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NES Mario games
take us way back
to the good old days

W

hen I began playing
video games eons
ago, I realized I loved
Mario. Not just any
old Mario game, but specifically Super
Mario Bros. 1 to 3.
When I play video games I have to
be in a certain mood to play certain
games. I can’t just pick up games and
decide that I want to play them. I have
to have thought about it before and decided that because I feel one way, I’m
going to play this game. With Mario on
the NES, I don’t have that decision to
make. I always want to play those three
games.
Of the three games my favorite is
“Super Mario Bros. 3.” I find it to be the
most challenging, and of the three
games it’s the one that I spent the most
time playing. SMB3 represents a happy
time in my life: I was nearing the end of
the third grade when the game was released, and it was a hot property. When
I finally got a chance to play it, I instantly fell in love with it. The gameplay
mechanics, the music, the concept of
Mario being bigger, better and faster
was like a love potion for a love-struck
9-year-old gamer.
My second favorite of the trilogy is
“Super Mario Bros.” The game that
began it all. At first glance it doesn’t
really seem like much. A little guy running and jumping in a colorful world
populated by “ducks” and “walking
mushrooms.” However, there is so
much more going on than it appears. I
like to believe that series creator (and
Nintendo guru) Shigeru Miyamoto was
just aiming for a simple adventure, and I
don’t think he realized just how symbolic and iconic Mario would become
with his simple romp through 32 levels
to save a princess who’s always in another castle.
SMB2 is my third favorite of the
three. Now this doesn’t mean that it’s a
bad game. It’s one of the best games
available for the NES, by far. However,
I definitely play the other two games
more than I play SMB2. I love SMB2,
though, because it’s different. For U.S.
players, the game seemed a little out
there as compared to the first game. But
when you look at SMB2 as a different
experience, you can see there’s an interesting storyline and platformer underneath. I think of SMB2 as the black
sheep sister of the other two games; the
sister that you can count on to be different yet good.
I’ve played my fair share of Mario
and I have to say it’s one of my favorite
series. Mario 1-3 provides entertainment, and it also provides gaming education. What you learn about gaming
and platforming from these three games
alone makes up for anything you might
miss by playing nothing but Mario
games. Every time I play one of the
three games, I am reminded of a simpler
time. I’m taken back to my roots and I
think about how far I’ve come as a
gamer. That, my friends, is the mark of
a good game.
Lyndsey M. Mosley is the editor of
Gaming Insurrection. She can
be reached by e-mail at
editor@gaminginsurrection.com.
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The Mario trilogy on the Nintendo Entertainment
System is our focus this quarter. In honor of the release of
“Super Mario Bros,” we bring you “Mario Madness.”
Music honorees “Sonic the Hedgehog,” “Street
Fighter,” “Castlevania” and “Pugsley’s Scavenger Hunt” are
on tap for the third in our five-part series on game music.
Our newest feature? Tech Geeks for the masses!
Turn to page 14 to see what we use to create GI.
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Who are we?
Lyndsey Mosley, an avid
video gamer and journalist, is
editor of Gaming Insurrection.
To make everything possible for
the little newsletter that could,
Mosley wears quite a few hats in
the process: Copy editor, writer,
designer, web designer and photographer. In her spare time, she
can be found blogging and tinkering with software on her laptop. Mosley, a copy editor with
the Sumter (S.C.) Item, resides in
Columbia with family.
Who is Jamie Mosley? For some, he is an
all-knowing encyclopedia of ’80s hit cartoon
“Transformers;” to others he is husband. For
GI, J. Mo. - as he prefers to be called - is a
contributor of a quarterly Dungeons and Dragons-based column. Though he is a newcomer
to the world of journalism, Mosley is no
stranger to video games: He can trace his roots
back to the NES-era “Metroid.” Let's put it
this way: If you can remember beating
Metroid and various passwords for it, you are
one old dude. J. Mo. resides with his wife
in Columbia, S.C.
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Themes important
when searching
for gaming ideas

A

s a dungeon master, I know
how painfully difficult it can
be trying to come up with
original ideas for character stories and
campaign plot lines. Thanks to the world
wide Web, I have learned that many
ideas that dungeon masters use are pretty
simple. In this issue, we will look at different ways to develop campaign ideas
and character stories for the gaming table. Just because we are discussing storylines and plots does not mean that this
issue is for dungeon masters only. Even
players can get tips on how to develop
their character background story. Sometimes players can come up with ideas for
an altogether new character.
Most dungeon masters have at least
used the timeless classic “save the princess” theme. In the fantasy world,
“princess” can mean many different
things and different people. The princess
could be a royal family member, male or
female. It could be anyone that is in distress of some kind. Maybe the princess
isn’t human at all; it could be a dragon.
The thing here is that there must be one
being that needs to be helped or saved
from a potentially life-ending situation.
For the most part, you can read comic
books to gather ideas for this. There is
also a wide range of movies and books to
help come up with different twists on this
idea. Remember, save the princess, save
the world.
Another idea that is widely used is the
theme of the war that must be stopped
before it starts. Sometimes it can be
stopped with words. However, most of
the time, there is some bloodshed. This is
usually one of my favorite ideas to use. I
have developed many campaign ideas
just by reading the news. There is always
some place in the world that is on the
verge of war. They are always moving
their respective armies to strategic locations, yet open war never takes place. It
is the behind-the-scenes events that interest me. Maybe war never breaks out because a ruthless warlord or battle princess is trying their hand at politics for
once, or maybe the threat of war is making a major company richer. There are
lots of movies that can help you with
this. Most spy movies usually help me
with this idea.
The reason for war can be whatever
you can think of even if it doesn’t make
sense, such as a nation having an abundant supply of gold. The news, Internet
and history can give you a wide range of
ideas. Another of my favorite themes to
use is the thought going to war because
the opposing kingdom has orcs within
their border. Graphic novels, comic
books and movies can be useful with this
theme.
The most common ideas given in discussions with fellow gamers. Gamers
around the world will always help you with
ideas. Remember: Hardcore gamers always
view the world as a role-playing game.
James T. L. Mosley can is a regular
columnist and contributor for Gaming
Insurrection. He can be reached at
fromthedungeon@gaming
insurrection.com.

