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Namco Museum Tech Geeks
Marvel character highlightNamco makes the effort to bring the arcades back 

with a collection of its top games of yore: Pac-Man, 
Ms. Pac-Man and Galaga are among the titles that 
remind of the days of quarter munchers and stale 
dark rooms full of competition.

Gaming Insurrection went out and got new 
hardware. What we came back with is a solid 
desktop PC from HP. We also talk about mobile 
social networking options and interesting need-
to-know news bites in Tech Bits.

The supreme sorcerer of Marvel’s weird and 
strange events gets the highlight treatment in 
The Strip.

the usual suspects
32   otaku

Death Note moves right along with the fourth volume. The 
introduction of more shinigami and the concept of how a 
Death Note works has piqued the interest of columnist Bran-
don Beatty. Is a further interest in apples and chocolate also 
ahead?

34   retro game corner

When is enough absolutely enough? Some games in the 
industry have found a way to reinvent themselves and chart a 
new path with a reboot. In some cases it works and in others, 
it’s unecessary. We give thumbs up and thumbs down on 
series that fixed themsleves or made a mess.

39   animal crossing

Winter is here in full blast and Samus is bundling up to stay 
warm. With the majority of Tokyo covered in snow, there’s 
plenty of ways to stay creative and await the arrival of Spring.
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GI REVIEW POLICY
Scale is from 1 to 5 as follows:

1 — Broken. Absolutely do not play this game. A broken mess from 
start to finish. Game is unplayable and irredeemable in all areas.

2 — Substandard. The game isn’t for everyone. Some mechanics 
work; others need work. Overall design is questionable in some 
areas.

3 — Average and meets expectations. Mechanics work and it’s a 
decent package overall. It’s playable, and you’ll come back to the 
game.

4 — Above average. Exceeds expectations. Overall, a great game 
worth keeping in a gamer’s library. Presentation and mechanics all 
work as expected and add to or enhance the gaming experience.

5 — Masterpiece. Everyone should play this title at least once to 
experience what it has to offer.
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here are times when I 
wish some game compa-
nies would wake up and 
see they’re milking gam-

ers to death. No, I don’t mean 
pulling on our udders as if we’re 
some bovine property in their 
fields of consumerism. I mean, 
as if we need a million sequels 
to one franchise every year or 
two. Believe me when I say I’m 
satiated quite nicely, thank you, 
on your current offerings, and 
you’re starting to venture into the 
territory of glut and overkill.

Let’s chew the cud on an ex-
ample, such as Assassin’s Creed. 
Ubisoft isn’t known for overkill-
ing but it seems like there’s been 
an Assassin’s Creed title every 
six months lately. Before the criti-
cal triumph of the first sequel, 
AC was a franchise that couldn’t 
buy a mention in the gaming 
press without talk of how the 
first game needed work. Well, 
we got work, didn’t we? And 
then some, because there’s now 
Assassin’s Creed, AC: Brother-
hood, AC 2, AC Revelations, 
AC: Bloodlines and AC: Altair’s 
Chronicles. This is all in the span 
of four years, from 2007 to 2011. 
I’m all for some assassination 
and improved sequels but this is 
a bit much Ubisoft.

Another culprit is Capcom. I 
have long been skeptical of the 
ridiculousness that is Capcom 
and Street Fighter rehash as well 
as the milking of Resident Evil. 
Capcom, for all of its classic sta-
tus that it loves to strut around 
when it comes to anniversaries of 
its franchises, has mastered the 
concept of milking a franchise to 
death. 

Just ask Keji Inafune about 
Mega Man the next time you see 
him.

While we’re on the subject 
of glut, Nintendo isn’t too far 
behind with multiple Mario and 
Zelda games. 

It’s true that these characters 

can launch a system with a 
decent game, and most Mario/
Zelda games are pretty good. But 
where does it end? Mario is up 
to Galaxy in terms of title, and 
Zelda is going to run out 
of ways to tell the story 
of Link saving Hyrule/
Princess Zelda one day. 

And while we’re at it 
can someone please let 
Nintendo know that 
simply adding two or 
three things to a game 
does not mean it can be 
rehashed and sent out 
like a proper release? 
Mario Kart and Animal 
Crossing teams, we’re 
looking at you.

And please, for the 
love of all video games 
and sacredness, let’s let 
Guitar Hero die a digni-
fied death and stay dead. 
If there’s never another 
game in that series and 
it’s retired as Activision 
promises, the video game 
world won’t be needing a 
mechanical milker again 
for a while. 

Let’s let the 2 percent 
store-bought stuff do its 
job instead of running our 
favorite franchises in the 
ground with sequelitis.

Lyndsey Mosley is editor in 
chief of Gaming Insurrection. 

She can be reached by email at  
editor@gaminginsurrection.com

Time to stop milking game franchises
editorial

editorial 3

Lyndsey Mosley
CRY OF WAR

T Let’s 
let the 2 percent 

store-bought stuff do 
its job instead of running 
our favorite franchises in 

the ground with  
sequelitis.
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SUPER MARIO KART CLASSIC FOCUS

LET’S GO!5 
Who’s who on the Mushroom 

Kingdom racing circuit

The lowdown on the character 
classes and driving capabilities

9 
Mushroom Kingdom  

raceway tunes

Music selections 
from the game 

7&8 
Find a place to race

We select our favorite tracks 
and discuss the Battle Mode 

landscape

10 
Spruce up your game

Patch codes that change  
Super Mario Kart in startling 

different ways

6 
Get to know the tools  

of the trade

Weapons are important in Super 
Mario Kart. Learn how to deal 

mass destruction

By Lyndsey MosLey
GaminG insurrection

In 1992, Mario was on top of his game. Wildly 
successful in conquering his 16-bit foe Bowser 
in one of the greatest platformers ever created, 
the plumber from Brooklyn was looking for 
a career change. Enter his apparent obsession 
with go-karts. 

Mario’s newest fascination led to what is 
considered one the best spinoff franchises in 
history: Super Mario Kart. With seven games 
released and at least 12 million games sold 
in North America, according to Nintendo of 
America, Mario Kart has reached a pinnacle of 
success only dreamed about by its numerous 
competitors. And it all started with a simple 
racing game featuring Mario, Luigi, their 
friends and their rivals taking a driving tour of 
the Mushroom Kingdom and Dinosaur Land. 

Gaming Insurrection’s second Classic Focus 
installment seeks to examine the elder states-
man of go-kart racing, a game that remains 
fresh after 19 years and routinely has yearly se-
quels for each new Nintendo console released. 
We’re choosing our weight class and picking 
our best course as we look at the excellent and 
classic Super Mario Kart.
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Choose your driver ...

Meet the racers of Super Mario Kart

PEACH/YOSHI

Acceleration: Best
Top speed: Average

TOAD/K. TROOPA

Acceleration:  
Very good
Top speed: Poor

MARIO/LUIGI

Acceleration: Average
Top speed:  
Very good

BOWSER/D.K. JR.
Acceleration: Poor
Top speed: Best

If you want characters that drive fast and have above average weight, pick Peach and Yoshi. They won’t spin as easily against 
the heavyweights. If you want easy beginners who are lightweight with good control and fast acceleration, pick Toad or Koopa 
Troopa. Beware that they will easily spinout against heavyweights and even middleweights. If you want average across the board 
for acceleration and top speed, choose Mario or Luigi. Both characters are middleweights and won’t lose as much traction in a 
battle against heavyweights. Finally, if you’re looking for a bruiser with high top speed that can hold their own in any collision, 
pick Bowser or Donkey Kong Jr.

WHAT THIS ALL MEANS
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Know your weapons

BATTLE MODE/2UP MODE ONLY
Ghost: The Boos help steal other players’ items and grants the user 
invincibility and invisibility for a short period of time. These are infinitely 
more useful in Battle where you can disappear from sight and buy some 
breathing room from an impending shell attack.

The items in the course of play fall into four categories: Those that all players (human 
and CPU) can use, CPU-only, human only or Battle/2UP mode only. All weapon attacks will 
cost four coins when they successfully connect.

ITEMS THAT ALL PLAYERS CAN USE

Banana Peel: This station-
ary item will block the road-
way until a hapless racer bar-
rels into it. It can be thrown 
ahead of a cart or dropped 
behind.

Star: Granting its user in-
vincibility, increased speed 
and brute attack power for 
a limited amount of time, 
a Star is a rare item within 
Super Mario Kart. Stars 
usually come to those in 
fifth place or below, and in 
Battle Mode more easily. 
Stars come with conditions, 
however: If you drive off 
an edge or fall into a track 
hazard such as lava or deep 
water, you will lose it.
Primary users: Mario 
and Luigi

Green 
and 
Red 
Shell: 
Koopa 
Troopas use their shell coverings 
as some of the most famous 
weapons throughout the series. 
Red Shells lock on and track 
a specific target, while Green 
Shells do not. Green Shells can 
be shot in the front of a kart and 
behind, but Red Shells only move 
forward. If you are too far away 
from your intended target, a Red 
Shell can miss.
Primary user: Koopa Troopa 

CPU ONLY

Yoshi Egg: Yoshi 
can drop or throw 
this stationary  
projectile.

Poison Mushroom: Peach and 
Toad throw or drop these shrink-
ing projectiles. After hitting one 
and shrinking, try hitting a second 
one to return to normal size.

Fireball: Bowser will ei-
ther throw or drop these to 
spin out opponents. They 
are not stationary, and will 
move around on the track.

HUMAN ONLY

Feather: Making 
its only ap-
pearance in the 
original game, the 
Feather is useful 
in two big in-
stances: Dodging 
projectiles and 
finding and using 
shortcuts. It’s a 
rare item so use 
it accordingly.

Lightning Bolt: This later-notorious item 
is helpful immediately: It shrinks all other 
opponents on the track. If you can receive a 
Lightning Bolt — like the Star, only if you’re 
in the dregs of the race order — use it. It’s 
one of the rarest items in the game (only 
appearing in the Grand Prix or 2UP match 
races).

Mushroom (speed boost): 
These grant a burst of speed. 
Use them to boost past the 
competition or get big air when 
hitting a jump.

Coins: Only human players can pick these up 
laying around the track or in item squares. They 
add two to your current total. They come in 
handy if you’re losing coins in collisions or having 
to pay Lakitu for towing fees. They also boost 
your acceleration up to 10 coins.
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Our chosen racing locales
BOWSER’S CASTLE 1
CUP: MUSHROOM

Starting out innocently enough, Bowser’s Castle’s most basic level 
becomes a fun jaunt through the hallowed halls of the King of the Koopas. 
The first section is a straightaway that’s designed to build up your speed, 
allow you to jockey for position and establish some type of order. Rounding 
the first curve takes you into the item box area and your first encounter 
with Thwomps. 

Mostly nuisances that block your path at inopportune times, Thwomps 
aren’t necessarily a threat if you either A) drive under them as they’re ris-
ing; or B) squeeze through between them. A nimble racer should be able to 
get through the gap with no problems. 

After getting by the Thwomps and rounding another curve, an interest-
ing straightaway appears. Here is where you need to put the pedal to the 
metal and take advantage of the zippers that zig zag through the area. 
Boost through with the two on the left to gain a tactical advantage. In the 
next track section, you will run head on into jumps. Here, they aren’t such 
a problem as they’re designed to bump you to the next part of the track. 
There are two sets and it’s easy to just bop through them and make it to 
the home stretch.

MARIO CIRCUIT 2
CUP: MUSHROOM

One of our favorite courses, Mario Circuit 2 is the finale 
of the Mushroom Cup and makes a fun trip through winding 
asphalt and a speedy jump near the end to round out a great 
start to the first cup.

The item boxes are after the first two curves, which aren’t 
all that spectacular. However, the thing to note is the fact 
that there is only one chance for an item and it’s here. The 
key strategy to this track and its lack of items is to wait until 
there’s an opportune open shot at the end. Also, shortly after 
the item boxes is an oil puddle. It’s easy to see and avoid 
unless you’re specifically going for the coins just beyond it. 
There’s only three and they may be tempting, but sometimes 
they’re just best left alone, especially if you’re still jockeying 
for the lead at this point.

After making your way around two more curves and an-
other oil spill, the big jump lies ahead. Here’s where the item 
strategy comes into play: If you’re still bothered by a rival 
that just won’t hang back, hold a Red Shell if you can pull one 
from the item roulette. Wait until the rival karter is just at the 
zippers and let loose with the shell. It’s almost guaranteed to 
push them over the jumps and back into the preceding sec-
tion of track. Having to repeat this nearly 15 seconds of track 
time is a surefire way to guarantee a rival knocked out of 
contention in the middle of the race and a fourth-place finish 
for them if on the last lap.

RAINBOW ROAD
CUP: SPECIAL

Rainbow Road is considered the hardest track in the entire game for a 
reason: There are no barriers and there are a lot of curves that can send 
you plummeting to your doom and out of contention for a first-place fin-
ish. Take heed for carefully but quickly making your way around the track 
because this is the trickiest of them all.

In the first stretch there are Thwomps blocking about 3/4ths of the road. 
Remember how Thwomps weren’t that much of a problem in Bowser’s Castle 
1? Well, they’re a huge problem here. They can easily flatten you and cause 
a spinout if you don’t have coins. And driving between them is easier said 
than done. Find a way around them quickly and keep in mind that you will 
see them again later in the track.

There are one set of item boxes on the track, though the color of the 
track may make it hard to see them. Grab a hopefully useful item, dodge 
more Thwomps and speed through the track. Also, keep in mind that there 
are jumps placed throughout these first few curves. They will make you 
bounce off the track, so exercise tight control and hope that no character 
manages to push you off.

The final tricky section to the track involves a split in the road. Here, 
Thwomps block both sides, the left not having items and the right, which 
contains a few item squares. In the middle of the split is a jump that, if 
done correctly with a Super Mushroom, can provide a super jump that will 
put you on the other side of the track near the finish line. Generally, we 
tend to choose the right side, pay little attention to the left and definitely 
ignore the center altogether. Attempting to take the center and land cor-
rectly is almost like suicide so it’s best left to the experts. Coming around 
the final curve, there are a final set of Thwomps and the last straightaway. 
Do your best to avoid them and speed to the end.

CHOCOLATE ISLAND 2
CUP: STAR

The desert paradise that is Chocolate Island is filled with mud, sand and 
bumps in the road. The second of these tracks takes the concept and runs 
with it.

