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Just the right touch
The sixth generation iPod Touch has the right
amount of features, and a great price point, 15
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GI looks at the status of major franchises
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Storm
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20 Anime Lounge: Toradora!
We finish up the quirky romantic comedy featuring a not-sodelinquent and his angry tsundere kind-of, sort-of girlfriend who
maybe is just a girl and a friend.

27 DDR Spotlight

28 Torture of the quarter

Music from the Dance Dance Revolution series covered
this quarter includes Dream a Dream from Captain Jack,
Still in My Heart by Naoki featuring Paula Terry and Genom Scream by L.E.D. Light.

There comes a time in every gamer’s playing career
where they have to choose between their love for a company and the trash that said company puts out. Mortal
Kombat queen Lyndsey Hicks discovered there was plenty
for Midway to do wrong and it came by way of War Gods.
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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.
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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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CRY OF WAR

Let’s recognize the small
guys in the sales market

M

om-and-pop video game
stores are thriving,
thanks in small part to
the healthy retro assortment that can be found in the
shiny bins that sit around these
chains. I like to think that it’s the
retro aspect of the sale that keeps
most of these places open, but surprisingly there’s a virulent contingent of modern titles present, too.
Just a few weeks ago, I managed
to stroll into two such shops, Pixels
and Pawns in Columbia, and Lost
Ark Video Games in Greensboro,
N.C. In both places, video games of
the retro persuasion are front and
center but share aisle space with

Lyndsey Hicks

BEAT.TRIP.GAME

modern games. In Lost Ark’s case,
there’s also retro arcade cabinets
surrounding the nostalgia, so it’s
easy to slip into your pocket for a
little extra cash if you want to buy
and play.
I’ve re-learned the concept of “big
doesn’t always mean great” thanks
to both stores. GameStop may have
cornered the market on modern
titles, but that doesn’t always
translate into a must-shop experience. I don’t dislike GameStop as
much as I used to, but I’ve come
to appreciate the smaller shopping experience that Pixels and
Pawns provides and the intensive
retro immersion that I obtain

Lyndsey Hicks is editor-in-chief
of Gaming Insurrection. She can be
reached by email at
lyndseym@gaminginsurrection.com

Music to kill by: Ninja Gaiden
Original Soundtrack (NES)

N

inja Gaiden, the seminal tale of
Ryu Hayabusa’s struggle for answers and fight against evil, is
one of the earliest reasons why
I began a love affair with chiptuned
music. The 8-bit masterpiece is one
of the best video game soundtracks
ever created, and we’ve covered it in
its shining glory in a previous feature
on video game music. If you need a
rocking soundtrack as you’re running
through the mean streets of New York
in search of your father’s assassin,
give the following tracks a go:
A Decision~Father’s Letter: If you
can imagine the sorrow that Ryu
must have felt as he read the letter
from his father, Ken, after Ken’s supposed death, it’s fervently captured in
this song. As the song progresses, I get
a sense that Ryu was bound to solve
the mystery with determination and
resolve.

editorial

from making a trip to Lost Ark. It’s
where I can buy a PS3 or Xbox 360
title, but also pick out a SNES game
for a friend, all without necessarily
breaking the bank. And thanks to
GameStop’s policy of discontinuing sale of retro games before the
GameCube era, I’m virtually assured of gracing the hallowed halls
of Pixels and Pawns and Lost Ark
often.
It also doesn’t hurt that the buttons for sale are awesome, too.

What version to get?

There are two versions of the game with
this particular soundtrack: the original
NES game and the Super NES Ninja
Gaiden Trilogy. I highly recommend ignoring Trilogy. The soundtrack, despite having an increase in instrumental quality, is
downright awful. There are several things
wrong with the game in general, but the
most egregious has to be the “remix” of
the soundtrack. The tracks that you may
know and love from the original aren’t
even close and poorly arranged. Stick with
the NES version if you have a choice.
A Moonlight Duel: The introduction
tune is one of the most memorable
in all of video gaming. I always know
exactly what game it is when I hear
the opening notes, and I immediately
think “Tecmo Presents … 1989.” I am
immediately drawn back to the days

of the third grade.
Ambush~Pursuit of a Nightmare:
Another great tune fresh out of the
box. Ambush~Pursuit of a Nightmare
is a classic and smartly uses the 8-bit
chip to its advantage. There isn’t
much to work with but the notes are
memorable in the way that it breaks
down in its sub-melody near the beginning of the song.
Assault~Stealthy Devil:The beginning of Assault~Stealthy Devil immediately portends a great song. And
with the opening riff, it rips into an
awesome continuous melody that
might have been overdone if not for
the early breakdown. The song gives
off a vibe of a mystery in the air.
Heroism~The Approaching Evil:
I love this song because of the awesome breakdown. The first time that
I heard it, I was running through
the second stage and trying to dodge
knife-wielding foes and make tough

jumps for the first time.
As the breakdown played, I
stopped running and paused
the game: I had to savor
what I’d just heard. I didn’t
think it was possible to get
something so good out of an
NES soundtrack. And then
Ambush~Pursuit of a Nightmare hit.
Like a Hurricane: The fur-

thermost point that I have
ever reached in the game
using natural means involves
Like A Hurricane. And despite
the frustration and difficulty
of the section, every part of it
was worth it if it meant hearing this tune.
There isn’t much to it, but
what there is means a sense
of urgency.
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STATE OF PLAY

Who’s the
king of the hill
of best-selling
video game
franchises?

Inside
By Lyndsey Hicks

Gaming Insurrection

Some of our favorite franchises in the industry have come a long way. Some
have, unfortunately, fallen off thanks to a variety of reasons. Bad sequels, poor
production, closure of a studio … all of these can spell the death knell for a
series trying to get off the ground in today’s market. But the series we’re looking
at here haven’t died an ignominious death; instead, while some may be inactive, all still command a large following, and entries are still eagerly anticipated no matter how long it’s been since a release.
These are the big names in the game: Mario, Zelda, Street Fighter, Tekken. And
they’ve got the sales numbers to prove it.

