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Super Mario American Gothic and 

The History of Super Mario Article

Here I designed a Magazine spread on the history of the Super 

Mario Brothers. In it, I showcased a piece I made to compliment 

the article. Creating a Super Mario American Gothic painting. 

The History Of 
The Super Mario 

Bros.
After just three years, Nintendoʼs aggressive 
move into the North American videogame market 
proved a complete disaster. Out of three thousand 
units built, its much-hyped, last-ditch arcade shoot-
er Radar Scope only sold one thousand units. The 
rest gathered dust in a warehouse.

Minoru Arakawa, the man who placed the bold 
Hail Mary order, begged his father-in-law (Nin-
tendo CEO Hiroshi Yamauchi) to reprogram the 
useless Radar Scope machines into a new hit 
game. Anything less would be the nail in Ninten-
do of Americaʼs coffi n. Yamauchi agreed, handing 
the job to Gunpei Yokoi, creator of the success-
ful Game & Watch series, and his young protege, 
Shigeru Miyamoto... a graphic artist whoʼd never 
designed a game in his life.

For the fi rst time, story came fi rst and gameplay 
was designed around it. Miyamoto based his plot 
on the Popeye love triangle, a license Nintendo 
pursued and lost. His four-man programming team 
didnʼt want to code the same game four times. 
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For the fi rst time, story 
came fi rst and gameplay 
was designed around it. 
Miyamoto based his plot 
on the Popeye love trian-
gle, a license Nintendo 
pursued and lost. Very 
quickly, a giant gorilla 
subbed for Bluto while 
Popeye the Sailor-Man 
became Jumpman, a car-
penter leaping barrels 
and scaling his construc-
tion site to rescue “Lady.” 
Miyamoto wanted a lin-
ear progression through 
different stages. His four-
man programming team 
didnʼt want to code the 
same game four times. It 
was foolish, like redesigning a 
chess board every fi ve moves.

Under protest, they delivered a whopping 20k of 
code while Miyamoto composed the music and de-
signed animated “intermissions” to ad-
vance the story. Everything had to stay 
within Radar Scopeʼs hardware limita-
tions. Chips and conversion kits were 
shipped to America in 1981. Arakawa, 
his wife and a few others changed two 
thousand Radar Scopes into Donkey 
Kongs, but Arakawa knew “Jumpman” 
wouldnʼt cut it with the Americans. The 
character needed a real name. 

Twenty-six years later, Mario is the face of videogam-
ing, more recognized around the world than Mickey 
Mouse. Heʼs appeared in two hundred games, col-
lectively selling over two hundred million units. Heʼs 
launched consoles, salvaged entire industries and led 
the charge into true 3D gaming. Six out of the top-ten 
best selling videogames of all time are Mario games. 
Orchestras perform his theme music. Operas have been 
written. Heʼs gotten his own cartoon series and, unfortu-

nately for those that saw it, a 
live-action fi lm. He propelled 
his creator from staff artist to 
legend, honored in America, 
knighted in France and in 
control of his own division at 
the third largest company in 
Japan.

Well before Mario became 
the offi cial mascot of Ninten-
do, Donkey Kongʼs runaway 
success - 60,000 cabinets 
eventually shipped - was at-
tributed to its star: Donkey 
Kong. Mario barely regis-
tered. For his next appear-
ance in 1983ʼs Donkey Kong 
Jr., he took on the whip-wield-
ing villain role.

Miyamoto intended Mario 
to be his go-to character, a 

slightly pudgy, silly-looking 
fellow who could easily fi t into 

any game as needed. Accordingly, he designed his 
little carpenter mostly by creating elegant solutions to 
practical, 8-bit problems. Overalls made the arms more 

visible. A thick mustache showed up better 
than a mouth and accented the bulbous 
nose. Bright colors popped against dark 
backgrounds. He wore a hat so Miyamoto 
could skip designing a hairstyle - not his 
favorite task - and to save programmers 
from animating it during jumps.

...Except Marioʼs occupation didnʼt sit 
right. A colleague told Miyamoto that his 
little sprite looked more like a plumber.
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Soundtrax Magazine Ad

The Soundtrax magazine spread I designed for my Mobile app, 

target market skiing or snowboarding demographic.  



A Character Map of Archer

The hit TV Series Archer on FX, has an eclectic collection of char-

acters. I created a poster with a visual map of the show, display-

ing how each character connects with one another. This could 

also be used as an interactive Online character encyclopedia on 

a fan site.   
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Soundtrax

Soundtrax

Soundtrax App.

Soundtrax allows you to connect with your local ski resort 

through your mobile device. The App. focuses on creating play-

lists based on specific GPS locations. The user can than mark 

trails or an area where they would like to listen to that play-list. 



The 2015 Origami Convention App.

Introducing the App. for the 2015 Origami Convention.  Where 

users can view and sign up for classes, check out events, and 

connect with other convention goers. Creating a new user 

friendly experience, and helping others to connect through the 

passion of origami.

Origami 2015



Origami Convention Package Design

Using this heart shaped variation of the Masu Box, created by 

Romi Halabaso, I created a package design to help brand the 

convention. The diamond shape allows for stacking as well as 

easy packing. 