The winding nature of the track starts things off as you move toward 
item boxes. This first curve is always a fight to establish a lead and makes 
holding onto coins a particularly hostile endeavor on the 100cc and 150cc 
levels. Taking the second curve introduces bumps that will make your 
character bounce slightly. It’s best to drive around them as they only really 
serve to slow you down. You could, in theory and practice, use the L and 
R buttons to manually bounce over them but sometimes it’s just easier to 
avoid them.

After that potentially dangerous slowdown comes another track hazard 
intended to make you lose precious time: Mud. No particular characters are 
rated as the best here, based on handling, but keep in mind that the Bros. 
plumber Mario and Luigi are rated by the game as terrible on this track. 
They just can’t handle the traction here well at all. Those who have a good 
chance to succeed? Koopa Troopa and Toad.

Once you get through the muddy and bogged down section of real es-
tate, it’s nearly smooth sailing except for the reappearance of bumps. This 
is a particularly long section of bumps, and there’s no real clear path to get 
around them unless you want to be in the dirt, which is a bad idea. Take the 
lumps and make it to the final bend.
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Go head-to-head in Battle Mode
BATTLE COURSE 1
SURFACE: DIRT
BEST CHOICE: KOOPA TROOPA/TOAD
The surface of the track determines 

who’s going to have a decent time 
fighting it out. With dirt coming into 
play here, stay away from Mario and Lu-
igi. Much like their problems with Choco-
late Island, they don’t have good han-
dling on dirt surfaces. There isn’t much 
of a strategy for the stage other than 
to take note of the three squared-off 
sections that contain an item square. If 
you need a good place to take a breath-
er, consider the top section.

BATTLE COURSE 2
SURFACE: DIRT/WATER
BEST CHOICE: KOOPA TROOPA/TOAD
Another course basically featuring 

dirt as the ground type, Battle Course 
2 has an interesting layout and neat 
features. If you, by chance, get a 
Feather in an item roulette box, con-
sider using it to jump into the walled-
off water sections. In at least two, 
you can find another item box and it 
buys time to protect you from shell 
attacks. As long as you’re inside the 
blocked section, you won’t get hit by 
an item that’s shot at you unless it’s 
an aimed Banana Peel.

BATTLE COURSE 3
SURFACE: ICE
BEST CHOICE: MARIO/LUIGI
When it comes to the slipperiness of 

the Mushroom Kingdom tracks, Mario and 
Luigi have the market cornered. They are 
exceptionally rated as being the best on 
icy tracks and this one is no different. 
Take care that most of the track is slightly 
blocked off by ice blocks that you have to 
hit multiple times to destroy. When you’re 
being chased, keep in mind the time it 
takes to get around them. Also, if you’re 
shooting items around, such as shells, 
beware the ricochet. The shell can and will 
bounce back and may hit you. Skidding is a 
problem on the track, but using the Mario 
Bros. should eliminate that problem.

BATTLE COURSE 4
SURFACE: ASPHALT
BEST CHOICE: PRINCESS/YOSHI
Because the surface plays a big part in choos-

ing the correct character in Battle Mode, it’s a 
surprise then that the final track isn’t deter-
mined by surface. The track is an asphalt track, 
which nearly everyone in the game can drive on 
safely. Here, it comes down to the actual Battle 
rating, and the best choice to use is either 
Princess or Yoshi. They are rated extremely high 
overall for Battle Mode by Nintendo’s calcula-
tions, so it’s a safe bet to stick with one of 
the speedsters to come out on top here. The 
track, though, is nothing special. It has a square 
layout, which means a lot of straightaways and 
90 degree turns. Other than that, it’s not really 
a problem to navigate though there aren’t that 
many places to hide.
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Nintendo’s flagship racer created genre for generation of gamers
y tales of kart racing began 
with Super Mario Kart in 
January 1993. I’d just re-
ceived my Super Nintendo 

for Christmas the previous year, and I 
was looking for other game to supple-
ment my Super Mario World fixation. 
I remember having read about the 
spin-off Mario game that was released 
and winning rave reviews, so one day, 
I made the trip to my local and now-
defunct Pic-A-Flick and decided I’d give 
it a try. 

It was the one of the best game tryouts 
I have ever made.

My love affair with the Mario Kart 
series has had its ups and downs. There 

are highs (the 
original, Mario 
Kart 64, Mario 
Kart DS) and 
there are lows 
(Double Dash!!, 
Mario Kart Wii, 
and, to a certain 
extent, Super 
Circuit), but I’ve 
owned every 

game in the series except for the newest, 
Mario Kart 7. 

The one thing that keeps me coming 
back to the original game is its wonder-
ment. For me, there’s a sense of the un-
known in the first game, as if each time 

that I start up a game and play, I have 
never played it before. Every time that I 
play, I find something new, something 
different that I didn’t pay attention to in 
the previous 19 years.

Super Mario Kart revolutionized the 
kart racing genre, yet didn’t have much to 
do it with. 

The graphics aren’t top of the line, 
though they’re clean and bright. The mu-
sic isn’t the best soundtrack ever, but it’s 
one of my favorites. 

The AI is a little obnoxious if you take 
into account how the challenge ramps up 
between the basic 50cc and intermediate 
100cc levels. But, somehow, Super Mario 
Kart manages to make me overlook all of 

this with a simple word: Fun. It’s fun to 
play through the five races in each of the 
three cups, and I’d dare to venture the 
idea that it hasn’t been this good since. 
While Mario Kart 64 is the closest to my 
love of the original, Super Mario Kart still 
has it beat in terms of sheer ingeniousness 
and creativity.

I began to call myself a Mario Kart mas-
ter when I conquered the single-player 
mode with a gold in the Special Cup in 
1995, a feat I have since accomplished in 
every game except MK7. It all began with 
the original, and the original continues to 
be the benchmark for my racing games 
today. Going back to the days of 16-bit 
battles is still the way to go. 

Lyndsey Mosley
EDITOR’S TAKE

Mario Kart soundtrack puts  
emphasis on fun, joy of go-karting

he immediate thing 
that can be said about 
the soundtrack for the 
original Mario Kart is 

that it’s amusingly appropriate. 
Every song produced for the 
game sounds like something 
that should be in a mainstream 
Mario game. But I’ll go you even 
one better: It’s so well-produced 
that it sounds better than any 
of the Mario games that came 
before. 

By far, this is my favorite 
racing soundtrack, and it’s in 
the upper echelon of my fa-
vorite Mario soundtracks as 
well. When I want to go to the 
original tracks of the Mushroom 
Kingdom, this is what I listen to:

Bowser’s Castle: This is a true 
favorite of mine solely because 
I love Bowser as a character. 
Making it to his castle in the 
Super Mario World was such a 
feat for me, and I love the fact 
that tune takes me right back to 
the struggle that was picking a 
doors and saving Peach from the 
crazed clown copter.

Chocolate Island: This is a fun 
track. The drums in the back-
ground are playful and  

inspire fun thoughts of slid-
ing around in pseudo-mud, 
although the original location 
that inspired this was one of the 
more insipid levels of Super Ma-
rio World. It really reminds me 
of riding around in rough and 
tumble plains while enjoying a 
beautiful view and the delicious 
aroma of chocolate.

Koopa Troopa Beach: Hands 
down, this is my favorite track 
of all in the game. Koopa Troopa 
Beach invokes the beach vibe 
for me and makes me want to 
rush to the coast (a three-hour 
drive for me) to catch the waves. 
While the beach tracks them-
selves aren’t really anything spe-
cial, the music makes the stages. 
The lead organ is really roman-
tic and gives it a Hilton Head 
band kind of feel.

Vanilla Lake: When it snows 
and there’s ice on the ground, I 
immediately associate this track 
with that scene. The iced-over 
lake invokes a winter wonder-
land vibe, and makes it one of 
the best tracks in the game. It’s a 
cold-but-fun feeling.

Rainbow Road: What is argu-
ably the toughest track in the 
original game gets one of the 
most awesome themes. Rain-
bow Road is hard, but I love 
that the track is very early ‘90s 
techno and clubby. This version 
is also loads better than any 
other Mario Kart’s version of 
the tune.

Ending: By the time I heard 
this track, I knew I could right-
fully call myself a Mario Kart 
master. At least of the single-
player mode, that is. It sets the 
tone for great ending themes 
in just about every Mario Kart 
game thereafter and is a pretty 
nice reward for going through 
the trouble of beating the Spe-
cial Cup on 150cc, a feat in itself.

Lyndsey Mosley is editor in chief of 
Gaming Insurrection. She can be reached by 

email at editor@gaminginsurrection.com

CHARACTER THEMES
Each character in the game has a uniquely crafted theme that plays whenever they 

earn first place in a race. Here’s a rundown of my favorites:
KOOPA TROOPA: I love this theme because it reminds me of the small turtles 

almost immediately. It’s as if they were created with this theme in mind. They em-
body the laid back spirit of the tune.

TOAD: If there is a favorite track in the game, there is a corresponding favorite 
character theme and mine is Toad’s. After many years of listening to it (I play Toad 
mostly in battle and single player except for 150cc attempts), I’ve discovered the 
multiple melody layers in the game, and they are awesome. The song never gets old 
for me because of this and I can always hum each part of the melody with ease. It 
makes me think of a fairytale in the Mushroom Kingdom.

PEACH: Another character that I usually play in later Mario Kart games, Peach 
does have a special place in my heart in the original game. She’s the only female 
character to be found, and her theme is appropriately feminine and dainty. Her theme 
instantly makes me think of pink, fluffy and cute things.

MARIO: Any theme that invokes the original Super Mario Bros. overworld theme 
is OK by me. It’s short and simple but I immediately know that it belongs to Mario, 
who’s not necessarily the best character in the game. His theme reflects that for me 
as well.

Lyndsey Mosley
BEAT.TRIP.GAME

M

T
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SUPER MARIO KART 
Release date: September 1992
System: Super Nintendo

MARIO KART 64
Release date: Feb. 10, 1997
System: Nintendo 64

MARIO KART: SUPER CIRCUIT
Release date: Aug. 26, 2001
System: GameBoy Advance

MARIO KART: DOUBLE 
DASH!!
Release date: Nov. 17, 2003
System: GameCube

MARIO KART DS
Release date: Nov. 14, 2005
System: DS

MARIO KART WII
Release date: April 27, 2008 
System: Wii

MARIO KART 7
Release date: Dec. 4, 2011
System: 3DS

Change your game with modifiers
GAME GENIE 
CODES
4DEB-CDA4 — Drive anywhere 
while in the air.
4FEB-CDA4 — Drive anywhere while 
on the ground
1A3E- CDA4 — Invincibility
C2B C- C7A9 — Item debug options
FD B C- C4A9 — Pressing the corre-
sponding buttons uses this item:
L - Green Shell 
R - Red Shell 
A - Mushroom 
X - Star 
Y - Feather 
Select - Banana 
Y + Up - Lightning 
Y + Down - Ghost  

PRO ACTION  
REPLAY CODES

Infinite coins — 7E0E0063
Infinite continues — 7E015404 
Instant top speed/instant stop — 
80FA93EE 
Debug Modifier — 7E1F0610 
It works the same as the previous 
Game Genie code, just as an Action 
Replay code
L - Green Shell 
R - Red Shell 
Y - Feather 
X - Star 
A - Mushroom 
Select - Banana 
Y + Up - Lightning 
Y + Down - Ghost

Codes courtesy of GameHacking.org

SECRETS PATCH 
CODES

SHRINK RACER
At the character select screen, 

hold Y and then press A. This will 
shrink your character down, and 
they will be able to be run over. To 
unshrink, hold Y and press A again 
at the same screen.

UNLOCK SPECIAL 
CUP IN GRAND 
PRIX
At the cup select screen, press  

L, R, L, R, L, L, R, R

UNLOCK SPECIAL 
CUP IN TIME TRIALS
In Time Trial mode, put the cur-

sor on Mushroom Cup and press 
L,R,L,R,L,L,R,R,A
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By Daniel GiBBs
GaminG insurrection

You wake up to discover you’re on the 
back of a horse-drawn cart. Looking from 
side to side, you see several other men 
on the cart with you. One of them speaks 
to you. After a short discussion, it is told 
that you were just trying to cross the bor-
der when you were captured in an impe-
rial ambush set up to capture the Storm-
cloaks, a rebel faction at war with the 
Empire. In the cart with you also is a very 

high-value target, Ulfric 
Stormcloak, leader of 

the rebellion who is 
accused of killing 
the High King of 
the Empire. With 
such a prisoner on 

board, another man 
in the cart becomes 

worried about their desti-
nation — and with good reason.

The destination is Helgen, a small town 
that serves as an outpost for the Empire. 
Within its walls are General Tallius and 
the Headsman’s ax. Yes, player, you are 
being led to your execution. After watch-
ing one Stormcloak die a proud death 
and seeing another shot down by an ar-
cher while attempting to escape, it is time 
for you to take your place at the chop-
ping block. But, as fate would have it, 
you are not destined to die at this point. 

No, you will be given a second chance at 
life, a chance granted by none other than 
a dragon, creatures of enormous power, 
long thought to be extinct. Not just any 
dragon, mind you, but rather Alduin, The 
World Eater.

Sure enough, the intervention of a 
raging dragon soon takes priority over 
separating your head from its neck. In 
the ensuing chaos, you are able to escape 
from the chopping block and run for 
cover. You manage to make your way 
through Helgen and escape Alduin’s 
wrath. Eventually, you come to a fork in 
the road to your destiny. Do you follow 
Ralof, Stormcloak and fellow prisoner, in 

their fight against the Empire or do you 
follow Hadvar, imperial guardsman and 
jailer, in his efforts to crush the rebellious 
Stormcloaks? And thus your journey in 
the region of Skyrim, the fifth installment 
of the Elder Scrolls series, begins.

Don’t concern yourself with spoilers 
for all that I have told you comprises 
about the first 30 minutes of the game, the 
tutorial if you will. From there, you will 
enter a massive world in which you can 
focus on the main story and not be quite 
as strong as you could be, or you can take 
your time and go through a large catalog 
of side quests and bring your hero to his 
or her full potential.

A VISUALLY BEAUTIFUL 
WORLD

In short, this game looks great. When 
having conversations with NPCs, you can 
actually see their mouths moving with 
the words that they say. There are rivers 
throughout the world, and if you close in 
on them, you see the detail that was put 
into making the flowing waters as real 
as possible. Speaking of being out in the 
world, the terrain is done well enough that 
it doesn’t really feel repetitive and about 
the only way you can really get lost is if 
you tend to get lost very easily (like my-
self). When moving around in buildings or 

Skyrim revolutionizes world of RPGs
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caves, you can actually make out shapes in 
the shadows that are cast by light sources. 
They are very accurate in tracking how 
your position in relation to light will alter 
your shadow.

