hardcore fans of such simulations. But the average gamer wonders: will this thing ever be finished? It is and remains probably the biggest crowdfunding gaming project.
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 Small bites: Nintendo version
  
 
    

  

 
   
    Somehow I couldn't resist giving Nintendo its own little chapter with tidbits. There are quite a few interesting and useless facts, although of course not all of them and only a few selected ones. 


  
 
    Nintendo exists since 1889 
 
    Nintendo fans know it, of course, but it should not go unmentioned: the Japanese corporation was founded in 1889 and initially produced so-called Hanafuda playing cards.
  
 
    Yakuza helped Nintendo to success 
 
    However, the Hanafuda business didn't really take off until the criminal organization Yakuza regularly ordered numerous decks of cards to use for their own scam. Only through organized crime did the whole thing really boom - Nintendo, of course, didn't have a hand in it and just sold the cards.
  
 
    After that it went uphill 
 
    The Hanafuda cards were only the beginning, from around the mid-1960s, it was mainly toys that were sold. Some of them were classic, but others were unusual and exclusive. Mario and Co. were still a long way off, but instead there was, for example, Nintendo's first toy Rabbit Coaster, table soccer, a love tester and the so-called Ultra Hand, developed by Game Boy inventor Gunpei Yokoi. 

  

 
   
    Disney deal allowed more experiments 
 
    And then there were the more experimental phases of Nintendo, which were explored away from playing cards and toys. The money for this came through Disney, who made a deal for Hanafuda Mickey Mouse cards at the time.
  
 
    Nintendo love hotel 
 
    It's hard to believe, but one of these experiments or new directions was actually a love hotel. As the name suggests, you could rent rooms for tenderness here. And completely discreet, the customers did not necessarily have contact with the staff.
  
 
    What else Nintendo developed  
 
    Here are a few examples of what else Nintendo developed. To list everything would go beyond the scope and is something for a separate book. 
 
    Among other things, there were also baby swings, instant rice, vacuum cleaners, ballpoint pens and a cab company called Daiya, which the president at the time, Hiroshi Yamauchi, sold again. Meanwhile, Nintendo had to fight with LEGO in a court case because the Japanese launched similar building blocks. 
 
    

  

 
   
    Nintendo's first console experience 
 
    Nintendo did not make its first experiences in this field with its own console, but with the previously mentioned Magnavox Odyssey. For this, Nintendo developed a lightgun and secured the distribution rights of the console for Japan in order to release it themselves in the land of the rising sun.
  
 
    Nintendo Color TV Game 
 
    And then things got serious: Nintendo released Color TV-Game 6, its first console with six different Pong variants. Shortly thereafter, Color TV-Game 15 followed with fifteen games. 
  
 
    Nintendo's own home computer 
 
    Nintendo even built a real home computer called Nintendo AVS in the mid-eighties, which came with a keyboard, datasette drive, joystick and lightgun to appeal to the American market. All devices were wirelessly operated via infrared, including the disk drive.  
 
    It combined some features that any computer has or can use today, including combining music, programming games, "light wall TV game interacting", etc. In addition, the AVS conjured up graphics on the screen that were incredibly realistic at the time. However, the project was scrapped and Nintendo developed the NES based on the AVS instead. 
 
    

  

 
   
    NES: Motion control with the Power Glove 
 
    With the Power Glove, Nintendo developed a glove that enabled motion control on a home console for the first time. It also appears in the Hollywood film The Wizard - the film in turn served Nintendo as a kind of advertisement for Super Mario Bros. 3 in the late eighties.
  
 
    NES: 3D glasses, microphone and a robot 
 
    The NES not only got the Power Glove and various accessories, but also some pretty cool gadgets. These include a small robot called R.O.B, which receives commands from the TV screen and can move around. 
 