4

Mario
& Zelda

Metroid
&
Pokemon

5

6

Mortal
Tekken Kombat
&
&
Street
Soul
Calibur Fighter

7

8

Ridge
Racer
&
Doom

9

*Sales figures are courtesy of VGChartz.com
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Sales by Nintendo system
GameCube
Super Mario Sunshine: 5.5 million
New Super Mario Bros.: 28.74 million

NES
Super Mario Bros.: 40.23 million
Super Mario Bros. 2: 10 million
Super Mario Bros. 3: 18 million

Wii
New Super Mario Bros. Wii:
25.47 million
Super Mario Galaxy: 10.4 million
Super Mario Galaxy 2: 6.36 million

SNES
Super Mario World: 20 million
Nintendo 64
Super Mario 64: 11 million

*figures include main Mario titles only
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NES

SNES

N64

GameCube

Console system

The Legend of Zelda: Majora’s Mask,
3.36 million

SNES
The Legend of Zelda: A Link to the Past,
4.61 million
GameBoy, GameBoy Color,
GameBoy Advance
The Legend of Zelda: Link’s
Awakening, 3.83 million
The Legend of Zelda: Link’s Awakening DX,
2.22 million
The Legend of Zelda: Oracle of
Seasons, 3.96 million
The Legend of Zelda: Oracle of Ages,
3.96 million
The Legend of Zelda: Minish Cap,
1.42 million

DS

Wi
i

GameCube
The Legend of Zelda: Wind Waker,
4.6 million
The Legend of Zelda: Four Swords
Adventures, 0.81 million
The Legend of Zelda: Twilight
Princess, 1.59 million
Wii
The Legend of Zelda: Twilight
Princess, 6.82 million
The Legend of Zelda: Skyward Sword,
3.68 million
Link’s Crossbow Training, 4.98 million
DS/3DS
The Legend of Zelda: Phantom
Hourglass, 4.97 million
The Legend of Zelda: Spirit Tracks,
3.20 million
The Legend of Zelda: Ocarina of Time 3D,
3.12 million
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The Legend of Zelda, 6.51 million
Zelda II: Adventure of Link,
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Sales by Nintendo system

Nintendo 64
The Legend of Zelda: Ocarina of Time,
7.6 million

Mario title sales by system

Units sold in millions
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Super Mario

Number of copies sold overall: 71.08 million
Latest release: The Legend of Zelda: Skyward Sword, 2011
First release: The Legend of Zelda, 1986
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Publisher/developer: Nintendo
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Number of copies sold overall: 276 million
Latest release: New Super Mario Bros. U, 2012
First release: Super Mario Bros., 1985
Publisher/developer: Nintendo
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Number of copies sold (overall): 219.03 million
Latest release: Black 2 & White 2, 2012
First release: Pokémon Red, Blue & Green, 1996
Publisher/developer: Nintendo

Number of copies sold (overall): 17.59 million
Latest release: Metroid: Other M, 2010
First release: Metroid, 1986
Publisher/developer: Nintendo
Sheet1

Sheet1

T
op5bes
t
s
el
l
i
ngMet
r
oi
dgames
2.
73

2

1.
76

1.
68

1.
65

1.
5
1

Uni
t
ss
ol
di
nmi
l
l
i
ons

35

2.
5
Units sold in millions

0.
5

31.
37

30
23.
1

25

18.
08

20
15

15.
85

14.
76

R/S

B/W

10
5
0
R/G/B

0
Me
t
r
o
i
dP
r
i
me

Me
t
r
o
i
d

Me
t
r
o
i
dI
I

Me
t
r
o
i
dF
u
s
i
o
n

Gol
d/Si
l
ver

D/P
Games

Me
t
r
o
i
dP
r
i
me3

Games

Sales by Nintendo system
NES
Metroid, 2.73 million

Wii
Metroid Prime 3: Corruption,
1.65 million
Metroid: Other M, 1.25 million

GB/GBA
Metroid II: Return of Samus,
1.76 million
Metroid Fusion, 1.68 million
Metroid: Zero Mission, 0.84 million

*Does not include remakes or
compilations
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DS
Metroid Prime Hunters, 0.73 million
Metroid Prime Pinball, 0.25 million

GC
Metroid Prime, 2.82 million
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Role-playing games,
191.37 million
Puzzle games, 1.03 million
Strategy games, 12.77 million
Miscellaneous, 8.05 million

Metroid Prime 2: Echoes, 1.33 million

SNES
Super Metroid, 1.42 million
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Number of copies sold (overall): 12.19 million
Latest release: SoulCalibur V, 2012
First release: Soul Edge, 1996
Publisher/developer: Namco
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SoulCalibur II (all versions),
4.56 million
SoulCalibur IV (all versions),
2.9 million
SoulCalibur, 2 million

Tekken 4, 3.28 million
Tekken 5, 6 million

PlayStation 2
Tekken Tag Tournament, 4.63 million
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Top 5 Best-selling games

Top sales by system
PlayStation
Tekken, 3.18 million
Tekken 2, 5.45 million
Tekken 3, 6.91 million

SoulBl
ade

Games

T
ekken4

Games

Soul
Cal
i
bur

Soul Blade, 1.59 million
SoulCalibur III, 1.07 million
(tie)
SoulCalibur V (all versions),
1.07 million

PlayStation 3
Tekken 6, 2.48 million
Tekken Tag Tournament 2, 1.35 million

Soulcalibur

Number of copies sold (overall): 41.4 million
Latest release: Tekken Revolution, 2013
First release: Tekken, 1994
Publisher/developer: Namco
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Number of copies sold (overall): 31.3 million
Latest release: Street Fighter x Tekken, 2012
First release: Street Fighter, 1987
Publisher/developer: Capcom

