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Uf!RODUCTION 

In this particular case, the old ad.age "better lat� than 
never" rea.lly does apply. Ahhourh we've euirned most or 
the scripts tor this first group or C.I. JOE eplsOdes, we 
still rind ourselves fielding a lot or questions about 
business and creative natters. So it's not too la�e for 
this Writers' Guide to \he C.I. JOE •erie• to be or use. 

In the followlnf page•, you'll rind inronoation ebouL our 
business procedures, a.bout. the use of those ch-aract-er .. and• 
vehicle lists, about the Joe and Cobra characters and their 
relationships. about the paraceters of pernissible 
"violence'" in the show, and ev&n SOt'l'I� notes on how to sut>mi t 
word-processed scripts via MCI Mail and on disk. 

• PLEASE READ THlS GUlDE THOROUCRLY. It was prepared as □uoh
ror your benefit and convenience aa for OW"$.

Ir you're reoelving it eleotrcnioally, PLEASE PRINT A HARD
COPY.

Ana, whether it came to you on paper or through the ether,
PLEASE SAVE YOUR COPY FOR FUTURE REFERENCE.



• ((¥00-hool This is your n.., story editor, Buz: Dixon, 
typine, Anything in double �rentheai• is my co•.r-�nt; all
others are Steve's -- though I have done a bit or editing 
here and there ..• )) 

• 

• 

I. 8USill£SS PROCEDURES

Beoauae we've had so many inquiries rrom writers seeking 
work on this series, we've developed two sets of procedures 
for the •ulxnlssion or scripts. The rirst applies to writers 
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with whom I've worked before, a.nd writer• who have already 
worked en C.I. JO£. The second applies to writers who are 
1\lbi::iitting JOE mat-erial for the first. time, and with who.se 
"ork (in ani<>ation or other rlelds) I am unfamiliar. 

It's vital to the scheduling or the project that these 
procedures be respect� a.nd th.et no exceptions be ma.de. A.s 
you i<nQ\l, "e're producifti rirty (count 'em: five-oh) 
((twenty, count'e,,, two-oh, if we're refering to the second 
aeriea. -- Buzz)) or these ahows; each time a writer aska

tor a special favor-- extra tiwe to complete a script, a 
hurry-up on a paychee-k, or whatever•· it requires a little 
addi�ional errort and a little more time. Over the course 
of a prod:uction season, those little increments or ti.ae a<ld 
up. 

Everyone working on C.I. JOE reol!:es that your errorts and 
your talen� are vital to the success of this series. You 
won't find a story editor or e production c01Z1pany anywhere 
in animation with �ore concern for the needs or writera.
Please bear that in mind before you're tempted to nag. 
Don't conruee ua with any other show you may have worked on, 
for any other story editor or any other producer. 

lo those inevitable casei wher@ a delay or roul·up doei 
occur, please don't at.tribute it to negligence or lack or
concern. Aaauoe it's an accident, owing entirely to the 
enor:iity or the project and the rnyriad details competing 
daily ror our attention. 

We've made every errort to keep our write.rs happy, to treat 
you-- and your scripts•- with the respect they doserve. In 
return, we ask tha·t you observe the procedures 1o'e 1 ve set up,
and that you not expect to be Th� Exception. so that we can 
keep the project 1<0vlng alone•• •=oothly as pogaible . 



• 

• 

---STAliOAIIO OP FOR C.I. JOE VETS---

l. Each writer is required to aim• deol mea:o with SunbOW
PrOductions before starting work on his or her first script.
According to SunbOW, thla one deal �•mo i• aurrlclent to 
cover your work on any tutu.re scripts as well. Once the
signed deal a:e:10 las been received by SunbOW, and the
writer'• copy returned, the assignment Is orrlelal.

2. You will be issued a list ot Joe and Cobra characters
and vehicles to be included In the script. £.oh list alao
specifies an episode nu:,ber.
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). You arc then required to wr-it.e three premises (one or 
two double-spaced pages In lo>ngth, apiece) that incorporate 
the charactors and vehicles on the Hat. lt'a but to 
consult with me berore writing up these p�e:)i$es, to avoid 
duplication or stories a .lready in the works. (And please 
consult tbc cost re<?ent list or story aynopaes ev�n before 
consuliinf =e. One or the reasons ror sending out these 
lists ls to spare you useless erfort.) 

(It does happen, trorn time to tice. that none or the 
three premise, aubmltted Is acceptable. In this case, 
you'll be asked to prepare three more.) 

