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Foreword



BY JUSTIN MCELROY, CO-CREATOR OF THE ADVENTURE ZONE


I’m a firm believer that our highest calling as a species is to have fun.


Sure, I know, everybody needs food. Water? Wild about the stuff, drink it all the time. And shelter—don’t even get me started. But they’re not… fun, are they?


Fun is the thing you have when all the boring stuff is out of the way. When all your needs are met and you’re staring at an empty to-do list, do you seek more shelter? Do you find other liquids to imbibe? Nope. You just let yourself have fun. (Not to say imbibing certain liquids can’t be strongly correlated with fun-having.)


There are few people who understand this as well as Russ Frushtick. From the moment I met Russ in the trenches of game journalism, he’s either been playing a game, talking about playing a game, or giving me a hard time for being worse at a game than he is.


That’s… every game, by the way. The guy is weirdly masterful with his hand-eye coordination. In a different era or with a few different life choices, Russ would have been a renowned fighter pilot or high-ranking assassin. Instead, he has resigned his thumbs to bossing around plumbers and hedgehogs. All for the best, probably—he’d look pretty weird in a ghillie suit. More importantly, he understands fun and games on an almost instinctual level, a gift that would be a real shame to waste.


When you talk to Russ about a game, especially one he hasn’t played, he dials in on what you’re saying. You can see it. If I try to throw out a hot take about Spelunky, Russ isn’t content to let my great joke just land; he wants to challenge it. “How many times did you try to whip the monkey?” he’ll ask and then wait in silence, arms folded. He’s not a pedant or contrarian, he just takes the art of fun really seriously.


I’m certain you’re about to learn a ton from Russ; I feel like I’m smarter about games every time I talk to the guy. But I’m even more certain that you’re about to have a lot of fun on this whirlwind tour. And isn’t that the most important thing?


—Justin McElroy
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Welcome to the History of Fun



Growing up, I loved video games. My passion led to common parental refrains: “It’s a waste of time,” “This isn’t going to help you in life,” and “Don’t you have homework to do?”


And yet, somehow, I managed to make a career out of covering the video game industry—most recently as a co-founder of the gaming website Polygon. Against all odds, I turned those hours of throwing myself at Super Mario Bros. 3 into experience I could use in my day-to-day life as a reporter, editor, and critic. Sometimes, it seems, there can be a lot of value in wasting time, kicking back, and having a little fun.


It’s not just video games either. Humanity has found wildly diverse ways to have a blast, from cutthroat board games to animatronic robots, from quasi-safe amusement parks to bizarre roadside attractions. There are unlikely sports (like Swedish Bunny Hopping), the world and art of cosplay, and a host of other pursuits we’ve dreamed up to entertain ourselves.


While we may know where these pastimes ended up, their origins may not be as well-known. Why, for example, do people in Buñol, Spain, hurl tomatoes at one another every year? And who had the bright idea to make a board game about bankrupting your friends? Who were the first game streamers, and how did they inspire a fish to play Pokémon?


In this book, I’ll explore the origins of fun. Some of these pastimes, games, and traditions stretch back centuries, while others are just a few years old. But all of them have one thing in common: Somewhere, at some time, there was a parent who was 100 percent convinced that they were a massive waste of time. I’m here to prove otherwise.


—Russ Frushtick
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Excavating the Oldest Board Games


Dating back to at least 3100 BCE, Senet is one of the earliest board games known to man. It’s played with two sets of pawns on a long, skinny board with three rows of boxes. Hieroglyphics from ancient Egypt portray all aspects of daily life, from prayer to war to killer bread recipes. There is even visual evidence of Egyptians’ love of Senet, including Queen Nefertari kicking back while playing a game.


So how do you play? Well… bad news there: No one’s really sure. The general consensus from board game experts is that the rules varied from place to place, but it probably bears some resemblance to Chess and Cribbage. Which means that, yes, Senet was also the first example of “house rules,” where whoever ran the game could dictate how it was played. So the next time Pharaoh tries to move two pawns in one turn, just take his word for it.


The Egyptians weren’t content with just one game to while away their time by the Nile, though. Hounds and Jackals was created around 2000 BCE. It had an intricate game board with long pegs featuring the heads of, well, hounds and jackals carved into them. Historians assume it has similarities to modern Backgammon, with players racing to a point at the end of the board. Unfortunately, the official rules must have slipped behind an ancient couch cushion—this is another game we don’t know exactly how to play.
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Go and Chess


Thankfully, not all ancient board game rules have been lost to the sands of time. Go was created several thousand years ago in China (legends date it to around 2300 BCE) and is still actively played in its original form today. It may seem like a form of checkers, with white and black stones, but it’s an enormously deep strategy game with an infinite number of variations. It’s so complex that it took until the year 2015 CE for a computer AI to defeat a professional player at Go.


What we know as Chess was created in Persia around 600 CE. It was derived from an Indian game called Chaturanga (meaning “the four divisions”), referring to infantry, cavalry, chariotry, and elephantry. These would eventually morph into the pawns, knights, rooks, and bishops we know today.


Given its war-torn inspiration, it may come as no surprise that Chess has created a lot of conflict over the years. In 1026, King Canute the Great, ruler of the North Sea Empire, had a bit of a Chess spat with one of his Viking chieftains, Earl Ulf, when the king made a “false move” and demanded a do-over. Ulf was having none of it. Canute claimed that Ulf was a coward (something Vikings don’t traditionally respond well to), and Ulf snapped back at him. Canute had Ulf killed the very next day… in church no less!