Street fighter

Number of copies sold (overall): 32.52 million
Latest release: Mortal Kombat, 2011
First release: Mortal Kombat, 1992
Publisher/developer: Midway/Warner Bros. Entertainment
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Number of copies sold (overall): 9.42 million
Latest release: Ridge Racer Unbounded, 2012
First release: Ridge Racer, 1993
Publisher/developer: Namco
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PlayStation
Ridge Racer Type 4, 2.06 million
Ridge Racer Revolution,
1.07 million
Ridge Racer (1995), 0.79 million
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Ridge Racer (2004), 1.38 million
Ridge Racer 2, 0.08 million
PlayStation Vita

PlayStation 2
Ridge Racer V, 1.24 million

Ridge Racer (2011), 0.13 million

PlayStation 3
Ridge Racer 7, 1.32 million
Ridge Racer Unbounded, 0.10 million

Uni
t
si
nmi
l
l
i
onss
ol
d

Ridge racer

Number of copies sold overall: 11.45 million
Latest release: Doom 3: BFG Edition, 2012
First release: Doom, 1993
Publisher/developer: id Software, Midway Games, Nerve Software/
GT Interactive, Activision, Bethesda Softworks
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BATMAN: ARKHAM CITY

Photos by Daniel Gibbs/Gaming Insurrection

A love affair with
a dark city
By Daniel Gibbs

Gaming Insurrection

With Arkham Asylum no longer
able to hold patients or prisoners
and Blackgate Penitentiary in similar condition, Gotham City needed
a new solution for containing its
dangerous element and it needed
it fast.
Enter Arkham City. In a rather
bold move, a large portion of
Gotham is sectioned off
and turned into an
open-air detention
facility. Inmates are
free to roam as they
please, as long as
they don’t try to cross
the heavily guarded
walls separating them
from the rest of the city’s
population.
Inside these walls, criminals are
allowed to live, move and vie for
domination as they see fit. Surviving the effects of the Titan formula
he used during the events of Batman: Arkham Asylum, the Joker
is one of three crime bosses trying
to assert his rule. Fighting him for
territory are fellow villains Penguin
and Two Face.
But as always, there is more going
on that what can be seen at face
value.
Bruce Wayne is kidnapped by
TYGER, the private military force
employed to keep Arkham City un-

der control. While in detainment,
Dr. Hugo Strange informs him of
two things. First, Strange knows
that Bruce Wayne and Batman are
one in the same; and two, he lets
on about a project called Protocol
10. Bruce is then imprisoned inside
the very prison city he was speaking out against.
However, few things truly surprise the Dark Knight. After having
Alfred send in a drop shipment
of gear, Bruce dons his
signature cape and cowl
and begins his investigation of Strange
and the mysterious
Protocol 10.
Released in 2011 as a
follow-up to the highly
successful Arkham
Asylum, Arkham City takes
about one year after Asylum and
it’s clear the developers used their
time wisely.
One of the first things you will
notice is that the play area has
vastly increased. Arkham City’s
map is several times larger than
the island you were confined to in
the original. In fact, you have so
much more ground to cover that
you can glide across rooftops in
true Batman fashion.
As in Asylum, you will have access to your traditional arsenal of
martial arts, Detective Mode and
gadgets, all of which have been improved. Along with other skills, re-
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turning and new, Batman can gain
the ability to disarm gun-toting
assailants and even destroy their
weapons to eliminate the worst of
the threat, but not knock out the
guy carrying it. Detective Mode has
been expanded to allow for more
complex investigations such as
tracking bullet trajectories. Along
with the returning Line Launcher
and trusty Batarang, room has been
made in your utility belt for new
tools such as the Freeze Grenade.
You will need to make good use
of everything you have if you plan
to complete the fleshed-out side
missions in Arkham City. Not only
do you have to contend with the
likes of the Joker, Strange and Mr.
Freeze, but also there are other (optional) menaces to contend with.
Some examples include helping
Bane destroy the last of the Titan

formula, finding out who hired
Deadshot to kill inmates and discovering the identity of a mysterious man watching your progress.
Outside the main game, the Challenge Maps make a return and this
time there are maps playable by
Batman, his former sidekick Nightwing, current sidekick Robin, and
burglar extraordinaire Catwoman,
the felonious feline few playable
parts in the main campaign as
well.
As with the previous title, the
mood, music and visuals are topnotch, but the Dark Knight’s second
outing is not perfect.
Combat situations can get a bit
dicey when performing moves, and
instead of grabbing the guy you’re
aiming for you end up somehow
“sliding” a few feet and grabbing a
different enemy.

Obviously, there are more surfaces to grapple onto this time around,
but sometimes there are so many
that it can be difficult to tell which
one you’re aiming at. Also, I found
that sometimes during cut scenes,
the vocal audio was not in sync
with the movement of character
lips.
With even more exploration than
before, an excellently expanded
combat system, and plenty of
cameos — there’s even a famous
zombie — it’s almost as if the developers managed to fix something
that wasn’t broken.
Arkham City has been out for
about two years and with a prequel,
titled Arkham Origins, next in line
for a release in the fall, it can be
picked up fairly cheap now. This
is definitely a Batman vehicle you
should pick up.

BATMAN: ARKHAM ASYLUM
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Quality time well
spent in Gotham
By Daniel Gibbs

Gaming Insurrection

The Joker is no stranger to the
coldness of Arkham Asylum, Gotham City’s detention facility for
the criminally insane. His mortal
enemy, Batman, has returned him
to this facility more time than he
can count.
Within the walls of Arkham, the
most dangerous and unstable of
Gotham’s criminal element
are kept under lock and
key. Not only does
this detention center
house standard human patients, but
it was also built to
hold patients that
standard prisons and
hospitals are unable
to accommodate. Patients
captured by a man that is built to
handle those that standard law
enforcement officials are unable
to accommodate.
However, the Dark Knight senses
that something is off. The Clown
Prince of Crime has never been
captured so easily before. It’s
like he wanted to get back inside
Arkham. And then there is the
matter of the recent transfer of
several hundred inmates from
Blackgate Prison. Something is not
right.
Suddenly, the Joker makes his
move. Before even Batman can
get his bearings straight, Harley
Quinn, the Joker’s lover, loyal
sidekick and fellow psychopath,
has kidnapped Warden Sharp and

