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SIMON
Everyone Deserves
 a Great Love Story

Written By: Justin Savoy

Designed By: Kyle Frenette 

Becky Albertalli’s “Simon vs. the Homo Sapiens Agenda” written in 2015, has become THE coming out story of 
2019 after the movies anticipated release in 2018. The book is a great representation of high school romance 
and all of the ups and downs that come along with one. The storyline is enticing, the characters are unique, and 
the commentary can shift from downright hilarious to super deep in just one paragraph. This book is definitely 
worth reading, and you won’t be able to put it down after the first page! 

The book details the life of Simon Spier. Simon is a high school junior who lives in Atlanta, Georgia. Simon enjoys 
eating Oreos, participating in his school drama club, and hanging out with his group of close-knit friends. His ob-
session with the snack that is feared by dentists, Oreos, hides his even bigger obsession with boys. Simon is gay 
and extremely closeted for that matter. However, in the book Simon has a sort of internet “boyfriend”, who goes 
by the pen name of ‘Blue’, while Simon goes by the pen name of ‘Jacques’. Simon (Jacques) doesn’t know who 
Blue is, and Blue doesn’t know who Simon (Jacques) is. It is a lot less confusing in the book, which is told from 
the point of view of Simon, followed by brief snippets of emails sent from both Simon and Blue.

One thing that really stands out in “Simon vs. the Homo Sapiens Agenda” is that there is never a lack of sus-
pense. The book is laid out perfectly in the first few paragraphs of the first page and really becomes a page-turn-
er very early on. Part of what appeals to the reader is the empathy they feel for Simon. Whether you have a child, 
friend, or you yourself are a member of the LGBT community, this story is easy to relate to. The relatability of 
Simon’s struggles makes this book perfect for people just like Simon. It can be used as a safety net for gay and 
lesbian children, and create a sense of awareness for these minorities. 

Becky Albertalli does a fantastic job of making this book a must-read for the LGBT+ community. The book’s mean-
ingful take on LGBT+ issues is what makes this story so inspirational. It truly feels like the author invested a lot 
of time to make readers feel comfortable with the idea of not being straight. Simon is very easy to relate to, which 
is why he could very well be a role model for LGBT+ youth that are still struggling with their identity. 

 This book is also full of powerful and original language. One of the quotes in the book, “White shouldn’t be the 
default any more than straight should be the default. There shouldn’t even be a default”, was a saving grace for 
the bad generalization of the LGBT+ community. Albertalli is able to write in a way that makes readers feel safe 
and comfortable. This sense of protection is so vital for readers who may feel lost and hopeless as they struggle 
with their identity. 

“Simon vs. the Homo Sapiens Agenda” was a great book overall. Everyone should give this book a chance, regard-
less of whether or not you are a member of the LGBT+ community. Partly because this book is not just a com-
ing-out story. It takes on several other big issues head-on, such as bullying, jealousy, and a snippet of underage 
drinking, but also has a humorous undertone that keeps readers invested. Overall, “Simon vs. the Homo Sapiens 
Agenda” is an excellent and meaningful book that will identify with any reader. 

SIMON
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The MCAS: System

Issues Aboard 

Boeing 737 MAx 

Planes

Written By : Linda Paredes
Designed By: Kyle Frenette

The Boeing 737 Max is a narrow-body plane series manufactured by the Boeing Commercial Airplanes as the fourth 
generation of Boeing 737. It has efficient engines, aerodynamic changes, and airframe changes. It made its first 

flight at the end of January and became the fastest-selling airplane in Boeing history with about 5,000 orders for 
more than 100 customers worldwide. This year, Boeing had to suspend all Boeing 737 Max Series because of two 

fatal crash accident, the recent being the Ethiopian Airlines Flight 302.

In October of 2018, Lion Air Flight 670 plunged into the Java Sea after taking off from Indonesian capital, Jakarta, 
killing the eight crew members and 181 passengers. The cause was found by the Indonesian investigator, was that 

the plane kept pitching down, like a tidal wave. When the Black boxes were reviewed for  flight data and cockpit con-
servation before impact, it described a fight for life or death by both pilots. Both pilots struggled to pitch the nose 

up, which was caused by the MCAS system.

