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Welcome to the October issue of Gaming Insurrection! We are continuing coverage of 
local videogame happenings and regional tournaments, and we are looking at the national scene. 

This issue focuses on arcades, and we have two features this month that do just that. The 
first will focus on two local and one regional arcades that are providing some of the arcade ex
perience in the Southeast. The second feature is the first of our "classes" on popular fighting 
games and events which revolutionized the arcades as we knew them. Finally, tournament-wise, 

we review an Anderson, S.C., tournament where a nationally ranked Tekken player dominated in 
Marvel vs. Capcom 2, Street Fighter Alpha 3 and Super Street Fighter II Turbo. 
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The focus of this month's issue, ar:.. 

cades, made me think back to a time when 
arcades were really cool and when I used 
to enjoy going to arcades. That's not to 
say I hate playing videogames now, but it 
reminds me of the good old days when go
ing to an arcade was an adventure and an 
experience. 

I have been going to arcades for the 
last 11 · years of my life. My love affair 
started with arcades when the "Place For
merly Known as Columbia Mall" had an 
arcade open called Aladdin's Castle. 
When I was 1 O years old, I participated in a 
bubblegum-blowing contest Aladdin's Cas
tle held and took second place. The next 
year I had my birthday party there and en
joyed getting 600 free tokens to waste on 
games like Smash T. V. However, it was 
when I turned 12 the following year that I

really started to appreciate arcades more: 
A game called Mortal Kombat 2 had just 
come out. 

I had never really played fighting 
games before aside from a little bit of 
Street Fighter 2. Mortal Kombat 2 caught 
my eye because of the graphics and the 
system of the game. It looked very inter
esting · and when I saw the fatalities for the 
first time, I was riveted. I became a "Mortal 
Kombat geek," as many of my friends and 
family say, and I couldn't stop playing it. 
My mom fondly remembers driving me to 
the arcades on the weekends and sitting 

outside while reading her novels just so I 
could practice. 

The Mortal Kombat series holds a spe-
cial place in my heart, because it was the 
first series that I really worked hard to be

good at I I also have many experiences
from playing the games that came out in 
the arcades. While playing MK2, I devel
oped a reputation as one of the few good 
female players in Columbia, which still 
stands today. Players who I fought as a 
teenager constantly recognize me, even 
though sometimes I don't quite remember 
fighting them. While playing MK3, I met 
Marcus, and our relationship has withstood

seven years and the victory I gained over 
him. 

What I learned from Mortal Kombat 
has helped me to appreciate the few ar
cades that we have left today. Aladdin's 
Castle closed vv'hen I was 16 and, even 
though it's gone, it was Mortal Kombat that 
prompted me to survey the remaining ar
cades in Columbia's once-thriving arcade 
scene and to survey Charlotte's wonderful 
Mindboggle arcade. I duly thank the crea
tors of MK for providing me with a reason 
to still believe in arcades, and although 
MK5 will be a home-market only release, I 
hope that one day soon arcades will have . 
their own sort of renaissance. 

Lyndsey M. Hicks 
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Over the years that I've been a 
gamer, I have had nm-ins with the 
good, bad and downright pathetic 
sides of the gaming industry. This 
column will allow me to share my ex
periences with you. 

It was relayed to me a few days 
ago that I should write about what 
games I'm looking forward to. 
T his made me think back to all 
those highly anticipated titles that I 
just had to play, only to find out 
that it was a complete waste of 
mine and probably many other 
gamers' time. I won't mention 
any exact games *ahem* Super
man 64, Oni on the Playstation 2,

MK Advance *cough,* but you 
have to love the fact that we can 
get baited by a lot of hype and be 
stuck with some crap on a disc 
that's barely interactive. 

This time around, I'm praying 
that these titles don't end up in the 
new "Bad Game Cemetery" that's 
located in my backyard. 

For the Game Boy Advance: 
The Legend of Zelda Advance; the 
fact this i$ a straight port of the 
SNES classic A Link to the Past is 
enough to make me shell out 
money, but I really want to see 
how its new multiplayer feature 
stacks up. 

Also: Metroid Fusion; One of the 
two Metroid games that the Editor 
in Chief has been waiting for since 
1994. Ten years without Samus 
Aran is punishment enough; now 
we get rewarded with for our pa
tience. 