ALL ABOUT NES

SUPER MARIO
BROS .
BY LYNDSEY M. MOSLEY
GAMING INSURRECTION

Oct. 5, 1985, was a landmark
day for the world of gaming. Why?
It’s the day Super Mario Bros. on
the Nintendo Entertainment System
hit the streets of America. With its
introduction to the U.S. market
through slick packaging with
every system sold,
Mario became a
household name
and a videogaming icon.
“Super Mario
Bros. 2” (USA)
followed in
1988 and “Super
Mario Bros. 3”
hit in 1990.
All three introduced a new
world to a new gaming generation.
Sales figures show the NES trilogy
sold more than 68 million games
with two of the games – “Super
Mario Bros.” and “Super Mario

Bros. 3” – landing in at the mostsold video games of all time
(“Super Mario Bros.” as a pack-in;
“Super Mario Bros. 3” as an individually sold game). “Super
Mario Bros. 2” is the thirdhighest selling game for the NES.
What makes these games so
special? Maybe it’s the platforming run-and-gun feeling. Or maybe it’s
the satisfaction of a
job well done when
Peach says
“Thank you
Mario.”
Throughout
all of the games
and all of the
worlds to explore
one thing remains the
same: You are going to have
fun. The first three have always
been about that and 23 years
after the original SMB’s release, you are reminded why:
Non-stop action, secrets and
puzzles galore!

THE GAMES

The Mario Madness begins on page 4
with a retro look at the game that
started it all: “Super Mario Bros.”

times around the block with the three
NES classics;

Super Mario Bros.—My first time …………. 5

An interview with contributor
James Mosley on the formative
years of Mario; and


In celebration of all things Mario:
Retrograde reviews of SMB2 and
SMB3;



Mario Talk ………………………..……. 5, 7, 9
Super Mario Bros. 2 introduction ………….. 6
Super Mario Bros. 2—My first time ………. 7

Video of Super Mario Bros., Super
Mario Bros. 2 and Super Mario
 My first time with Mario—A recollec- Bros. 3 playthroughs available at
tion of editor Lyndsey M. Mosley’s first www.gaminginsurrection.com.
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SUPER
MARIO BROS.
“THE ORIGINATOR”

BY LYNDSEY M. MOSLEY | GAMING INSURRECTION

“S

uper Mario Bros.” hit the scene in
1985, making a splash with the
newly released Nintendo Entertainment System in the newly recovered
video game industry. Post-crash we needed something to make us run and jump, and “Super Mario
Bros.” filled the void.
SMB was crucial and still is crucial to any gamer’s
library. Why? Look no further than the gameplay.
The music. The artistry. SMB showed that you
could take purposeful level design, colorful graphics
and catchy music and make a masterpiece.
The simplicity of SMB means one thing: No matter
how old you are, you will “get” SMB.
The story was very simple: A man and his brother
fall into pipe, discover hidden world, must rescue
damsel in distress from evil turtle and his gang.
Along the way he can gain power-ups to grow
(“small” Mario is actually his normal size), but if
he’s touched he shrinks to his smaller size and then
dies. Oh and don’t fall in the holes and beat the
stages in the allotted time or you die. Collect 100
gold coins and you have an extra life. That’s about
it.
What SMB brought to the table was the ability to
stick in the minds of those who’ve seen or played
it. It doesn’t help that the music is one of the most
iconic themes ever created. What you know and
what you’ve played of Mario has been imitated,
never duplicated.
Even subsequent Mario games couldn’t duplicate
what SMB has meant to the gaming community.

SUPER
MARIO BROS. TM

TM&© 1985 Nintendo of America

THE KING OF THE NES
Mario and Luigi have a wild adventure ahead as
they set out to save Princess Toadstool from the
evil Bowser. Hordes of crazy enemies await them!

Introduction design from the NES Game Atlas © 1991 Nintendo of America

Mario talk
Editor Lyndsey M. Mosley wanted to get a perspective on
Mario’s earliest days from someone who was on the sidelines
during that time. GI contributor James Mosley, 32, agreed to
dish the dirt on what it was like to experience the beginning
years of Mario Mario.

EDITOR’S TAKE
Lyndsey M. Mosley

My first time
playing ‘Super
Mario Bros.’

LMM: This is our first interview with
James Mosley on "Super Mario
Bros."
LMM: OK. James, hey.

To hear the audio interview,
visit the multimedia section
of gaminginsurrection.com.

