
Bollywood seeks
boost with
‘Forrest Gump’
remake

One of India’s biggest stars is
banking on a remake of
Hollywood feelgood hit “Forrest

Gump” to revive the fortunes of Hindi-
language Bollywood, after a string of
weak box-office showings. Aamir
Khan’s “Laal Singh Chaddha”, an
adaptation of the 1994 US classic star-
ring Tom Hanks, hits cinemas on
Thursday ahead of India’s 75th inde-
pendence celebrations. Disappointing
takings for other Bollywood A-listers
have cast a pall over an industry still
recovering from Covid-19 lockdown
losses when many in movie-mad India
turned to streaming giants like Netflix
and Disney+ Hotstar. The adaptation
keeps several iconic scenes from the
original-which netted six Oscars,
including for Best Picture-such as a
floating white feather, ping-pong play-
ing and lots of running.

Box of golgappas 
But there are several changes, with

Gump’s “box of chocolates” line
becoming “Life is just like a golgappa.
Your tummy might feel full, but your
heart always craves more.” Golgappa
is a popular Indian snack, while the
second half of the saying-”you never
know what you’re gonna get” in the
original —  draws from a common
Hindi phrase. The film promises to
take people through India’s history in
the same way Gump stumbled
through and influenced major US
events like the Vietnam War.

This could irk Indian right-wing crit-
ics who have already called for a boy-
cott of the film because of comments
made by Khan in 2015 that were
deemed to be unpatriotic. Khan, the
star of megahit “Dangal” (2016), and
screenwriter Atul Kulkarni were coy in
sharing what Indian historical settings
would be featured. Kulkarni would only
say that his script was a “beautiful sto-
ry about a beautiful country called
India through a beautiful person called
Laal Singh”.

Remaking a ‘classic’ 
Khan, 57, admitted that he initially

put off reading Kulkarni’s script,

uncertain it would be possible to
adapt such a “cult classic”. “It’s like
saying we are remaking ‘Mughal-e-
Azam’ and ‘Mother India’. It’s not a
wise thing to do,” he said, referring to
two Indian classics. “But when I heard
the script, I understood he’s done it. It
was a moving experience for me. I
really loved it. The moment I heard it I
wanted to do this.”

Bollywood star Kareena Kapoor,
41, who plays Singh’s lifelong friend
Rupa, based on Robin Wright’s Jenny
Curran, said the plot was “timeless”
with a love story at its core. “I won-
dered how they would play around
with such an iconic film,” added Naga
Chaitanya, a Telugu-language star
from the southern film industry
“Tollywood” who plays Bala, an adap-
tation of Gump’s shrimp-fishing
Vietnam comrade Bubba. “But the way
they have conceived the film for Indian
cinema is unique.”

Competition 
Recent silver-screen hits have not

come from Hindi-language Bollywood
but are in other Indian languages,
such as action flicks “Pushpa”, “KGF:
Chapter 2” and “RRR”. “RRR”,
released in March, raked in $87 million
domestically, while “KGF: Chapter 2”,
which debuted a few weeks later, took
in $106 million, media analyst Karan
Taurani of Mumbai-based Elara
Capital told AFP.

Action film “Shamshera”, released
on July 22 and starring Bollywood
actor Ranbir Kapoor, has so far only
made $5.6 million, dashing hopes it
would lure audiences back to Hindi
cinema. A rare Bollywood hit this
year has been comedy horror “Bhool
Bhulaiyaa 2” released on May 20
and featuring r ising star Kart ik
Aryan, which has brought in $24 mil-
lion so far.

Now, all eyes are on “Laal Singh
Chaddha” and family dramedy
“Raksha Bandhan” with Bollywood
megastar Akshay Kumar-which also
releases on Thursday. Taurani esti-
mates that “Laal Singh Chaddha” will
make $19 million, falling short of
Khan’s per-film average of $35 million.

Khan, who co-produced “Laal
Singh Chaddha”, believes Bollywood
hasn’t lost its mojo, blaming the early
release of movies on streaming servic-
es for lower box-office takings. “I feel
that perhaps we-I’m including myself
in this-as Hindi filmmakers, need to...
also pick topics which are relevant to a
larger audience, as opposed to picking
topics which are relevant to a smaller
audience,” he said.—AFP
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In this file photo taken on November 30, 2019, Bollywood actor Aamir Khan pays respect
at the Golden Temple during his visit for the shooting of the upcoming film ‘Laal Singh
Chaddha’ in Amritsar. 

A man rides his bike past a poster of the upcoming new Bollywood film ‘Laal Singh
Chaddha’ put up at the Metro theatre in Mumbai. — AFP photos

In this file photo gaming fans play Ubisoft games at the 2019 Electronic Entertainment Expo, also known as E3, opening in Los Angeles,
California. 

British cartoonist and illustrator
Raymond Briggs, whose creation
“The Snowman” became a

Christmas staple for generations of chil-
dren, has died aged 88, his publisher
Penguin Random House said Wednesday.
The 1978 picture book about a young, gin-
ger-haired boy who builds a snowman that
magically comes to life has sold more than
5.5 million copies globally and was trans-
formed into an animated film in 1982.

First shown on British TV, with an intro-

duction by David Bowie in some later ver-
sions, the film and its memorable musical
score has become synonymous with
Christmas ever since, being shown every
year. “Raymond’s books are picture mas-
terpieces that address some of the funda-
mental questions of what it is to be
human, speaking to both adults and chil-
dren,” said Francesca Dow, managing
director of Penguin Random House
Children’s. Reflecting his own curmud-
geonly nature, Brigg’s first major success

came in 1973 with “Father Christmas”, in
which Santa Claus is an irascible old man
who hates the cold and snow, and finds
delivering presents a chore.