For the X-Box: Steel Battalion; 
you use a 40+ button controller to 
control your mech. Enough said. 

Also: Unreal Championship; what 
can I say? I love first-person 
shooters. To snipe a player who 
lives across the country with the 
upcoming X-Box Live Internet ser
vice is a nice added bonus. 
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For the Gamecube: Metroid 
Prime; it's Metroid in first person. 
What more could you ask for? 
How about swapping data be
tween . the GC version and the 
GBA version? Oh, wait . .. you 
can. 

Also: Resident Evil Zero; finding 
out just what happened in that 
damn mansion before the first 
Resident Evil is enough to make 
me play this game. 

For the PS2: Contra: Shattered 
Soldier; Old-school Contra, new
school graphics. I wonder if it will 
have the Konami code? 

Also: TimeSplitters 2; again, I 
love first-person fragging, but I'm 
steamed they omitted the online 
feature. What a rip. 

Well, that's what I'm waiting 
for; how about you? Hit us up at 
our e-mail address with the sub
ject as "Games I'm Waiting For'' 
and why. 

Marcus C. Barnes 

Got comments on this 

column? Email us! 

NEW FEATURE TO START 
NEXT MONTH! 

Gaming Insurrection will present a 
new feature entitled, "Roundtable Dis
cussion"! Editor in Chief Lyndsey M. 
Hicks, columnist Marcus C. Barnes and 
a few of their videogaming friends will 
discuss current events and a wide 
range of topics in the videogaming 
world every month! 

The new feature will be an addition 
to their regular columns, and it will pro
vide an intimate look at the creators of 
Gaming Insurrection and their gaming 
habits. Join us next month for the new 

• 
I 
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VIDEOGAMES 101: 

MORTAL KOMBAT 

In the first essay of a four-part series on revolutionary games and events in the videogame industry, 

Gaming Insurrection Editor in Chief Lyndsey M. Hicks examines the history of Mortal Kombat, one of 

the most influential and controversial fighting games in the last 10 yeare. 

_B_y_L_yn_d_se_y _M_. ru_·c_ks ___ ] 

T 
What were you 
Where were you? In 
tional news, viole 
videogames debates 
gun to heat up with 
cess of Doom; at th 
time, two designers 
cago revolutionized 
games with their title, 
Kombat. 

Mortal Kombat w 
ated and designed b 
Tobias and Ed Boon, 
whom worked for 
lisher Midway's offi 
Chicago, 111. Both d 
were in their early 2 
had previous experien 
pinball games, High 
Football and Joust 
coming together to 
MK. Tobias lent his 
talents to the chara 
sign while Boon focused on 
programming. Tony Goskie 
assisted Tobias with charac
ter design, and John Vogel 
created backgrounds. Dan 
''Toasty" Forden was the 

sound man. The product of 
these five men became one 

hours with people curious 
about the blood and gore and 
packed with players eager 
for something other than 
Street Fighter. MK featured 
seven fighters (six male and 
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one female); a shape-shifting 
sorcerer and a clay statue 

bosses. This was 
ing of the palette
as well, because 

al artist - Daniel 
portrayed four of 
s characters; this 
important for the 
on. 

's introduction 
me market after a 

arcade run, a 
me along: censor-

endo, which began 
Super Nintendo a 

r, did not want to 
e blood and gore 
so prominent in 
ss appeal. The 
opted to release a 
at featured differ
ing moves and 
stead of blood. 
h opted for a full 
rt to its Genesis 

system, released the com
plete version. It sold more 
copies and signaled the end 
of the censorship problems 
for Boon and Tobias' series. 
However, MK was just be-
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ginning to heat up and a se
quel proved it. 

The year 1993 saw Mor
tal Kombat 2 literally rejuve
nate arcades all by itself. 
MKil faced competition in 
Capcom's Super Street 
Fighter Ji Turbo but held its 
own. It featured better graph
ics, 12 playable characters, 
extra backgrounds, and extra 
gore and finishing moves. 
Boon and Tobias even fea
tured themselves in the game 
with a character named for 
them (see sidebars). At the 
same time, plans for a MK 
movie were put into the 
works. The Mortal Kombat 
series was on top o 
world. The home mark 
two complete versio 
this time the Super N

.

had a slight edge in te 
graphics. Because M 
so successful, Mortal K, 
3 was planned. 