MCAS (maneuvering characteristics augmentation system) is a new system in the Boeing 737 Max series that uses 
sensors to give flight data to pilots that automatically helps the plane level in flight without pilot response. Engi-
neers added the system in order to help keep the plane from stalling (not enough airspeed to create lift) from the 
engines. The Max series had new engines, but they were three times bigger than Boeing 737 engines, so they at-
tached the engines to the wings. This change made the engines go a bit farther up into the wings of the plane.

However, onboard the Lionel Flight 670, MCAS was completely out of control and started giving false data to the pi-
lots saying that the plane was stalling even though it wasn’t. MCAS made the nose of the plane tip downward, which 
caused the crash. There was much controversy and debate over the MCAS, but Boeing reassured the public that the 

planes were safe to fly.

Then, in March of this year, Ethiopian Airlines Flight 302 crashed near the town of Bishoftu minutes after takeoff 
from Nairobi, Kenya. Investigators looked at Black Boxes to investigate what had happened. They realized that the 

plane kept putting down the nose as well and pilots were clueless as to what was happening. However, when inves-
tigators reviewed other cases, they realized the simulation that Lionel Flight 670 made was like the Ethiopian Airline 

Flight 302 crash, caused by MCAS System.

The FAA created strict regulations because of the crashes and demanded that all the Boeing Max Series are ground-
ed until they are safe to fly. Many customers had their flights cancel due to it and Boeing lost billions of dollars. 

Currently, they are working to make changes to the MCAS and the FAA wants to initiate more training on the MCAS 
system so that pilots are prepared. Boeing has stated that they didn’t want pilots to know the system because of 

how automated it is, and pilots don’t need training for it.

Pilots spoke out against this statement, saying that the MCAS system could be hiding other things that would be 
useful for them to know. Boeing has said in regard to the two crash accidents, they feel deeply sorry for the victims 

and their families. They manufactured the Max series to compete with the Airbus A330-900 neo, but they forgot 
what was most important, their passengers. Passengers should feel safe to fly and not fear that their life might be 

in danger.
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Mosquito Madness:e Six-Legged Apocplypse

    April 10th, 2059. Trial 296 of the Mili-Mos-Trials is under- 
way. Release the cow!” A metal door slid open and a cow 
entered a barely lit room. Upon closer observation, the room 
was virtually empty. The only thing that the room contained 
was a metal table with what looked like an insect buzzing a 
few feet above it, and a bale of hay. The cow moved towards 
the table slower than a turtle on morphine and stopped ten 
feetfeet from it. The cow then proceeded to chew at the bale of 
hay on the ground.  
     “How are you going to get the mosquito to bite the cow, 
Dr. Ivanov?” The voice came from a very pale and skinny man 
who was holding a clipboard close to his heart. He looked 
over at a much larger figure, who looked as if he had eaten a 
cow or two himself.     
     “I modified this mosquito to bite anything and everything 
it sees. How else would I ensure their ability to spread illness 
quickly and efficiently? Now get your clipboard ready, 
Vladimir, I think our mosquito is about to act.” The mosquito 
flew away from the table and landed on the cow’s back. The 
mosquito was there for a few seconds before hovering a few 
feet away from the cow. 
          “The mosquito has bitten the cow. Now we just have to wait 
and see if the illness takes its full effect like it’s supposed to. 
Right?” Vladimir looked over to the large doctor for his 
approval, and maybe even some praise. 
          “Yes, you nincompoop. The illness should take three days 
to take full effect, and when it does, it will be lethal. I have 
spent the last forty years genetically modifying mosquitoes to 
spread an illness that will be capable of a global apocalypse. 
Of course, a global apocalypse is not what we’re aiming for, 
but the ability to start one should be strong enough to gain 
control over the current world powers.” The sound that came 
outout of  Dr. Ivanov was similar to a wolf who had just killed a 
deer and was alerting its fellow members of the pack of the 
feast. Today’s menu was death.
     Trial 296 of the Military-Mosquito-Trials, or Mili-Mos-Trials 
for short, was when Dr. Ivanov successfully created a brand 
new illness spread by mosquitoes. The illness came in three 
stages. The first stage was extremely high fevers that would 
surpass 100 degrees. Eventually, the subject’s body 
temperature would return to normal and large cysts would 
form on the infected individual’s body. The cysts started on 
thethe bitten area and would spread to every other part of the 
body. The final stage of the sickness was when the cysts would 
start to expand, some getting as large as a small melon. The 
cysts would eventually start to explode and would serve as a 
spawning ground for new mosquitoes that flourished in the 
humid environment inside the cysts. The explosion from the 
cysts would be the lethal blow that killed the infected person. 
Dr.Dr. Ivanov’s motto was “Retention then Reproduction” for this 
phenomenon. The spawning of new  cow or two himself.