    But Nintendo also launched 3D glasses in Japan, as well as a knitting machine, a floppy disk drive, a light gun, a dance mat, an NES controller with a microphone for karaoke and much more. Today, it's hard to imagine manufacturers expanding their consoles in such a way.
  
 
    Game Boy creator died in a car accident 
 
    Gunpei Yokoi died in a car accident in 1997. Until then, he was one of the most important employees for Nintendo, as his greatest creation was the Game Boy. But he was also responsible for the failed Virtual Boy, Game & Watch and even the digital directional pad (D-pad). He also worked on games like Metroid, Donkey Kong, Kid Icarus and many other projects. 
 
    

  

 
   
    Miyamoto wanted to patent "jumping in video games".  
 
    In an official Nintendo Q&A session in 2009, designer legend Shigeru Miyamoto faced his fate and was interviewed by Nintendo. He admitted that he wanted to patent "jumping in video games" in the eighties because he said to himself, "Okay, I don't want other games to be able to top us."
  
 
    Miyamoto not allowed to ride bike to work 
 
    There is no real proof of what is really true. But it is said that Mario creator Shigeru Miyamoto is not allowed to ride his bike to work, because Nintendo fears that something could happen to him on the way. At least, they say, the risk is greater by bike. Miyamoto is one of the company's most important employees.
  
 
    Mii on Super Nintendo 
 
    Probably everyone is familiar with Nintendo's Mii avatars, which first appeared on the Wii. Shigeru Miyamoto originally wanted to realize them on the Super Nintendo, but somehow the rest of the company didn't really like it. Therefore, the project was not pursued further for the time being. 

  

 
   
    Nintendo was already online with the Super Nintendo 
 
    Even before online services were a topic on consoles, Nintendo, among others, experimented with such technology. For example, as early as 1995 with the so-called Satellaview. This was a hardware extension for the Super Nintendo, where you could not only receive news, but also download games. A total of 114 games were published. 
  
 
    Nintendo considered Zelda unprofitable 
 
    Fortunately, Nintendo changed its mind: according to Miyamoto, the company initially rejected his concept for The Legend of Zelda because it was considered unprofitable. Can you imagine?
  
 
    What does Zelda have to do with Miyamoto's childhood? 
 
    The Legend of Zelda was more or less born from his childhood experiences. Because in this he was on the road a lot and explored his surroundings. When he spied out a cave back then, he summoned up his courage, grabbed a lantern and went deeper into the cave, which led him to another cave. And those experiences are basically present in Zelda, too, according to Miyamoto - a kid exploring caves on his own and having to decide where to go next.  
 
    

  

 
   
    Will Wright in Link's Awakening 
 
    Ok, this might be a bit far-fetched, but basically Sim City and Sims creator Will Wright also appears in Link's Awakening. Or in other words, Dr. Wright from the SNES version of Sim City, who is a virtual version of Will Wright. In the Zelda game, he even has his own house and can be seen even in the Switch remake.
  
 
    Zelda is Sheik 
 
    Okay, of course every Nintendo fan knows that Zelda is Sheik. But in 2014, Nintendo dispelled the theory that Zelda transforms into a different gender in the process, because Sheik looks masculine and muscular. As the Japanese finally confirmed, Sheik is definitely female and not a gender transformation. It is simply Zelda in a different outfit. 
  
 
    Zelda's Lullaby Backwards... 
 
    Have you ever wondered where the main theme of The Legend of Zelda: Skyward Sword sounds familiar? No wonder, because it's the legendary Zelda lullaby - only played backwards. So two popular pieces of music are basically just one. 
 
      
 
      
 
      
 
    

  

 
   
    Epona should accompany Mario 
 
    Link and Epona are inseparable. But originally, probably the most famous horse in video game history was meant for Super Mario. No kidding: Epona was supposed to accompany the plumber through the Mushroom Kingdom in Super Mario 64, but was ultimately scrapped due to difficulties during development. Possibly a hint that the levels in the 64-hopper should have been bigger.
  