JTLM: Hey.
LMM: How are you?

T

he first time I played
“Super Mario Bros.” I
was 7 years old and at a
friend’s house in my
neighborhood.
I had several NES games, but I
didn’t own SMB.
In fact, I had never heard of Mario
until I saw the game.
I was intrigued by the gameplay
aspects so I decided to give it a
shot.
The first time I picked up the controller and the classic Mario theme
began playing in the background, I
made Mario move forward an inch
and immediately panicked: A goomba
was coming!
It was the first enemy you will
ever encounter in SMB and I didn’t
know what to do. With my friends
egging me on, I made Mario jump …
and I squarely missed. I landed in
front of the goomba and I “died.”
Thus my brief time was up with
Mario.
I was hooked.
In the weeks and months afterward, I visited my friend everyday so
that I could get a little bit more of the
Mario goodness.
Finally, by the time my
eighth birthday rolled around the
next June, I received a copy of
SMB.
I was content to play Mario whenever I felt like it, and I got a chance to
sit down and learn the game’s classic
secrets.
This was in the days before the
Internet so it was years before I
learned about obscure tricks such as
the minus world.
However, I still learned many
tricks of the gaming trade through
SMB.
I consider the original
platformer to be the creator of them
all.
Accept no imitations when it
comes to the original run-and-jump
adventure.

HEAR MORE

LMM: Which sister was that? Because I know that you have two.

JTLM: Doing fine. How are you?
JTLM: My younger sister, Fran.
LMM: I'm good. I'm good. I want to
talk about Mario with you.

LMM: How old was Fran?

JTLM: OK.

JTLM: She was 12.

LMM: Do you like Mario?

LMM: Wow, must be nice. So was
Ware Shoals, like, really tiny?

JTLM: Mario's a pretty good
game. It's a good family environment. It teaches hand and eye coordination.
LMM: I like Mario, too. So how old
were you when you first played
Mario on the NES and where were
you living?
JTLM: I was living in the small
town of Ware Shoals, S.C. Population: Everyone knows everybody. I
was 13 years old. I believe I was 13
years old. I had spent most of my
time playing "The Legend of
Zelda" before I had actually sat
down and played Mario first.
LMM: So, it was more Zelda first
than Mario?
JTLM: Yes, definitely. I had
played more Zelda before I started
playing "Super Mario Bros.," and
the only reason why I played
"Super Mario Bros." was because
my sister asked me to help her out
on a problem she was having.

Did you know?
It is possible to jump over
flagpoles in the game. This can
be done on levels 3-3 without a
cheat device or any level with
one.
If you do manage to jump over
the pole, the level continues on
forever and you must wait for
time to run out to die and return
to the start of the level.
All screenshots captured
by Lyndsey M. Mosley

JTLM: Yes, it's very tiny. As in,
usually the high school has a
graduation class of up to 22.
LMM: Up to 22? (laughs) That's a
very small class. Very small.
LMM: So, what got you started playing Mario?
JTLM: Well, as I was saying, I was
waiting for my turn to play "The
Legend of Zelda," and my sister
was having a problem so she would
get frustrated, throw the controller
down on the ground, and then she
would pick it back up and then she
gave it to me and told me to help
her through a board. So I did. And
I guess I started playing it from
there.
LMM: By the way, for our younger
listeners who don't quite know the
terms, a board is a stage in Mario. Us
old people call it a board.
Please see Mario Talk, page 7

The game is hidden in the
United States’ version of
“Animal Crossing” on the
GameCube as one of the
“forbidden four” titles.
The game was given away as a
gift in Japan to players who
downloaded it, but the
only known way to access
it in the U.S. version is through
an Action Replay cheat
device.

SUPER

MARIO BROS.

2
“The black
sheep”

BY LYNDSEY M. MOSLEY | GAMING INSURRECTION

N

o one knew what to expect
with “Super Mario Bros. 2.” You
had so much going on with
SMB2 that there wasn’t much
time to notice that it wasn’t like any other
Mario game already out there. SMB2 is the
“different” sheep of the Mario platforming
family. It’s not bad, but it is interesting.
Where the Mario team excelled was finding a unique way to introduce a sequel to
American gamers. The official Mario sequel (released in Japan in 1986 and 1993
in the U.S. as the “Lost Levels”) was too
hard. It was more of the first game but a
lot harder. American gamers weren’t going
to “get it.” Despite its uniqueness, we got
Mario 2.
With simple game mechanics and a little
better graphics, SMB2 stood out in what
was becoming a crowded field of platformers. It offered something new with its literal pick-up-and-play mechanics and the
music was even something else entirely
outside of what was established as the
“Mario realm.”

SUPER
MARIO BROS. 2 TM

© 1988 NINTENDO OF AMERICA INC.

Mario, Luigi, Toad, Princess: Pick Your Adventurer

Mario and his friends are faced with zany challenges in the bizarre dream world of Sub-Con.
Ultimately they must tackle the wily Wart!

Introduction design from the NES game Atlas © 1991 Nintendo of America

Mario Talk
FROM PAGE 5
EDITOR’S TAKE
Lyndsey M. Mosley

LMM: So what's your favorite
Mario game of the three on the
NES?

My first time
with ‘Super
Mario Bros. 2’

JTLM: "Super Mario Bros."
JTLM: Yes, that is true.
LMM: The original?
JTLM: The original.