    The following were from Vladimir’s notes...    

       24 hours after Trial 296 started: The subject (cow) had a 105°         
    fever. The cow was able to move its head and look around but 
    was incapable of standing up.
       60 hours after Trial 296 started: Small cysts started to form on 
    the subject's underbelly. The cysts matched the size and color 
    of the cow’s nipples.     of the cow’s nipples. 
       74 hours after Trial 296 started: The subject’s cysts expanded 
    in size and turned dark green in color. The cysts had spread to 
    nearly every area of the body.
       80 hours after Trial 296 started: The cysts on the subject 
    startedto explode, killing the cow. A few minutes after the  
    explosion,mosquitoes were seen flying out of the cysts, 
    hovering above the carcass of the subject.    hovering above the carcass of the subject.

    After Trial 296 was successful, the mosquitoes were kept in 
Moscow for a few weeks. Dr. Ivanov had informed Russian 
President, Sachar Smirnov III, that his experiments had been a 
success. After witnessing the full capability of the mosquitoes, 
President Smirnov told Dr. Ivanov to shut down operations. 
Smirnov said that the mosquitoes should all be killed and that 
granting Ivanov permission to create such a deadly disease was a 
hugehuge mistake. Fearing that his forty years of work would go to 
waste, Dr. Ivanov decided to release the mosquitoes. The 
mosquitoes spread out across the globe and started mating with 
normal mosquitoes which passed down their deadly genetic traits 
to the next generation of mosquitoes. Soon enough, the entire 
globe was filled with Ivanov’s genetically modified mosquitoes. 
The cow was the first recorded statistic of the disease, but it 
definitelydefinitely wasn’t the last. The mosquitos were able to spread an 
illness that was capable of a global pandemic. Dr. Ivanov’s 
Mili-Mos-Trials completely changed the genome of mosquitoes. 
This change was unwelcomed, catastrophic, and apocalyptic. 
    The sickness that was spread by Ivanov’s mosquitos, which was 
known as the Mos-Flu, was detrimental to Earth’s population. 
After a month, the population of Earth was reduced to 1 billion. 
This number decreased to 500 million a month later and reached 
its minimum, 250 million, three months after Dr. Ivanov released 
the mosquitos. However, this number slowly but surely started to 
increase. A small team of doctors scattered across the globe found 
a a cure for the Mos-Flu. Deaths that were associated with the 
Mos-Flu ceased to exist. Humans have adapted and found 
solutions to problems for hundreds of years. Civil War? No 
problem. Mosquito Pandemic? No problem. Society has always 
survived and always will, no matter what. Motivation would be 
replaced with the creation of a new life. A life that would have a 
whole lot of mosquito repellent.

SP LAT… and fly swatters.

Written by: Justin Savoy
Designed by: Ariana Emad
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 Is this the first Rocktoberfest?

This is the second Rocktoberfest. The first Rocktoberfest was more of an adult 
concert. For this year’s Rocktoberfest, we are trying to make it a family-friendly 
concert. The goal is for everyone to have fun especially with families who have 
kids. 

We have many artists in the lineup: Madison Vandenburg who is the recent final-
ist on American Idol. She [recently] visited CMA for autographs and to talk about 
her journey. We also have CK and the Rising Tide(Recently at the NYS Fair), Le 
Modernist(We have worked with them for a while now), Vince Paul Mary, Julia 
Gargano(R&B Soul), David and the Antics(Hip hop/pop-soul), and This Strange Para-
dise(Indie rock).

 What is it like planning for this big event?