(on the other hand, wo'vo occasionally round two 
acceptable premises in a batcb or three. In this case, 
we'll give you the go•ahead to outline on one story 
!Mediately, and the other premise will beooc:e your
next C.I. JOE assignment.)

�- Upon approval or a premise. you �eive an advance or 
one half or the script fee. (If l!lOre than one premise is 
approved, you'll re-coive the advance only ror the story 
you're to prepare first.) 

,. You write an outline (treau:.cnt) of the script. 
Ideally, the outline shO\tld run no mo�e than ten to tirteen 
double-spaced pages. 

6. We r•evie� the outline. pass along to you whatever- notes
•nd aurresticn• we may hove, and you write the icript.

7. Upon receipt or the finished rtrst draft of the script,
we notlry Sunbow that the second halr or your pay,ient is
due. l!omally. you can expect to receive this second
J)O�ent within a week to ten daya erter delivery or the
script. (Ir core tine than that eoo• by, plca,e notify us.)



8. Typically. the time span rrom start to completion or a
script will break down as follows:

a. From your r-eceip� or the charact.er/vehicle lisi to
the tlfflc you turn in your prcmiaes: one YCCk.

b. Froni our receipt ot your preoises to story
approval: one wee�.

c. From st<>ry approval to coc,pletion or outline: one
week.

d. FrCA delivery or outline to approval: one week.
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e. From opproval or outline to delivery or ecript: two
weeks.

IF YOU Kl;Qll YOll"LL NEfll lroRE Ti!All ti;() W£!:,(S TO COMPLETE YOUR 
SCRIPT, YOU HUST iNFOR.� US AT TH£ TIME YOUR OUTLINE IS 
APPROVED. 

We'll ask you tor a definite date on which we can expect 
delivery or the acript, and it's vital that you do deliver 
on or before that date. Please do�•t as� ror ror nore than 
four we•ks to write a single half·hour ep!1ode. It can't be 
done. 

···PROCEDURES FOR I/El/ RECRUITS···

l. Suball t aemples or your work from related fields
(animation, act!on·adventure rll■. other child::-en's
television, comic books, etc.).

2. Work up aome short story concepts-- each just a rew
aentcncea lonr. (It's best to ooce up with ot leaat four or 
rive Ideas, and to consult =e berore subOlittinf them on 
paper, to avoid duplication or •tortes already in the 
�-orks.) ((Or, tr you're doing one or the se<:ond t�enty, 
consult �e. ·· Bu::)) 

). Fro::t those concepts, we'll ask you t.o submit., on •spec, .. 
three premises. These ahoUld run a page or two each. (You 
can, of course. submit additional pre�ises !r you like.) 

4. If one or your premises ia approved, you·11 be oss!gned
to write an outline. You will be paid for the outline, and
this ree uill apply against your script advance tr the
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outline la accepted.

Be aware that. we m.ay a.sk tor one or more rewri'tes or 
your outline. We're not pleying ,..,es: we're tryine to 
help you shape ! t in to acceptable rora. 

Keep in mind. al.so. that we m.ist. reserve the right io 
"cut. orr" a ,.,rit-er at t.he out.line stare ir we reel that. 
story isn't coming toeether the way we'd like. Ir you 
accept payment ror th.e outline, it bec()<lles our 
property, Md we mey asa!rn it to another writer. Or, 
you can decline payment encl withdraw the out.line rrccn 
consideration ror C.I. JOE. 
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�- Ir your outline Is approved, you'll receive the belance 
or the cu,t.omery ,0% advanco a1ain1t tho acrlpt tee, and 
rrom this point, we treat you just like a C.I. JOE vet. 
(See precedlnr aectlon.) 

---FUIITHER NOTES ON BUSINESS PROCEDURES-·-

---He require that all scripts be submitted either on dl•k. 
or via HCI Hell. We're u•lnr COOlpeq (IBH-coc,petible) 
ccoputers to edit the scripts and trans1>it then to New York.

Don't. let. that worry you. Whatever aechlne you're using, tr 
it takea a standard 5-1/4 inch disk, we can probably read 
it, thanks to a nirty little program colled Xeno-copy. 
(There are a couple or peculiar exceptions-• but we have 
ways around those, too.) 

It you do autlollt your acrlpt on di•k. we'd appreciate the 
ravor or a hard copy, 83 well. 

I!" you're workinr on a typewriter, you EIU.St have your script. 
acon.oed or t:,ped onto diak tor aublllluion. We ask that. you 
assw:.e the cost ror this ,ervice. (Generally, the price is 
abou� the same as a conventional typist would charge per 
pore. l 

We can put you in touch with a word processing or scanning 
service ir you've never dealt. wit.ti this Buck Rofer-s sturr 
before. 