LMM: But that's why they did that.
It has stuck in later Mario games,
apparently.

LMM: Why is that?
JTLM: It was the first one that I
played. The first one that I had
memorized. The first one we
learned glitches on.

W

hen I began my
quest to play
“Super Mario
Bros. 3” in
1990, I traveled (a.k.a. made my
mom take me) to Blockbuster to
rent the game. When I got there,
there were game boxes on the
shelf but no games. Blockbuster
was all rented out!
I was terribly upset, and I
wanted to know when they would
get more copies. I asked the store
associate and was told that it
would be a while before copies
were returned.
Dejected, I decided to look for
something else to play. The associate saw that I was upset and
offered to help me look.
He asked, “You like Super
Mario right? Well, have you
played Super Mario 2?” I looked
at him incredulously and shook
my head no. I had heard about
SMB3 only through other children at school so hearing that
the sequel to the original had
actually come to America was a
surprise.
Happily, there were copies of
SMB2 and I rented it and took it
home. Initially, I was confused
since I had played large amounts
of SMB.
The concept of picking up
enemies and having a life meter
was jarring at first, but I got used
to it the further I got into the
game. I eventually received
SMB2 for my 11th birthday by
request. I’m glad I didn’t just
pass up Mario 2 simply because
it was a little different than what I
was used to.
I “got” Super Mario Bros. 2
even though it was different
and its gameplay copied from
Japanese platformer Doki Doki
Panic.
I understood it despite its
weirdness. That’s what makes it
classic. And I did get to play
Mario 3.

in the first one, you know, he basically was Mario in a green shirt
instead of a red shirt when he had
fire power.

LMM: Glitches such as minus
world?
JTLM: Yeah, glitches such as
minus world and little secrets
such as jump on the turtle shell
until you get an extra man.
Things like that, little small
things.
LMM: Oh, you mean like on 3-1 at
the very end.
JTLM: Yes, very much so.
LMM: Ah, OK. Do you like Mario
2 at all?
JTLM: I played Mario 2. I
played it, I didn't play it a lot but
I played a good bit and I usually
just stuck with one character. I
played with Luigi the most because I thought it was funny how
jumped and looked like he was
running at the same time.
LMM: You know they gave him
that to differentiate between Mario
and himself.
JTLM: No, I did not know that.
LMM: They purposely did it because they wanted to show that
Luigi was different. It was the first
time they established that Luigi
was a different character. Because

Did you know?
There are two versions of
“Super Mario Bros. 2.”
The first is the Japanese
“Super Mario Bros. 2,” known
outside of Japan as “Super Mario
Bros.: The Lost Levels.” The second version is “Super Mario Bros.
2 USA,” which is based on
All screenshots captured by
Lyndsey M. Mosley

LMM: Did you like Super Mario
3?
JTLM: Yes, I played three a
good bit. I played it a lot.
Bowser's Castle was really frustrating so I never really beat it.
LMM: You didn't beat Mario 3 on
the NES?
JTLM: No.
LMM: Wow, I did not know that.
And also for other listeners, I also
have never beaten it on the NES
without using cheat codes. And I
was a teenager by the time I beat
Mario 3. The first time that I played
it was in 1990 or thereabouts.
LMM: So as an older gamer was
there any mystique to Mario like
there was for younger gamers because younger gamers were all
impressed by it and kids were just
amazed that Mario could do all of
that stuff. Were the older gamers
impressed with it or were they just
kind of like "OK, well this is another game like 'Metroid' or 'The
Legend of Zelda'?"
JTLM: I don't know if it was
mystique. I would say that due to
the nice colors they used it was a
colorful game and was easy for
anyone to pick up on. Everyone
automatically enjoyed it just for
that simple fact. I did play a lot
of "The Legend of Zelda" but
Please see Mario Talk, page 9

“Dream Factory: Doki Doki
Panic.” The U.S. and other places
received a different version of the
game because it was deemed “too
hard” for American gamers.
“Lost Levels” was eventually
released in the U.S. in 1993 as part
of “Super Mario All-Stars” and
Japan received SMB2 USA in
1989.

SUPER MARIO BROS
“ THE GREATEST ”

BY LYNDSEY M. MOSLEY | GAMING INSURRECTION

W

hen “Super Mario Bros.
3” first boots up, there’s
a little bit of play between the Mario Bros.
Mario and Luigi put on a little show and
the game proceeds to the title screen.
Enticing you to press start is one of the
most iconic games to ever be released.
Iconic. You will hear that word a lot
when talking about SMB3. The third
game in the Mario series on the NES
was in a lot of ways a gaming evolution.
This time, Mario means business. It’s up
to him to save the Mushroom Kingdom
from Bowser and his seven brats who
aim to take over the world. What SMB3
added for features and even the overall
look of the game made the game push
Mario to the edge in terms of what the
NES could handle.
Being able to fly with the raccoon tail,
the warp whistles, the legendary Hammer Bros. suit, crossing airships … all
brought a sense of enormousness to
the Mario experience. It was after Mario
3 that Mario only had the world left to
conquer.

3

SUPER
MARIO BROS. 3 TM

© 1990 NINTENDO OF AMERICA INC.

