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Geek Culture or
Common Culture

Written by Abraham Bismark
Designed by Matt Handzel

Geek culture is a simple formula when the components are looked at. Medium is
not important, as there are geek factions within movies, television, comic books,
novels, and most other methods of storytelling. What | hope to focus on is the
central element of what distinguishes geek content from others, which is science
fiction and fantasy settings (if one disregards the idea that they are the same
barring details), with an odd focus of escapism and realistic pessimism.

It's important to keep in mind that geek culture is no longer considered
a counter-culture. It is not a sub-set of peers who enjoy the same material. It
is everywhere. Five of the top ten grossing movies of 2014 were considered to
be geeky at some point (Marvel, Transformers, and The Hobbit). Now, | have
conversations about the merits of Bilbo's character with my father, who spends
very little time discussing movies and television. Star Wars and Avengers are on

the lists of many movie goers for this year. Geek is
not dwelling in the basement anymore. It's all around
us, and the trend will likely continue for a few years.
We must also remember that content
producers are very good at making us forget that
we are experiencing something that is not original. |
am not just talking about adaption from one medium
to another. | am talking about the experience that
humans have established over thousands of years
of telling fictitious tales. Tropes are the devices and
conventions that make up storytelling. Everything
about a story is a collection of various tropes into
a cohesive narrative that keeps people entertained
for a while (and hopefully teaches us along the
way). What makes a story unique is the particular

concoction of tropes. A shootout in space is very different
from one underwater, and writers use this to thei-
advantage.
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With this in mind, the pieces of geek content makes more sense. Geeky stories
tend to repeat the various elements of other geeky stories. Most superhero
stories have clears lines of demarcation between good and evil. Most fantasy

(of which | am including sci-fi) stories have vast worlds with a large variety

of species, and strange, foreign abilities (whether they be technological or
magical). The particular characters may change, and their motivations may differ
slightly. Yet, they have a tendency to carry strong resemblances to characters
from other stories in geek content.

However, this is not the most important feature of what makes geek
content. If anything, they are an effect of splitting genres and lazy writing. The
more important aspect is the inherent disregard for our own reality. Fiction, as
arule, creates its own reality for us to peak into. Most genres tend to mimic
our own reality with slight variation of the variables (world superpowers,
human interactions, societal norms, etc.). Geek content attempts to go in the
opposite direction. It subverts all ideas of our reality, and attempts to give
us a better one. Most tend to live in worlds where there are less rules, where
people have access to strange

y A powers, and where life is more

& A exciting and meaningful(barring

4G \ '). NPCs and background characters).

. Let's not lie. Some of us envy the
' ! | world of Mass Effect, or the wonders
of Middle-Earth. Some part of us
don’t like our reality, and geek
content is mixed just right for us to
feel like we are seeing something far
removed from our world.

Yet, there is danger in these worlds. Enjoyment of other “realities” is a fine
distraction, and can be part of a healthy makeup. Yet, we tend to underestimate
the power of our own desire to escape. Reality, when looked at as a whole, can
become quite depressing. Spending time in fantastical worlds might seem like a
good way to cope with it, but we can see a very clear effect that it has on those
who over-indulge. The last time | spent at a professional event (hint: it wasn’t at
SunyPoly), there was no talk of novels, movies, or games. We spent time talking
about our professional pursuits, and what we had achieved with our work. There
was a focus on what we had been able to accomplish to change our own reality.
Compare this to the escapist nature of geek content, and the pattern becomes
clear. We are either focused on our own reality, or the fake reality we choose.