Last year we started planning six weeks before the concert date and that nearly 
made our heads go insane. This year we started six months earlier. For next year’s 
Rocktoberfest, we are starting to plan in January. Some of the planning includ-
ed organizing a team of people, the production team, artists (We had about 37 
applications, it was so hard for us to choose), sponsors, marketing, spreading the 
word, diversifying the lineup, and bringing in games and art so it can appeal to 
everyone.

                                What types of music scenes 

                       have you worked in over the years? 

We started working with punk music scenes then morphed into managing a pop/
rock artist, and then into pop and Americana. Marketing side, there are many 
genres that have different demographics. 

                              Who are you partnering with

                          for this year’s Rocktoberfest?

What do you think of the overall music scenes today?

In California, which we originally are from, artists are usually competing against 
each other. When we moved to Albany, we noticed the different music scenes that 
came together as a community, that is not like  what the music scene is in Califor-
nia. Everyone works together, the competition was more friendly, and the media 
outlets are also friendly.

What is it like being a rock star today?

[It’s] hard work but also fun when you get to perform on big stages. Then, you can 
hang out with other artists and converse with the fans. This is only for a few days 
a month. The rest of the month, they are hard at work. Make sure to take your 
time to write good songs. Music is live-streamed anywhere today that listeners 
can hear a ton of good music all the time. The downside is that your music might 
be hard to hear if it isn’t amazing. It takes a few months between writing new 
songs and releases for planning and marketing. There is no instant feedback, it 
takes a lot of time and [more] work than people think.

      If someone wants to be a professional rock musician,

                               Where would they start?  

It takes a lot more than just creating good music. Music is a team sport and you 
need to make sure you surround yourself with a good team that can work with 
you and supports you. Never let rejection get you down. It’s the starting of your 
own business, it’s part of the process. You must undergo a lot of doubts and strug-
gles. It’s hard but that’s okay.

It was great to speak with AMG to learn more about the music industry and Rock-
toberfest. This year’s Rocktoberfest was on Saturday, October 5 in Colonie Park, 
Albany, NY from 12pm to 6pm. The event was a hit and they’re already gearing up 
for next year with plans to make Rocktober bigger and better!
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It’s no secret that video gaming, like most media in its infancy, has 
had its fair share of controversy over the years. Whether it be the 
supposed glorification of violence, portrayal of religious idols, harmful 
and addictive microtransactions, or the hyper-sexualization of female 
characters, it seems that no matter what, there will always be some 
sort of discourse surrounding video gaming. No video game genre, 
though, has been the subject of so much criticism, scrutiny, and heated 
debate as military shooters. For over a decade, franchises such as Call 
of Duty, Battlefield, and Medal of Honor have been hammered by the 
media for their hyperbolic portrayal and ‘romanticization’ of war. While 
there is a larger discussion to be had about the larger-than-life, almost 
blockbuster-like depiction of war and violent acts, I’d like to turn the 
tables and look into a controversial story from the distant year of 2009 
which has long since been forgotten; a story about what happens not 
when war is overly-dramatized or embellished, but when it is presented 
in its purest, most realistic form. This is the story of Six Days in Fallujah.

Six Days in Fallujah and the 
Depiction of War in Video Games
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Six Days in Fallujah (screenshot shown) was supposed to be the first video game 
ever to be based on the Iraq War, a conflict which was highly controversial in its own 
right. Though the real battle had combatants from the UK, U.S., and Iraq, the game 
focused in on the 3rd Battalion, First Marines (3/1) who fought in the Second Battle of 
Fallujah in 2004, which is now considered to be the bloodiest battle of the war. The 
game, which began development in 2009 under studio Atomic Games, was touted as 
having a “meticulously recreated in-game version of Fallujah,” as well as names and 
likenesses based on the U.S. Marines who fought in the battle. Additionally, the game 
was originally pitched not as a shooter, but as a survival-horror game which put 
emphasis on portraying the real-life conflict as terrifying and vulnerable, just as it was 
for the soldiers who experienced it first-hand. In fact, it was a U.S. marine who fought 
in the battle who had pitched the idea for the game to Atomic Games as a sort of 
realistic simulation of Fallujah, which would, in theory, open the public’s eyes to the 
horrors and tragedies of modern warfare. Unfortunately, most people didn’t see it that 
way. Some saw it as insensitive, or hyper-violent. Others believed it to be in poor taste 
to release a game detailing the brutal events that took place less than five years prior. 
Interestingly, however, it wasn’t the American mainstream media which had the 
greatest impact on the game’s public perception, but the British war veterans who had 
also took part in the battle (as well as the British “Stop the War Coalition”) that cited 
the game as disrespectful to those who lost their lives in the Iraq War.