 
    Tom Hanks should play Super Mario 
 
    Super Mario Bros. is a 1993 film about the famous plumber, starring Bob Hoskins. Originally, the then lesser-known and now Oscar-winning actor Tom Hanks (Saving Private Ryan, Cast Away) applied for the role of Super Mario. Although he had already starred in over 20 films at the time, he lacked superstar status. Therefore, the makers feared that he did not have enough appeal.  
 
    
Super Mario Bros Super Show 
 
    In the TV series Super Mario Bros. Super Show, Lou Albano embodies the iconic plumber. And he was apparently so obsessed with his work that he wanted to give up his real name forever and call himself Mario. He is said to have offered this to the producers or Nintendo at the time, the producer John Grusd, who was involved at the time, once revealed in an interview. 
 
    

  

 
  
   Mario's villains are musical 
 
    Okay, at least their names. In fact, some of the villains in the world of Super Mario were named after musical greats: Ludwig (van Beethoven), Iggy (Pop) and Lemmy (Kilmister). The fire-breathing triceratops in Super Mario World are named after Trent Reznor of the Nine Inch Nails.
  
 
    Super Mario's original name 
 
    It's not really a secret that Super Mario was initially called Jumpman, since he appeared as such in the classic Donkey Kong in 1981. And creator Shigeru Miyamoto even had a completely different name in mind: Mr. Video. In the end, he renamed Mario after the landlord of the Nintendo office building. 
  
 
    Mario's last name is... 
 
    Mario and Luigi's last names are Mario, so Mario Mario and Luigi Mario. This remained unconfirmed for a long time and only came to light through various games and the Mario movie. It was only in 2015, on the 30th anniversary of the plumber, that Miyamoto confirmed the whole thing, after claiming the opposite in an interview years earlier.
  
 
    If Super Mario were real, ... 
 
    ... he would have to cover just under 3.4 miles (5.5 kilometers) to finish the first Super Mario. Bros. 
 
    

  

 
   
    Mario likes princesses 
 
    Mario's princess wasn't always the same: first he saved Pauline in Donkey Kong. After Pauline he rescued Daisy and after Daisy he rescued Peach, eventually sticking with the latter. Pauline and Daisy have made appearances from time to time in various games, including Super Mario Odyssey and Super Smash Bros.
  
 
    Mario on drugs 
 
    To become Super Mario, the plumber is known to ingest red mushrooms, which makes him grow taller. These mushrooms really exist and are called Amanita Muscaria. Among other things, a psychedelic effect can occur, where the consumer thinks he is growing. The mushroom is also known in this country, of course, as fly agaric. Caution: do not imitate, especially since the fly agaric is poisonous. 
  
 
    Bowser has only one child 
 
    Shigeru Miyamoto dispelled the assumption that the Koopalings are Bowser's children. He confirmed that Bowser has only one child, Bowser Jr. and that the mother is unknown. The seven Koopalings merely support Bowser in his machinations. 
  
 
    Bowser was originally an ox 
 
    Mario's opponent Bowser was originally not a big turtle, but an ox. This probably also explains the horns and the defined snout. 
 
      
 
    Super Mario 64 was originally a SNES game 
 
    The N64 milestone Super Mario 64 was originally developed for the Super Nintendo and was supposed to rely on the SuperFX chip for 3D display. Due to technical limitations, Nintendo decided against it. Miyamoto already hinted at such a game in 1992: "Maybe Mario will wear metallic clothes in the future."
  
 
    Tinkle Popo... uh, sorry Kirby 
 
    According to Miyamoto, Kirby's name was initially not Kirby, but Tinkle Popo. The pink cuddly ball was named after lawyer John Kirby, who assisted the company in a lawsuit against Universal Studios in 1982. He even received the exclusive rights to call all his own boats "Donkey Kong". 
‘ 
 
    Pokémon Platinum censored in Europe 
 
    While you could still play virtual slot machines to win money in previous versions of Pokémon, this option has been removed in the EU version of Pokémon Platinum. Apparently, a virtual slot machine also falls under gambling - and those are only for players of legal age, at least in Germany. 