One of the standout things in the graph-
ics, though, has to be the sky. In the day-
time, the sky looks great, but at night, you 
can look up in the sky and see something 
like an aurora effect. It’s simply gorgeous to 
the point that I’ll admit that there have been 
a few times I’ve just looked at the sky. This 
may be a good time to mention that I’m 
playing the PC version of the game with a 
fairly decent graphics card. Your mileage 
will vary depending on the machine you 
run it on. You can tell that the people in the 
graphics department really burned some 
midnight oil on this one.

MUSIC TO THE EARS
Audio-wise, Skyrim delivers nicely. The 

swing of a weapon sounds fairly accu-
rate and the various types of weapons 
(one-handed, two-handed, bows, etc.) are 

differentiated so that it doesn’t feel like you 
could close your eyes and not know a dag-
ger from a two-handed ax. Environmental 
sounds are solid as well. There is a differ-
ence when walking across different terrain; 
walking across the rock floor of a cave 
versus stalking prey through a grassy plain 
sound different. And when you hear the 
roar of a dragon swooping down to come 
in for the attack, you know it’s a dragon.

My only problem here is with the voices. 
Although you can see a character’s mouth 
moving, they are not quite in sync. How-
ever, the difference is so small that it could 
be a matter of the performance of the 
computer you’re playing it on, so it’s not a 
game-breaking feature necessarily. 

CREATE-A-HERO(INE)
You have 10 races — each of which 

have an added bonus in certain skills and 
abilities — to choose from in character 
creation followed by a plethora of options 
to choose from. I mean, you can custom-
ize just about everything from jaw bone 

length to nose width to war paint on your 
face. But there’s more: The real custom-
ization comes in the form of actually 
playing.

Everyone has some preferences when 
it comes to exactly what skills to take 
advantage of. Want to wear the thickest 
of armor and carry the most sturdy of 
shields so that you can go charging into 
battle? Develop your heavy armor and 
blocking skills. Do you like dispatching 
your enemies from a distance? Master 
the art of archery. Perhaps you are more 
suited to striking from the shadows 
where the last thing the enemy hears is 
the sound of a dagger going through their 
back. The path of stealth will be the one 
you walk.

WELL WORTH THE MONEY
It’s true that there aren’t a lot of titles 

that are truly worth the price tag one has 
to come up off of when it comes to buying 
games. That’s not the case here: Excel-
lently done visuals. Impressive sounds. 

Immense replay value in the form of 
being able to play whatever class you 
want from a wizard to a shadow knight. 
A large collection of side quests (I’ve got 
25 hours in my game, and I bet I’ve spent 
less than three on the main quest) to keep 
you occupied and help you level up your 
skills.

If you’re a fan of traditional fantasy, this 
game is for you. If you are a bit short on 
gaming dollars and want something that 
could hold your attention for months, 
this game is for you. If you want a great 
looking game, this game is for you. If you 
are a fan of character customization, this 
game is for you. If you are a fan of RPGs, 
this game is for you. Basically, if you’re in 
the market for something amazing, this 
game is definitely for you.

So far, of what I’ve played of this game, 
I’m finding very little that actually counts 
as a serious strike against it. Bethesda 
cleaned a lot of house in the 2011 game 
awards circuit. Skyrim had a lot to do 
with that haul and the overall package 
shows you why.

Elder Scrolls V 
gives reason to 

call in sick for days

Developer: Bethesda Softworks n Release: 2011

SCORE: 
4.5 

OUT 5
Photos by Daniel Gibbs/Gaming Insurrection
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Go back to the beginning of Halo
Developer: Bungie n Release: 2010

By William Harrison
GaminG insurrection

Let me first begin by saying that this is 
the Halo game where I actually bought 
into the hype. I was pretty sure this was 
going to be the best one out of the story 
despite the fact that the opening scene 
shows your helmet laying in a crater, 
basically destroyed. Thanks, Bungie, for 

making sure we know 
that our character is 

going to end up 
dead no matter 
what. 

Here is where I 
would usually give 

the synopsis of the 
game, but I’d rather 

let forth my hate for this 
game. But, I don’t want my boss to kill 
me so here goes. 

Halo: Reach is the story of a spartan 
unit stationed on the planet Reach at the 
beginning of an invasion by Covenant 
forces. Noble Team has apparently lost 
a member and you’re the new Noble 6. 
Spoiler alert: You are not Master Chief, 
let’s just go ahead and say that right now 
because when you first meet Noble team, 

they make comments that could make 
you believe you are. But, like I said, you 
die, Master Chief lives ergo it sucks to be 
Noble 6 anyway.

That is pretty much the story that takes 
place and it all happens during the Battle/

Fall of Reach. The gameplay for Halo hasn’t 
really changed that much except for the 
addition of a perks button. The perks are 
a good idea but making sprinting a perk 
and not a default thing is kind of, well, 
bad. Each perk has its own advantages and 

usefulness. There is a jet pack, hologram, 
over shield, health barrier and sprint and 
cloak ... but I couldn’t remember the last 
one immediately because I just stopped 
caring halfway through and just wanted 
to be done with it. Other than the addition 
of these perks, the gameplay really didn’t 
change much, so it’s the Halo that you 
already know. If you love that, go right 
ahead and play it, but if Halo isn’t your 
thing, you’re going to hate jumping in.

The graphics for the backgrounds were 
massive and gorgeous, but some of the 
characters seemed a little cartoonish if it 
wasn’t a cutscene. The way everyone in 
Noble Team goes out is quite interesting, 
except for Kat; the way she died in the 
commercial would have been a much bet-
ter way to say goodbye. But that just adds 
to the hate that I have for this game and the 
Halo series as a whole, which is  a story for 
an editorial some day. 

In retrospect of the things I’ve said, I did 
have a little fun playing the vehicle stages 
and the daily and weekly challenges, which 
are actually a good way to add to the re-
play value. Overall, Reach is worth getting 
if not for the story behind the fall, but for 
the multiple modes for up to four players. 

Fun can be had by all unless you’re like 
the odd man out that doesn’t care about 
Bungie’s swan song.

Photos courtesy of Gamefaqs.com and GameSpot.com

SCORE: 
3 

OUT 5
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The third level of Modern Warfare
Developer: Treyarch n Release: 2011

By William Harrison
GaminG insurrection

Welcome to Call of Duty: Modern Warfare 3, the last 
installment of the Modern Warfare trilogy. 

Taking place chronologically several hours after MW2 
with somewhat of a new cast and some old favorites as 
well, Modern Warfare 3 returns to compete for the first-
person shooter crown and your hard-earned 
dollars.

The story as it stands: Makarov has 
slightly succeeded in the beginning of the 
game at turning the world against the 
U.S. and some of its allies. He later plans 
a massive attack on several foreign cities 
to throw the world in disarray so that no 
one knows who to trust. You take up arms 
as several different main characters, includ-
ing the Russian president’s personal bodyguard 
in two stages. You mainly play as Delta Force member 
codenamed “Frost” and Former Task Force 141 (now 
disavowed) recruit Yuri. The story follows different angles 
as Capt. Price and Soap hold up in a bunker of sorts in Af-
ghanistan where we meet Yuri.You take control of him to 
help Price defend the base while Nikolai patches up Soap.

There is a plan by the Russian president to make peace 
with the United States, but Makarov’s spies aboard the 
president’s plane get wind of this and hijack the plane to 
deliver the him to Makarov instead. The story has a few 
twists and turns and some trademark disturbing imagery 
that the MW series is known for.

As much as I enjoy the MW storyline for the single-play-

er campaign, MW3 fell short in the story, like real short. 
We’re talking 6:30.45 worth of single-player campaign on 
normal difficulty, which is 13-plus hours shorter than MW 
and MW2 combined. Granted, most people bought the 
game for its world-renowned multiplayer but those of us 
who like story are left out in the cold.

The single-player campaign, as of late, seems to be going 
downhill because everyone just seems to want to kill each 

other instead of ... never mind. Let’s get to the part of 
the review you all want to hear about, which is the 

multiplayer aspect of the game. First up is the Spec-
Ops mode, because for some reason, an actual co-
op story mode is apparently a bad idea. Treyarch 
changed the matchmaking so that you don’t 
have to play with a friend anymore and can just 

look for anyone online wanting to play. They have 
also added their own version of horde mode called 

survival. Survival mode places you and one other player 
in a map taking on wave after wave of bad guys that get 
progressively harder. It’s a fun mode, but I wish you could 
have a full team of four to play through it.

The online multiplayer hasn’t really changed much. 
There are new maps and weapons to own noobs and tea 
bag opponents with, but overall, this felt like an add-on 
more than an actual sequel. It’s not nicknamed MW2.5 for 
nothing. From the short story campaign to the multiplayer 
that everyone seems to care about but me, the game was 
kind of a disappointment. It’s worth a rental if you want 
to play just the story, but if you like online multiplayer 
and mass carnage on a massive scale, then slap down your 
money and own noobs until the break of dawn.

Photos courtesy of GameSpot.com

SCORE: 
3.5 

OUT 5



By lyndsey mosley
GaminG insurrection

Usually, compilation games 
don’t sit well with me. There’s 
probably something wrong in 
the translation or something 
gets completely mucked up in 
the way the new game plays or 
sounds. Also,  Sonic games don’t 
really sit well with me, either, 
because of the nature of the way 
they play. I’m admittedly not a 
Sonic fan, having grown up dur-
ing the 16-bit system wars where 
you foreswore your firstborn 
child in exchange for an alle-

giance to Sonic 
or Mario. But 

somehow, 
someway, 
Sonic 
Mega 
Collection 

managed 
to change all 

of that. 
Suddenly, it 

wasn’t about the fact that I was 
a diehard Nintendo fan. Here 
was a great package of games, 
filled to the brim with classics 
that needed to be played. Never 
mind the fact that, at one point, 
I would have slit the throat of a 
Sega fan if he or she dared men-
tion the blue hedgehog’s name 
in my presence. No, this was 
about looking past what I per-
ceived as weakness and picking 
up a well-crafted homage to a 
mascot rival who was down on 
his luck.

So, what’s included? Of course, 
Sonic the Hedgehog 1 through 
3 are in, along with Sonic Spin-
ball, Sonic & Knuckles (from the 
cartridge lock-on days), Sonic 3D 
Blast, Dr. Robotnik’s Mean Bean 
Machine, Flicky and Ristar. Eas-
ily, the weak links are Ristar and 
Flicky with Mean Bean Machine 

pulling a close third. Mean Bean 
Machine, in particular, is one of 
the hardest games I have ever 
played, and it got ridiculous in 
terms of AI by the third level. On 
easy. If the collection could have 
done without any games, it’s 
these three. However, you don’t 
have to play them unless you 
want to really unlock everything 
on the disc i.e. the Flicky and 
Ristar ports, so don’t feel com-
pelled to waste your time. 

The collection of seven is pre-
served in a trip down memory 
lane. The packaging is slick and 
beautifully holds up for those 
of us who remember seeing the 
games on store shelves. I’m not 
really going to get into game-
play other than to say it’s exactly 
what you remember when it 
comes to Sonic. Even though I 
had Nintendo in my home, I did 
have exposure to Sega and Sonic, 
and this game is exactly what I 
needed to learn and be reminded 
of: When Sonic was decent.

One of the things I especially 
thought was nice was the His-
tory of Sonic featurette that’s in-
cluded. Here, every detail about 
every Sonic game ever made 
(and maybe not released) is 
given. If you care about even the 
cartoons, it’s all here. It thankful-
ly stops before Sonic’s atrocious 
fall from glory, so enjoy what 
praise he earns here with fantas-

tic old-school throwbacks.
Despite the horrors of seeing 

Sega-related content on Nin-
tendo systems, I’m recommend-
ing this as an item essential to an 
old-school gamer’s collection. It’s 
a must buy, though, if you want 
more GameGear games featur-
ing Sonic, get the PlayStation 2 
version (Sonic Mega Collection 
+). Either way, revisit the days 
when Sonic had something to 
offer gamers and was on top of 
the gaming heap. The collection 
of games is the starkest reminder 
yet that he wasn’t a pretender to 
the throne, and made even the 
most dyed-in-the-wool Ninten-
dohead a believer.
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Collect this gem of Sonic games
Developer: Sonic Team n Release: 2002

SCORE: 
5 

OUT 5

Despite the horrors of  
seeing Sega-related  

content on Nintendo sys-
tems, I’m recommending 
this as an item essential 
to an old-school gamer’s 

collection. 

Photos by Lyndsey Mosley/Gaming Insurrection
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Sands of Time a timeless classic
Developer: Ubisoft n Release: 2003

By daniel GiBBs
GaminG insurrection

A word of advice: When the princess of 
the kingdom of which you just success-
fully invaded tells you not to mess with 
a dagger that has the ability to rewind 
time, LISTEN TO HER. But, I suppose if 
you listened to her then there would be 
no game to play, would there?

A fictional version of the Middle East 
is where our story takes place. Your 
role is as the young prince of a 
kingdom that is invading an-
other land. Simply known as 
Prince, your valor and bravery 
in fighting through the en-
emy ranks leads to victory and 
glory for not just yourself and 
your father, the Sultan, but for your 
country, as well. As a reward for your ef-
forts, you take the mysterious Dagger of 
Time as a war trophy while your father 
takes a massive hourglass filled with 
sand as his own. After taking your prizes 
home, a place to insert the dagger into 
the hourglass is discovered. The overly 
eager prince plunges his trophy into 
the opening and plunges himself into a 
nightmare.

This is the peril that lies before you in 
Prince of Persia: Sands of Time, the up-
date to the platforming classic.

In the past, the Prince of Persia titles 
often centered on a young boy locked in-

side a massive labyrinth where he has to 
make his way through an array of clever 
traps ranging from pitfalls to spikes to 
spinning blades. This time around, he’s 
not trapped in a dungeon but is actu-
ally making his way across a massive 
landscape. Don’t worry, though, he has 
quite a bit more at his disposal this time 
around.

Armed with the Dagger of Time as 
your side weapon and a sword 

as your main weapon, you 
must face hordes of sand 

infected citizens in your 
efforts to undo the grave 
wrong you have brought 
upon your kingdom. 