the Joker has escaped into the
depths of Arkham.
This is how you start Batman:
Arkham Asylum. Amid the chaos
of patients, prisoners and a fiendish plot, you must figure out what
the Joker is up to and stop him before he can carry it out. And what
a time you have.
Generally, outside of fighting
games, comic book-based video
games typically don’t do that
well. But it looks like
developer Rocksteady
may have figured out
how to get it right.
Your attempt to
quell the violence
that has taken over
Arkham will have you
exploring the isolated
island of the asylum in true
action-adventure fashion similar
to past Metroid and Castlevania
games. As you work your way
around, you will have to make use
of the iconic staples that Batman
is known to come with.
The Dark Knight’s mastery of
martial arts is presented nicely
with a simple-but-very-effective
combat system. There is one button to attack and another button
to counter. You can combo attacks
by pressing the attack button (and
using the thumbstick to launch
your attacks in different directions), and when you counter a
move, there will be an indicator
above an enemy’s head to let you
know when to press the button.
Along with your fighting skills,
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you also have the ability to go into
Detective Mode. This allows you
to examine locations for evidence
that cannot be seen by the naked eye alone. You’ll need this
for tasks ranging from following
blood trails, tracking fingerprints
and analyzing chemicals. Also Detective Mode will come in handy
in exploring the island for hidden
clues, riddles and trophies.
Gadgets are a core part of Batman’s arsenal as well. At your
side are old standards like the
Batarang and grappling hook,
and tools you may not be familiar
with such as the cryptographic
sequencer — which is used electronic security systems — and the
Line Launcher, a special grappling hook used to cross pits and
chasms. In order to discover all
that this island has to offer, you
will need to make effective use of
all these tools.
One thing that is done rather
well is the implementation of

stealth. Being a creature of the
night means that sometimes
striking from the shadows is
preferable to running in swinging.
Pulling enemies from below while
hanging on ledges, throwing Batarangs around corners and using
Inverted Takedowns will allow you
to take your foes out before they
even see you coming.
Additionally, the music is excellently done. Changing pace and
volume in tune with the situation,
the soundtrack does a really good
job of making the gameplay experience much more epic. Arkham
Asylum showcases several familiar faces from Batman’s gallery of
rogues making appearances (but
plenty enough held back for the
sequel, Batman: Arkham City).
Not only must you stop the Joker,
but you will also have to prevent
Zsasz from upping his body count,
Scarecrow from spreading his fear
gas and Poison Ivy from killing
everyone on the island with her

monstrous poison plants. And why
is the Riddler talking to you on
the communication channel that
Oracle is using to feed information
to you?

IS IT WORTH A CHARGE ON
THE BAT CREDIT CARD?
A simple-but-effective combat
system, heart-pounding music
and more exploration than a
Belmont can shake a whip at will
more than make up for precious
few cons that come with this title,
like the slightly off visuals that
sometimes can get too dark or too
foggy. This is probably one of the
best comic book-based video games
ever made.
With a sequel that is already
more than a year old, and a prequel that will release soon (Batman: Arkham Origins), the price
on Asylum has dropped considerably making this a very worthwhile purchase if you haven’t gotten around to playing it already.
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ULTIMATE MARVEL
VS. CAPCOM 3

A sizable,
suitable
upgrade
By Lyndsey Hicks

Gaming Insurrection

I usually have a genuine problem with
Capcom’s release policy for its fighting
games. Generally, I know to expect a revision edition later down the line that adds
maybe a few characters and few new
backgrounds. Marvel vs. Capcom 3 was no
different. I knew what was coming and sure
enough, Capcom played its hand with Ultimate. But, curiously, this is a decent play,
though like all Capcom releases, it should
have come right at the beginning.
Ultimate picks up the slack
where vanilla left off. You’re still
saving the Earth from Galactus
and the basic look of the game
is still the same. Except there’s
a few new bells and whistles
thrown in for good measure. The
new intro throws a fresh coat of
paint on the proceedings. The intro
is gorgeous, with a freeze frame look at
various battles between Marvel and Capcom
characters around the city. There’s also a
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few new backgrounds, though I
wish there were more. I particularly loved the new Days
of Future Past background
with the wanted poster of
the X-Men arc cover re-done
with characters’ status from
both sides. And, no, Mega
Man’s questionable status did
not escape my notice.
The new characters added to both sides
are easily the best reason to pick up the new
version. There’s 12 new (Phoenix Wright,

SCORE:
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Firebrand, Frank West, Nemesis T-Type,
Strider Hiryu and Vergil for Capcom; Doctor Strange, Rocket Raccoon, Nova, Iron Fist,
Hawkeye and Ghost Rider for Marvel) with
the DLC add-ons of Jill Valentine and Shuma-Gorath still available and Galactus made
playable through an offline mode.
Playing through once more is interesting,
just to see how the new characters work
within the balance of the game at large.
Speaking of balance, new moves have been
given to the older characters as well as some
tweaks to their movesets the overall game
engine.
Probably the biggest addition aside from
the characters is the Heroes and Heralds
mode. Basically, you choose a faction — Heroes, who will oppose Galactus, and Heralds
a la Silver Surfer, who work to soften up
earth for the planet-devouring god — and

fight through stages of varying difficulty. As
you fight through stages, you acquire ability cards that are used to form a deck. The
cards apply special attributes to your team
members or to the game itself. It’s a novel
and well-executed idea and one that makes
sense in the larger scheme of Marvel vs.
Capcom. I’m surprised it wasn’t thought of
until now, and I’m even more surprised that
it’s not in more Capcom games.
Ultimate Marvel vs. Capcom 3 isn’t the
most fresh idea out of Capcom’s camp, but
it has quite a bit going for it to warrant a
purchase. While it’s too much content to be
DLC only, it’s a shame that full price was
charged for it when it was released. Capcom
managed to dodge the usual shenanigans
it’s known for with Street Fighter, but it cut
it close. Thankfully, Ultimate MvC3’s ride is
an entertaining one to take.
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ANIMAL CROSSING: WILD WORLD

A wide, wild world out there
By Lyndsey Hicks

Gaming Insurrection

Let’s face it: Moving out on your
own is no joke. There’s bills to
worry about and the stress of caring for yourself. Life on your own
is no picnic in the beginning, but it
can be done. Animal Crossing has
always been the lighthearted side
of being an adult, with no deadlines of which to speak of and no
real pressing need to pay any bills
in life among anthropomorphic
animals. But there’s something to
be said for the draw of Nintendo’s
life simulator, and just when you
thought you’d broken the addiction
to hunting for Bells, along comes
Wild World.
Wild World makes a great deal
of improvements over the original. The language of your animal
neighbors has been updated as
well as additions to earn for your
home, physical and material.
There’s more fish and insects to
find and a donation booth set up to
help a far-off town. There are also
a few new visitors who come to
your hovel to hawk their wares or
generally annoy.