This is not to say that all geek content will turn you into an unproductive
waste of human potential. This is to say that we have far too many people who
fall into the trap (especially because of the environment of this school), and that
we should be more wary of it. All of us ought to examine the amount of time we
spend away from our own reality, and if that time is truly helpful to ourselves.
Especially since reality tends to not wait for us to play catch-up.
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PARASYTE/ PARASYTE: THE MAXIM

WRITTEN BY: ELIAS PAPATHEODOROU

DESIGNED BY: KAREN SEGERBERG

YOUR NOSE ITCHES AND IT AWAKENS YOU. THE WORM TRYING TO BURROW ITS
WAY THROUGH YOUR NOSE AND INTO YOUR BRAIN STARTLES YOU AND YOU FLING IT
TO THE GROUND. THE HEADPHONES YOU SLEPT IN SNAP FROM THEIR SOURCE AND THE
CORD WHIPS AROUND WILDLY. YOU LOOK DOWN AND SEE THE SNAKE COILING INTO A
SPRING AS IT LAUNCHES ITSELF TOWARDS YOUR FACE, BLOCKING IT WITH YOUR HAND
THE SNAKE THEN BURROWS UNDER YOUR SKIN, LEAVING NO WOUND, AND ITS SHAPE
CRAWLS ITS WAY UP YOUR ARM. YOU DO WHAT YOUR INSTINCTS TELL YOU AND TIE THE
HEADPHONE CABLE AROUND YOUR ARM, CUTTING OFF ALL CIRCULATION AND THIS
CREATURE'S PATH OF EGRESS.

CONGRATULATIONS, YOU ARE SHINICHI |ZUMI, THE PROTAGONIST OF PARASYTE
BY HITOSHI IWAAKI, AND YOU HAVE JUST BONDED WITH YOUR PARASITIC BEST FRIEND
MIGI, WITH WHOM YOU WILL ATTEMPT TO SAVE THE PEOPLE ON EARTH FROM AN ALIEN
INVASION. THIS 1980s MANGA AND 2014 ANIME ADAPTATION GREATLY DESERVE YOUR
ATTENTION BECAUSE IT IS ONE OF THE BEST WRITTEN AND MOST INTENSELY GRIPPING
STORIES ABOUT WHAT IT MEANS TO BE HUMAN EVER PUT TO INK AND PAPER. PARASYTE
IS A BEAUTIFUL ASSIMILATION OF SCI-FI, HORROR, AND ACTION THEMES THAT FOLLOWS
A BOY NAMED SHINICHI WHO IS HELPLESSLY THROWN INTO A WORLD OF MONSTERS.
THE PARASITES, ONE OF WHICH TRIED AND FAILED TO CONTROL SHINICHI'S BRAIN, COME
FROM AN UNKNOWN SOURCE AND THEIR ONLY GOAL IS TO DESTROY AND EAT HUMANS.

WHAT FOLLOWS 1S SHINICHI'S UNLIKELY PARTNERSHIP WITH ONE OF THESE
MONSTERS THAT FAILED TO CAPTURE HIS BRAIN BUT SUCCEEDED IN ASSIMILATING WITH
THE BOY'S RIGHT ARM. EMOTIONLESS, COLD, AND SELF-SERVING, LIKE THE REST OF HIS
“SPECIES,” MIGI MUST LEARN TO COPE WITH SHINICHI FOR THEIR SURVIVAL AS A NEW
ENTITY AGAINST "SUCCESSFUL” PARASITES WHO SEE THEM AS A THREAT MEANT FOR
EXTERMINATION. THIS SERIES IS EXCELLENT IN SEVERAL ASPECTS SINCE IT RISES ABOVE
MERE ENTERTAINMENT AND ESCAPIST POWER FANTASIES LIKE SO MUCH FECULENCE IN
THE SAME GENRE. SHINICHI IS ALWAYS FIGHTING AGAINST THE ODDS IN HIS VIOLENT