“Considering the enormous loss of life in the Iraq War (now estimated to be 
around 460,000 people), glorifying it in a video game demonstrates very poor 
judgement and bad taste... These horrific events should be confined to the 
annals of history, not trivialized and rendered for thrill-seekers to play out... 
It's entirely possible that Muslim families will buy the game, and for them it 
may prove particularly harrowing. Even worse, it could end up in the hands of 
a fanatical young Muslim and incite him to consider some form of retaliation 
or retribution.” – Reg Keys, father of Lance Corporal Thomas Keys, who 
passed away in the Iraq War.

Written by Nick Byard
Designed by Benny Garden

Despite the developers’ honest intentions, the game was eventually shelved, 
its publisher having backed out, to be released at a later date. After a decade in 
development Hell, the game still has yet to be released. Looking back to Six Days in 
Fallujah, perhaps it was best that the game never see the light of day. But, then, 
who’s to say otherwise? Furthermore, given the success of games retelling the 
events of World War I, World War II, and the Vietnam War, I would ask: When can 
a war be made into a fully realized, playable experience? How soon is too soon?

Speaking from the perspective of a military child, I am of the mindset that, if 
done properly and respectfully, any given battle, war, or bout can be translated to 
media, including video games. I must emphasize, it must be done properly and 
respectfully; that means staying as faithful to first-hand accounts and source 
material as possible, and, more importantly, taking into consideration the feelings 
and input of those affected by the conflict in question. I realize, though, that this is 
a very difficult balance to get right; one which, if not done carefully, opens up the 
possibility for lawsuits and public outcry. This is why, I believe, companies don’t 
develop games based on conflicts which have highly controversial themes, or have 
a large percentage of their veterans still alive. Take World War II for example, the 
World Wars have been romanticized to death, over and over again by books and 
cinema and video games, and that is because, quite simply, it has a definitive 
‘good’ and ‘bad’ side. How glorious a tale it is to pit the patriotic Allies, defenders 
of all that is true and free, against the evil Axis powers, who gave rise to Fascism, 
Nazism, racism and hatred. Not to mention, unlike the modern wars in the middle 
east, which has tens of thousands of living veterans, only about 3% of the U.S. 
soldiers who fought in WWII are alive today. This means that there’s far fewer 
people who would disagree with the portrayal of the war in the media, and thus 
less chance of public scrutiny.

Six Days in Fallujah is a cautionary tale for anyone who intends to make video 
games in the future. Almost anything can be made into a game, but the key is to go 
about it at the right time and in the right way. If you want to make a game based 
on a tragic event which is still fresh in the public eye, consider the lives that were 
affected; the men who lost their lives, the wives who lost husbands, the children 
who lost fathers. Consider, too, the lives of those who survived: those who risked 
life and limb for what they believed in. What would they think?
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BlizzCon & 
#FrHongKong

When it comes to digital media and content, there’s a large disparity between what’s available and permissible from 
country to country, and state to state. Some countries, such as Germany, have troubling pasts with extreme ideologies, 
and thus have equally troubling relations with the content that they allow within their respective territories. As such, it’s 
not uncommon for American companies to edit their content (sometimes in quite severe ways) to fall in line with these 
restrictions with the hopes of infiltrating these international markets and China is no exception.