14

Much like the first game, you
don’t have to do anything you don’t
want to do. Wild World wisely kept
the lackadaisical attitude of its
predecessor and kept the mandatory events to a bare minimum.
If you want to fish all day and
sell your catch, so be it. If you
feel like picking flowers
to arrange in front of
neighbors’ homes,
go right ahead.
Nothing is forced
except for working
for Tom Nook in the
beginning, and that’s
always going to be there
whether players want it or
not.
If you’re looking for a positive
immediate change, note that Wild
World truly stepped the graphical
game up for series. The original
was basically a Nintendo 64 game
slapped onto the GameCube architecture, and the result was a soft
look for the entire game, environments and characters included.
Wild World makes an upgrade that
comes in the form of a rich sharpness to everything and a rotating

axial view of the world instead
of the shifting acreage system. It
immediately benefits from the
changes and the dual screen of the
DS with new events and visitors to
the town. And even though there
wasn’t anything wrong with the
soundtrack for the original game,
the new background music
sounds even better.
Wild World’s approach to adding
things has turned out
to be the draw for the
series. It’s always a
unique process playing through in the first
few hours to see what
new items are in this time
around and what’s been deleted.
Wild World took that concept and
ran with it. There’s a few new
furniture series and the old have
been updated in some cases, and
the ability to wear different accessories adds a welcome category
to the clothing collection aspect
of the series. Also, K.K. Slider, the
game’s resident hipster musician,
has new music to give away. All
of the additions make sense as a
whole in a series that begs for new
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parts every time it has a new entry. I was disappointed with some
of the deletions, such as the NES
games, but I can stomach those if
it means more space in the game
for improvements.
Another welcome change is the
revamp of the storage system
within homes. Switching from a
three-item-per-container system
to a six-page space with room for
120 items was one of the best ideas
implemented in Wild World. It
stands to reason that it’s a good
way to clean up the clutter of the
now-deleted basement addition.
While I love the game, I have
some issues. The biggest problem is
the upgrade system for Tom Nook’s
store. While it was easy to get
around in the original game, it’s
impossible to upgrade to the final
level of the store — which offers
more items for sale at once and
a hair salon — if you don’t have
a friend visit your own in Wild

World. That severely hamstrings
my progress and it was unnecessary. True, there are other ways
of obtaining that final level, but I
shouldn’t have to resort to that. In
a larger sense, I understand the
rationale behind the decision —
Nintendo wants to encourage interactivity between players — but
that wasn’t the best or easiest way
to go. My other quibble is small:
I would have loved the ability to
order more than one thing at a
time from my catalog. It’s not that
big of a deal but it’s time-consuming when I want to redecorate an
entire house. I should probably be
thankful, however, that the ability
to order is even still in the game.
Animal Crossing has taken off
as a franchise, with Wild World
spawning two more sequels. It’s
probably that lackadaisical approach to gameplay yet improvement-minded focus that made
Wild World worth exploring.
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iPod Touch 6th generation
The ubiquitous and standard music player is a sight to behold, especially if it’s your
first model.
The iPod Touch is an extension of the now-standard place iPhone, offering all of the
functions of the phone except for actual dialing. If you want to send messages, you can,
as well as check Facebook and Twitter. Basically, if you have an iPhone, you have an
iPod Touch. The major difference between offerings is the lightweight structure of the
iPod. The phone will probably never be this light: At 3.04 ounces, the iPod won’t take
up a lot of space in your pocket and won’t weigh you down. It’s pretty easy to make it
portable, though the screen isn’t all that resistant to wear and tear. If you’re like GI, you
take it because of the convenience with which it provides music for the car.
And getting to the music is easy, if you’re used to using iTunes. It isn’t the world’s most
user friendly application for managing music, but again, if you’re used to backing up
or restoring an iPhone, the process of loading music and playlists will be like second
nature.
One of the things we like the most about the iPod Touch is the ability to set our playlists
exactly the way we want them. For example, if we want songs to play by year instead
of alphabetically, it can be done. Also, the device automatically adjusts the volume
level once it’s plugged into an audio jack, which is helpful and a nice touch. One of the
other features on the iPod Touch is a mixed bag, however. While we’re pleased with the
camera quality, we’re disappointed with the fact that it’s only a front camera. The Touch
loses the rear camera found on the iPhone, which makes taking some photos a difficult
proposition. However, with the improvement in the front camera’s quality, we can’t really complain.
Cost: $229 for 16GB model; 32GB, $299; 64GB, $399
Where to buy: apple.com

Any Video Converter
Converting video is pretty much the only and best thing to use Any Video Converter to
do. Just about every type of video can be converted with the application, although certain
types of FLV can’t be converted. However, it’s also useful to convert video to music as well.
Specifically, if you’re looking for something to convert YouTube videos, or to chop certain
videos, it’s a decent option that’s made even better because it’s free. One of the more annoying issues with it is its tendency to create subfolders for every project that it converts. It’s
unnecessary clutter. But it’s quick to convert small video files and it’s easy to use. Beware,
however: Look for older versions of the program because newer versions have a virus and
the program tends to advertise just a little too much. Download from a reputable source.
Where to download: download.com
Cost: Free