Plea$e see the section on Hord Proces$ing for rur�her 
inromation. 

---Ir you've written one C.I. JOE script, and plan to do 
another, you should hove ln your possession: o copy or t.he 



brierinr bOOk and o videoc:assette or the rirst or second (or 
bOth) C.I. JOE oini-series. 

---Copies or premises, outline$. and $Cripts are 
available ror rererence to all G.I. JOE writers. 
n- soa:ethinf, juat ask.

readily 
IC you 

PLEASE TREAT THIS KATERIAL AS STRICTLY CO!<FIDE!IT!AL.
Don't share it wi�h friends and colleagu�s (rot'!! other
studi04. Thia also applies t.o the G.I. JOE Briefing
Book, the list• or atory synopses, this Hrlters' Guide.
and any otber materials ycu may receive rrom this
orrice or rro:i SUnbCU.
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---Queations relating to paym�nt.s. contracts, etc., shou.ld 
be directed to CAROLE HEITZIIAN or TERRI CRUSKIN, at Sunbo� 
Productions in New York. Phone: 

---Bu$lness hours at Cerberland are 10:00 a.m. t.o 7:00 p.m. 
PST. Usually. either Hildy or I will be here to answer your 
call durinr these hours. Occasionally, however, you will 
get the answering machine. This means we've actually taken 
a lunch break. Leave a rnessero, and your call vill be 
returned pl'OOlptly when one of us fets ba�ror -,,y 
business/home numbers. Hy business# is-; as or

yet tJlere is no an,wering mochine hooked up to th!• phone. 
Ir you call me on the busine3a line and don'i get an answer, 
try "Y hCIOle nwober, -• which does have an 
en3wering machine. -� 

Except in the case or a genuine emergency, call.a 
relating to C.I. JOE are not appreciated after business 
hours. The reason: I spend much or� day on the phone 
consUltinr with i,ri ters. The actual editinr of scripts 
tend# \.0 happen in the evenings•- and the wee hours or

the mornin,-· when Nol"Qel Hwuans are already tucked in 
bed. It this portion or the day is also subJect to 
telepbonio lnterrupUon, your scripts won't 11et edited. 
our schedules will be �easurable in geologic time, and 
I will get very, very cranky. 

Trust ■e: I'm no fun at all when I'm cranky. ((I can 
attest to that. ·- Bu::)) 

II. HRITHIG FOR C.I. JOE

•··Use or Character Ll•ts---



All characters and vehicles appearlnf on your list should 
appear in your story. H0<1ever, yO'o're by no v.eans li�lted 
to the characters on the list. Feel rree to U$C any other 
character in the Brierlng Book·· excluding, or cour,e, the 
discontinued products. (As a rule or thwnb. characters not 
on your list should not play a major role in your story. 
Use them as supportlnf players.) 

Sometlaes, a character or vehicle on your lla� aioply 
doesn't fit naturaUy Into your storyline, Ir you find this 
happening. call me. As a general rule, we prefer to d.rop a 
charac�cr or vehicle than, ror lMtonce, to explain vhat e 
Cobra FroC"an is doinf o� the Gobi Desert. 
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···Serles Fon,at•·· 

Think or C.I. JOE as a Jomes Bond =ovle ror kids. The tone 
Is light·· soctetiAes even tongUe·ln•cheek•• but It should 
never descend into "ca.op." The series ls eophatically not a 
paean to nllltorisa, jlnrol•=· xenophobia, and tho Cold War. 
our heroes are Americans, but the ene�y ls Cobra, not 
Russia. 

The character• and the action are played larger than lire, 
but not so broadly as to dery credibility t.otally. We want 
to u!ouln a sense or life•and·death urgency about the 
procedings, a sense that sor.>ethlng Is at stake In these 
battles between Joe and Cobra. Wo want the viewers to 
auspend their d!•beller-- forget they're watching a 
cartoon·· and achieve sc:ce kind or e,:pathy with the 
f!haract.ors. 

To write the series errectively, you should do the same. 
Think or the charactera a$ reai. not es toy•, not a.a 
television constructs. think reali,tica.lly about their 
individual atrengths and wealcnesae, and how these deter:,lne 
their tlOtivations. Unlike most cartoon characters, the Joes 
and the Cobras are anything but one·dl=ens!onal. And the 
Interplay amonr the,, con be both ..,u,lnr and rascinatlnc. 