You must weaken your 
foes with your main sword 

and only then can the dag-
ger be used to absorb the sand that 

has transformed the people around you. 
There is no way to turn them back; they 
can only be taken into the dagger, the 
cause of all your troubles.

But what does the dagger do with 
the sand? With the Dagger of Time in 
hand, its wielder is granted the power to 
rewind time up to 10 seconds at a time. 
And trust me when I say those 10 sec-
onds will come in handy.

When you’ve just finished off all but 
the last of a large group of foes and that 
last one manages to get you before you 
get it, what do you do? Turn back time a 

few seconds and try again. When you’re 
holding onto a crumbling stalactite but 
it falls into a chasm, taking you with it? 
Turn back time and take another look 
for the next place to leap to. When you 
fail to protect Farah and the sand people 
get her (yes, there are times when you 
have to protect her, but those are few 
and far in between)? Turn back time and 
get it right. Basically, whenever you find 
yourself in a situation where you zigged 
when you should have zagged, you can 
actually turn back time so you can zag 
instead.

The game is enjoyable. The combat sys-
tem is basic, but the acrobatics add a fun 
touch to it so that you don’t get bored 
easily. Musically speaking, I was very 
pleased. Most of the soundtrack is a fu-
sion of Middle Eastern sounds and hard 
rock, which works very well for battle 
music. And I personally think the closing 
credit theme, “Time Only Knows,” is one 
of the greatest video game songs every 
created. I would put this up against 
Nobuo Uematsu’s work. The dialogue 
was witty — I like how when you get a 
Game Over, the Prince will actually say, 
“No, no, that’s not how it went” — es-
pecially between the Prince and Farah, 
and I also enjoyed that it was spaced out 
enough to keep you from feeling lonely 
as you make your way through the game. 
The controls do justice when it comes to 
traversing the massive landscape. 

However, there are some shortcomings.
Though I thought the music was good, 

it’s really certain tracks that are good. For 
the most part, the only music that stands 
out are the fight themes and the closing 
theme. The quality of those few tracks is 
high; however, they feel offset by the lack 
of any other notable songs. 

The controls won’t let you down when 
navigating traps and puzzles, but the 
camera may the death of you, literally. 
There are too many times where the cam-
era will give you an angle that leaves you 
wondering where you’re supposed to go 
next. The last thing you want to be un-
sure of is where to go next when you’re a 
100 feet in the air jumping from old pipes 
and ledges.

Despite a few problems, I think the 
game stands up pretty well over time. 
The graphics are dated but they are 
respectable. The stand out music tracks 
are few and far in between, but those 
few stand and deliver. The camera will 
be bothersome, but it doesn’t break the 
game. Sands of Time can be picked up 
pretty cheaply now, and it’s also avail-
able on PlayStation Network. If you have 
an old-school Xbox, PlayStation 2 or Nin-
tendo GameCube, it’s worth trying out. 
While Sands of Time is a decent experi-
ence, I wish I could say the same for the 
follow-up titles The Warrior Within and 
The Two Thrones.

SCORE: 
4 OUT 

5

Photos courtesy of Gamefaqs.com and MobyGames.com
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Arcade legends  
revived in a museum

Developer: Namco n Release: 2002

By lyndsey mosley
GaminG insurrection

Think back to the days when ghosts chasing a yel-
low pizza slice were cool. Or when getting double 
ships was the thing to do for a challenging stage. 
Or, better yet, when you were “preparing to quali-
fy.” Namco Museum attempts to bring back those 
heady days of stale arcades filled with excitement, 
wonder and quarter munchers.

I’m not a fan of compilation discs. I don’t get ex-
cited for collections simply because there’s almost 
always something wrong with them. Either the 
translation is bad or the choice of games included 

are bad. Like Sonic Mega Collec-
tion, though, Namco Museum 

manages to get the major 
pieces correct in terms of 
presentation, selection and 
overall nostalgic factor.
Some of my favorites — 

namely, Pole Position and 
Galaga — are included. I was 

never a big fan of Pac-Man or Ms. 
Pac-Man but having them here actually increases 
the package’s value for me. Other classics in-
cluded in the deal are Dig Dug, Pole Position and 
Galaxian, which adds a little to sweeten the pot. 
However, what really is the main draw here is the 
inclusion of the “arranged” versions. Modernized 
and prettified, Galaga Arranged and Pac-Attack 
and a new Dig Dug are interesting additions that 
require at least one playthrough just to see what 
has changed, for better or for worse. Of the three, 
Galaga Arranged is the best and my favorite, since 

I’m a huge fan of Galaga.
The presentation is OK, if you don’t care about 

the translation from arcade to home television 
screens. Some critics have complained about this, 
but it doesn’t really mean much to me. I think of 
it this way: The games are at least 20 years old, 
sometimes older than that. If it looks like crud, it’s 
not a surprise given what Namco had to work with 
in the ‘80s. 

What I really noticed, however, was the music. 
Namco has always been a great company to turn to 
for good music, and the compilation doesn’t disap-
point. As a matter of fact, Galaga Arranged has 
some of the most interesting remixed takes on an 
original theme that I’ve ever heard. I was genuinely 
surprised at how well the music was changed yet 
reflected the Galaga spirit. The entire soundtrack 
is actually pretty good, with all of the recogniz-
able sounds from the older games present and the 
aforementioned remixes.

Gameplay-wise, it’s just as you probably remem-
ber. There’s not much changed, and quite frankly, if 
there were, I probably wouldn’t play it. Of course, 
the arranged versions have some added controls 
and functionality, but the older games are basically 
untouched for a pristine arcade feel.

Basically, if you enjoy older games from the ar-
cade days of yore, you’re going to love Namco Mu-
seum. At least three arcade hits are included, and if 
you care at all about being able to play Ms. Pac-Man 
and Galaga in the same sitting, you’ll pick this up 
to add to your Nintendo GameCube collection. 
Otherwise, the arranged versions notwithstanding, 
it’s everything you’ve played before in an arcade 
thanks to Namco.

SCORE: 
4 

OUT 5

Photos by Lyndsey Mosley/Gaming Insurrection
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By Brandon Beatty
GaminG insurrection

I have a great appreciation for Japanese 
culture, which is not limited to anime and 
manga. I have a special place for mar-
tial arts, video games, food and movies 
such as “The Last Samurai” that showed 
how Japan’s mighty warriors lived and 
breathed bushido or code of honor that 
governed their lives. As a gamer, I have 
played video games that focused on 
samurai warriors, yet at times they were 
not given a proper gaming venue to 
shine in because of the high popularity of 
their mystical adversaries, the ninja, and 
awkward storylines. In fairness, samurai-
based combat games such as Samurai 
Showdown and Bushido Blade did an ex-
cellent job of putting the gaming world’s 
focus on samurai. Nonetheless, I felt that 
the samurai could have been given better 
treatment in video games. 

Capcom — yes, that Mega Man, Resi-
dent Evil and Street Fighter powerhouse 
— heard the cries of samurai aficionados 
like myself, and in 2002 created a series 
that combined the action/adventure and 
survival horror genres that were fused 

with a backdrop of Japanese medieval 
history. As a result, view of the samurai 
culture has been refreshed and better 
respected by gamers. In stepped the PS2’s 
Onimusha Warlords.

In Onimusha Warlords, you assume 
the role of freelance samurai Samono-
suke Akechi who must rescue 
his cousin Princess Yuki, 
of the Saito clan, from 
the resurrected warlord 
Oda Nobunaga and his 
demon army. Joining 
Samonosuke in his quest 
to save his cousin is Kaede, 
a female ninja from the Iga 
clan who is first told to kill our 
hero but ends up not only as his ally but 
also his love interest. Placed in a medi-
eval Japanese setting, this unlikely pair is 
Japan’s only defense against Nobunaga 
and his dark ambitions. 

There are actual elements history pre-
sented within the game. Nobunaga was 
an actual warlord who sought to unify 
Japan. He was close in succeeding until 
he was killed by an arrow, which struck 
his throat during the battle of Yamazaki. 
Samonosuke also has his own foothold in 

history as the nephew of Akechi Mit-
suhide, the man who was viewed histori-
cally as Nobunaga’s murderer. There is 
debate over Samonosuke’s role in helping 
Mitsuhide’s attack on Nobunaga. Finally, 
Tokichro Kinoshita (aka Toyotomi Hidey-
oshi) was among Nobunaga’s high-rank-

ing generals and was a confidant to 
Nobunaga but he was also known 

historically as developing his 
own plans for conquest of Ja-
pan. Overall, Onimusha’s main 
hero, villain and henchman do 
have legitimate-yet-scholarly 

debated historical backgrounds. 
The game controls a lot like fel-

low Capcom franchise Resident Evil, 
which means a lot of tank controls. This 
may be a turnoff for some, but for me, it 
wasn’t a problem. Also, a difference from 
RE is the camera control that you have. 
The camera was manageable, though it 
still needs some work.

What doesn’t need a lot of retooling is 
the tale of Samonosuke. I loved the story. 
That incorporation of history is a real 
boon. From the introduction to the end, it 
has an Akira Kurosawa-like quality and 
depth, and the emotional impact of the 

characters and their plight drew me in 
as I worked to defeat Nobunaga and his 
army. 

While I was taking in the story, the 
graphics also pulled at me. The visuals 
are crisp and clear and look exceptionally 
good because of Capcom’s pioneering 
motion capture technology. This was the 
first game in which the company mapped 
real people into their product, and it paid 
off because it looks phenomenal. Add an 
Oscar-quality music score by Mamoru 
Samurgochi and the final result is a game 
that demands to be played. The definition 
of a samurai has been redefined in the 
gaming world.

Onimusha Warlords is an example of 
how developers like Capcom can thrive 
in a competitive-yet-changing business 
such as video gaming. It also shows that 
Japan’s most powerful warriors can be 
well-respected and presented in any form 
of modern media. I, along with other con-
noisseurs of all things samurai, can say 
with pride that Onimusha claims its well-
deserved victory over previous feeble at-
tempts at presenting samurai in gaming. 
Fellow otaku ought to be proud.

Devil hunting 
good time

Developer: Capcom n Release: 2001

Photo courtesy of MobyGames.com

Capcom gives samurai love in Onimusha

SCORE: 
4 

OUT 5
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Tetris Attack a 
sound puzzle base

By Lyndsey MosLey
GaminG insurrection

Tetris Attack isn’t a game that 
hasn’t been remade a million 
times for various consoles. It’s a 
game that’s been remade mil-
lions of times that continues to be 
good, in every sense of the word. 

In the 16 years after its release 
for the Super Nintendo, Tetris 

Attack continues 
to improve 

upon its for-
mula and 
impress. 
No mat-
ter where 

it’s ported 
or what form 

it’s taken, the 
game is killer in its addictiveness 
and simplicity. The execution is 
simple: Match at least three of the 
same type of block to make them 

disappear from the playing field. 
Fill up the well with the ever-
increasing lines and the game is 
over. The goal is to keep the well 
from filling and, if you’re playing 
against a friend or the CPU, to 
drop garbage blocks to spur the 
game over process on. 

It’s extremely easy to pick up 
and play, and I had no problems 
learning the ins and outs of the 
game in just a few playthroughs. 
Of course, I started with the ex-
cellent Pokemon Puzzle League 
for the Nintendo 64, and not with 
the SNES original, but there’s 
not much difference in how you 
go about getting into the puzzle 
groove. It has a lot in common 
with — and is named after — 
Tetris. That’s not in the title for 
no reason. It has a Tetris feel to 
it in that you work to keep your 
well from the top of the screen 
and making lines disappear is 

a central theme. By tying in the 
name, Nintendo managed to give 
its puzzler some credibility with 
the crowd that grew up with 
Tetris for their Game Boys who’d 
managed to make the move to 
SNES.

The story hinges itself on Yoshi, 
a new star at the time, rescuing 
his friends from the evil clutches 
of Bowser through play. It’s 
an entertaining romp through 
a brightly-colored world of 
matching blocks and chains. The 
character sprites are large and 
plentiful, with decent writing 
punctuating the puzzle action. 
It’s similar in style to Puzzle 
Fighter, but it’s just enough dif-
ferent that I’d play this over that 
almost any day. Sure, the AI can 
be just as frustrating and mad-
dening as Capcom’s puzzler but 
this just screams more fun.

And, because it’s a Nintendo 

puzzle game, I can tell you 
it does have excellent music. 
Throughout my several hours 
of nonstop play, I found myself 
tapping my toes to the music and 
humming along. Not that many 
puzzle games outside of the 
Nintendo realm can really claim 
to do that, so take advantage of it 
here and crank up the music. 

Nintendo’s HAL Laboratories 
created a masterpiece puzzle 
game that deserves a lot of men-
tion right up there with its cousin 
and namesake. If you can play 
Tetris, you can play Tetris Attack 
easily. Being the progenitor of 
modern puzzle games such as 
Bejewled makes it worth finding 
in any incarnation.

SCORE: 
4 

OUT 5

TETRIS ATTACK’S 
MANY FORMS

If you’re looking for a 
version of Tetris Attack 
to play, it can be found 
on a variety of retro and 
current systems under 
its English name and 
Japanese name of Panel 
De Pon.

Game Boy: Tetris Attack
Game Boy Color: Poke-
mon Puzzle Challenge
Game Boy Advance: Dr. 
Mario/Puzzle League 
Nintendo 64: Pokemon 
Puzzle League
GameCube: Nintendo 
Puzzle Collection
DS: Planet Puzzle League

Photos by Lyndsey Mosley/Gaming Insurrection
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Man down in terrible arcade translation
By Brandon Beatty
GaminG insurrection

Ever since the arrival of the movie 
RoboCop in the late ‘80s, the fantasies 
of half man — half machine beings have 
captivated the minds of pop addicts like 
myself for decades. In 1990, Sega used 
the RoboCop movie as an inspiration to 
combine the fantasy of man and machine 
harmonics with the action-adventure 

theme in video gaming. 
Sega used the movie’s 

main protagonist 
as inspiration to 
design the game’s 
main character who 
is transformed from 

an ordinary beat cop 
to a one-man SWAT 

force. Unfortunately for 
Sega, this game was not only 

too advanced for the video gaming 
technology at that time, but it was also 
viewed by gamers and condemned by 
veteran reviewers as the WORST game 
in Sega’s history, a opinion that editor 
in chief Lyndsey and I share. This stink 
bomb — yes, I said stink bomb — of 

gaming is ESWAT: City under Siege for 
Genesis.