MK3 is generally th 
of as the downfall of th 
series. Additions lik 
combos and anima 
which let players finis 
opponent as an 
turned players away. 
features were added to 
pete with the Killer I, 
series, which was dev 
by Rare in 1994 and 
This was also the tim 
popular characters beg 
be killed off. The cha 
of Johnny Cage, a 
mainstay, was killed o 
cause actor Pesina, w o 
played him and five charac
ters in MK2 and four charac
ters in MK 1, wanted more 
money; Ho Sung Pak, who 
played Liu Kang in the first 

two games and Katalin 
Zamiar, who played the fe
male ninjas in MK2, also left. 
With character deaths, origi
nal actors leaving the series, 
and a new feature called the 
Run button added to the se
ries, it began to lose the 
steam and buzz it created in 
1992. 

Also in 1995, the Mortal 
Kombat motion picture, 
which was first conceived in 
1993, became a reality. It 
featured "Highlander" star 
Christopher Lambert as Ray
den, who guided the forces of 
good (Sonya, Liu Kang and 
Johnny Cage) with Kitana, 

Jumpmg 1 punc or 1 
kick. Brutalities were added 
to offset the popularity of 
Killer Instinct's Ultra com
bos. UMK3 tried vainly to 
resurrect what was left of the 
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MK players' attention, bi.rt it 
took the announcement that 
Mortal Kombat 4 would start 
development to bring it back. 
However, before MK4 would 
start production for the ar
cade, home console owners 
were given another dose of 
MK - this time in the form of 
Mortal Ko'mbat Trilogy. 

MK Trilogy, which was 
released in 1996 on the Play
station and Nintendo 64, was 
the culmination of the "old
school" MK series. It fea
tured every character in the 
series, and back stories were 
given for those missing from 
multiple games - like Johnny 

was portrayed by 
r- Chris Alexan
also featured the 
ds from every 
combo meter was 

any die-hard MK 
ased the game to 
r collection, but it 
well in the overall 
eogame market. 
, however, served 
oses well: to tie 

nds of the series; 
epare players for 

as a unique game 
series. Some fans 
to the series, but 
mpletely turned 
eleased in 1997, 
back to the roots 
s with 14 charac
ly had two finish
. Gone were the 

anuna 1es, friendships, bru
talities and babalities that had 
become staples in the previ
ous games. The Run button 
stayed as did the combo sys
tem, but a new feature was 

r 



Ill 
introduced: weapons.

The weapon system was 
a foray into object-based 
combat that had been put into 
new games such as Namco's 
Soul ,Edge and, later, Soul 
Calibur. This is where many 
fans broke off from the se
ries. They disliked the inclu
sion of a weapon system and 
clunky fighting that came 
with it. Using the weapon 
was a chore for players, and 
many did not bother with it or 
the game when it was re
leased in mass markets across 
the country and the world. It 
was also ill-received in the 
home market when it was re
leased on the Playstatio 
Nintendo 64. Anothe 
sion of it appeared in 
titled Mortal Kombat 
It was released for the 
Dreamcast, and it als 
ill-received. It was f 
Boon and Tobias to 
break. 

After MK4's dis 
ception, co-creator 
turned to other projects 
first project was t.lie fir 
set of prequels called 
Kombat Mythologies: 
Zero. This game, whic 
released in 1997 for 
One and N64, exp 
popular Sub-Zero's 
Mortal Kombat action 
plained how those actio 
to the death of the cha 
that later became Seo 
and refined the storyl · 
MK4. 

Though an interesting 
take on the world of MK, 
many players had game play 
issues with it, and subse
quently it did not sell well. 

The second side project was 
Mortal Kombat Special 
Forces. It, too, had game 
play problems and did not 
sell well. 

Around the same time, 
the second Mortal Kombat 
movie, "Annihilation," was 
released in theaters and fur
ther blackened the MK name 
because of a nonsensical plot 
and blink-and-you-missed it 
character cameos from MK2, 
3 and 4. In 1998, the MK TV 
series, "Conquest," was intro
duced. It featured the ancient 
champion, Kllllg Lao, who 
later defeated Goro in the, 
first Mortal Kombat. It did-

previous senes m a tton to 
an option to select from mul
tiple move sets for each char
acter are going to be added. 