Many or you are occust.omed t.o writinr tor Saturday morning, 
where each story for a series rits neatly Into a single 
category (cocoedy•adventure, coc=edy·myatery, trtfll<ly-ay•tery, 
etc.). Pleo,e kiss those da,ys or secure but stultifying 
aaQeness COOdbye. You'll have to adopt t.o a �uch freer



•
creative environ:;.ent to write G.l. JOE .

So rar this season, �e•ve done s�ories that could be
labelled straight adventure, stories tha� have verged on
science fiction. a couple or supernatural thrillers, and at
least one outright comedy.

THERE IS NO FORMULA FOR THIS SERIES.

What nost-- though not quite all-- or the epi•odes do have
in common is so�e element or the rantastic. A bizarre Cobra
weapon or an elaborate Cobra trap. ror example. Or a trio
or ihOsts (real ones. not acooby-duds). Or a youth with 
psionic powers. Or a herd or raopaging nutant vegetables. 
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Stories that lack thls element or the rantostic are less 
likely to suit the series. Keep this in �ind when 
conatructinf your prt-misea. (On the other hand, we'v� done
a couple of episodes which feature no super-�eapon, nothing
supernatural. and nothine both a:,bulatory and 
photosyrnhetic. Ir a story is st.rong enough on its o-.rn 
terr.a, it will be considered.) 

• Repeat: THERE IS !iO FORHULA FOR ?HIS SERIES.

• 

The closeat we cooe t.O a "tor=at•· is that. each epbode. in
some way or another, concerns the ongoing battle between the
Joe Team end Cobra. We heve, however, done stories in which
Cobra i$ not the aojor menace, but instead plays a secondary
role.

A pre,nise that doesn't reature Cobra at all Is very likely 
ta be rejected. I'd also advise rather suor.gly against
submitting a story in which the Joes don't appear. (On the
other hand ..• ) 

((Embarass us with riches, iang. -- Buzz))

---Style and Pacini---

Ideally, the story matter. dialogue, and pacing or a C.I. 
JOE epi•ode ahould resemble that or a reature film, not a 
Saturday aorning cartoon or even price•ti�e �elevision. 

Unlike Saturday r.orning, we're lookinf for genuinely 
inventive, i"8ginat!ve atorylines with an underpiMing or 
logic. Not everything that happens in a story has to be 
possible in the real world, but within its own context, it 



•
ahould •""" plausible.

Also unlike Saturday morning. we'�e not int�rested in
r�play, or riporrs or whatever aovie happens currently to be 
popular. Don't bother pitching a "ChostbUsters"-type story,
or a ,..Spla.shu-t.yp& st.ory, or even an .. Int..olerance,.-t,ype
at..ory. It's YOUR ideas we want to hear, not. Steven
Spielberg's. We want you to tell us what a story IS, not
what it's LIKE.

Stay away fro� the threadbare subject mat.ter or Saturday
morning. Every year, on every Saturday series, the aeme
tired stories crop up ti�e and again. Be rorewarned: we
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won't even con.sider the rollowlng staples ot Saturday 
morning--

the ti�e travel at.cry 
the alien rrom outer apece story 

the thece per I< story 
the football game story 

the neighbOrhoOd bully Story 
the Frankenstein/Dracula/Hu.may $tory 

--unless, or course, you co=e up with o twist on the�e 

overdone motifs that we've never aeen betor�. 

(We've nade two �xcept!on� thus tar: the Hollyvood story &nd 
the dinosaur story. In bo�h cases. the pr�i•• incorporated 
an element that ciade the story unique.) 

Al•o w,like Saturdoy morning. the pocinf or a C. I. JOE 
scrip� should never lag, lie don't peuse in the middle or an 
eet.ic-!'l ,cene, tor example, to "add warmth" "here no:,e 
belonf•• ((Unle•• you intend to add it with• flemethrower. 
-- Buz:)) 

The d!alQf\Je ahould racilitate the pacing. Keep it cri•p, 
concise, breezy, conversational, and above all, int.e.restin.c. 

Avoid long pos•ore• or bald expository diol0f\JC, 

Avoid soliloquy. (Except, possibly, in the case or Cobra 
Conmander. ) 

Avoid lines like: "Look out.I .. , "Over there!", "It'.s 
Cobra/Destro/Zarten/Whoevul" (Even utilitarian lines like 
these can be written with personality. Dul<e and Wild Bill, 
for example, would say "Look out!" in two entirely di£rerent 
way•.) 



• 
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Avoid the rubling. prime tioe ••,i.yle." of dialoeue in which 
the wriier's voice. not the character's. drones on tor

pareirroph•. 