WithWith a population of 1.386 billion people - a figure that’s growing exponentially every year - it’s no secret that China is 
a literal goldmine when it comes to demographics. If, for example, a film were to tap even a small percentage of the 
Chinese population, it’d be almost guaranteed to make back its budget and then some. Infiltrating this market, though, 
is no easy task. Being a communist country, China is notorious for having strict control over the content that its citizens 
are allowed to interact with, as well as for punishing any citizen who contradicts the views of the state. As one would 
expect,expect, numerous companies have seemingly bent over backwards to meet these standards, ranging from the tech 
giant Apple, to Disney, to TikTok, and even Google, whose motto is, ironically, “Do the right thing; Don’t be evil.” The 
morality behind the sort of self-censorship that companies undergo in this process is...debatable to say the least, but it’s 
generally been accepted that, so long as these practices were limited to corporate exposure and public relations, 
corporations could do what they wanted in the pursuit of growth. In recent months, though, some American companies 
havehave taken it upon themselves to censor their user-base on behalf of Chinese interests, proving that their loyalty lies not 
with the country within which they were founded but with that which brings it the most revenue. Activision Blizzard is one 
such company.

Written By: Nicholas Byard
Designed By: Ariana Emad

Activision Blizzard is no stranger when it 
comes to controversy. In 2019 alone, it’s come 
under fire for implementing egregious 
microtransactions into Crash Team Racing, 
making a gamemode within Call of Duty: 
Modern Warfare exclusive to the PlayStation 4 
version until October of next year, and a host of 
otherother malpractices. Most recently, and perhaps 
most heinous of all, Activision Blizzard has 
mishandled the situation involving a 
professional Hearthstone player. Chung Ng 
Wai, better known by his alias, “Blitzchung,” is 
a Hearthstone Grandmaster and, notably, a 
native of Hong Kong. Wai, who has played in a 
vastvast number of competitions over the past two 
years of his esports career, managed to secure 
several thousands of dollars in winnings over 
the course of this year’s Grandmasters Season
2 tournament. However, Wai has come into the public-eye not because of his victories in the Grandmasters, but because 
of an interaction he had with two broadcasters during a livestreamed post-game interview. When Blitzchung was shown 
on screen, it was revealed that he was wearing a gas mask and goggles, similar to those worn by the many protesters 
in Hong Kong. When given the chance to speak, Blitzchung lifted the mask from his face to proudly shout the words 
“Liberate Hong Kong! Revolution of our times!” With that, the stream promptly cut to commercial break.

NormallNormally, companies don’t tend to push their political agenda on their users, especially when they are widely known 
competitive players, but Blizzard decided to be different. Rather than wait for the Chinese media to issue some sort of 
statement regarding Blitzchung’s exclamation, Blizzard publicly announced that he would have his winnings revoked, 
and he would be banned from tournament play for an entire year. Blizzard would later go on to backtrack; awarding 
Blitzchung his earnings and shortening his punishment down to six months. This was too little, too late, though, as 
BlizzardBlizzard had made it clear to the gaming community and to the rest of the world that it would stand with another country 
rather than its own players. The public was furious, and not just the gaming community, either, but people of all makes 
and occupations. Even U.S. senators were giving their two cents, from both sides of the political spectrum. For weeks, 
Blizzard bounced back and forth, trying to appease both the American public and the Chinese media, not truly satisfying 
either. It seemed as though an apology was in order, one which properly addressed Blizzard’s shortcomings and 
reaffirmed its core values: “Think Globally” and “Every Voice Matters.”

This issue needed to be addressed at a greater scale, one which paralleled/matched the scale of such a controversy. 
Enter BlizzCon, Blizzard’s annual convention where it hosts events, contests, and announces new games for the 
upcoming year. For many present, though, this year’s convention wasn’t so much about the celebration of Blizzard’s 
many beloved games and their respective characters, but about its response to the almost-universal backlash they 
received from players around the world. Sure enough, during the opening ceremony for BlizzCon 2019, the CEO of 
Blizzard, J. Allen Brack, took to the stage to say:

“Blizzard“Blizzard had the opportunity to bring the world together in a tough Hearthstone esports moment a month ago, and we 
did not. We moved too quickly in our decision-making, and, to make matters worse, we were too slow to talk with all of 
you. When I think about what I’m most unhappy about, there’s really two things. The first one is, we didn’t live up to the 
high standards that we, really, set for ourselves. And the second is, we failed in our purpose. And for that, I am sorry, and 
I accept accountability.”