Mario’s Biggest Adventure Yet!
More worlds, more secrets and more action—Super Mario Bros.
3 has it all. Super Suits, Warp Whistles and the return of King
Koopa are just a few of the things that keep players coming back
for more Mario in SMB3!

Introduction design from the NES Game Atlas © 1991 Nintendo of America

Mario Talk
FROM PAGE 7
when I didn't want to deal with
puzzles or anything too hard
and I just wanted something
simple and basic to play but still
have a difficulty factor, I just
played Mario. It was pretty good
and it was less aggravating than
having to worry about some stupid dog laughing at me because I
missed a duck.

EDITOR’S TAKE
Lyndsey M. Mosley

My first time
playing ‘Super
Mario Bros. 3’

LMM: That would be "Duck
Hunt" for you young gamers.
"Duck Hunt" is a favorite but yes,
the dog laughs at you when you
miss a duck.

“S

uper Mario Bros. 3”
was the end all, be
all for me as a
gamer. Mario could
run faster, jump higher and change to
different suits for the first time. To
me, this was gaming evolution.
I was 8 years old the first time I
played SMB3 in 1990. I was in afterschool day care and there were many
other children my age who played
video games. Mario was a hot topic
for all of the children, and everyone
played Mario 3. I had previously attempted to rent the game but didn’t
have much success. However, around
April or May I finally got my hands
on a copy of the game, and I immediately realized that I was playing
something special.
Armed with a little bit of knowledge from playing through rentals, I
could contribute to the conversations
about Mario. What SMB3 represented
to me was the idea of bigger, better,
faster gameplay. It took what made
SMB great and made it classic. It introduced the idea that Mario was now
global, no longer stuck in his own
kingdom. The adventure side of the
game drew me in and hooked me.
The introduction of the new suits,
warp whistles and on-screen map immediately made it a must-buy. I never
could finish the game in one sitting
since there was no battery backup to
save progress. Because of that, I became extremely good at the first four
worlds of the game and usually could
make it to World 6 before quitting. I
was a teenager with “Super Mario All
-Stars” when I beat the game.
Mario 3 reminded me of everything that was good about my childhood. It invokes fond memories of
getting that cartridge to boot up for
the first time and eagerly getting that
first raccoon leaf, or “tail,” as we
called it back then. I can also fondly
recall the heated debates about the
existence of World 9. And just for the
record, it’s there Bill. It’s the warp
zone … After much cajoling, I
did manage to persuade my mother
to buy the game for my ninth birthday.
Yeah, that was a good birthday …

LMM: Was it popular in your area
at all?
JTLM: Yes. In fact, you were
looked down upon if you didn't
play Mario at all.
LMM: Wow. Really?
JTLM: Yes.
LMM: They actually looked down
on you because you didn't play
Mario?
JTLM: They looked down on
you if you didn't play Nintendo,
period.

LMM: Would that apply to all
three games or just the first one?
JTLM: Just the first one. The
other two I would say it was just
competitiveness. My cousin and
I would have competitions on
Super Mario Bros. 3 where he
would say we have two days to
get to the castle and beat it. And
it was more of a competition
thing but it wasn't really a togetherness like it was in “Super
Mario Bros.”
LMM: So, do you still enjoy
playing the trilogy of games today?
JTLM: Every now and then I
get the hankering for it and I
pull it out. It's just hard with the
fact that I don't play it that often, and my fingers don't remember everything like they
used to. But every now and then
I get the hankering for it and I
go ahead and play it.
LMM: Which ones do you play
the most when you play them?
JTLM: Just the original, the
“Super Mario Bros.”
LMM: Not Nos. 2 or 3?

LMM: Wow. (laughs) That's interesting. What kind of impact do
you think Mario had on video
gaming, aside from being the first
of its kind in the platforming
genre?
JTLM: It kept a lot of people
from going outside. That it
really did. And, in some places
like the small community I was
in, it brought a lot of families
together. A lot of families would
spend more time, like they
would dedicate a Sunday afternoon doing nothing but they
were all passing around a controller playing Mario. So I guess
it brought some togetherness,
which I think was what Nintendo really was after.

Did you know?
The island that World 3’s
castle sits on is in the shape of
Japan, with the castle serving as
the approximate location of Nintendo of Japan’s headquarters.
All screenshots captured by
Lyndsey M. Mosley

JTLM: Not two or three, but
maybe the "The Legend of
Zelda" from time to time. Definitely "Super Mario Bros."
LMM: Wow. OK. How well do
you think they've held up in the
two decades since they've been
released on the Nintendo?
JTLM: Well, I think they've
held up pretty well, and they
are still very popular. I don't
think I can recall a year where I
have not heard someone say
'I'm looking for ‘Super Mario
Bros.’ to teach them the
values of video games.' I think
they've held up pretty good
over time.