Avoid vi1ual cliches, too. There•i no need, ror �xample, 
to establish e location with the shopworn device of paMina 
over a motionless backgrou.�d. holdlng on soce or another 
stru.cture. pushing in en the structure, end t.hen "dissolving 
through" to the interior. Use the principles or 00ntafe. 
O.,v!se original transitions u.lng sound and vl•uol cues. 
These can be faster. oore dr�at.ic-- and just. as clear-- a.a 
the pedestrian devices that have been done to death on 
Saturday momlnf. 
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ADDITIO!IAL NOTES Cll A.NIHATIOll SCRIPr.,'RJTI!IC 

1) KEEP DIALOCUE TO A Hlll!KIP.i.

There's nothing more borlnf than shot after shot or "Ulklnf 
heeds" in animation. (Essentially, �hat you ret is a rlat 
blob or paint that bobs occeo!onally.) Characters ohould 
only say l or 2 lines per speO<lh (except where necessary), 
And 10 for color-- alway• look for a more Interesting, less 
expository way t.o put an idea acroas. Ideally, even these 
short speeches should reveal character as well a.& convey 
in!on:at.ion. 

When a longer dlolOf exchanfe !o absolutely necessary, keep 
the characters In IIOtion while they're talking. (E.g., 
rather than hove Lady J and Flint converse at Joe 
Headquarters about a misoion they're golnf to under-take, fet 
the mission underway ar.d have theA exchanre whatever dialoi 
!s neceooary between the cockpits or their SkyStri�ers.)

Another altemative for longer blocks or dialog is to uae a 
na.r-rat1 ve 11 volce over" a mont.age or images. 

When the Character spea.l<lng is not seen In the shot, t)IJ)e 
either (V.O.) or (O.S.) next to hla name. (V.O.) =•ans 
Voice Over. This is used for characters who are nO\lhere near 
the shot (I.e. narrators, characters talking on radios etc.) 
(O.S.) means Off Screen. It is used for a characters who 
are present, but aren't in the current shot. 

2) BREAK UP SHOTS:

The primary unit or breaking up ahots ia the 11slu.glin�", 
.1oc:et.i.1:1es called the 1'shot. title" or .. subje<:t line••. It
looks like this: 
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INT. JO£ l!EAIXlUART£l!S . ME£'Trnc ROCH. WIDE ANGLE. DAY 

or: 

OY FLIN? ANO LADY J · TRACKl�C 

or ,oc:etiJl:es jll.5t: 

LADY J 

Slugllnes Indicate the subject and location or the shot and, 
frequently. the position or the e4"'era ot the stert of the 
shot. Slugllnes are always typed in CAPS. 
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Camera direction and action appear below the aluJline and 
are typed as standard prose, with a couple or special 
eKception.s. Ca:i:era direction and action iimply say what 
heppens in the ahot. 

Do not cell shoU like. "Skyatrikers attack the base. end 
"'eanwhile the Al-IE STRIK£l!S do batUe with CROUl/0 VlP£l!S." 
Break this into its coc:ponent actions via sluglines •.. 
There are a 11lllion CORRECT waya to do this. Thi• Is just 
one or the:, . .. 

ANGLE ON A SKYSTRIK£l! 

A missile streaks out or !to undercarriage ... 

ANGLE ON TRE BASE 

The mloslle ENT£l!S SHOT and flies towar<l tho base. 

Bl.AMIii 

Scoke a.�d tire fills the screen ... 

COT TO: 

EXT. THE BATTLEFIELD· ANOTll£l! AREA· WIDE ANCLE 

Cround Vipers and Awe Strikero exchange shou ..• 

As I said, that i$ just one way of doini: It. Another i• to 
integrate the $lugl1n� with th.e camera direction and action, 
so that they read•• continuous aentencea. (The slugllne la 
still typed on a separate line, and still in caps. however.) 
Exuple: 

A SKYSTRIX£R 
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launches a missile rr0111 its undercarria,e. The =issile 
streak� o.s., headed ror ... 

THE BASE 

On the cut: the missile ENTERS SHOT and i=pacts the 
base. Bl.AM!!! 5"'oke and tire till• the screen ... 

CUT TO: 

EXT. THE BATTLEF!£l.l) - Al:OTHER AREA - WIDE Al>CL£ 

Ground Vipers and Awe Striker• exchange shots ... 
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)) USE OF TRANSITIONS (CUTS, HJPES, & DISSOLVES) 

CUT TO'• are used to •hCY• event> taking place In nearby 
l00ations and, usually (unless you're Nicholas R�). in 
lineal chrcnological sequence. In other words you can cut 
rrom the ex�erior to the interior or a building or rrcxn one 
room to anoiher, or from one major area or a battle to 
another (i.e. the sky to the battlefield). 