Adobe Media Encoder
If you have the Adobe Creative Suite or just about any of its programs, you probably have Adobe Media Encoder. It’s bundled with
the Creative Suite, and it’s actually a bargain program. It’s great for
quick encoding projects, and one of its best features is the sheer
number of available encoding options. Also, the ability to pause
encoding is great, too. It’s not free if you don’t have access to
Adobe Creative products, but it’s highly recommended if you have
access.
Cost: Free, with the Adobe Creative Suite
Where to buy: Adobe.com

tech bits
AT&T offers faster phone upgrades

AT&T is changing the way it does phone
upgrades. For a nominal fee in installments
-- from $15 to $50 -- in addition to a service
plan, customers can change phones after
one year instead of the normal two-year
wait. The move comes after T-Mobile introduced its own program, Jump, which allows
for earlier upgrades for $10 a month.
Source: Yahoo News

Windows 8.1 coming Oct. 18

The newest update to the next phase of
Microsoft’s flagship operating series is coming in a few weeks. It’s free to all Windows
8 users and will be available through the
Windows Store and through retail. However,
the catch is users won’t be able to download
it until the 18th in New Zealand time, which
translates to 17th technically for the rest of
the world.
Source: ArsTechnica

Blackberry maker going private

Research in Motion, maker of the once
popular Blackberry device, has agreed to
sell the company to financial holding firm
Fairfax Financial Holdings Limited. The deal
is worth $4.7 billion. The company recently
predicted at least $1 billion in quarterly
losses and couldn’t draw much interest
from buyers.
Source: ArsTechnica

Mattrick takes over at Zynga

Don Mattrick, former head of the Interactive Entertainment Business division of
Microsoft, recently jumped ship to Zynga to
lead the company. As soon as he got there,
Mattrick reorganized the company with three
executives leaving. Chief Operating Officer
David Ko, Chief Technology Officer Cadir Lee
and Chief People Officer Colleen McCreary
left their positions. Mattrick stated, “With the
above in place, I believe that we will have the
best chance to grow, build a world-class executive team and culture, establish cadence
and really become committed to important
priorities and opportunities for our long-term
success.”
Source: ArsTechnica

Smartphones lead worldwide

Smartphones made up 51.8 percent of
worldwide phone sales in the second quarter of 2013, according to Anshul Gupta, of
researching firm Gartner. That means the
other 48.2 percent was feature phones, or
those that don’t offer functions like an
iPhone or Windows Phone. Also reported
during the quarter were the sales figures for
the top phone makers worldwide. Samsung
was No. 1 with 31.7 percent, Windows Phone
with 3.3 percent and BlackBerry with
2.6 percent.
Source: ArsTechnica
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SONIC THE HEDGEHOG

The classic Sega
blue blur rolls on
By Lyndsey Hicks

Gaming Insurrection

Sonic sure has fallen on hard
times as of late. And that’s probably the understatement of the
gaming world. Anyone who
knows of the speedy blue hedgehog knows Sonic’s name has
been dragged through the muck,
thrown under a lot of buses and
generally made a mockery of.
However, to truly appreciate the
glory days of Sega’s default face,
you need to go back to
the source. And now’s
a good a time as any
to return to Sonic’s
infancy.
You know you
have a hit on your
hands when a
staunch Nintendohead such as myself
deigns to play the competition, just to “see what all the fuss
was about.” I’ll admit, I had a
pretty good time playing through
Sonic’s introductory adventure,
and I could understand why Sega
fans finally had something to
put up against the onslaught that
is Mario. The slick packaging,
great music and super speed of

the game all work to give a credible opposite to the methodical
adventure found in Super Mario
Bros. onward. It’s as if someone at
Sega had the bright idea of taking
Shigeru Miyamoto’s master class
in game design and adding a few
well-placed jabs toward Nintendo.
The bright, colorful atmosphere
is the immediate draw. Sonic
looks so good that 21 years after
its release it still is a masterpiece
in graphic achievement in games.
Platformers released today
would be well-served
to look at how Sonic
does it and take notes
on the quality and
not necessarily the
quantity. Some stages
aren’t as well done
as others, but on the
whole, the game’s atmosphere is quite good to behold.
While you’re taking in the scenery, don’t forget the soundtrack.
It’s easily the best 16-bit
soundtrack Sega ever released.
There’s none of that scratchiness
present that seems to plague the
majority of the Genesis titles.
Sonic excels in its music with several memorable tracks. The infec-
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tious music is a great complement
to the bright graphics, simply
because if you’re going to romp
through a blue sky and green hill
zone, there needs to be an accompanying rollicking soundtrack that
keeps pace.
Sonic doesn’t stumble hard
when it does take a few missteps,
though. The controls take a little
getting used to if you’re used to
the way, say, Mario jumps. Sonic’s
vertical leap is a bit much and
eventually that speed will get him
in trouble. There are times when
you sit back and say to yourself,

“I sure wish Sonic would kind
of slow down a little bit because
running off that platform was
obnoxious.” Or at least, I found
myself saying that several times.
Also, taking some of the leaps of
faith that seemed to be prevalent
in early platformers like Sonic
was a bit much. Sonic isn’t very
good at judgment in that category.
And, I have to be the one to say it:
Chasing down rings after I take a
hit and losing my precious cargo
is one of the most aggravating
concepts ever created in a game.
It wouldn’t be so bad if getting the

Chaos emeralds wasn’t tied to the
number of rings collected, but losing all of them right at a checkpoint is a sore point.
No matter how bad Sonic’s name
may be besmirched, his legacy
kicked off with a well-played
title that’s a classic among the
pantheon of games that should
be played. If you’ve never played
Sonic the Hedgehog because of
some ill-advised allegiance or
time away from the scene, don’t
let his newfound reputation for
mediocrity and sloppiness detract
from what’s a solid origin story.