In 1977’s “Fungus the Bogeyman”, the
eponymous hero of the slimy underworld
scares vicars, wakes human babies and
makes things go bump in the night. Briggs
later admitted that it was based on him-
self-a “miserable, disillusioned, depressed
middle-aged man”. — AFP 

Raymond Briggs, author of UK Christmas 
classic ‘The Snowman’, dies aged 88

In this file photo British author Raymond Briggs sits in a deckchair that Briggs designed
based on his children’s story “The Snowman” at a photocall in London’s Hyde Park. — AFP 

When video game designer Mark
Venturelli was asked to speak at
Brazil’s biggest gaming festival,

he submitted a generic-sounding title for
his presentation-”The Future of Game
Design”-but that was not the talk he gave.
Instead, he launched into a 30-minute dia-
tribe against the blockchain technology
that underpins cryptocurrencies and the
games it has spawned, mostly very basic
smartphone apps that lure players with
the promise of earning money.
“Everything that is done in this space right
now is just bad-actually it’s terrible,” he
told AFP.

He is genuinely worried for the industry
he loves, particularly because big gaming
studios are also sniffing around the tech-
nology. To crypto enthusiasts, blockchain
will allow players to grab back some of
the money they spend on games and
make for higher-stakes enjoyment. Critics
say the opposite is true-game makers will
capture more profits while sidestepping
laws on gambling and trading, and the
profit motive will kill all enjoyment. The
battle lines are drawn for what could be a
long confrontation over an industry worth
some $300 billion a year, according to
Accenture.

‘Ecologically mortifying’ 
Gamers like Venturelli might feel that

they have triumphed in the early sorties.
Cryptocurrencies have crashed recently
and dragged down the in-game tokens
that had initially attracted players.
“Nobody is playing blockchain games
right now,” Mihai Vicol of Newzoo told
AFP, saying between 90 and 95 percent
of games had been affected by the crash.
Ubisoft, one of the world’s biggest gaming
firms, last year tried to introduce a market-
place to one of its hit games for trading
NFTs, the digital tokens that act as
receipts for anything from art to video
game avatars.

But gamers’ forums, many already
scattered with anti-crypto sentiment, lit up
in opposition.

Even French trade union IT Solidarity
got involved, labeling blockchain “useless,
costly, ecologically mortifying tech”-a ref-
erence to the long-held criticism that
blockchain networks are hugely power
hungry. Ubisoft quickly ditched the NFT
marketplace in Tom Clancy Ghost Recon
Breakpoint. Last month, Minecraft, a
world-building game hugely popular with
children and teenagers, announced it
would not allow blockchain technology.

The firm criticized the “speculative pric-
ing and investment mentality” around
NFTs and said introducing them would be
“inconsistent with the long-term joy and
success of our players”. The wider sector
also has a serious image problem after a
spectacular theft earlier this year of
almost $600 million from Axie Infinity, a
blockchain game popular in the
Philippines. Analyst firm NonFungible last
week revealed that the NFT gaming sec-
tor crashed in the second quarter of this

year with the number of sales plunging 22
percent. All of this points to a bleak time
for crypto enthusiasts, but blockchain
entrepreneurs are not giving up.

‘Revolutionize’ gaming 
Sekip Can Gokalp, whose firms Infinite

Arcade and Coda help developers intro-
duce blockchain to their games, argues it

is still “very early days”. He told AFP some
of the attention-grabbing play-to-earn
games had been “misguided” and he was
convinced the technology still had the
potential to “revolutionize” gaming.
Reports of a culture clash between
gamers and crypto fans, he said, were
overplayed and his research suggested
there was substantial overlap between the
two communities. Gokalp can take heart
from recent announcements by gaming
giants such as Sega and Roblox, a popu-
lar platform mostly used by children, indi-
cating they are still exploring blockchain.

And Ubisoft, despite abandoning its
most high-profile blockchain effort, still
has several crypto-related projects on the
go. Among the many benefits trumpeted
by crypto enthusiasts are that the

blockchain allows players to take items
from one game to another, gives them
ownership of those items and stores their
progress across platforms. Vicol, though,
reckons blockchain gaming needs to find
other selling points to succeed.

“It could be the future,” he said, “but it’s
going to be different to how people envis-
age it today”. Brazilian Venturelli, whose

games include the award-winning Relic
Hunters, used his talk at the BIG Festival
in Sao Paulo to dismiss all the benefits
trumpeted by crypto fans as either
unworkable, undesirable or already avail-
able. And he told AFP that play-to-earn
games risked real-world damage in Latin
America-a particular target for the indus-
try-by enticing young people away from
occupations that bring benefits to society.

He said many people he knows,
including venture capitalists and the
heads of billion-dollar corporations,
shared his point of view. “They came to
congratulate me on my talk,” he said. But
with new blockchain games emerging
every day, he accepts that the battle is far
from over. — AFP

In this file photo youngsters use their mobile phones to play Axie Infinity, an NFT game where
players earn tokens that can be exchanged for cryptocurrency or cash, in a neighborhood
alley in Malabon, suburban Manila.

In this file photo Zacary Egea, a former
member of the Bolivarian National Police,
shows his mobile while checking the status
of his plant while playing the Plant Vs
Undead video game in the Cuaricuao neigh-
borhood in the Libertador municipality of
Caracas. — AFP photos

In this file photo the Voxies game is shown
on a screen at the Alwaysgeeky games
booth during the DCentral Miami Conference
at the Miami Airport Convention Centre in
Miami, Florida.