ENCOUNTERS AND WHAT MAKES
THE ACTION IN THIS SERIES
ENTHRALLING, ORIGINAL, AND
EXCELLENT IS THAT SHINICHI

IS NEVER SAVED BY THE USUAL
ANIME TROPES. SOME OF THESE
TROPES BEING: IMPLAUSIBLE POWER
BOOSTS, HIDDEN OR PREVIOUSLY
UNDEVELOPED TALENTS THAT ONLY
EVER EMERGE IN THE MIDDLE OF A
CRISIS, OR SIMPLY SCREAMING OR
TRYING HARDER THAN NORMAL.
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MIGI 1S A CALCULATING TACTICIAN WHO GUIDES SHINICHI THROUGH EACH BLOODY
FACEOFF AND YOU WILL BE AMAZED AT THE WIT, INTELLIGENCE AND COURAGE

THAT BOTH SHINICHI AND MIGI DISPLAY THAT SERVES TO SLICE THEIR ENEMIES

AND DEVELOP THEIR CHARACTERS IN INSPIRING FASHION. TO SPOIL THE ARC OF HIS
CHARACTER'S DEVELOPMENT IS TO SOUR AN AMAZING 64 CHAPTER MANGA AND A
24 EPISODE ANIME ARC. ALL THAT CAN BE SAID IS THAT SHINICHI TRULY UNDERGOES
A METAMORPHOSIS, PHYSICALLY, EMOTIONALLY, PSYCHOLOGICALLY, AND IN THE
PROCESS IWAAKI USES PARASYTE TO CHALLENGE YOU AS A VIEWER.

IWAAKI USES THIS MEDIUM TO RAISE
SEVERAL DEEP QUESTIONS ABOUT US
AS A SPECIES. WHAT IS OUR PURPOSE
AS HUMANS? |S IT ARROGANT TO
ASSUME WE CAN CONTROL EVERY
OTHER LIVING THING ON EARTH?
CAN THEY EVEN BE CONTROLLED IF
WE TRIED? WHERE 1S THE LINE FROM
DOMINATING THE PLANET TO
COEXISTING ON IT? CAN WE RESPECT
SOMETHING EVEN IF IT TRIES TO KILL

US? THESE ARE ONLY A FEW MEANINGFUL SPLASHES INTO THE TURBULENT DEPTH THAT
IS PARASYTE.

THE SERIES 1S EXTREMELY ACTION PACKED AND VERY WELL PACED, ONLY EVER
PAUSING TO LET YOU DIGEST THE CRUELTY AND DECIMATION PARASITES INFLICT
BEFORE THROWING AN EVEN MORE CHALLENGING FOE AT SHINICHI'S FOOTSTEP. THE
PHILOSOPHICAL DEPTH PARASYTE REACHES IS NEVER HEAVY HANDED OR OVERBEARING
LIKE SOME OTHER CLASSICS IN ANIME'S HALL OF FAME, NEON GENESIS COMES TO MIND.
THE QUESTIONS RAISED ONLY EVER ADD TO THE QUALITY OF THE SHOW BY TYING IN
WITH EACH CHARACTERS DEVELOPMENT AND BY STIRRING YOUR OWN BRAIN JUICES.