In ESWAT, you are introduced to Duke 
Oda, a rookie cop who is the newest ad-
dition to the Cyber Police Force in the city 
of Liberty. Duke likes his job and things 
are good until he faces a double-header 
of a crisis so gigantic that no one would 
blame him for quitting the force and let-
ting the military handle it. He not only 
faces down a massive crime wave devised 
by the city’s most-wanted criminals, but 
also he has to stop the evil plans of the 
organized crime group E.V.E of dominat-
ing Liberty and eventually the world. 

Fortunately, our man Duke has one ace 
up his sleeve: I.C.S. or Ice Combat Suit, 
which is equipped with enough futuristic 
firepower to make Rambo blush. With 
only guts and the latest in crime fight-
ing hardware on his side, Duke is the 
one man standing between E.V.E’s sinis-
ter plans and Liberty City’s chance of a 
bright future. 

ESWAT started off with great elements 
found in side-scrolling games thanks in 
part to its arcade roots. In the first two 
stages, Duke is equipped with only a sin-

gle-shot weapon that can be recharged via 
special power-up capsules. If Duke can-
not obtain these capsules, he has a punch/
kick/jump kick combo to keep himself 
safe during close combat with enemies. 
At the start of the third level, you receive 
the ICS that is equipped with not only 
a single shot to stop enemies, but also a 
pulse cannon that can be auto-charged 
to fire larger blasts and a rocket launcher 
that will reach out of reach enemies. Add 
an on-board flamethrower and jetpack 
to reach higher areas in later stages, and 
Duke will be able to apply some leverage 
against EVE.

The controls for Duke are pretty basic  
whether he is in or out of the ICS, and 
don’t really cause problems when I’m 
working to move through levels. The mu-
sic is somewhat campy yet futuristic but 
does not give any incentive to celebrate 
after beating the game. 

But here’s why I called ESWAT a stink 
bomb: In my history of playing side-
scrollers, I never have had to worry about 
being so disadvantaged that if I face a 
stage boss and my weapon fails on me 
after one shot, I have to do a kamikaze 

move that costs me the short lives I have. 
Another reason that gave me enough 
cause to almost chuck my controller was 
the clunky mechanic of constantly switch-
ing out of weapons. It was cluttered and 
aggravating, which greatly destroys the 
weapons’ long-range advantage. And, the 
designs in each stage’s background and 
the bosses were so evidently of a cheap 
MAACO paint job quality that I was 
prepared to do an assault upon my inno-
cent Genesis worthy of the movie Office 
Space. Fortunately, I gained enough calm 
to simply turn off my system and place 
this piece of gaming trash in the proper 
container: my wastebasket.

ESWAT: City under Siege was, in fair-
ness, a great concept ahead of its time in 
the arcade. However, bad programming 
in weapon organization and cheap graph-
ics when it came home caused this game 
to be its own worst enemy. This is anoth-
er example of why you should be aware 
of poorly designed games and arcade 
translations. Do yourself a favor and stay 
away from and definitely don’t play this. 
Your Genesis will thank you.

SCORE: 
1 

OUT 5

Photos by Lyndsey Mosley/Gaming Insurrection
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Wheel of Fortune spins 
a convincing knockoff

By Lyndsey MosLey
GaminG insurrection

On the set of a famous game show 
from the ‘80s, someone is playing a 
for a dream vacation, or a boat or a 
brand new Ferrari ...

“Choose three more letters and 
one vowel,” says longtime game 
show host Pat Sajak, just a little 
too enthusiastically. 

The contestant, who’s survived 
going bankrupt and chosen to “solve 
the puzzle” at least five times at the 
consternation of her not-bright fel-

low contestants, quizzically looks at 
the seemingly never aging man and 
chooses D, M, H and I to go along 
with R, S, T, L, N and E.

“What’s the category, Pat?”
“The category is an NES game 

based on a real game that you’re 
playing right now that doesn’t 
suck.”

Mrs. Jones correctly guesses a 
game involving a wheel and prize 
money.

South Carolina native and long-
time co-host Vanna White slowly 
walks over to the left side of the glit-
tering green-and-white board, ready 

to touch lighted letters.
“WHEEL OF FORTUNE 1987 

VERSION!”
“You’ve got it! Let’s see what 

Mrs. Jones just won!” bellows 
Sajak …

Given that slightly long setup, 
you could correctly guess that I 
watched a lot of Wheel of For-
tune in the past. As a child of 
the ‘80s, it seemed that Wheel 
of Fortune was always on at 7 
p.m., just in time for dinner most 
nights in the Hicks household. 
My grandmother encouraged 

Developer: Gametek n Release: 1987

SCORE: 
3 

OUT 5

me to watch the show and other 
‘80s game show stalwart Jeop-
ardy with her, and I actually was 
intrigued by WOF’s concept of 
hangman come to life. Also, it 
didn’t hurt that it helped boost 
my vocabulary skills, something 
any budding lawyer/writer 
needs. So, it didn’t come 
as any surprise when 
I learned that there 
was a video game 
version in the late 
part of the decade 
and that I could 
rent it. Fortunately, 
the game is just as 
cool as the original syn-
dicated television show.

If you’ve ever watched an 
episode of the show, you know 
how the game works: Contes-
tants spin a wheel to pick dollar 
amounts that are then attached 
to letters. They continue their 
turn until they either hit “Lose 
a Turn” or “Bankruptcy,” or 
choose the wrong letter. Who-
ever solves the puzzle moves 
on with that money amount 
wherein they win and play a 
final puzzle. If they guess it 
correctly in the given time limit 
(usually 25 seconds), they win 
whatever prize they picked from 
an envelope. 

The game is actually fun to 
play and watch on TV, and 
playing the console version is 
no different. Because it’s an 
‘80s product, I’m not expecting 

the graphics to be great. But, 
actually, they look OK here. 
They’re not bad, and I can tell 
the character turning the letters 
is supposed to be Vanna White, 
even if she is a little pixelated. 
The music, while mind numb-

ing elevator-type fare, isn’t 
bad. There isn’t a bunch 

of it to start with, and 
the sound that you 
do hear is appropri-
ate for what I think 
Wheel of Fortune 

sounds like on televi-
sion.

So, what’s the playability 
like, you ask? Exactly like the 
show. It’s not much different 
than watching it on TV, and en-
tering letters for puzzles is easy. 
I love the fact that used letters, 
right or wrong, disappear from 
the letter bar, letting you know 
that it’s been attempted. Most 
contestants struggle with that 
during the actual show, so it’s 
necessary here. 

I can’t recommend the game 
enough, especially if you’re a 
fan of game shows and a fan of 
random ‘80s hits and pop culture 
as I am. The game is fun, and is 
a decent port of a famous still-
running TV show. Sure, there 
are better ports out there, but 
for nostalgia’s sake, don’t ignore 
one of the early and decent ver-
sions.

Photos by Lyndsey Mosley/Gaming Insurrection
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WE ARE PREPARED FOR THIS

FINAL ROUND
This is it. The finals of Gaming Insurrection’s 

Mortal Kombat II tournament are here. We’re 
down to three characters left in the finals of 
the loser’s bracket and the overall tournament 
finals. Top-tier Mileena takes on Kitana with the 
winner moving on to face Baraka for the grand 
prize. 

In this final installment of tournament analysis, 
we’ll break down the last few matches, show 
you how the characters rank in GamePro’s pro-
fessional chart and dissect what it all means, dis-
cuss our own tournament statistics and, finally, 
break down exactly what our tournament means 
in terms of character usefulness.

We didn’t think the finals would shape up like 
this, but here we are. Get ready to experience 
one last nail-biter in the Gaming Insurrection 
Mortal Kombat II tournament.

INSIDE
Tournament standings .....……………….......………………………...24
Match analysis …………………………….…..............………………...25
Tournament brackets …..….…..…………....................……….…….26
Statistical analysis …..….…..……………........................…….…….27
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* Thank you to MKsecrets.net for the MKII advertisement.
* Thank you to GamePro, MK Warehouse and Retromags.com
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Mortal Kombat II 
double- 

elimination 
tournament. 
If a character 
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in any  
matches for 
that round.

*Note: Baraka had 
to lose twice in the 
finals for the loss  
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*
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MATCH ANALYSIS

MATCH 21 — Mileena vs. Kitana
The fight was evenly matched between the assassins in the first round. Ki-

tana made a crucial mistake — a missed Fan Lift — that Mileena could have easily 
capitalized upon for massive damage. This is Kitana’s primary weakness: blocked or 
premature Fan Lifts, which can leave her extremely vulnerable if the opponent is able 
to move freely. Also, her biggest problem in the round was her inability to block in-
coming Teleport Kicks. Mileena took advantage of their speed and potency and sealed 
the deal for the first round.

Playing a game of wait-and-see in the second round, Kitana managed to patiently 
outlast Mileena’s sophisticated gameplan. For every strike that Mileena employed, 
Kitana found a way to inflict damage. Mileena worked her health down but Kitana’s 
bread and butter of Fan Lift-jump kick–Fan Throw was too much to counter without the 
equivalent flurry of offense that Mileena usually employs. Kitana won the round with 
just such a strategy.

The third round began with a measured strategy from the ladies. Each worked not 
to give an inch, which would have led to openings and loads of damage. 

Eventually, Mileena found the right combination of offense and made the right move 
with several Teleport Kicks and Ground Rolls. Though Kitana was able to block some 
of it, the damage done was too much and Kitana lost the war of attrition.

WINNER: Mileena

MATCH 22
The finals combatants, at first, traded moves until Mileena broke through 

with a quick Ground Roll. Both used a variety of projectiles and blocking 
to prevent the other from gaining the advantage. Despite Baraka employ-
ing his patented Blade Fury several times, it did not have much impact as 
Mileena used a Ground Roll to go right through it.

Baraka jumped out to an early lead in the second round as he built up 
offense to keep the pressure on Mileena. He correctly had her locked down 
and controlled the flow of the round with quick jumping strikes. Though 
he slipped a little with the fall to a Ground Roll during an attempted Blade 
Fury, he managed to even the round up with a solid jump kick.

Round three of the first match saw Baraka lose for the first time be-
cause of a combination of factors. He prematurely used Blade Furies several 
times, and Mileena was able to capitalize. Baraka came within inches of win-
ning but he attempted to use another Blade Fury, which Mileena countered 
with a Ground Roll for the win.
WINNER: Mileena

MATCH 23
Mileena began the next match with a potent-but-cautious offense. 

Quickly taking down Baraka with Ground Rolls and jump kicks, Mileena man-
aged to deftly avoid most of Baraka’s attacks. She recovered from missed 
moves and hit him every time that it counted with a spread of moves.

The second round continued with the same ebb and flow. Baraka seemed 
to flourish at one point with a successful Blade Fury, which he had at-
tempted throughout most of his matches. Finally connecting a second time 
stopped Mileena’s mini-comeback and ended the second round.

In the third and final round, Mileena boosted her offense with the 
intention of finally putting Baraka out of the tournament. The female 
ninja dominated with a combo of an uppercut, a blocked Teleport Kick and 
Ground Roll and another Teleport Kick. The misses didn’t cause problems so 
much but they did give Baraka a chance to gain breathing room. Mileena at-
tempted to walk in for the kill, but Baraka was able to successfully counter 
Death Punches with a Blade Fury and foot sweeps. However, despite his 
efforts, Mileena’s Teleport Kick was able to hit multiple times, put Baraka in 
danger and eventually take him out.

WINNER: Mileena
OVERALL TOURNAMENT WINNER: Mileena

TOURNAMENT 
FINALS

MATCH 22 & 23: Baraka vs. Mileena
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Note: Characters not listed on this chart did not win  
matches in the tournament.

Chart
01
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Chart
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Chart
04

Gaming Insurrection broke down some of the more interesting 
match statistics for its Mortal Kombat II tournament. See how your 

favorite character did in our tests.
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With the early rounds and now, the finale of Gaming Insurrection’s Mortal Kombat II 

tournament, we’ve run a remade tournament wins chart that once ran in the now-defunct 
GamePro magazine. First appearing in issue 59 (June 1994), 
the chart was created through dissecting matches of two play-
ers, Mike Guzman and Martin Vega, of the California Mortal 
Kombat Association. We’re breaking down this chart, which 
is considered one of if not the best professional tournament 
rankings for Mortal Kombat II.

Tier 1: Mileena, Jax
Mileena nearly should be a tier by herself. That’s how 

dominating she can be in the right hands. Nine times out of 10 
matches, Mileena is going to make her presence known with an assortment of speedy 
moves that will lead to a punishing absolute victory. Though she has counters (Kitana 
comes to mind), Mileena is hard to defend against because she has such a punishing 
offense. She does exceptionally well on the chart against Jax, Shang Tsung and Reptile.

Jax deservedly owns the second spot. Most matches against Jax are designed to 
punish you for jumping toward him or standing still. Jax rules the air with BackBreakers 
and takes control of the ground with Ground Pounds. It’s hard to fight against a good 
Jax that knows how to control space and use his projectile wave well. The male ninjas 
(Sub-Zero, Scorpion and Reptile) have the most trouble against Jax and will not do well 
in a majority of their matches.

Tier 2: Kung Lao, Liu Kang
Kung Lao is a handy character and good newcomer, according the data presented 

in the chart. He wins, on average, about half of his fights across the board with above 
averages against Reptile and Raiden. What makes Kung Lao useful is his myriad of 
change-ups through his Dive Kick, Teleport and Spin. Though he did not fare well in 
GI’s tournament, that’s because of a lack of knowledge on GI’s part of his tricky hit 
zones and not his overall ability.

Liu Kang is much like his tier counterpart Kung Lao in that he does well across the 
board against all other characters. He doesn’t dominate but he isn’t dominated against, 
either. The combination of Liu Kang’s High-Low Fireball game and his out-of-nowhere 
Bicycle Kick and Flying Kick make Liu Kang a potent force to be wary of in high pres-
sure situations.

Tier 3: Johnny Cage, Sub-Zero, Kitana, Scorpion, Shang Tsung, Baraka, Raiden
Johnny Cage: The superstar is average and middle of the road, according to the 

chart. We tend to agree with this assessment. Johnny Cage isn’t anything spectacular 
in MKII, and his performance in the hands of our tournament players also reflected this. 
He has a decent high-low game through his Energy Shot, but mostly it’s nothing special 
except for his Shadow Kick. He would probably be higher if his Rising Uppercut was 
considered more of a factor.