This is not nearly as COOlplioated as it se"'2, It will soon 
be second nat.ure to you. 

DISSOLVES and WIPES are u•ed tor slightly dirferent 
purpose,. A DISSOLVE Is kind or like a chapter ending, and 
ahows the passing or a significant 8ll0unt or time. 

A HIP£ usually Indicates a aajor ..ave In locatlcn, but an 
event that follows almost i•ediately In tice. 

Two ano:nalles: 

"QUICK CUT" - used in slugllnes. not as transl tlon. 
Basically et�aningle.ss term (what's a "'alw cut"?) coined to 
denote a shot or very brier duration. E,a�ple: 

QUICK cur - QUICK KICK 

kicks quickly, lmockinr the blade rro� Storm Shadow's 
hand, narrowly avoiding a cu• to the quick. 

"ON THE CUT• - uaed in descrip\ioa to indicate ,hat 
someihing happens i�nediately arter t.he camera angle 
chanres; coined LO prevenL director• free lingering on a 
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motionless rror.o tor rorty seconds before o bullet rir«t 
rro� two reet away enters the shot. 

4) CAliERA HOVEMEST: TRACKING, TRUCKll;G A!l'O PANNING

These words do not rerer to thinf$ that raceri, teams"ra 
and gold miner do. They sr<, technical jargon. As technical 
jargon tends to clutt�r things up, avoid it wh�n easy, but 
when it is aost erficient to use jargon. do the rollow1ni. 

T!IACK!l;G la used when you are rollowlne a character. 
Another way or saying tracking i$ FOLLOWING, or MOVUIG WITH, 
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or aomet1n�s just WIYR. Ioarinc settinr up tracks non to a 
character and racing along with hia as he runs. 

TRUCKING is a rorward-and-baclNard movement or the cOJ:1era. 
111-0ulng ln and out on a shot. Another way or sayinr this is 
PUSH I!/ or PULL BACK. This Jargon cuo frOCI! wttat tne 
cu.erac;en U3ed to do with a dolly by rolling the cuora. 

PANNING is e hori2ontal aove. Pan when you mean to move 
rrom left to rlfht or vice versa. You can Ol$O PAN UP or 
DO'..tN, but you must be specific when dolnf so. The tem 
canes fl"OOI PANORAMA. The c1111era i• staying In one location 
but turninr-- side to side, up or down. 

Soc:ietlmes, for the sake or slQplicity, you ean call multiple 
shots•• In • bottle scene. As you are usually deseribinf 
incidental action. this ia okay. but you have to ma.ice aure 
that the Intent or tile $Cenes is clear. I.E. If you are 
rolng to call shot• of a battle, give so:,e l:ipresslon or 
whet the vlc,ier ls supl)O$ed to think Is 101nr on -- the Joes 
are winntnr or Cobra l$ winning. 

AS A CEN£RAL RULE, Imagine that you are looking through the 
lens or the co.cera. Each shot you call is one tal<e. 

ADDITIONAL JOE NOTES 

COBRA: 

((It 1• important to remember the average Cobra trooper and 
all the main villains are iough. brave, intelligent, and 
detenained. They do not rive up without one helluva flfht. 
Some of thew ore crazy, • rew aight be sub-nomal in 
intelligence, but they ore all mean mucldos. They do not 
squabble wl th one another a.la eight-year old •chool kid• or 
typical Saturday i,orninr villains. Ir wo Cobra villains 



• 

• 

• 

have a difference or opinion, they will eiiher (1) launch an 
Intrigue to discredit or kill the other or (2) challenge 
their foe to a duel in the Arena or Death. 

( (Above all, they have a philosophy: they believe the o.�ly 
way to guarantee world peace and human progress is to 
conquer the world And completely dominate It. Pattem Cobra 
on the Early Rman Empire. the Claudian emperors, "Pax 
Romana." etc. They're not narry-eyed ldeallsta, but they 
do have a reason tor wantinr to Mlle the world. -- Buzz)) 
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x ... ot & Tomax - Crimson guard/Evil twins run • conrlocerne: 
Extensive Enterprises - leeal rront ror Cobra activity. 
Have identities as legitimate businessman. 