The graphics, according 
to previews, will be on par 
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with the recent Tekken 4; at 
the same time, Boon and the 
MK team of designers, which 
still includes Forden, Goskie 
and Vogel, have stated they 
hope the reworking of the 
MK system and better graph
ics will bring MK back to the 
prominence it once enjoyed. 

With MK's 10-year anni
versary coming this October, 
Deadly Alliance looks poised 
to revolutionize the home 
market like its father MK 1 
once did in the arcades in its 
infancy. 

Ed. 's note: Next month 
we will focus on another 
revolutionary series: Street 

MK 's ads once 

mments on 
ry? Email 

Mortal Kombat, the Dragon Design, all 
logos and character names are trade
marks of Midway Games, Inc. 

8 



�,-

9 

Mortal Kornbat Series and 

Stor�line Development
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Storyline 
(in order of game/movie events) 

MK lvfythologies: Sub-Zero 

MK J - Lui Kang becomes grand 
champion; disappearance of Goro 

"MK: The Movie" (it combines 
both MK 1 and 2's storylines) 

MK 2 -Although Boon himself has 
stated this was really not a tourna
ment, Lui Kang is the overall win
ner of the tournament that does 
take place. 

"MK: Annihilation" (it combines 
both MK 2 and 3 's storylines) 

Sub-Zero betrays Lin Kuei clan 

Ultimate MK 3 

MK Trilogy - Johnny Cage is res
urrected; the events that take place 
in MK Trilogy supercede the 
events in MK 3 and UMK3. Think 
of MKT as the actual story,· and as 
if MK3 and UMK3 are the same 

· story.

MK 4-Reappearance of Goro

Sub-Zero takes over Lin Kuei clan

MK 5 - Death of Liu Kang



11111 "Select Your Fighter" 

These charts show the character evolution in the Mortal Kombat universe. Many charac
ters returned to Mortal Kombat throughout the series, and all characters returned in MK 
Trilogy. Mortal Kombat started with only seven playable characters, and with the creation 
of Trilogy, there were 36 characters total. 

GAMING INSURRECTION OCTOBER 2002 
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"Staying Alive" 
Gaming Insurrection grades a regional and two local arcades on their survival 
techniques. 

By Lyndsey M. Hicks I 

A rcades are dying. 
There is no denying 

this fact when you look at the 
productivity and growth of 
arcades in the 1970s and com. 
pare ii to today. 

Arcades have been in a 
decline since 1995, a fact 
proven by the slowing rate of 
games introduced into the 
market. The arcade mainstay, 
the pinball industry, has dis
appeared with the close of 
Bally pinball. And while 
popular series like Namco 's 
Tekken and Soul Calibur, and 
Capcom 's Versus and Alpha 
series might have redefined 
arcade games they are barely 
keeping arcades afloat, and 
even those won't last for long. 

So how have arcades 
avoided the death knell be
sides the aforementioned se
ries? Simple. They are going 
with retro games and new, 
creative games never seen be. 
fore. Arcades across the 
country are stocked with 
games such as Crazy Taxi, 
?Dance Dance Revolution and 
Pump It Up, which are radi-

cally different from those of 
yesteryear. 

Gaming Insurrection 
takes a look at two local ar
cades and one regional ar
cade to see if these three ar
cades are keeping with tren* 
in the United States and 
avoiding extinction. 

Mindboggle 
Eastland Mall 
Charlotte, N.C. 

Mindboggle is one of 
those old-time arcades. The 
kind where you walk in and, if 
you're an old-school gamer, 
you get a rush of excitement 
just from the crtmosphere. 
This past September, I took 
the opportunity to revisit 
Mindboggle after a year of 
absence, and I fow1d nothing 
much had changed: Mindbog
gle still has the latest games 
with working machines, and it
still has some of the best play
ers around. 

It's located in Charlotte, 
which is about an hour's 
drive. Why drive an hour just 
to play in an arcade that's in 
another state? Because Mind
boggle has games like Soul 
Caltbur 2, Capcom vs. SNK. 2, 
Virtua Fighter Evolution, and 
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Tekken 4 - four of the latest 
games in terms of fighters. 