ForFor most of the audience present, this seemed like a reasonable apology. If you examine the wording more closely, 
however, Blizzard’s true intentions shine through: Brack didn’t apologize for banning a player for fear of offending 
another country, but for “moving too quickly” and being “too slow” to address the community’s concerns, neither of which 
were areas of contention. What everyone really wanted was for the massive company which has scorned its customers 
so frequently in the past to stand up and say, “Hey! We stand by our players and their right to free speech.” But that didn’t 
happen. And the internet is furious.
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The Evolution of
Video Game Controllers

Written By: Nicholas Byard
Designed By: Ariana Emad

Controllers are an essential part of playing video games. They serve as an intermediary between the player and the 
game. Since the conception of video games, companies have experimented with various types and form factors to 
best suit the games they aim to offer. Over the years there have been an incredible number of paddles, remotes, 
and controllers, each with their own unique assortment of dials, buttons, sticks, triggers, knobs, switches and even 
keypads. As is the nature of the free market, some of the better-designed controllers had their features stripped 
and improved upon in subsequent versions, while others were seen as poorly designed or gimmicky and thus faded 
into obscuritinto obscurity. Here’s a closer look at some of the most innovative, creative, and interesting controllers in gaming 
history:

Atari 2600 (1977)

Easily one of the most recognizable controllers to date. The Atari 2600 controller has 
become an icon synonymous with classic video games. The controller featured a 
single bright, red button and a stiff, hexagonal joystick. The controls are so tried and 
true that almost every modern video game controller has some sort of variation of 
this combination, albeit with some changes.

To read the complete article and more, visit www.thefactorytimes.com

NES Zapper (1985)

Coinciding with the North American release of the NES, the NES Zapper (also known 
as the “Light Gun”) was a light-sensing controller shaped to resemble a pistol. When 
the trigger was pressed, the game being played would turn black for a frame, and the 
enemies and/or targets within the game would be replaced with white boxes. Using 
the sensor in its tip, the Zapper would then determine if the player had hit something 
and send a signal back to the console. While only a handful of games supported the 
Zapper, it was nothing short of revolutionary at the time.

Nintendo Entertainment System (1985)

Also considered to be a classic controller, the NES gamepad was rectangular and 
featured the now-standard directional-pad (commonly called the D-Pad), as well as 
two face buttons and a start and select button. Although quite simple in its design, the 
NES controller was relatively comfortable and versatile, capable of playing a wide 
variety of games.

SEGA Genesis (1989)

Like the NES, the Sega Genesis saw a number of console and controller revisions. The 
standard Genesis controller sported an eight-directional D-Pad as well as a start 
button. Later iterations would feature 3 additional face buttons, which made the 
Genesis controller ideal for fighting games like Mortal Kombat or Street Fighter.

Super Nintendo Entertainment System (1991)

Once again, Nintendo innovates on basic controller design by adding a set of bumpers 
and two more face buttons to the original NES’ controller design, both of which have 
become essential parts of any decent controller.

PlayStation (1994)

The original PlayStation controller was very reminiscent of the SNES controller in its 
design, with some minor changes for comfort and improved control, such as elongated 
arms, a separated D-Pad, and two additional bumpers.

Nintendo 64 (1996)

The N64 controller has been widely considered to be one of the most awkward 
controllers ever released. Despite this, the N64 controller was one of the first ever to 
feature an analog stick, which was oddly positioned in the middle. The N64 controller 
was also the first to feature rumble functionality, through the use of an additional 
RumblePak accessory. Though it hasn’t aged very well, the N64 controller was a 
crucial stepping stone in the controller lineage.

DualShock (1997)

The DualShock controller improved on the original PlayStation controller’s design by 
adding rumble and two clickable analog sticks (hence, “Dual-Shock”). The rear-most 
bumpers were also widened to form proper triggers, which made the PlayStation ideal 
for playing first person shooters.

Tennis For Two (1958)

Contrary to popular belief, Pong wasn’t the first video game ever made; that title 
belongs to a science experiment conducted over a decade prior called Tennis for Two. 
Being that this was the first ever video game, it would have the first ever video game 
controller. In this case, though, the term “controller” is quite generous, as it wasn’t so 
much a “controller” as it was a large metal box with a dial, small red button, and four 
screws holding it together. Regardless of its crude construction, though, Tennis for 
Two was an important landmark for video games and deserves an honorable mention.
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