Crimson soldiers a.re in deep cover, have civilian identities 
- accountanta, buslnesacen. Co alonr with wlMlng side, but
are in it tor the money. Tend ·to lean t�ard Destro.
((Cobra Is a totalitarian, racist orgacl:atlon, but they
take care or their er.ml For ir.st.ance, we have established
they have the equivalent ot a Boy Scout auxilery, a monthly
organizational ,..ga:lne, a credit union, and a health plac,

Bus:)) 

Zartan • ia a mercenary, not actually par� or Cobra. The 
Dreadnoks work for Zart.an, are COl:iplete morons. Al.l they 
can do is era.sh, kill, aaia, destroy, cause general mayhem. 
Buz:er has chain saw, Torch ha• acetylene torch, Ripper has 
scythe-like weapon. ((The Dreadnoks will probably be among 
the rirst people lined up against the wall and shot ir Cobra 
ever does talce over! ·- Buz:)) 

Can use ve-apon.s on objecu only, not people-, not. even 
!c,plled.

Destro/Baroness - cocr.pletely sane, know vhot. they"re doin.f. 

Cobra Cornaander - coa,plete =•<l'lon. 

Cobra COll'Nnder/Zertan - Z•rtan In It ror money. 

Maj Bludd - goes with WIMlng side. 

Zartan and Destro - alwa,ys against each other . 

C. I. JOE - NOTES ON CHARACTERS



• Dulce is rlrn in c°""'""'d, Flint 2nd, SCorlett and Lady J
ol>o<lt equal at Jrd. ((Hawk is the general in charge or the
overall Joe operation. but he ian•t a� involved 1n the
tactical end as much as Joe end the others are. Which
doesn't o:ean he NEVER goes on missions ... -- Bu::))

• 

• 

Dulce/Scarlett, Pllnt/lAdy J - r011antically linked, also
Cover Girl/Thunder. ((�.A1N-FRAME and ZARA.�A. Zartan's
sister, will have a brier� biticr-aweet ro�antic 
relationship. Hhenever they meet on the field or battle
arter this, they will deliberately avoid haming one 
another: indeed, they'll even provide the other an 
opportunity to escape. Sueh compassion and renerosity on
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their part does bit extend to other Joes, Dreadnoks, or 
Cobra troopers.)) 

BAZOOKA is dll!llb. He should onl,y say) or 4 words In each 
speech. Hayl>e , Ir obsolutely necessary. 

FLINT and LADY J. are the most highly educated menbers of 
the te8JII, They are also r=ntleally Involved. Flint is 
second in ccxr.mand . 

COBRA COM)WIDER h CHAOTIC EVIL doing the job or a Lawful 
Evil charaeter. He', acary because he's coapletely cad. 

DESTRO Is Lowru1 Evil and very bright. Thinl< or Darth 
Vader. He Is infinitely CON l0t1ical than C.C. De•tro Is 
scory because he knows exactly what he's doing and "by. 

BRUKER is a fOOd ol' boy. 

ACE is a eaa:bler. He likes hh Joi> a lot. 

Shipwreck and Polly • "lecher ... after all rem.ales, "drunken 
sailor• •tereotype, old Popeye cartoon, elven the chance 
will i=edlotely duck out on a mission and fO rind the 
nearest poolhall. Voice sounds like Jeck Nicholson In "The 
Los� Detail". Polly is a wisecrackinf parrot that rides on 
his shoulder. 

Alplne/Be:ooka - Alpine is the "Black Don Rickles•, canst.ant 
stream or insults, really obnoxious. Bazook·a is sweet..
&low-witted, takes ln,ults up until Alpine hurts hla 
feelings, when Alpine will feel bad. 

Rock & Roll - probably has collection or Little Richard 
records , Jet up and dance type. 



• 
, Alpine & b:ooko 

Dusty - desert trooper, Western kid, grew up on ranch. like 
a young Roy Rorers, $weet. nice guy, youncer t.ha.n r�st or 
Joes. Not so much a COW"boy, u a desert rancher - ha, 
olmost aystical relationship �1th desert. 

FootlOO$e - root soldier, walks every•here. dancer. 
Barbecue - rirer!ghter, co,:es r""" long line or rirc:i:en, 
lives in rerurblshed firehouse. 
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Airtight - hostile enviror.:tent specialist, can suit up to 
valk into a.ny kind or extr�e. iuch aa heat or cold, 
chenical warfare, poison at.=osphere. 

Rerardinr cheracter list: 
let others play �ackground 
brletlng book con be used, 
pro=inen1.. 

Focus on major characters listed, 
roles. Any other character in 
as long as ones on llst oi-. more 

•
C.I.JOE NO-NO'S

• 

The following are rorbldden, verbott,en, and derlnitely not
Kosher:

t.nythlng nuclear. Instead or saying nuclear power plants,
or nuclear aub�arines, or nuclear bo.�b, you mifbt use
instead '"photon disinterre1.0r weepon11 

or soo.ething or that.
Ilk.