Sub-Zero: The ice ninja was obviously and deliberately neutered when it came time 
for the sequel, and the chart supports this with his placement squarely in the middle of 
the rankings. Sub-Zero was formerly a top-tier character, and he doesn’t have much a 

chance in MKII since all of the male ninjas have some poor match ups (see Mileena’s 
or Jax’s description above). Though his Freeze Ball remains an important part of his 
arsenal, his Slide is obvious and his Ground Freeze — while more useful than the Slide 
— can present problems for him when he’s trying to quickly win a match.

Kitana: This assessment is the one we have the most trouble with. Kitana is a much 
better character than the one portrayed in her wins percentage. However, though we 
disagree with the statistics and our tournament results agree with us, we can under-
stand how she isn’t top tier. She isn’t particularly strong against most characters, and 
her moveset has a few openings that can lead to big gains. However, she puts up a 
good fight in most situations, and if used correctly, Kitana can be a strong character in 
anyone’s arsenal.

Scorpion: One of the most popular characters in the game and in fighting games 
in general should be faster and better than this. See Sub-Zero’s description above for 
the reason why because it applies to Scorpion as well, except substitute cold moves 
for a Spear and Teleport. The Scissor Leg Takedown is practically useless, though the 
Spear-Uppercut combo of yore is useful in that it guarantees at least 25 percent damage 
immediately.

Shang Tsung: Despite his prowess at transformations, Shang Tsung doesn’t do 
well in MKII. His shapeshifting is obvious and slow, and can be countered quickly, 
especially if you know the change’s timing. The chart is explicitly designed with Shang 
Tsung not transforming in mind, so when you look at the statistics, keep in mind that it’s 
mostly Shang Tsung fighting on his own with only three solid special moves available: 
Fireballs. Add in the fact that he fares extremely poor against Mileena, and you have the 
reason why he’s at the bottom of the chart. 

Baraka: Like Kitana, Baraka performed exceptionally well in our tournament. He 
doesn’t do so well in the chart performance tests. And it’s for a reason: Baraka is a 
strange character to get a handle on well. Throw him up against other characters such 
as Mileena and what can he throw back? Not much. He performs mostly slightly below 
average though he can make a stronger case for being a little higher on the chart. Fights 
against Liu Kang, Johnny Cage, Shang Tsung and Reptile help his case.

Raiden: The God of Thunder just doesn’t make the grade, in either our tourna-
ment or in the chart matchups. He is definitely an under-performer and doesn’t really 
dominate against many other except for his fellow cellar dwellers Baraka and Reptile. 
Raiden’s win percentage averages out to exactly 50 percent so don’t expect to win a lot 
of match-ups with him. Raiden had a solidly bad performance against many characters, 
even those in his tier, and it’s because he doesn’t really have a way to counter without 
being left vulnerable. His Teleport is obvious and slow, and his Superman move really 
doesn’t do much to catch anyone off guard. 

Tier 4: Reptile
The very bottom tier of the game is Reptile. Anyone who has ever played the game 

even casually knows that Reptile is the slowest character in the game. His entire 
moveset is slow and does nothing for his competitiveness. Because he’s a male ninja, 
he performs poorly against Jax and especially Mileena. Though he does have some 
matches where he may win half of the time out of 10 matches, Reptile still doesn’t quite 
get the job done.
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At the very bottom of the heap is someone who 
is near-universally acclaimed as one of the game’s 

strongest characters. Kung Lao was 
expected to go far — not necessarily win 
the tournament, but at the very least show 
in the semifinals. But Kung Lao started 
weak and never recovered. He was the first 
to be eliminated, and no amount of top-tier 

magic could bring him back. So, what was his 
downfall? A lack of offense and wide-open defense 
are culprits. Kung Lao is better than this and should 
have shown it. 
GP rank: 3; number of matches fought: 3; number of 
matches won: 1

There’s not much to say about the game’s 
resident shape-shifter. Even with his al-
lowed morphing abilities, he still did not 
do well in matches. It’s no secret that in 
order to master Shang Tsung, one must 
learn the correct timing of his morphs 
and all other characters in the game. We 

couldn’t accomplish that here, and that’s a 
primary reason for Shang Tsung’s ouster. 
GP rank: 9; number of matches fought: 2.; 
number of matches won: 0

Much like Scorpion, the ice-cold ninja did not 
fare well in the tournament. Also, like 
Scorpion, he was once top-tier and 
suffered an ignominious drop in MKII, 
which hurt him in this tournament. 
Everything that Sub-Zero tried to do 

to move ahead in the tournament backfired, 
and he was pushed out early because of 
slow moves and a lack of offense.
GP rank: 5; number of matches fought: 2; 
number of matches won: 0
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In GI’s recently completed tournament, there were some 
surprises in the hierarchy that shaped out of our tiers. Char-
acters generally not known for prowess until later MK games 
made their force known, and a surprising theme kept emerg-
ing: underdogs. Those who generally were considered mid-tier 
characters pushed to the top of our ranking chart and others 
… well, let’s just say they went home early crying.

Our tournament rankings are based on performance in the 
tournament, i.e. order of the character’s elimination and how 
many matches they won versus how many they fought and 
their final rankings at the end of the tournament. Equal skill 
level is assumed.

The queen of Mortal Kombat II showed 
why she is considered a universal 
top-tier character. Her speed served 
her well throughout and very few 
characters (like Kitana and Baraka) 
gave her trouble. Her extremely good 

selection of moves and hard-to-counter 
speed wrapped up the victory in a particu-
larly easy fashion for her. 
GP rank: 1; number of matches fought: 9; 
number of matches won: 8

1

Despite his awkward style, Baraka 
continuously showed up in the winner’s 
bracket. Never losing until the finals, 

Baraka took his former position 
in tier 3 of the GamePro rankings 
and ran with it all the way to 
the end. His strange hit zones 
confused most of the cast and 

contributed to him having the second-
highest total of number of matches 
won in the tournament. 
GP rank: 10; number of matches fought: 
4; number of matches won: 7
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Reptile came into the tournament with 
a well-deserved reputation as the worst 
character in the game. He came out with 
fourth place. How exactly he managed this 

feat, we may never know. But Reptile 
is the only male ninja to have a 
decent showing, actually put up a 
fight and refuse to go quietly with 
a decent set of parlor tricks at his 

disposal against arguably better-empowered 
foes. Reptile embodies the term underdog if 
there is such a thing in MKII. 
GP rank: 12; number of matches fought: 4; 
number of matches won: 2

The movie star proved he’s a solid charac-
ter to make a run through any tournament 

involving Mortal Kombat II physics. 
Cage put up a good showing with 
surprising victories and great lib-
eral usage of his patented Shadow 
Kick. Cage held his own by putting 

his foot into a lot of chests. 
GP rank: 5; number of matches fought: 4; 
number of matches won: 2

The normally top-tier military man 
failed to make a sizable impression 

in the tournament. Normally 
dishing out punishing damage 
and counters for the mistake-
prone who take him on, Jax 
really could not get offense 
going in any of his meager 

appearances. The strongest man in 
the world had a poor showing, only 
winning once. We expected more 
from this powerhouse.  
GP rank: 2; number of matches 
fought: 3; number of matches won: 1

Another powerhouse character that 
should have fared better, Scorpion 
is unique in a bad way in MKII. His 
moves are slightly neutered, and 
he seems slow as a male ninja that 
was once at the top of the heap. 

The strangeness of Scorpion was 
certainly a hindrance in this tourna-
ment as he seemed to be outclassed 
in nearly every match-up. 
GP rank: 7; number of matches fought: 
3; number of matches won: 1

The God of Thunder swiftly became the God 
of Not Winning with his poor perfor-
mance. Raiden is not a tournament-
viable option and that was proven with 
his extremely poor win percentage and 
early exit after two matches. 
GP rank: 11; number of matches 

fought: 2; number of matches won: 0

MILEENA

BARAKA

REPTILE

3
Although regarded as a mid-tier 
character in professional analysis, 

Kitana has always placed high 
with others and within GI’s tier 
list. Her impressive selection 
of zoning moves and myriad 
of high-damage combos and 
pressure tactics make her a 

dangerous foe. Never underestimate 
what Kitana players are capable of. 
GP rank: 7; number of matches fought: 
5; number of matches won: 3

KITANA

6
The chosen one wasn’t so chosen in 

our tournament. As Johnny Cage 
asked in the MK movie, “What’s 
so special about you?” Well, 
there’s something special about 
Liu Kang in that he tied for fifth 
and gave the upper echelon of 

the tournament plenty of trouble. 
The problem is he couldn’t stop 
Mileena’s roll to the finals. 
GP rank: 4; number of matches 
fought: 4; number of matches won: 2LIU KANG

JAX

SCORPION KUNG LAO

SHANG TSUNG

SUB-ZERO

RAIDEN

JOHNNY CAGE

GI MKII CHARACTER RANKINGS
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OFFICIAL TWITTER 
AND FACEBOOK 

MOBILE APPS
If you want to stay connected to your 
social media accounts while on the go, 
you’re going to need some type of 
mobile application. That’s where the 
official apps for Facebook and Twitter 
come into play. 
Each app is free and can be downloaded 
from your phone or device’s respective 
marketplace/store. In GI’s case, we have 
an Android smartphone (the previously 
reviewed HTC Aria), so we jumped into 
the Android Marketplace for the apps. 
The Android version is easy and quick 
to install. Once it’s download and ready 
to go, setting up your accounts to sync 
with the apps is a breeze and quick. 
Of the two, the Twitter app is best by a 
large margin. There are rarely any prob-
lems with the app working as intended 
and receiving and sending tweets. Also, 
reading your timeline is just as easy as 
using the main site. The Facebook app, 
on the other hand, is a mess. Despite 
updating the app, it’s a large bulky mess 
to run and eats up data quickly. The free 
Advanced Task Killer app, which we also 
have installed, was made to combat it. In 
general usage tests, the app doesn’t load 
correctly a majority of the time and tap-
ping on Like and Comment buttons are a 
pain. It’s almost easier to update and use 
Facebook through text messaging or the 
main site.
The verdict: Stick with the official Twitter 
app, but let the Facebook app go. It’s not 
worth the time.
COST: Free
Where to download: Android Market-
place, Apple Store, www.facebook.com/
mobile, www.twitter.com/mobile

HP DESKTOP AND MONITOR
It was time for an upgrade at GI, and we were in the market for a decent home PC that could keep up with the demands of everyday usage and 
graphic design. We were pleasantly surprised with the HP Pavilion Slimline. 
The Slimline and the monitor that was purchased with it, an HP model s1931a, are sleek and gorgeous. The tower lives up to its name and runs 
quietly and is tall yet skinny, saving space. The monitor is of good quality and has a beautiful 18.5 in. LCD display. 
The tower comes loaded with quite a few programs but what you care about is the fact that it’s running Windows 7. The leap in speed and process-
ing power from Vista is incredible, and makes all the difference when rendering objects, burning CDs or DVDs and watching movies.
What we love the most about the system is the available space. It’s only 500GB, but with half a terabyte of space, we won’t be filling it up that 
quickly despite installing file intensive programs such as InDesign and Dreamweaver 5.5.
Modern processing power and an abundance of space with a great monitor make this a worthy purchase if you’re looking for something in the home 
computing market.
COST: Tower: $545; Monitor: $100
WHERE TO BUY: Wal-Mart, Best Buy, Hewlett-Packard.com

Scott Thompson, former 
CEO of online banking site 
PayPal, has been chosen 
as the new CEO of Yahoo. 
Thompson, who lead Pay-
Pal beginning in 2008, is the 
fourth CEO of the Internet 
news and search giant in five 
years. He replaces Carol 
Bartz, who was fired in 
September 2011.

Jerry Yang, co-founder of 
Yahoo, has resigned his post 
on the company’s board of di-
rectors. Yang, who created the 
company in 1995 with David 
Filo, owns a 3.6 percent stake 
in the company, but will no 
longer be involved in its opera-
tions in any way. 
Yang once lead the company 

from 2007 to 2008 as CEO until he was forced out 

during a failed attempt to sell the floundering firm 
to Microsoft.

Wikipedia, reportedly the Web’s sixth most-visited 
site, went dark Jan. 17 to protest the proposed Stop 
Online Piracy Act and the Protect IP Act. The 
acts, which are proposed legislation in Congress, 
are aimed to stop piracy originating outside of the 
U.S., but have drawn condemnation worldwide as cen-
sorship. Other sites, such as Reddit and Google, 
also protested the bills, which were awaiting Senate 
debate before being shuttled.

Facebook announced  
Feb. 1 that the social net-
working company filed papers 
to take the firm public. Its 
initial public offering, or IPO, 
is valued at $5 billion. Mark 
Zuckerberg, head of the 
online network, has stated 
the site has 843 million users 
worldwide.

TECH BITS
Research 
in Motion 
co-CEOs Mike 
Lazaridis 
and Jim Bal-
sillie have 
resigned their 
positions. The 
announcement 
was made  
Jan. 22, 
though Lazari-
dis will continue on the company’s 
board as vice chairman of the board. 
In the same announcement, new CEO 
Thors Heins was announced.

Heins

Thompson

Yang
Zuckerberg

Photos courtesy of The Associated Press
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MARVEL CHARACTER HIGHLIGHT
NAME: Stephen Vincent Strange

AFFILIATION: Avengers, Squadron Supreme, 
Defenders

SPECIAL ABILITIES: Overall, the most Supreme 
mastery of magic and mystical energies 
than anyone else on Earth. Astral 
projection, telepathic communica-
tion and possession of mystical 
objects that enable flight as 
well as invisibility.

BACKGROUND: 
Stephen Strange 
was a master 
surgeon who 
was brilliant 
yet arrogant. 
Strange 
injured his 
hands, de-
priving him 
of his liveli-
hood. Using all 
of his money and 
resources, Strange 
went broke and became 
an alcoholic. Seeking a cure 
to restore the use of his hands, 
Strange journeyed to Tibet 
and met with the Ancient One. 
Strange stayed for years, train-
ing alongside Baron Mordo 
in a competition to succeed 
the Ancient One as sorcerer su-
preme of Earth. When Mordo revealed himself as a traitor, Strange took the position 
as apprentice. After the Ancient One died, Strange took on the full title and position.