MORTAL KOMBAT MYTHOLOGIES: SUB-ZERO

Ninjas can’t turn
things around
By Lyndsey Hicks

Gaming Insurrection

I have a soft spot for Sub-Zero’s
lone action-adventure outing. It
was the time period in my life
where I began to be able to afford games on my own, without
help from my parents or my
mother’s discerning (read: frugal) hand guiding me toward a
non-expensive title that may or
may not have been great.
It was also the time
period where Mortal
Kombat was losing its place at the
center of my world.
Other games had
come along to take
up the slack where
the MK franchise was
faltering. And Mythologies, sadly, was a part of the dying
process.
Mythologies tricks you with the
idea that a game centered on fanfavorite Sub-Zero’s exploits in the
world before he made his arrival
to the 1992 Mortal Kombat tournament is somehow a good idea.
It’s interesting because if you’re a
fan of the franchise like I am, you
know how the story ends but you

want to see how it began. Included
in this origin story is the master
of cold’s fateful encounter with
also fan-favorite Scorpion that
leads full circle into the MK fighting games. The story and writing
are some of the best parts of the
tale, with tight prose and a few
of the more nagging loose ends of
the MK mythology tied up neatly.
The soundtrack also plays a large
part of extending the line of
sympathy credit. Dan Forden has never made a
soundtrack that didn’t
work well with the environment of MK, and
he doesn’t fail here,
either. Mythologies’
sound is excellent, providing a subtly dangerous
tone to the obvious chaos on
screen. It retains the feel of Mortal
Kombat most obviously, yet also
manages to hold hints of Mortal
Kombat II in some stages.
Where the game plays its trick
card is the execution. The biggest
gripe that I have is the need for a
button to turn around. No one will
ever tell you that having a button
to switch the way Sub-Zero faces
is a good sign. Aside from the

SCORE:
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aggravation of having to do extra
work with something that should
be automatic, there are plenty of
cheap hits that come along with
not being able to turn around immediately.
And with cheap hits come cheap
deaths. That menagerie of death
comes in three flavors: There’s getting hit multiple times from nearly instantly respawning enemies
despite having a block button, and
then there’s the leaps of faith and
the leaps of not knowing what to

do next.
Those two leap types are easily the second most aggravating
things in the game. In fact, the
leap of not knowing what to do
next shows up at least once in the
first four stages. That’s just poor
design, especially when it could
have been avoided with the hint
system found in the form of tablets of knowledge.
Control and design issues aside, I
actually enjoy playing as Sub-Zero.
Performing his iconic moves and

combos is fun, and watching him
learn them as the story progresses
is neat. That little bit of extra
knowledge gained from discussing Mortal Kombat with a crew in
school every day and going to the
arcade to play MK3 actually paid
off. It’s too bad Mythologies didn’t
benefit from some of the Mortal
Kombat goodwill built up before
it, and failed in its initial attempt
to make its turn: Changing the
MK action branch into something
extraordinary.
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PHANTASY STAR IV

An RPG you
should start with
By Brandon Beatty
Gaming Insurrection

As a fan of 16-bit gaming, I’ve
played games of every genre.
However, my desire to play quality
role-playing games was met and
defeated because of the number of
quality games for the SNES, and
the fact that I only had a Genesis.
Just as I was about to vent my
frustration to the video gaming
gods, I found an RPG article in a
1995 issue of Electronic Gaming Monthly (best in the
gaming news business)
that closed a chapter
in Sega’s premiere
Phantasy Star series,
Phantasy Star IV: The
End of the Millennium.
PS4 is the fourth and
final game of the original
Phantasy Star series (not to be confused with PS Online) that takes
place 1,000 years after the events
in Phantasy Star II. Players take
the role of Chaz Ashley, a bounty
hunter on the planet Motavia who
specializes in dealing with “biomonsters,” which is the result of
Motavia’s drastic environment
changes called the “great collapse.”
While investigating a recent outbreak of biomonsters, Chaz learns
that the cause of the calamities
is because of the sabotage of the
planet’s ancient climate managing
systems by a sorcerer known as
Zio. However, it is soon discovered

that Zio is merely the henchman
of the series’ main adversary; Dark
Force is the true cause of events.
Now, Chaz and his allies must race
against time to stop Dark Force
while unlocking ancient secrets
that could not only save Motavia,
but also their entire universe.
Gameplay in PS4 is extremely
easy, regardless if you’re a veteran
RPG fan or just starting out. When
encountering enemies for the first
time, you can attack, use preplanned attack strategies or
simply retreat. In attack
mode, characters can
be selected to take on
any enemy on screen
or one-on-one with
an enemy, which
made my battles
easier to deal with. You
can also check the status
of certain characters including health, experience points, the
remaining skills and technique
points (for healing or attacking)
and also their class. There are inns
available throughout that will do
great recovery on characters as
well as special healing sections via
some mechanical chambers.
I must also point out that you can
use vehicles such as the land tank,
Ice Digger and Hydrofoil to get
to certain areas as well to travel
through space. The enemies vary,
requiring upgrades to different
types of armor, weapons and using
certain objects.
The story is fresh, adding twist

SCORE:
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and turns that do not deviate from
the main story giving you the
chance to be familiar with new
characters while at the same time
paying homage to previous Phantasy Star games. The music is not
cheesy but at times can be annoying in certain areas. Overall, PS4 is
a great way to close out a legendary series on the Genesis. Whether
you’re a fan of the series or looking for a great introduction to
play RPGs, you’ll get your money’s
worth.
Phantasy Star IV is a great way to
not only send off a RPG series of its
caliber, but also it reminds you of
what the Genesis accomplished in
its prime, and keeps Sega in your
memories as a company that really can create great games when
they apply themselves.
Right now, I’m going to enjoy
my renewed journey through Motavia.
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Batman returns with a little
fanfare, but too many enemies

B

atman Returns is solid, no doubt
about it. Sure, it has some stumbles
and could use a little polishing in
the finer points, but like most Tim
Burton-directed pieces, the Batman’s
second outing on the big screen is an enjoyable cinematic set piece designed to bring
the malevolence, sexual tension and tortured
soul platitudes that can be mustered from
Batman’s arsenal.
What we love the most about Batman
Returns is the comfort zone it presents. It’s
directed as if it knows its Batman in the second round of the fight, and it’s OK with being
Batman. There’s no fussiness with establishing who Batman is and why he does what he
does; the viewer already knows that — it’s
already banking on the fact that you’ve seen
the first film.
Batman succeeds here with the brashness
expected of a box office experienced sequel.
Burton pulls no punches letting you know
that Bruce Wayne is a man used to getting
his way and he will work as either the Caped
Crusader or Wayne to achieve his goals. And
this is where Michael Keaton succeeds once
again. His Wayne is more self-assured, more
confident in his approach to playing the
dual role required. Michelle Pfeiffer is deliciously decadent as Selina Kyle/Catwoman,
though we never once bought the “Kyle is

HOW WE GRADE

We score the properties in three categories: Casting
(or voice acting in cases of animated), plot and simi
larities to its source material. Each categ ory receives
points out of the maximum of 10 per category and
30 overall. The percentage is the final score.