No speclrlc Cobra base In any apecir!c city, you can aay a
"city rruch like New York'' etc. Nowhere, particular. not even
Tierra Del Fu�o. ( (Mythical cities and cou.�tries are okay
but don't use anythinf already done before; i.e., Arkham,
Miakatonic, Centerville, Raintree County, Latavia, eic. -­
Buz:))

Be carerul "I th 11eapons like !<ni ves. clubs. rarrou,es. etc.
((In other �ords, any weepon a youngstor could conceivably
Jet his gn:bby little hands on. Remmber, ,iost or the Joes
use LASERS. not reirular rlreom•. Yes, we !<now it'• a
silly, IIIOOt point in reality, but It makes Hasbro happy end
it doesn't detract rrom the story. In the Joe univerae, a
laser can do anything a rifle or pistol can do, except kick
back ui th re-coil, and I doubt t.hot would becgae e.n ic:;port.e.nt
story point. -- Buzz))

Sorry - no sex. ( (InterHt In the opposl te aex is okay. our
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characters aren•t monks and nuns arter all, but it should 
never become obtrusive o�to our story. Espec,iall;r no 
"hugrle•klssle" or "mushy" sturr ... UNLESS you have a really 
interesting way of working it into the script and EVEN tHEN 
we'll have to okay it rtrst. So take a cold .shower whenever 
possible, okay?·· Bu22)) 

Name changes: 

VEHICLES 

C.I. Joe Hriters' Cuide

OLD 

Cobra Hydroroil Moray 
Stinger Firebat 

17, 

NEW 

Mirage Silver Mirage 
Joe Hini·tank Armidlllo 
Check Pt. Alpha Check Pt. 
Air Sea Base Transportable Tactical Battle Platrom 
Python Ferret 
Rampage A.W.E. Striker 
•Cobra Flight Pod Trubble Bubble 

CHARACTERS 

OLD NEH 

Stinger Pilots 
Shipwreck's Parrot 
Tovat1 (had scar) 
Movat 

A.V.A.C. (Air Viper Attack Corp.)
Polly

Cobra COl:il;lunication� 
Cobra Frogmen 
Cobra Polar Assault 

Troopers 
A.H.E. Striker (Rampage) 

Driver 
Hauler Driver 
Snowcat. Driver 
No more Spar'k.s 
ins�ead - ne,1.1 character 

Xamot {has scar)
TM4X
Televipers
EELS
Sno,, Serpents

Crankcase 

Heavy Metal 
Frostbl te 
Use Breaker 

"Cobra still calls It Fl!Cht Pod, while Joes call it Trubble 
Bubble. 

Cobra Elite Cuards are also called the Crimson Cuard. The 
Cobra Elite CUard Co:mnanders (Tomax and Xomot) are sometimes 
also referred to as THE CRIMSON CUARD COMMANDERS (with 



• 

..,,phesl•) or ot the Crimson Twins. 

HO!!D PROCESS!!IC 

S'ubmissicns on disk 

Thi• orrlce uses HS/DOS, Hlcrosort Word vord procesalnf 
program. ((This orrlce. too. -- 8u2z)) 

If writer Is also u•inf this progrllffl, or ony HS/DOS IBM or 
IBH ca:ipatlble (including Hordstar, etc.), ihat con generate 
• clean ASCII rile, then Just sub:>ittlng d!sk !s acceptable.

C.I. Jee Hriters' Culde l8. 

Submissions by electrcnlc ,u!l (MCI) 

1. This orr!ce uses a mod.,, and hes an eccount with MCI
11all. Submlulcna through MCI should be ed<!ressOd to "Steve
Ccrber, ?iew York." 00 !.OT send to "Step!>en Cerber, Burbank"
es this is a personal accou.�t and no C.I. Joe r.at�rial �ill
be eccepted on It. ((Continue to ••�d thlnr• electrcnicelly
to Steve even though they're meant ror �e. I can tap into
Steve's MCI account ar.d pull orr 4-'\Ything �eant ror �•- -­
Bu::))

Re: word processing. Do..�'t center �he na.�es or character$ 
over their dialog. u,e o conalstent tab settinf throufhout 
the scri pl.. 

!,'RITER 
Even if the dialog winds up somewhere 
in Lert Jesus, away rrcx::i the 
�haracter's nue? 

STEVE 
Yes. 

Thi• roe• ror the dlalof itself, and ror transition• and 
parenthet-icals. Also, please be sure that sluglines and 
acene description begin in colUW'I one (or coltl."ZI :ero, on 
aOQe word procesaor5) or your acreen. 
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