RELATIONSHIPS: Ancient One, mentor; Clea, lover

FIRST VERSUS GAME APPEARANCE: Ultimate Marvel vs. Capcom 3

APPEARANCES IN OTHER MEDIA: Marvel Ultimate Alliance (multiplatform), The 
Amazing Spider-Man vs. The Kingpin (Sega Master System and Sega Game Gear), 
Marvel Super Heroes: War of the Gems (SNES), Marvel Super Hero Squad Online 
(PC), X-Men the Animated Series (television), Spider-Man the Animated Series 
(television), Dr. Strange (film), Dr. Strange: The Sorcerer Supreme (animated film)

harles Xavier: Former leader 
of the X-Men, founder of the 
Xavier Institute for Higher 
Learning. Morally ambigu-

ous leader who mind wipes foes. Yes, 
Xavier is capable of great things and 
then there’s that tendency for him to get 
into the dark side of his humanity and 
kill people. 

Just where did Xavier go wrong?
First, let’s examine the good that came 

from Xavier’s actions. In creating the 
X-Men, his strikeforce for perpetuating 
the good of mutantkind, Xavier gave 
a home to and helped many a mutant 
with a tragic background. These people 
may not have had any other place to 
go, killed themselves or others if not 

for the benevolence of the professor. 
However, there’s two sides to every 
story and Xavier didn’t always practice 
what he preached in taking in way-
ward mutants.

The list of questionable actions arising 
from the creation of the X-Men didn’t 

ANIMATED PROPERTY REVIEW

Dr. Strange DVD 
conjures fine story

Just where did Xavier go wrong?

7.8

DR. STRANGE: THE SORCERER SUPREME
LIONSGATE, 2007

Dr. Strange is strange, in-
deed. He’s got the potential 
to be a top-tier character, yet 
he’s not out there for Marvel 
that much. However, he has 
received the animated movie 
treatment like most of the 
peripheral Avengers so he has 
some prominence. And his 
film isn’t that bad.

Dr. Strange takes some time 
getting into. Starting off slow, 
the film handles Strange’s 
backstory with care, mixing in 
different parts from the main-
stream and Ultimates incar-
nations. We see how Strange 
is at the top of his game, 
loses everything and hits rock 
bottom and finally becomes 
Earth’s Sorcerer Supreme. In 
his journey, Strange learns 
to care about others and that 

money and position in life 
aren’t everything. Even though 
Strange has one of the most 
cliché tales, especially involv-
ing a friend-turned-foe, the 
story isn’t bad and it’s paced 
pretty well. The addition of the 
backstory involving his sister’s 
death is slightly weird, since 
it’s not in the actual comics. 
While it gives Strange some 

Lyndsey Mosley
STRIP TALK

See DR. STRANGE, PAGE 32

See STRIP TALK, PAGE 32

HOW WE GRADE
We score the prop er ties in three 
cat e gories: Cast ing (or voice act ing 
in cases of ani mated), plot and sim
i lar i ties to its source mate r ial. Each 
cat e gory receives points out of the 
max i mum of 10 per cat e gory and 30 
over all. The per cent age is the final 
score.

Photo courtesy of Mar vel Data base Wikia
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Death Note Vol. 4 slows action
eaders, welcome back to Otaku 
Corner. In this issue we continue 
to look at the worldwide smash 
manga series “Death Note.” For 

those that have just started to read  Otaku 
Corner and Death Note, I would like to get 
you up to speed. 

Death Note is the perfect blend of gothic 
horror fused with an intriguing storyline 
in the tradition of Sherlock Holmes, only 
this time it is in manga form. So far, I have 
reviewed three volumes of Death Note and 
took some time off to only review other 
animated series to keep from exhausting 
Death Note. So, hold one and get ready: 
Your friendly neighborhood otaku will 
once again present to you a battle of wits 
between high school achiever Light Ya-
gami and ace detective L, two chosen men 
brought together by the Death Note, a 
notebook that will kill anyone whose name 
is written in it. Light aka Kira, who has 
one copy of the death note, vows to rid the 
world of violent criminals, while L vows 
to stop Kira’s numerous killing sprees and 
restore justice.

In the fourth volume of Death Note, writ-
ten by Tsugumi Ohba, illustrated by Takeshi 
Obata and published by Viz Media, we last 
left L (aka Ryuzaki) and Light (Kira) recov-
ering from an attack on TV news personali-
ties. Light’s father, a top officer in Japan’s 
National Police Agency, was instrumental 
in uncovering evidence at a local TV station 
of a second Kira. As a result, the two duel-
ing geniuses called a truce to track down 
the second Kira, who is later revealed as 
Misa Amane, a up-and-coming model/ac-

tress who not only has her own death note, 
but the shinigami with her, Rem, has given 
her the ability to see people’s true identities. 
The drawback is that it would cost half of 
her lifespan. 

Light, as a member of Ryuzaki’s team and 
Kira, is found quickly by Misa who offers 
to help him kill L in exchange for Light 
becoming her boyfriend. Light, at first, 
tries to threaten Misa with death, but Rem 
threatens to kill if any harm falls upon Misa. 
At the same time, Light tries to balance life 
as Kira, an investigator and college student 
while plotting to kill L. When Misa arrives 
at Light’s college and tells him L’s real 
name, Light seems ready to declare victory. 
However, L’s wits strike again as Misa is 
taken into custody by the NPA and is held 
by L in an undisclosed location.

Light, noting that the odds are against 
him, acts on his plan to keep suspicion from 
himself and Misa by begging Ryuzaki to 

confine him for a period of 
time. Light’s father, Socihiro, 
protests Light’s decision, 
which results in him request-
ing confinement as well. L 
agrees to Soichiro’s request 
except that his confinement 
would be different in that 
Sochiro would still have 
access to information, while 
Light is separated and cut 
off. 

DN Vol. 4 keeps all of the 
thrills and mystery intact, 
complete with the psycho-
logical tactics that L and 
Light use, which are associ-
ated with high risk and high 
rewards. L decides to go 
underground to protect him-
self, while Light, who has a 
an ally in Misa, ponders if 
she is either a liability or an 
asset to his plans as Kira. 

Obata’s illustrations are 
still top notch, capturing every character’s 
emotion, while at the same time Obha’s 
story line remains flawless by keeping the 
fusion of supernatural and mystery ele-
ments intact. I also like the backstory to 
Misa in how she received her death note 
and Rem via another shinigami’s death in 
which Rem killed her stalker. In short, the 
fourth volume of Death Note, while short 
on high-octane action, continues its lure of 
preparing readers for the next action-filled 
volume.

Volume 4 has take a break from the 

fast-paced action and focuses mainly on 
emotions, yet continues the strong pace 
of supernatural horror and mystery. You 
should be warned that the action and mind 
games will pick up again in its high-paced 
style with even more twists and turns that 
will keep you guessing who has who. My 
fellow otaku, come back to “Otaku Corner” 
for more Death Note reviews. A piece of 
advice: be wary of the gothic blondes. They 
are VERY possessive.

Brandon Beatty is contributing editor of Gaming 
Insurrection. He can be reached by email at  

brandonb@gaminginsurrection.com

Brandon Beatty
OTAKU CORNER

come to light until much later, and 
when it did, Xavier had to pay. I mean, 
who does things such as: tamper with a 
mutant’s mind to prevent their assas-
sination (Wolverine); let a sentient being 
remain enslaved while knowing they 
are capable of advanced thought and 
feelings (Danger Room); tell a mutant 
for years that he can help them when 
he really can’t (Rogue); and erase the 
memory of fallen comrades that he sent 
unprepared into the field and  who sub-
sequently died solely to cover his tracks 
(Vulcan, Petra, Sway)? That would be 
Xavier in a number of story arcs. When 

even Cyclops and Wolverine are dis-
gusted with you, you have a problem. 

I’ll be the first to admit that I love the 
early character of Xavier. He was mod-
eled after Dr. Martin Luther King Jr., a 
personal hero, so there’s much to love 
about him. However, his problems with 
lying and secret-keeping are an imme-
diate dealbreaker in terms of character 
likability. The more recent story arcs 
seem to be rehabilitating Xavier into a 
broken-but-honest man. Let’s hope they 
continue down that path.

Lyndsey Mosley is editor in chief of  
Gaming Insurrection. She ponders the  

humanity of the X-Men at  
gicomics@gaminginsurrection.com

Xavier seeking redemption
STRIP TALK, from PAGE 31

emotional depth and makes 
him more relatable than his 
comic counterpart, it’s not 
actually necessary.

What really makes the film 
worth watching is its voice 
acting cast. The voices cho-
sen are perfect. With Kevin 
Michael Richardson among 
them, the cast is pitch perfect 
and almost could have been 
considered for the same roles 
in Marvel vs. Capcom 3 (ed’s 
note: Richardson does make an 

appearance in MvC3, not as 
Baron Mordo but as Galactus). 
Bryce Johnson, as the voice 
of Strange, is also excellent. 
There are a few more well-
known names such as Phil 
LaMarr, Marvel stalwart Fred 
Tatasciore and Tara Strong 
that round out the strong 
cast.

Also standout is the quality 
of the animation. The charac-
ters animate beautifully and 
the lines and style are clean. 
It’s in the same vein as The 
Avengers movies, but look 

better than Hulk Versus.
Dr. Strange is an interesting 

character, and his animated 
feature provides a decent-if-
not-cliché look at his memo-
rable background and strug-
gle to become something 
greater than himself. Give it 
a go if Strange’s tale of might 
and magic will intrigue you.

Like the comics?: 6
Casting: 9.5
Plot: 8
Overall: 23.5/30 or 7.8

Dr. Strange film released in 2007
DR. STRANGE, from PAGE 31

R

Photo courtesy of Amazon.com
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Somewhere in the seedy underbelly of Gotham City, we listen as a couple argues ...

Harley, dear, I'm 
not trying to start 
an argument. I'm 

merely pontificat-
ing that she's no 

Catwoman.

I'm sorry, 
Mista J, that 
my friends 

don't meet ya 
criteria!

Some couples fight a lot. The clown prince of crime and his partner in mayhem are no different. Five 
hours later ...

Well, I don't 
like her. She's not 
funny. And she's 
got the hots for 

the Bat.

So what? She's 
always been nice 
TA me and mine 

and she looks out 
for me!

Well, if she's so 
spectacular why 
don't you go off 

with her! The 
clown prince of 
crime needs no 

one.

Fine! Do 
not call me 
if the Bats 
comes a 
callin'!

Just when it seems the coast is clear, a clear portent of doom appears ...

Harley, dear, 
love, I'm sorry! 
We're made for 

each other!

I see he's 
made an ass 
of himself 

again just in 
time.Sorry, Mista 

J! I will be right 
there! Evening 

ladies. 
Staying out 
of trouble? 
and you ...

TOP 5 ON THE STRIP — DR. STRANGE FOES EDITION
2 41 3 5

Baron Mordo — Baron Mordo 
started as Strange’s competition 
to become an apprentice to the 
Ancient One. Because of jeal
ousy, Mordo eventually betrayed 
the duo leading Strange to take 
the position and in time become 
the Sorcerer Supreme of Earth. 
Mordo led a life of crime as a 
regular foe of Strange but later 
turned over a new leaf and 
fought a cancer diagnosis.

Shuma-Gorath — ShumaGorath is one of a race 
of creatures — known collectively as ShumaGorath 
— that take the shape of a cycloptic tentacled eye. 
In Strange’s time, ShumaGorath attempts to enter 
the mainstream dimension through the mind of the 
Ancient One. This results in Strange having to kill 
his master to prevent ShumaGorath’s manifestation. 
ShumaGorath again tries after Strange absorbs him 
and begins to turn into him. It is eventually killed 
but resurrects itself through Chaos Magic.

Dormammu — The dread lord 
has been a longtime adversary of 
Strange. Dormammu rules over 
the Dark Dimension, which he con
quered by force and by overthrow
ing the established leader. He has 
challenged Strange many times in 
an attempt to take over the Earth 
realm but has lost. He is a being 
of immense power and a master of 
chaotic magic.

Mephisto — Basically, Mephisto 
can pose as the Devil, but he is not 
Satan and does not rule over Hell. 
He is a ruler of a hell dimension and 
has established himself as a broker 
of souls. Mephisto, father of Marvel 
stalwart Blackheart, is responsible 
for the the creation of Ghost Rider.

Nightmare — Nightmare rules over the Nightmare World in 
the Dimension of Dreams. He is capable of manipulating the 
dreams of humans and gaining control over them. Nightmare 
is a demon attempting to take over the realm of the awake.

Strip Life By Lyndsey 
Mosley
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MORTAL KOMBAT
Year of original release: 1991
Year of reboot: 2011
When things began to fall apart: Mortal Kombat 4, 1999
Good or bad idea?: Good

Considering the newest game made $3 million in sales, enough to recoup the cost of Warner 
Bros.’  purchase of Midway’s assets for the franchise, Mortal Kombat is a resounding suc-
cess once again. The newest game in the series was a critical success as well, appearing on 
year-end top game lists of Game Informer, GameSpot and Electronic Gaming Monthly. And why? 
Because it got back to its roots. Retelling the story, cleaning up elements of the lore that were 
in a state of disarray by the ninth game and getting rid of characters that no one particularly 
cared about were all steps in the right direction to stop the long slide that had become Mortal 
Kombat.

DMC: DEVIL MAY CRY
Year of original release: 2001

See REBOOTS, PAGE 37

By Lyndsey MosLey
GaminG insurrection

Reboots are common place busi-
ness these days. Movies (Batman comes 
to mind), television (Hawaii Five-O and 

the new 90210) and most often, video games, 
don’t shy away from starting over and re-es-
tablishing canon once a storyline or character 
become mired in storyline hell or question-

able decisions. Here’s a few reboots that 
have happened or are coming in the 

next year or two in the video 
game world.
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RED & BLUE
KNOWLEDGE CENTER

ATTACK TYPE LEVEL
Gust Normal —

Sand-Attack Normal 5
Quick Attack Normal 12
Whirlwind Normal 19

Wing Attack Flying 28
Agility Psychic 36

Mirror Move Flying 44

ATTACK TYPE LEVEL
Gust Normal —

Sand-Attack Normal —
Quick Attack Normal —
Whirlwind Normal 21

Wing Attack Flying 31
Agility Psychic 40

Mirror Move Flying 49

ATTACK TYPE LEVEL
Gust Normal —

Sand-Attack Normal —
Quick Attack Normal —
Whirlwind Normal —

Wing Attack Flying —
Agility Psychic 44

Mirror Move Flying 54

NO. 16 —  PIDGEY NO. 17 —  PIDGEOTTO NO. 18 —  PIDGEOTWHAT TO KEEP  
AND DELETE

What to keep
n Gust — Keep until 
Wing Attack is learned
n Wing Attack — Keep 
until Fly is learned
n Mirror Move

What to get rid of
n Gust
n Sand-Attack
n Quick Attack
n Whirlwind
n Agility

Moves to teach via  
TM/HM
n HM 02 — Fly
n TM 43 — Sky Attack

EDITOR’S NOTES:

Pidgey: Pidgey is the in-
troduction to flying Poke-
mon. Its basic moveset is 
just that: basic. And it’s 
really nothing to get excit-
ed about. The purpose of 
having a Pidgey is to raise 
it to become Pidgeot and 
turn it into a powerhouse 

with TMs and HMs. As 
with most Pokemon, keep 
it unevolved until it learns 
enough of the moves it 
needs and then let it  
grow.