The whistle used to warp to
different worlds has the same
music and effects as the whistle
from “The Legend of Zelda.”
The seven Koopa Kids are
named after famous musicians.
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SMB3 in its
own class
BY LYNDSEY M. MOSLEY
GAMING INSURRECTION

Classic. Best-selling game
of all time. These are terms I
would immediately use to
describe “Super Mario Bros.
3.” The game was life changing in its ability to soar above
and beyond the limitations of
hardware and its surrounding
times.
SMB3 took what makes
the Mario formula work and
boosted it to new heights.
There's more secrets to discover, more to do and new
abilities to explore. Its success
lies in the fact that it's easy to
pick up but it still expands the
legend of Mario. The pacing
of SMB3 is worthy of spotlight here because it's done so
well.
The game's difficulty doesn't pick up until the later three
worlds, and by then, you
should be progressing through
the game with a certain level

of expertise. The music is
another bright spot. Appropriate Mario-era music permeates the game, creating some
of the most recognizable tunes
of the franchise. The bright
tunes go well with the action
scenes, and they are quite fun
to listen to as one traverses
through the wide world of the
Mushroom Kingdom.
The most fun part of Mario
3 is the gameplay. Mario is
able to do far more than he
ever could and the jump in
gameplay depth is enormous.
What makes this a Mario
game and a good one at that is
that you never feel like you're
playing a Mario game. The
controls are seemlessly integrated and feel natural, as if
Mario always had them.
Anyone who says they are
a gamer should do themselves
a favor and add SMB3 to their
gaming portfolio. It is just that
crucial to the gaming experience.

LYNDSEY M. MOSLEY

Gaming Insurrection

Mario makes a trip to coin heaven during stage 1-3 in “Super Mario Bros. 3”
for the Nintendo Entertainment System.

SMB2 establishes
how sequels are
supposed to be
BY LYNDSEY M. MOSLEY
GAMING INSURRECTION

LYNDSEY M. MOSLEY

Gaming Insurrection

Peach prepares to return fire to Birdo in “Super Mario Bros. 2” for the Nintendo
Entertainment System.

Super Mario Bros. 2 hit the scene in 1988 for us
Americans, and what it was to behold that gem.
I can remember playing through the first three
levels of the game and thinking, "Wow, this is a trip.
Mario probably wasn't meant to be like this." And I
think I was right. Don't get me wrong, though, the
game is still good. Actually better than good. Classic
is a better way to describe it.
What other game can you throw vegetables at
enemies ... better yet, vegetables with frowns? It was
the first game that you let play as perennial damsel-in
-distress Peach and her equally in-distress sidekick
Toad. Mario and Luigi were two different characters
finally and you didn't fight Bowser; you fight some
dude named Wart, who has never appeared in any
other game to date (Ed's note: A tidbit for you Mariophiles out there).
The action moves along quite nicely, especially
for a game that is set in the strange new world called
SubCon. The graphics of SMB2 pushed the Mario
series along. It was with this game that Mario and
Co. began to take a detailed shape and form. Classic
tunes were produced in this sequel, memorable tunes
that actually set it apart from its predecessor and its
follow up.
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THIRD IN A SERIES

Videogame music
SONIC THE HEDGEHOG 1 & 2
Admittedly, the Sonic games from the Genesis era were
not on my must-play titles list when they were fresh and
new. However, I did like the music. I was a Mario girl but I
did appreciate the music of Sonic when I got the chance to
play a Genesis at my dad's house. While I wasn't a big fan
of the gameplay, there was something about the Green Hill
Zone's music that stuck with me. It's quite jolly and uplifting tunes with a little bit of funk thrown in for good measure. The first two games' soundtracks seem to capture the
spirit of what it means to be Sonic.
Favorite tunes from the games
1. "Green Hill Zone" - Sonic the Hedgehog
2. "Special Zone" - Sonic the Hedgehog 1 & 2
3. "Emerald Hill Zone" - Sonic the Hedgehog 2

STREET FIGHTER 2
As a young lad, I was more into "Mortal Kombat" than "Street
Fighter." However, that didn't mean that I didn't play the series. The
older I got, the more I recognized that I needed to be more wellrounded and diverse in my fighting game selections. Thus, I took on
SF2. The tunes for the World Warriors are immediately recognizable.
What I love about them is that the music embodies the characters.
When I see E. Honda I immediately can call to mind his theme from
SF2, and I think of going to a relaxing Japanese spa (Note: It also
doesn't hurt that his background is one of my favorites, aesthetically
speaking). Each theme represents a different section of the world (Ryu
and E. Honda nonwithstanding), and I feel like when my World Warrior
gets on a plane for the next fight, I'm going along for the ride.

Favorite tunes from the game
1. E. Honda theme
2. Vega (American) theme
3. Sagat theme

STREET FIGHTER ALPHA 3
I started playing "Street Fighter Alpha 3" when I
was 19 years old. Granted, the game had been out
for three years at that point but I had just learned
about its brilliance as a fighter. The gameplay originally drew me in, but as time went on, I learned to
appreciate the quality of the music. Capcom spares
no expense with this soundtrack. There are a lot of
similar-sounding themes but what works here is that
it fits the game. It brings to mind the '80s pop and
synth-wave scene -- which is basically when the
game is set. There's a certain industrial-ness to
most of the tracks, which isn't bad at all. I can usually listen to the soundtrack and get pumped for a
fight, which is exactly what the soundtrack intends
to do.
Favorite tunes from the game
1. "Shining One" - Sagat's theme
2. "High-Tech" - Juli & Juni theme
3. "Nobody Blink" - Opening theme

Please see Video game music, page 13
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Soul Calibur
shines after
9 years
BY LYNDSEY M. MOSLEY
GAMING INSURRECTION