The atmosphere of the ar
cade is always jumping. It's 
one of the busier places in the 
gigantic Eastland Mall. I like 
to think that's a good thing: If 
an arcade's quiet, you know 
you have problems. Mind
boggle is fortunate to enjoy 
such brisk business. 

However, I do have one 
problem with the arcade: their 
prices. They charge .75 for 
one game of Marvel vs. Cap
com 2, a 2-year-old game of
which they have two ma
chines. I find that a little lu
dicrous, but it's one of their 
more popular games so they_ 
justify the price that way. 
Overall, though, I like the ar
cade and don't mind the 
travel. 
Grade: B+ 

Frankies Fun Park 
Harbison area 
Columbia, S.C. 

If there was any one rea
son for the extinction of the 
arcade scene in Columbia, this 
horrid place would be it. 

Frankies Fun Park is one 
of the worst, if not THE 
worst, arcade I have ever 



spent my money on. The at
mosphere of this place is good 
in terms of opponents and other 
players, but atmosphere is the 
least of Frankies' worries. 

Frankies may have the lat
est garries, but it has two fac
tors detracting from that. The 
first? None of the machines 
work on a regular and reliable 
basis. Both the Street Fighter 
Alpha 3 and Marvel vs. Cap
com 2 machines are usually 
broken, and other games like 
Marvel vs. Capcom 1 and Tek
ken 4 don't have working parts 
to put money in. This is pa
thetic, and those are just some

the ridiculous mechanical prob
lems. 

Despite all of the mechani
cal problems present, there is 
one machine that stays fixed 
and actually gets upgrades: 
Pump It Up. I found it amus
ing that every thing else in the 
place could be broken so long 
as the outrageously priced 
Pump It Up ($1 per game) 
stays fixed. 

The second problem is the 
rude employees. I have never 
seen people with such attitude 
problems and unwillingness to 
help as those at Frankies. 
Why put up with that if you 
don't have to? 

"Frankies," as a dear friend 
named Bobsmack put it, "could 
be one of the best training 
grounds for players in the 
Southeast." "But," he contin
ued, "they're shooting them
selves in the foot with inade
quate equipment and horrible 
representatives." That's com
ing from a guy who lives two 
hours away and comes to visit 
and play. If you're looking for 
a good place to play and enjoy 

yourself in an arcade, Frankies 
isn't it. Stay far away from 
this mock arcade. 
Grade: F 

Putt Putt 

Spring Valley area 
Columbia, S.C. 

With the  mon opoly 
Frankies had over the arcade 
market, Putt Putt was a wel
come addition to the arcade 
scene in Columbia. Because 
Putt Putt is still new, it has a 
paucity of games but still man
ages to outdo Frankies in a fe-W 
ways. 

I have a better opinion of 
Putt Putt because of two rea
sons: They have one of the few 
Dance Dance Revolution ma
chines in the state. It's never 
broken, and there are good 
players around to learn from. 
Also, the machine is pretty 
small, so it's not that hard to 
play and .get used to if you're a 
home player like myself. 

However, as Bobsmack 
points out, "Most of the ma
chines are broken!" Even I 
can't excuse that, but because 
they actually make an effort to 
fix things, I will give them the 
benefit of the doubt. The sec
ond reason I like Putt Putt: 
Some of the employees, who I 
mentioned that actually liked to 
help but left Frankies, went to 
Putt Putt. The difference in 
customer relations is amazing. 

Another point besides the 
lack of other working games, 
however, that I have found 
problems with is their prices. 
Putt Putt recently went up in 
price for Dance Dance Revolu-
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tion from 50 cents to 75 cents. 
I can't really condone the price 
change, much like I can't con
done the price at Frankies. 
DDR is one of Putt Putt's 
breadwinners, and that is how 
they justified the increase. 
However, that is a minor de
tractor from Putt Putt unlike 
Frankies. 