Pidgeotto: The middle 
part of the Pidgey evolu-
tion chain isn’t bad, but it 
isn’t special, either. It’s far 

easier to find a Pidgey and 
evolve it to Pidgeotto than 
it is to catch one so keep 
that in mind when choos-
ing a bird Pokemon for 
your team. 

It has the same moveset 
as Pidgey and the later 
evolution of Pidgeot so let 
it learn as many moves as 
possible before evolving it.

Pidgeot: The final part of 
the evolution chain is the 
keeper. Pidgeot is a strong 
addition to any team (that 
doesn’t include legend-
ary bird Zapdos) and is 
a prime choice for teach-
ing HM 02 (Fly). Fly is an 
important move needed at 
the end of the game and in 
battles with the Final Four.

No. 16: Pidgey
No. 17: Pidgeotto
No. 18: Pidgeot

Evolves at 
level 18

Editor’s 

choice

Evolves at 
level 36
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UPCOMING SONGS

TRIP MACHINE CLIMAX

Artist: DE-SIRE
BPM: 180
Light: 5
Standard: 7
Heavy: 9
Choice difficulty: Standard

Trip Machine Climax is a thinking 
man’s 7-footer on Standard. While 
not nearly as complex as say Healing 
Vision Angelic Mix or Sweet Sweet <3 
Magic — also 7s on Standard — it’s a 
song that requires the stepper to pay 
attention and conserve energy. What 
characterizes the Standard steps of Trip 
Machine Climax is the usage of jumps 
and triplets. There are a lot of varia-
tions of the two throughout the song 
and while they dominate, there are also 
some red-blue jackhammer runs.

One of the interesting points of the 
song is near the middle and has a 
red-green set of six steps that follow 
a particularly staccato tone. The steps 
are on beat in this part of the song 
and is really the only part that sticks 
with the track. I like to characterize the 
song as having three parts: The intro, 
the jackhammer middle and the trip 
house section at the end. Learning the 
song greatly helps with understanding 
the step changes of Climax.

Suggested speed modifier: x2
First appearance: 4th mix

CARTOON HEROES  
(SPEEDY MIX)

Artist: Barbie Young
BPM: 170
Light: 4
Standard: 7
Heavy: 9
Choice difficulty: Heavy

Cartoon Heroes is one of the hardest songs 
in the pre-SuperNova days. It’s not a boss song, 
but the steps suggest a tiring and intensive 
song. It’s a true cata: The Heavy steps are 
expert in level and require an expert reading 
comprehension. These steps are one of the big-
gest examples of why players need to listen to 
the music to get a better idea of how the song 
progresses.

The first few measures start out easy though 
the steps are on beat. Once you move past the 
Freeze jump, the steps begin to ramp up, stay 
on beat and throw jumps and gallops (red and 
yellow notes) out there. Interspersed with the 
jumps and gallops are 1/4th-1/8th-1/16th triplets 
(red-blue-yellow notes). This continues through-
out the rest of the song, but it’s the pattern 
and placement that makes the song hard to 
get a grasp on. Be ready to do a lot of triplet 
completions and then quickly hold a Freeze with 
steps in between.

Suggested speed modifier: x2
First appearance: Extreme (JP arcade)

DESTINY

Artist: Naoki featuring Paula Terry
BPM: 155
Light: 2
Standard: 5
Heavy: 7
Choice difficulty: Standard

Destiny is a favorite because the 
Standard steps are just that: Standard. 
If you can pass these 5-foot steps, you 
can safely say you’re in the Standard 
division and you’re ready for more chal-
lenging movement and placement. The 
steps aren’t anything special and fea-
ture the basic red-blue-red triplets that 
beginning Standard players need to get 
used to seeing. Also, be on the lookout 
for Freeze-step patterns that are often 
presented as Freeze jump-step-step-, 
where you start with a Freeze, hold one 
note of it for several measures and at 
the same time, tap out quarter notes. 
The stepchart is full of these and they 
can trip you up if you’re not ready for 
the speed at which they come.

Suggested speed modifier: x2
First appearance: Max 2

Don’t forget  
to download our DDR  
glossary of terms!

La Senorita Virtual
Brilliant 2U
Look to the Sky

By Lyndsey Mosley
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Stay off the mountain and away from Ice Climbers
here I was, staring at a frozen 
platform about three feet above 
me in the air. The wind was blow-
ing like a freezer blasting in my 
face at the RIDICULOUS level of 

cold and my partner, Popo, trailed me. 
Suddenly, a polar bear wearing shorts 

and sunglasses comes 
out of nowhere. His 

appearance signals 
I’m running out of 
time, and a Toppy 
is fast approach-
ing. The bear 

pounds the ground, 
and I’m forced up-

ward. Too far up, it seems, 
because I’m dead. It’s back to the begin-
ning of the level for me. And I still don’t 
have any vegetables.

This, folks, is the travesty called Ice 
Climbers. It’s a game that I despise more 
than most on the NES. The concept of 
the game is cool: You play as a moun-
tain climber trying to reach the summit 
to recover your stolen vegetables from a 
condor. It’s simple and it could be fun. 
But where Nintendo ruined the magic of 

this adventure is in the terrible mechan-
ics. No amount of climbing and cute 
music can save you from the fact that the 
jumping mechanics are some of the worst 
ever put into a game. Popo and Nana 
jump straight up with no arc to compen-
sate. Trying to complete stages is like 
playing a worse version of Mario Bros., 
and we’re not talking Super here. 

Every time I attempted to jump, Popo 
looked at the ledge as if to say, “Really, 
you want me to do what now?” I was 
continuously frustrated by the lack of 
development in the mechanics other than 
the ability to break bricks and hit enemies 
on the top of the head. It’s as if the devel-
opment team got the hitting mechanics 

done first and then forgot to 
fix the jumping.

Throw in the fact that the 
game seems to go on for-
ever and you have a recipe 
for disaster. I have never 
played a game that I wished 
ended faster than Ice Climb-
ers. If the controls are as 
terrible as they are, why 
subject people to an endless 
game? There’s not much 
to the underlying game to 
start with and dragging the 
controls out as far can be 
done is torture. I’d rather 
put hot sewing needles in 
my fingers than play the 
game more than about five minutes. It’s 
that bad. And for some reason, Nintendo 
keeps trotting this mess out for gamers — 
even as late as 2007 on the Wii’s Virtual 
Console — as if it’s some kind of success. 
No, Nintendo, this is no success. It’s a 
crime scene, and one of the worst games I 
have ever had the unfortunate pleasure of 
playing in my gaming career. 

Thankfully, Popo and Nana have been 

slightly redeemed by their appearances 
in Super Smash Bros. Melee and Brawl, 
but I’d be hard pressed to say I even enjoy 
the Ice Climbers stages presented there, 
solely because of the tragedy perpetrated 
27 years ago with the original game. The 
fun in Ice Climbers actually can be had in 
Melee and Brawl, and I recommend you 
indulge your ice mountain climbing fancy 
there instead.

with Lyndsey 
Mosley

Year of reboot: 2012 (projected)
When things began to fall apart: Devil May 
Cry 2, 2003
Good or bad idea?: Both

In all honesty, Devil May Cry has seen its share of 
ups and downs. The first game? Great. The second 
game? Not so great. Devil May Cry 3? Middle of the 
road, critically, since anything was an improvement 
over the second game though the difficulty was 
highly criticized. The fourth game, however, was 
considered a return to form in reviews from sites 
and publications such as 1up.com, GamePro, Game 
Informer, Edge and Famitsu. In 2010, Ninja Theory 
stepped up to make the newest title, starting the 
series over with a new look and feel. But that 
hasn’t exactly gone over well with the masses. 

After backlash to protagonist Dante’s new look 
surfaced, Ninja Theory had to respond. “The es-
sence of Devil May Cry is all about ‘cool.’ It’s about 
Dante being cool and making you feel cool when 
you’re playing it, and so the combat and the style 
system and everything is integral to that. But, 
you know, what was cool 12 years ago — I think 
that was when the first game came out — isn’t 
cool anymore,” said Ninja Theory creative director 
Tameem Antoniades in a 2011 interview with  
1up.com. The jury is still out on this one, and we’ll 
see how well the new look of the series goes over. 

TOMB RAIDER
Year of original release: 1996

Year of reboot: 2013 (projected)
When things began to fall apart: Tomb Raider 
Chronicles, 2000
Good idea or bad idea?: Good

Tomb Raider hasn’t really seen that hard of times 
despite having multiple sequels and “editions.” How-
ever, Lara Croft’s handlers need to stop and think: 
The first lady of video games needs to take a step 
back, breathe and re-establish herself with a fresh 
look at how she became known as a tomb raider. 
Her last few outings haven’t been terrible, per se, 
but there are things that could have been better. 
And we don’t need a million games every year to 
clear up plotlines. 

Simply starting over, establishing who Lara is and 
why we need to care about her again is a good way 
to clean up a franchise that dates back to 1996. 
Right now, the reboot is looking pretty good and 
puts her on par with her male counterparts such as 
Nathan Drake of Uncharted fame. Here’s hoping Ms. 
Croft finds her footing and comes back to the light.

NINJA GAIDEN
Year of original release: 1988
Year of reboot: 2004 (first reboot)
When things began to fall apart: Ninja 
Gaiden II, 2008
Good idea or bad idea?: Bad

The question is: Do we need another Ninja Gaiden 
game? If you can find a way to answer, “Not really,” 
then no, we don’t. The second game’s story pretty 
much wrapped up the going-ons of Ryu Hayabusa, 

and there is a bit of a problem when there has 
been at least one reboot already. Although the 
third game isn’t really a reboot, we had to mention 
Ninja Gaiden simply because of the sheer number of 
games that have been produced since Team Ninja 
started the series over in 2004. 

And exactly how many versions of Ninja Gaiden II 
do we need on the market? Each port of the original 
game and NGII have gotten successfully better, but 
when do we say enough is enough? Save it for the 
next game? Let’s hope that with Team Ninja head 
Tomonobu Itagaki gone, this franchise will continue 
with successful iterations that make meaningful 
changes that don’t mean starting over once again.

PRINCE OF PERSIA
Year of original release: 1989
Year of reboot: 2003
When things began to fall apart: Prince of 
Persia, 2008
Good idea or bad idea?: Bad

There really wasn’t a need to add to the Prince 
of Persia franchise with the 2008 game. The first 
three games — Sands of Time in 2003, Warrior 
Within in 2004 and the Two Thrones in 2005 — 
were excellent. They received great reviews and 
made a lot of sense in the direction to take the 
titular Prince. 

However, things started getting a little rocky 
with the 2008 release. It was criticized for being 
too easy and in effect, dumbing down the mechan-
ics and ideas of what was deemed a mechanically 

sound set of games. Even though it didn’t get the 
praise that was hoped for, the final game actually 
sold 2.2 million copies worldwide, according to Ubi-
soft sales figures. Hopefully, the Prince will return 
with something that brings him back to his throne 
with quality gameplay.

MEDAL OF HONOR 
Year of original release: 1999
Year of reboot: 2010
When things began to fall apart: Medal of 
Honor Heroes 2, 2007
Good idea or bad idea?: Bad

Medal of Honor’s reboot in 2010 started out with 
promise. Bringing back a franchise that formerly 
focused on World War II and moving it to modern-
day tactics worked for other series (see Call of Duty 
and Battlefield) so why not Medal of Honor? 

Because Medal of Honor’s execution was so 
poorly done, the game was almost considered 
unplayable by today’s standards. 

Technical issues with bugs and framerate, nega-
tive press in the form of a controversial pre-release 
decision to allow players to use the Taliban (it was 
later changed to a generic Opposing Forces) and 
a been-there attitude in relation to competing 
titles all worked against the title and led to mixed 
reviews. A sequel is confirmed to be in the works, 
so at least we know that EA isn’t that disappointed 
in the result.

SCORE: 
0.5 

OUT 5

T

REBOOTS, from PAGE 34
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VIDEO

CLASSIC FOCUS:  
SUPER MARIO KART

Editor in chief Lyndsey Mosley breaks 
down a playthrough of the Mushroom 

Kingdom racing legend.
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WELCOME TO THE FINALS
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Lyndsey Mosley
EDITOR IN CHIEF

About the author
I am a longtime Animal Crossing player, having started  
with the series in June 2003. This feature will focus on 

a new character, Samus, for the GameCube version.
 

Samus will live in the town of Tokyo, which already 
features my namesake character. Please enjoy as I learn 

to play from scratch again!

Snow has fallen and the weather has turned 
frightful, but that hasn’t stopped exploration!

Taking a stroll in the 
snow.

It’s time to check the 
mail.

Tom Nook always has  
furniture for sale.

Pitfalls are sometimes 
buried around town.

My neighbor Tutu 
wants to play a game.

Standing in my bed-
room before going out.

Peaches sent a letter 
before leaving town.

It’s time to go out  
and shop.

Maybe a little NES 
play for the day?
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Looking at Nook’s avail-
able contest prizes.

Chatting with Rio late 
in the day.

Note that scandal is 
misspelled here.

The snow has cleared 
out and spring is near.

I found a gyroid that I 
will probably sell.

Attempting to fish. I 
need to pick weeds.

Standing near the 
lighthouse and fishing.

Standing in my living 
room.

I dislike when the  
animals force trades.

February 2012
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Taking a walk through 
the forest.

I found some useful 
things in the dump.

Tom Nook made an 
offer on my sale items.

My upstairs room fea-
tures green wallpaper.

Paying my mortgage bill 
at the post office.

The giant teddy bear 
looked promisiing to buy.

Wearing the barber pole 
pattern.

I bought this sofa for 
my living room.

I hadn’t seen Aziz for 
a while.

March 2012