O

nce upon a time, Sega was king
of the home console market and
was pushing out quality home ports of arcade hits such as “Marvel vs. Capcom” and
“Marvel vs. Capcom 2.” One could expect a
direct conversion with a little extra thrown
in for the hardcore fan. Namco’s “Soul Calibur” in 1999 was no exception.
Fast forward nine years and the series is
now on its fifth game, “Soulcalibur IV.”
Looking back at “Soul Calibur” after all of
those years, I am amazed that the first game
holds up so well against the newer games in
the series. Let's face it: “Soul Calibur's”
graphics are gorgeous. There is, quite possibly, no better looking game on the console,
and few games from that era could even
touch “Soul Calibur's” beauty. As a matter
of fact, I'd wager that “Soul Calibur” still
looks better than a few games out today.
With good graphics there must be good
sound, and “Soul Calibur” has that and
more.
“Soul Calibur” makes good use of its
medieval theme for its music. The soundtrack is vast in tempo and, like most Namco
soundtracks, doesn't sound out of place with
any of the levels. Where it excels is giving
you something to tap your feet to while
playing a fighting game that has deep mechanics. If you can remember the music and
pay attention to it while playing this game,
then the sound folks have done their jobs.
As a fighter, “Soul Calibur” is deep.
Some have accused the game of being
"Tekken with swords" but it's not that. I

can't play it very well (about as well
as I play Tekken) but that's because I
didn't start when the series came out.
All Namco fighters have a set
curve that you progress through. You
will either get it from the beginning
or you will have to learn fast to be
good at all. “Soul Calibur” is no different. What I appreciate about “Soul

Calibur” is the fact that every move
seems to have some purpose.
At least in this game, there seems
to be some connection between the
moves and how they tie together to
make a plan of attack for each character.
Movesets, at the very least, appear
to make sense. It can be a button

masher but there is depth to what
you're gawking at. With the game's
recent release on XBox Live Arcade,
I got the urge to pick it up again on
the Dreamcast.
I still watch the game in wonderment even after all of these years,
and Namco seems to be living happily ever after.
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Video game music
WHERE TO GO FOR MUSIC
Galbadia Hotel (http://ffshrine.gh.org):
Galbadia Hotel has to be one of the best, if
not the best, source of video game music ever.
There are plenty of tracks from obscure games
and a lot of the Japan-only releases just waiting to be downloaded.
If you can't find a particular soundtrack on
the main site, you can try your luck in the forums by doing a search.
More than likely, you can find what you're
hunting for there. Also, you can get help with
ripping-related and emulated music player issues.
Try the links on the right side of the main
page (under the category of emulated music)
and you can find different music categorized
by systems and games.
As a member of Galbadia Hotel, we recommend registering for the main site and for the
forums.
SNESmusic (http://snesmusic.org): If
you're looking for music from the Super Nintendo era, then this is the place to go. It's
easy to get started with downloading and saving your selected music. Support the site because their efforts are good.
They also host their own player for SNES files
on the site. What's really good is the section
for composers where a wealth of information
can be gained about the names behind the
music of Nintendo's sophomore system.

HONORABLE MENTION
"THE ADDAMS FAMILY: PUGSLEY'S SCAVENGER
HUNT"
OK, if you're a fan of "The Addams Family" like I am, then
chances are you played the games, watched the original show
with John Astor as Gomez or loved Raul Julia's take in the
movies. "Pugsley's Scavenger Hunt" is based off the cartoon
that came after the success of the two movies featuring the
late Mr. Julia. It's a fun romp through the strange world of the
Addams Family and it's also one of the best-scored SNES
games I've ever played. The hall where you begin your quest
has a theme that befits the regal splendor of the Addams mansion. I especially love the changing of tone throughout the
piece; that was a nice touch. As you move through the game
looking for artifacts that Pugsley's diabolical sister Wednesday
has hidden, you visit different areas of the house. I won't describe them but know that when you go in the kitchen - fridge
section, the music is so appropriate that you will feel cold (it's
also taken almost note-for-note from the first Addams Family
game). Great game, great music.
Favorite tunes from the game
1. "Attic"
2. "Fridge"
3. "Great Hall"

CASTLEVANIA
Ah ... "Castlevania." When I think back on good game music,
the whip-cracking of Simon Belmont usually jumps to the forefront of my mind. Very few games immediately make me think of
the '80s and good game music, and "Castlevania" is one of them.
Haunting. Melodic. Fast beats. I can go on about this music but
what's most important is the fact that it captured the spirit of
monster-hunting and staking vampires so well that there are
cover bands who specialize in the game's music (We aren't joking ... look it up on YouTube).
Just to give readers an idea of how much I love the music of
"Castlevania": I was 8 years old and this was the days before
digital distribution and CD ripping. I played through the first couple of stages and heard the Mummy Bros. stage music (that was
about as far I could make it). For the next 10 years, I remembered the tune I'd heard so that I could maybe one day record it.
When technology caught up where I could put it on a PC or buy
the soundtrack, I did. I never knew the stage’s name until I
bought the soundtrack and found it was called "Wicked Child."
We love the progress of technology. And by the way, anyone
who doesn't get goosebumps when they hear "Poison Mind" - the
most iconic boss battle music ever - there is something wrong
them.
Favorite tunes from the game
1. "Wicked Child" - Mummy Bros. stage
2. "Poison Mind" - Boss battle
3. "Vampire Killer" - First stage
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TECH GEEKS — GEAR YOU CAN USE

T

ech Geek is a new feature here at Gaming Insurrection. This month we bring you the gear that
keeps Gaming Insurrection up and running. We use a variety of technology to produce our product, and the majority of it is relatively inexpensive, lightweight and easy to take on the go.