  

 
   
    Devil World: The Nintendo game banned in the U.S. 
 
    Right after Super Mario and Zelda, Miyamoto set about developing Devil World, a Pac-Man-like game. This was released in Japan in 1984 and in Europe in 1987, but not in the US. Banned may not be the right word, but officially this did not make it to market due to Nintendo of America's strict guidelines. This is because it deals with religious symbols and apparitions, including the devil. 
  
 
    Steve Wozniak and the Tetris high score 
 
    The official Nintendo magazine Nintendo Power, which was discontinued in 2012, was not really happy about the fact that a reader constantly submitted new Tetris high scores. The reader was Apple co-founder Steve Wozniak, whose high scores were eventually no longer printed due to the above-average regularity. So he simply turned his name around and Nintendo Power printed Evets Kainzow's Tetris scores from then on.
  
 
    Why some NES games are hard 
 
    Some NES games, including Battletoads, are not necessarily easy in terms of difficulty. And there's a reason for that: Nintendo earned less money through game rentals. The thought behind a higher difficulty level: if players need much more time for those titles, they are likely to buy the games instead of renting them for a short period of time.  
 
    

  

 
   
    Turtles 3 and the copy protection 
 
    Teenage Mutant Ninja Turtles III was released in 1992 for the NES and has a very funny copy protection - for that time. If it's a copied version, the player's damage is reduced, while that of the opponents is doubled and the creep Shredder is made immortal. So it's impossible to reach the end.
  
 
    Goldeneye 007 had only 9 developers 
 
    Goldeneye 007, one of the most important N64 games, had just 9 developers on the team. And 8 of them were working on a video game for the first time. By the way, the game is just 12 MB on the N64.
  
 
    Why Mario Party 8 was not initially allowed to appear in England 
 
    When Mario Party 8 came out for Wii in 2007, Nintendo pulled the title from circulation in England. This was because it contained the word "spastic," which has a slightly different meaning in England than it does in America - it is discriminatory. It wasn't long before Nintendo launched a new version for the UK, in which "spastic" became the new word "erratic". 
 
    

  

 
   
    Ace Attorney and the penis on the buffet 
 
    Without showing pictures, it's hard to imagine. But in the GBA version of Ace Attorney: Phoenix Wright - Justice for All, a reddish penis shines on the buffet. At least that's what it seems like, which the developers also had to admit and removed for the international version. In the end, it was probably just a lobster in an awkward position.
  
 
    Nintendo holds rights to 2 porn 
 
    Nintendo owns the rights to the two porn movies Super Hornio Bros 1 and 2, which at the time were respective parodies of the movie Super Mario Bros. Nintendo is not the producer of the films, of course, but instead the company bought the rights so that the flicks would never be released to the public. For a long time this was considered an urban legend, but the website Something Awful was able to gather clues and even obtained copies of the films. According to columnist Zack Parsons, the porn director did a better job with lead actor Ron Jeremy than the directors did with Super Mario Bros. 
  
 
    What HAL has to do with IBM 
 
    Nothing, but there is a small commonality in the name. The three letters HAL are located one place before the three letters IBM. At the same time, the company wanted to make it clear that it was always one step ahead of IBM. HAL developed games like Kirby's Adventure, SimCity 2000, Pokémon Stadium and of course Super Smash Bros. 
 
    

  

 
  
   Wii technology was rejected by Microsoft and Sony  
 
    The technology behind the Wii motion controller was rejected by Microsoft and Sony at the time, because neither company expected much from it. The company behind the technology was Gyration Inc, which also approached Nintendo and was ultimately awarded the contract. Microsoft and Sony must have been quite annoyed in the end, since the Wii became one of the biggest console successes. 
  