The Soviet Union was all too familiar with the dangers of Chess, especially in close quarters. In 1959, a Soviet scientist in Antarctica killed one of his compatriots with an axe after a disagreement over a game. Then, in the 1980s, the Soviet Union decided to ban its cosmonauts from playing Chess in space after a fistfight broke out over a Chess game.


Monopoly


The game we now know as Monopoly started as the Landlord’s Game, created by Elizabeth Magie in 1904. Magie believed that the “value derived from land should belong equally to all members of society.” In other words, “Sharing is caring.” That’s an amusing thought, given the cutthroat nature of Monopoly and the family turmoil it has launched over the years.


Perhaps appropriately, Magie’s idea was stolen in 1932 by a man named Charles Darrow, who repackaged her game, renamed it Monopoly, and sold it to Parker Brothers, the world-famous board game maker, now known for games like Risk and Scrabble. In its first year shipping the game, Parker Brothers was selling 20,000 copies of Monopoly every week, making Darrow the first millionaire game designer (though we use the term designer very loosely here).


Elizabeth Magie’s contribution to the history of board games wasn’t uncovered until 1973, when an economics professor tried to sell a game called Anti-Monopoly. Parker Brothers sued him, but he countersued, eventually uncovering Magie’s original patent from 1904. It wasn’t until 1984 that Parker Brothers was able to earn the exclusive rights to sell Monopoly—though the rights did exclude the professor’s Anti-Monopoly, a true win for the little guy.
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THE GREAT MONOPOLY HEIST


In 1987, Monopoly partnered with McDonald’s for a new promotion. When McDonald’s customers purchased food, it came with Monopoly-themed stickers, representing the different properties on a corresponding game board. The stickers could be turned in for prizes, including cars and cash.


The promotion was so successful that it became an annual event, with the prizes increasing in value. To protect the integrity of the giveaway, McDonald’s hired a security team to oversee the high-value stickers. The head of that security team, Jerome Jacobson, would go on to distribute the grand prize stickers to a network of criminals, who would end up winning nearly every major prize in the contest from 1995 to 2000.


Eventually, the scheme was uncovered, with 48 people pleading guilty to the scam. But it wasn’t all bad: It was discovered that Jacobson sent a $1 million instant-win sticker to St. Jude’s Children’s Hospital in Tennessee, which McDonald’s agreed to honor.
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Dungeons & Dragons


In the early 1970s, Gary Gygax created a game called Chainmail, which simulated medieval combat with miniatures. In a twist, he added ways to adapt Chainmail’s rules to a fantasy setting. Fellow games enthusiast Dave Arneson used these rules for his own dungeon exploration game, Blackmoor. Unlike most games of the time, in Blackmoor, players each controlled a single character.


Arneson and Gygax would soon join forces, gathering the successful elements from their various games and turning them into a super-game called Dungeons & Dragons. Gygax self-published the rules, selling copies for $10. Within a month, it had sold 150 copies. He couldn’t keep up with demand, resulting in rampant piracy via photocopiers. Eventually, he found a publisher and began to sell D&D in stores as a more professional package that was slightly harder to illegally copy.


D&D has survived to this day and is now published by Wizards of the Coast. It has been cited in scientific studies for its positive influences on socialization and decision-making. See, half-orc assassins can be people, too!


SILLY CREATURES IN D&D HISTORY


When designing creatures for a game about the powers of the imagination, it’s easy to get a little carried away. Here are a small handful of some of the weirdest critters to grace a D&D Monster Manual.


Gelatinous Cube (1974)


How do you make a Jell-O mold scary? Make it 5 meters tall and unstoppable. Unfortunately for the Cube, they’re glacially slow, so maybe just don’t go in that room and you’ll be fine.
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Flail Snail (1981)


Alright, so picture a normal snail. Now picture it bigger. Now, instead of a head, imagine it has four tentacles topped with slimy maces. Because… why not?
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Stench Kow (1983)


It’s a really smelly cow.
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The Duck Bunny (1998)


The body, head, and ears of a rabbit with the bill and feet of a duck. GASP! While these fellows are hardly much of a threat, they are a good way to get a few laughs out of low-level adventurers.
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Moon Rat (2003)


Normal rats are pretty smart, as animals go, but Moon Rats? Super geniuses… like smart enough to read scrolls and organize battle tactics. Impressive. Too bad it’s only when the moon is full.






[image: image]












OEBPS/images/Art_P7b.jpg





OEBPS/images/Art_P7c.jpg





OEBPS/images/Art_P7a.jpg





OEBPS/images/publisher-logo.png
RUNNING
PRESS





OEBPS/images/Art_Pvi.jpg





OEBPS/images/Art_P2.jpg





OEBPS/images/Art_Piv.jpg





OEBPS/images/Art_Pviii.jpg





OEBPS/images/Art_P3.jpg





OEBPS/images/Art_P4.jpg





OEBPS/images/Art_P5.jpg





OEBPS/images/Art_P6.jpg





OEBPS/images/Art_Pii.jpg
%

(7





OEBPS/images/9780762480494.jpg
AN ILLUSTRATED HISTORY
OF HAVING A GOOD TIME

by Russ Frushtick
lllustrated by Sonny Ross

y

Foreword by Justin McElroy,
co-creator of The Adventure Zone






OEBPS/images/Art_tit.jpg
THE BOOK OF

AN ILLUSTRATED HISTORY
OF HAVING A GOOD TIME

by Russ Frushtick
lllustrated by Sonny Ross






OEBPS/images/Art_P7d.jpg





OEBPS/images/Art_P7e.jpg