LAPTOP

WIRELESS MOUSE

HP Pavilion Entertainment PC

Very basic, simple mouse from
Microsoft. They come in different
colors these days, but when we
bought ours it only came in one
color: black. It’s wireless, and it
works well with hubs if you need
to free up more USB ports.
PRICE: $20

If you
should need
extra space
for data –
and we do
– consider
investing in
a portable
hard drive.
These are
essential if
you deal
with media
such as
video and
songs. We
have a Simpletech 120GB black drive and a 250GB
red drive, which is devoted to GI work.
These drives aren’t cheap but if you find
yourself running out of room, try these. We
purchased matching cases (by Case Logic)
so that the drives stay protected.
PRICE: 250 GB – $134; 120 GB – $75

We bought this laptop one
year ago from Best Buy. It
was on sale for Labor Day,
and it was time to get a new
PC. The laptop has great
RAM (1GB) and runs off
Vista Home Premium. Space
-wise, it’s 140 GB with a
CD/DVD drive and burner.
It’s got three USB ports and
a built-in wireless network
adapter, which means Wi-Fi
on the go from the start.
Great laptop with good
speed and features.
PRICE: $649

When photos are needed, most nonprofessional photographers look to
their digital cameras. GI looks to our
Nikon Coolpix L11. This little camera can do it all: photos, video, voice
recording. We like the ability to take
photos in a variety of different color
settings, such as sepia, black and
white or cyanotype. Importing your
masterpieces is easy using Windows
Plug and Play or the Windows Photo
Gallery. The camera is bundled with
photo editing software but you really
don’t need it; stick with the basics.
Nikon is up to the L18 now, but the
L11 is still a decent camera.
PRICE: $200

Targus makes great computing
accessories and the Groove
Notebook Backpack is no different. It features a lot of roomy
compartments, and it’s easy to
fit everything you need to carry
with your laptop. Nothing
seems bunched or squished. A
small feature that I appreciate is
the inclusion of pen and pencil
holders. Quality material and an
economical price make this bag
worthwhile.
PRICE: $30
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Sun

October
2008

Mon

Tue
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Wed

Thu

Fri

Sat

1
*TNA impact! (Wii)

2

3

4

5

6
*Cooking Mama
*World Kitchen (Wii)
*Monopoly (ALL)
*NBA Live 09

7 *Midnight Club: Los
Angeles (PS3 & XBox
360)
*Motorstorm: Pacific
Rift (PS3 & XBox 360)
*NBA 09: The Inside
*NBA 2k9 (PS3 & XBox
360)

8

9

10

11

12

13
* Blitz the League II
(PS3 & XBox 360)

14 *Rock Revolution

15
*Naruto: Ultimate
Ninja Storm (PS3)

16

17

18

25

*FIFA Soccer 09 (PS3 &
XBox 360)
* Saints Row 2 (PS3 &
XBox 360)
*SOCOM: U.S. Navy
* DDR: Hottest Party
(XBox 360)

19

20
*Wii Music (Wii)

21 *Fable II (XBox 360)
*Hei$t (PS3 & Xbox)
*Iron Chef America:
Supreme Cuisine (WII)
*Eternal Sonata (PS3)
*Far Cry 2 (PS3 & XBox)
*LittleBigPlanet (PS3)

22

23

24
*DeadSpace (PS3 &
XBox 360)

26
*Guitar Hero World
Tour (Wii)

27

28
*FIFA Soccer 09 (Wii)
*Fallout 3 ((PS3 &
XBox 360)
*MotoGP 08 (PS3 &
XBox 360)

29

30

31
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Tue

Wed

Thu

Fri

Sat
1

November
2008

2

3
*Sam & Max: Season
1 (Wii)

4
*James Bond: Quantam Solace (ALL)
*Tom Clancy’s End
War (XBox 360)

5

6

7
*Gears of War 2
(XBox 360)

8

9
*WWE Smackdown
vs. Raw 2009 (ALL)

10
*Animal Crossing:
City Folk (Wii)
*Mortal Kombat vs.
DC Universe (PS3 &
XBox 360)

11 *Facebreaker (Wii)
*Pro Evolution Soccer
2009 (PS3 & XBox 360)
* Rock Revolution (PS3
& XBox) 360)
*Banjo-Kazooie (XBox)
* Command & Conquer:
Red Alert 3 (XBox 360)

12

13

14

15

16

17
*Left 4 Dead (XBox
360)

18 *Tomb Raider:
Underworld (ALL)
*Alone in the Dark
(PS3)
*Need for Speed Undercover (PS3 & XBox 360)

19

20
*The Last Remnant
(PS3 & XBox 360)

21

22

23

24
*The Lord of the
Rings: Conquest
(PS3 & XBox 360)

25

26

27

28

29

30
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Sun

December
2008

Mon

Tue
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Wed

Thu

Fri

Sat

1

2
*The Tale of
Despereaux (ALL)

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26

27

28

29

30

31
*Penny Arcade
Adventures Episode
2 (PS3 & XBox 360)
*Warhawk-Operation:
Fallen Star (PS3)