 
    Nintendo initially hated the name Wii  
 
    Designer legend Shigeru Miyamoto revealed the following at the Digital Contents Expo 2009: When the name for Nintendo's home console was being sought, the word "Wii" came up internally. Nintendo of Europe and Nintendo of America, however, hated the name at the time because it sounds colloquially like urine or urinate, namely "Pee". Eventually, though, that settled down and most people felt familiar with Wii.
  
 
    Pokémon Lugia was originally planned only for the movie 
 
    The Pokémon Lugia wasn't originally supposed to appear in the games at all, instead it was only planned for the second movie around the popular pocket monsters from the beginning. In the end, however, the creator was so enthusiastic about the monster that he wanted to include it in the Gold and Silver Versions as well as future anime series.  
 
    

  

 
   
    Pikachu was official World Cup mascot 
 
    Soccer fans might remember it: Pikachu was the official mascot of the Japanese team for the 2014 World Cup, which took place in Brazil at the time. However, Pikachu did not bring the Japanese any real luck.
  
 
    Punch-Out!!: please no controversy 
 
    Nintendo was a bit braver in the eighties and nineties. Nevertheless, the company wanted to avoid controversy with the NES game Punch-Out!! and changed the name of the fighter Soda Popinski without further ado. The Russian fighter was initially called Vodka Drunkenski. 
  
 
    Nintendo Comboy 
 
    Nintendo consoles could not be sold in South Korea until 2004, after a ban on the import of Japanese cultural goods was imposed there that lasted until World War II. Hyundai Electronics took over distribution in the country and sold the consoles under the following names: NES was called Hyundai Comboy, SNES Super Comboy, and N64 was titled Comboy 64.
  
 
    All N64 games would fit on a Switch card 
 
    You can still dream: all 388 N64 games released in stores would easily fit on a Switch card. There would even be space left over. An N64 game module can hold a maximum of 64 MB, whereby many games consume considerably less. But assuming 64 MB per game, that would be the equivalent of 24.8 GB. A Switch card can fit 32 GB. 

  

 
   
    Nintendo's intention: Switch modules taste disgusting 
 
    If you lick a Nintendo Switch game module for whatever reason, you will be rewarded with a bitter taste. In fact, the Japanese have an intention behind it: Nintendo wants to prevent small children from putting the modules in their mouths or even swallowing them. Nintendo uses the substance denatonium benzoate for this purpose.
  
 
    Nintendo's US Baseball Team 
 
    The Seattle Mariners, an American Major League Baseball team, were owned by Nintendo for a long time. Nintendo bought them in the early nineties and saved them from financial ruin. In 2016, Nintendo reduced its own shares to 10 percent.
  
 
    A Nintendo cell phone 
 
    Nintendo worked on its own cell phone with games a long time ago. However, it has never been realized so far, which should not be surprising, especially considering the competition. Instead, Nintendo publishes various mobile spin-offs of its games for iOS and Android devices - and very successfully, too.
  
 
    Porn games? Better not! 
 
    Every now and then some pornographic games were sold for various Nintendo systems, which of course were never approved by Nintendo. Today, some of them are worth several thousand dollars. 
 
    

  

 
   
    New console at flop 
 
    Nintendo always has another console in development to be able to react quickly in case of a flop - at least that's how it was in the past. One example: Nintendo was developing an official successor to the Game Boy Advance, but released the Nintendo DS instead. If the DS had been a flop, Nintendo would have launched a new Game Boy within a year.
  
 
    Nintendo Power Loppi 
 
    Nintendo Power what? Until 2007, there was a module service in Japan where you could copy new and old games directly onto special flash cards. In other words, it was like downloading games onto memory cards today. Game Boy and Super Nintendo were supported. The games were usually cheaper than retail titles. After the end, players had to send their modules directly to Nintendo to have new games installed on them.
  