Putt has almost everything 
outside of the arcade that 
Frankies has: .go karts, batting
cages, and miniature golf. Putt 
Putt even has retro games like 
Tempest and Ms. Pac Man. As 
soon as Putt Putt gets more 
games and more staff, they 
might take over the No. 1 spot 
in Columbia, and this will raise 
their (and my) grade tremen
dously. 
Grade: C 

Based on these reviews, 
Charlotte is ahead of the game, 
and Columbia is barely strug
gling to keep up. Local ar
cades are. going to have to do 
more to improve their situa
tions in order to stay alive and 
keep up with national arcades 
like Chinatown Fair in New 
York or Sunnyvale Golfland in 
California. Please support the 
Columbia gaming scene. It 
needs it.

Got comments on this 
story? Email us I 
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Tournament Report 

By Lyndsey M. Hicks 

On Aug. 31, Outer Limits arcade in 
Anderson, S.C, held a tournament featuring 
three games: Street Fighter Alpha 3, Super
Street Fighter II: Turbo and Marvel vs.
Capcom 2.

Alpha 3, added as a permanent feature 
of Anderson's monthly tournaments, fea
tured 20 participants. This was the first 
tournament of the day in which Jae Purvis a 
native of Anderson, took the top sp�t. 
Kevin Michael of Fayetteville, N.C., fin
ished second, and Danny Miller of North 
Carolina followed with a third place-finish. 

Purvis continued his win streak with the 
first place-finish in Super Turbo. Michael 
again took second place while Eric Peterson 
of Durham, N.C., took third. The MvC2 fi
nals saw Purvis finish the day with a com
plete sweep, as he again took the first place 
prize. However, Kevin Hutchi'ns, a top 
player from Anderson, took second and Pe
terson, again, took third. 

As of press time, the next tournament is 
scheduled for Oct. 12 in Anderson. Games 
that will be featured are Super Turbo, Alpha 
3 and MvC2. Individuals interested in at
tending should check the Shoryuken Atlan
tic South web site for more details. 

IF YOU ARE GOING ... 
. ! 

*Check  sboryuken.co m  (www.
shoryuken.com/forums) and go to the
tournaments and events section;

*Contact the host of the tournament and
check on possible tournament placement
reservations, especially if you are travel
ing from out of town;

*Gather directions (www.mapquest.com
or http://travel.yahoo.com) and check
out fees for the tournament (i.e. entry
fee); and

*Practice, socialize and enjoy the tour
nament!
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Who are we? 
This month, Lyndsey found herself looking at the calendar and seeing the light at the end of the tun
nel: Graduation is in six months. The hell that is four years at USC can only be compared to the re• 
cent trip she took to Charlotte. Lyndsey hoped to get a glimpse of a good arcade and a good night's 
sleep. However, very "active and noisy" neighbors derailed the sleep portion of the plan at quarter 
after five that morning. She still got the story, though, in the name of journalism. 

Right now ••• 

Favorite game: It's still Super Smash Brothers, since Samus is still queen! 

System(s) used the most: N64 and GBA 

Studying, living, breathing: Copy editing. If I can just remember how to edit without making more 
errors, I can do well on the Dow Jones Industrial Fund Internship test. Wish me luck, because I'm 
going to need it. 

Loving: My job at the Free Times. Thanks, Dan. 

Appreciating: The help I get from my mom with school and the newsletter. Love you Mom! 

On the flip side of things, Marcus looked at the calendar and saw a re-run of last month. If he's 
lucky, he can go to the next OL tournament and wow everyone with his newly-acquired skills; or 
maybe even go to Charlotte to see Korn live in concert. Until then, he just hopes that his legs don't 
die on him from all the Dance Dance Revolution he's played. 

Right now ... 

Favorite game: Until I get my hands on the new Castlevania or Yoshi's Island for my GBA, it's still 
DDR. Maniac step-up, baby! 

System(s) used the most: A tie between the PS2 and DC. 

Loving: The fact that I have a much cooler head than what it was a few months ago. 

Appreciating: The fact that I have an opportunity to share my knowledge of games with everyone 
and for everyone putting up with me during my "down time." 
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14 


	img001
	Scan_20220101
	Scan_20220101 (2)
	Scan_20220101 (3)
	Scan_20220101 (4)
	Scan_20220101 (5)
	Scan_20220101 (6)
	Scan_20220101 (7)
	Scan_20220101 (8)
	Scan_20220101 (9)
	Scan_20220101 (10)
	Scan_20220101 (11)
	Scan_20220101 (12)
	Scan_20220101 (13)