THE ANIME SERIES IS A FAITHFUL ADAPTATION OF THE MANGA, HITTING EACH
PLOT POINT TO THE LETTER, AND IT IS CURRENTLY ONGOING WITH 20 RELEASED
EPISODES OUT OF A PLANNED 24. HAVING READ THE SEINEN MANGA AND SEEN
20 EPISODES OF THE ANIME SINCE ITS FALL 2014 RELEASE, IT CAN BE SAID WITH
CONFIDENCE THAT THE ANIME ONLY SERVES TO POLISH THE EXCELLENT STORY
AND MAKE THE JAW DROPPING ACTION SEQUENCES SHINE WITH UNBELIEVABLE
SPEED, VORACITY, AND GORE. CONSUME THIS SERIES NOW BECAUSE IT HAS ALL THE
INGREDIENTS FOR A SCI-FI CLASSIC, A HORROR CLASSIC, AN ACTION CLASSIC, AND AN
ANIME CLASSIC IN LEAGUE WITH HALLMARKS LIKE TRIGUN, FMA: BROTHERHOOD,
HELLSING, AND GANTZ TO NAME A FEW.
P.S.: THERE IS PART ONE OF A TWO
PART JAPANESE LIVE ACTION MOVIE OUT
NOW, WITH PART TWO PREMIERING THIS
YEAR, BUT CRAMMING 32 CHAPTERS OF
STORY WITHIN TWO HOURS OF CINEMA
NEVER WORKS OUT. CATCH IT ONLY
AFTER VIEWING THE ENTIRE SERIES ARC
AND IF YOU'RE A DIEHARD FAN.
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Barry Allen is the fastest man
alive in the DC Universe comic “The
Flash”. He works as a forensic sci-
entist in Central City with the police
department and uses his unique skills
to help solve cases. One day he was
struck by a lightning bolt full of chem-
icals that spilled over him resulting
in him being induced in a coma for 9
months. Afterwards his body started
experiencing changes and he was
able to run at an exceptionally fast
speed. He also begins working with
other scientist at S.T.A.R Labs who
try and help him understand what has
happened to his body while helping
him solve the case of his mother’s
murder.

I personally did not grow up on
being into too many comic heroes but
the TV show “The Flash” which was
premiered on October, 2014 on the
CW network had me intrigued, and |
began to watch. Barry Allen is played

Written by Rose Soljour

Designed by Paul Juiliani

by Grant Gustin and Iris Allen is be-
ing played by Candice Patton, whose
chemistry and connection | love on
the show and can’t wait to see how
the show plays their love story. The
TV show does a good job on giving

a good background story of Barry’s
childhood and upbringing for those of
us who never really read the comics.
Barry Allen “The Flash” is awesome
to me and | am not ashamed to say
that | am addicted to the show and
he is officially my new favorite super-
hero man crush.
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LLASSIL CONSOLES
Writer. Anthony Baptiste Uesigner: Zach Handzel

‘m sure that most of you just like_me used to love playing video games growing
up. Magnavox led the way in digital gaming: JacH.in.the day.this.console blew the minds
of people with this new technology. After-the success-of the #first video game console,
EVEryone wanted to improve upon this revalition ”Years later ore of the most iconic video
game systems ever, the Atari Pong, was.released. .Everyoee at.one point or another has
played pong. Who would have imagined bach then that today, ‘LO years later., we would be
able to play video games with people fram all around the world. As time went on, these
consoles became more and more sophisticated with their_graphics, what you can do during
the games, and the amount of people you can =play with. =

::::---/ -~ i /A

- Now some of the classic game systems of the past are household names. Everyone
= =~ has heard of Gameboys, the original PlayStation,” afd 'the Nintendo BL.-These systems
were ‘mainly made so popular in part due to the iconic characters. Pikachu, Super Mario,

= = - brash Bandicaat:- alorg -with many others are names that will instill instant nostalgia. Y'ou

= = - can't help but recall the days you spent hours in front of the TV trying to beat a level that
== seemed impossiole. These games not only brought people together, they have been known
far breaking friendships. We can all recall a time gou wanted to Hill 2 friend or_sibling for
= = |- dEStrOying you in & game you thought=yoo=were good® at: Bven us college Hids ean say that
== we have spent a little too much time -playing- video games rather than studying. "However.,

those were the times that brought some of us young adults together. An example of this

being a few of my friends and | debating sHipping class because we were playing Mario Hart=
1 on the GameCube. -

. il - -Nnu.laclaqs people consider playing videg games' to be “nerdy” but | asH" why? Even
professional ‘athletes who | am pretty sure are not considered nerds play these games. |
thinH that considering these vi:len'_game lovers to be nerds or geeks is a travesty. | believe
that a person should be able to give themselves the title of geek or nerd and not society.
dust because you do not share the interest of a person, it does not mean that you have
the right to judge them. | hope that this article mabes you want to breal out a classic video
game console that you have been holding on to and have a great time with your friends.
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