 
    Conker's Bad Fur Day was way too cute 
 
    Conker's Bad Fur Day, released in 2001 for the Nintendo 64, is known as a game more for adults. And yet everything was originally different, because when a first trailer was released back then, Conker's Bad Fur Day was just another cute Nintendo game - at least according to the reviews at the time. Not to leave it at that, the developers did an about-face and created a game that has violence, curses, alcohol, Nazi teddy bears and a lot more to offer. Accordingly, it is released from the age of 16.

  

 
   
    Fox McCloud's father in F-Zero X 
 
    In F-Zero X you'll find Fox McCloud's father, so to speak. In the racing game there is a driver named James McCloud, Fox's father. Moreover, he wears the same clothes as the Starfox pilot.
  
 
    Starfox Adventures was once another game 
 
    The GameCube game Starfox Adventures was originally called Dinosaur Planet and had nothing to do with Starfox. When Miyamoto saw a demo of the title at the time, he seemed less than enthusiastic and thought that the characters from Starfox would do better in the title. And so it came to pass, the crew encountering a dinosaur world in the game. Comparatively, the whole thing was more of a flop.
  
 
    Chrono Trigger and the dreaming developer 
 
    Chrono Trigger is one of the most underrated games on the Super Nintendo, but it has its large fanbase. Excitingly, therefore, for all the fans who didn't know it yet: most of the music was virtually created in Yasunori Mitsuda's dreams. The music tracks are based on those he heard in his dreams - he also slept in the recording studio several times. Then, after losing a good 40 songs to a hard drive crash, he got help from JRPG music master Nobuo Uematsu (Final Fantasy), who helped finish and co-compose the music.  
 
    

  

 
   
    Pokémon: Did you know... 
 
    The first Pokémon Blue and Red Versions were released in 1996, and in Europe almost three and in the US two years later. But did you know that development took a total of six years and only nine people were involved in the games? Sounds pretty small by today's standards.  
 
    The first 151 Pokémon were created by only one person, Ken Sugimori. At one time, 190 monsters were supposed to be created, but due to the tight schedule, the creators didn't make it. Mew, by the way, wasn't supposed to appear in the original and was only implemented shortly before release. 
 
    Originally, the Pokémon were called Capsule Monsters. The creators were inspired by the TV show Ultraman - whatever.
  
 
    Pokémon... ok, now it's getting technical 
 
    After the source code of various Pokémon games surfaced on the net in 2020, an extremely interesting detail was uncovered that will probably only be of interest to hardcore fans. But that's what useless knowledge is somehow.  
 
    As it turned out, the frequency or the rate of encounters with the Pokémon in the 4-gen titles is partly not random at all. Depending on the date, these turn out quite differently. For example, the encounter rate is 10 percent higher on January 1. Or on October 3 (German Unification Day) 5 percent. Let's also take the birthday of Pokémon developer Junichi Masuda: on that day, the monsters hatch from their eggs 10 percent faster. There are many such dates. 
 
    

  

 
  
   Super Mario 128 became Pikmin 
 
    Maybe that's a bit far-fetched, but basically it's not untrue. Nintendo showed a demo called Super Mario 128 in August 2000, in which just as many Marios ran around on the screen at the same time - and completely smoothly. This was to demonstrate the power of the GameCube console. Shigeru Miyamoto loved the idea behind it so much that he took up the concept with numerous characters and the technology behind it for Pikmin.
  
 
    Nintendogs should get 16 versions 
 
    Originally, 16 different versions of Nintendogs were supposed to be released, with each version focusing on one animal genre. In the end, fortunately, only 3 versions + the cat spin-offs were released. By the way, Nintendogs sold more copies than the NES classic Super Mario Bros 3. 
 
    Miyamoto got the idea for such a game after he got a dog. And when he also got a cat... well you know... Nintendogs + Cats. Incidentally, he was also inspired by the 1963 film The Incredible Journey. The Mario creator subsequently wanted to develop a pure NintenCats, but refrained from doing so because he felt that cats didn't really do much during the day. Dolphins and horses were also a theme later on.

  

 
   
    Fire Emblem: Awakening - Where are the feet? 
 
    Apart from the cutscenes, the characters in the 3DS game Fire Emblem: Awakening don't have feet. Of course, this seems strange, but according to the creators, it has several reasons. On the one hand, they wanted to give the characters a kind of characteristic unevenness, and on the other hand, they wanted to use less computing power.  
 
    Towards the end, the developers realized that there were still enough resources available to render animated feet. The problem: now it was too late to give the characters their feet after all. The creators admitted that the players were partly confused by this and might also get distracted. 
  
 
    Why Kirby looks angry in the west  
 
    Nintendo's pink hop Kirby looks angrier on the game covers in the West than he does on the Japanese ones. There, Kirby can be seen as a happy little guy. Director Shinya Kumazaki from developer HAL explained why this is so.  
 
    The studio itself is completely involved in the development in Japan, which also includes the design of the game cover. Ultimately, a larger audience can be reached in Japan with the cute Kirby version. 
 
    Although Kirby is depicted as cute on the cover, there is also a more serious side to him that emerges more and more over the course of the games. And this more serious side is well received in the West. So that's the reason why Kirby is shown in different moods.  
 
    

  

 
   
    Nintendo's Satoru Iwata 
 
    In honor of Satoru Iwata, who passed away in 2015 and led Nintendo since the early 2000s, here are a few lesser-known details. 
 
    Iwata famously not only led Nintendo in his professional life, working at HAL Laboratory for 18 years, but he also developed games such as Earthbound and Balloon Fight, among others. 
 
    
    	 But the first game he developed was a baseball game on his 'Hewlett Packard' calculator.  
 
    	 He was also the first in his school class at the time to own such a calculator.  
 
    	 He loved to show off his creations to classmates.  
 
    	 The first game Iwata ever played was a true classic: Pong. 
 
    	 His first PC was a Commodore PET, which helped him develop games for the NES. This is because the Commodore PET has a similar CPU to the NES. 
 
    	 Iwata's first published game was Super Billiards for the MSX. 
 
    	 One of Iwata's special abilities was to write programming code very quickly. For example, he wrote the entire Pokémon Stadium battle code entirely on his own within a week. 
 
    	 He started working for HAL Laboratory when he was still in college.  
 
    	 He made sure that HAL Laboratory was successful again after the company went bankrupt in 1992. 
 
    	 It was also he who saved Earthbound from the brink of extinction. 
 
    	 And even though he no longer worked for HAL Laboratory, he continued to contribute concept art and ideas. 
 
    	 When then-Nintendo president Hiroshi Yamauchi held talks with Iwata that in turn led to Iwata's promotion as the new president, Iwata thought Yamauchi wanted him to quit. 
 
    	 Iwata was the first Nintendo president not from the Yamauchi family. 
 
    	 When Nintendo was faced with financial difficulties in 2014, he had his salary cut by 50 percent to help the company with that. 
 
    	 Iwata once said, "On my business card, I am a corporate president. In my mind, I am a game developer. But in my heart, I am a gamer." 
 
   
 
    

  

 
   
    

  

 
   
    Pssst... there is more to come... 
 
      
 
    

  

 
   
    Thank you for reading this book. I hope you enjoyed volume 1 of the Gaming Nonsense series. I don't make any money from this project, instead the book sales only cover the costs, including advertising, licenses and server costs.  
 
    There is also a mission behind it. I don't want all these topics, facts, stories and so on to be forgotten. Especially in today's fast-moving times, a lot of things get lost and eventually disappear from people's minds, despite Wikipedia, gaming magazines and so on. 
 
    To keep this series going, you can support me by recommending the book and leaving a review on Amazon. 
 
    For questions, suggestions or criticism: buch@sebj.de  
 
    Gamingnonsense.com 
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