7.0

a meek woman” act at all. Whatever Pfeiffer managed to build, she wonderfully and
masterfully destroys with a simple meow
to a stunned Batman and Penguin. Her Catwoman is a master class in movie sexiness.
And all that needs to be said about Danny
DeVito as the Penguin? He was born to play
the role. And along with Christopher Walken,
he manages to steal the film.
And that belies the problem with the film.
For all of its panache and star casting, Batman doesn’t get enough screen time to justify calling it a return. Keaton isn’t on screen
nearly enough because there’s basically three
villains all chewing scenery at once. Returns
falls prey to — and is the progenitor of — the
concept of “Too Many Villains Syndrome.”
When Batman’s attention is split that many

See BATMAN RETURNS, PAGE 21

early every year that I’ve been alive and
conscious enough to know what’s going
on in the world, there’s been a comic
book movie released. And I take great
pride in having seen the majority of the
offerings out there. Sure, there’s some modern
stuff that I haven’t watched, but that’s mostly
because I’m on a journalist’s salary and one
can’t just blow into a movie theater on that
kind of cash. Made of money, I ain’t. But when
I do manage to watch a comic book-based
property, I look for a few things. The first and
foremost is the ratio of villains to heroes. Some
of my least favorite films have fallen prey to
the darker and over-numerical side of things.
The first film that I can recall where I fell in
love with the concept of hero/villain balance
is Batman Returns. I was a lad, no more than
11, dying to go with the grown folks (read: an
older cousin and my older brother) to see the
sequel to Batman’s big screen outing. I was a
child in love with Michael Keaton, and I was
especially excited because 1. Tim Burton was at
the helm of everything; and 2. I was allowed
to stay out extra late with older folks related to
me who understood my love of movies.
Mr. Burton, whose style I still love to this day,
didn’t disappoint in the aesthetics department.
But where I found fault a little later after some
discussion with my fellow movie-goers and
genius parent was the fact that Batman played
second fiddle to just about everyone and everything. Make no mistake, I loved the Penguin
and Catwoman. Michelle Pfeiffer was and still
is iconic in the role of one Ms. Selina Kyle.
But, seriously? Did we really need that many
villains? And let me point something out here:
Keaton is badass and will always be Batman
for me. But the man was severely shortchanged in his screen time as the Bat. Despite
the immersion in the world of Gotham, I felt
the pangs of longing for every moment that
Batman wasn’t on screen yet dealt with three
villains. Burton could have killed off Christopher Walken’s Max Schreck and we would
have all been OK.
Let’s skip a few years and come upon my

See TOO MANY VILLAINS, PAGE 21
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Dark Washu draws you in
OTAKU CORNER for Tenchi third volume
Brandon Beatty

W

elcome back to The Strip’s little section specifically made for great anime and manga,
“Otaku Corner.” I know everyone’s getting
back into the swing of things (school, work,
college), but this is also a great time to enjoy
a great manga series that has it all: comedy, action,
adventure, cute female leads. One of my favorite series has all of those things including a main character that is a lucky man to have four beautiful women
living in the same house. Tenchi Masaki and his gang
of lovely women star in more great adventures in Volume 3 of the “All New Tenchi Muyo: Dark Washu.”
Written and drawn by Hitoshi Okuda and published
by Viz Media, Dark Washu is the continuation of the
last story in “Tenchi Muyo: Doom Time,” in which
Washu Hakubi’s most powerful invention, the “black
crystal,” designed as the perfect security system, was
taken over by the evil Dr. Clay. Tenchi and company
fought the black crystal who copied the real Washu.
Despite winning the decisive battle, the dark crystal
returns to exact vengeance: It becomes Washu vs.
Washu, which takes up the entire third volume.
Fellow otaku, despite this smackdown of genius
against genius, this is truly great work worthy of any
Tenchi fan with no punches pulled on every page,
complementing the well-thought out plotline and
artwork. It was also great to see Tenchi’s father and
grandfather make brief cameos, as it is rare to see
them in manga form.
The battles also have their moments of heart tugging. When Tenchi and company rally to assist
Washu in the final moments of the battle, Dr. Clay is
vanquished for good and Dark Washu is rebuilt as a
new character and Washu’s new lab assistant, Tama.
The bonus story with Ryo-oh-ki facing the battle of
the bulge, which has its own mix of cuteness and
comedy, is also enjoyable.
Viz Media also deserves credit for keeping Tenchi
Muyo fun to read, thanks to the team of adaptation
writer Freed Burke and translator Lillian Olsen, who
remained on task. Tenchi is fun and action-packed
minus the regular clichés.

Episodes: 13 to 26

Photo courtesy of Amazon.com

The All-New Tenchi Muyo: Dark Washu is a great
manga to read to celebrate the end of summer with
a good mix of action, adventure and comedy. Now I
have to take care of a craving for carrot cake, which
makes me wonder am I becoming like Ryo-oh-ki?
Brandon Beatty is editor-at-large of
Gaming Insurrection. He can be reached by email at
brandonb@gaminginsurrection.com

Premise: It’s the second half of Toradora, the series about a maybedelinquent Ryuuji Takasu and his reluctant friend and neighbor, Taiga
Aisaka. Ryuuji is on a quest to win the heart
of Taiga’s best friend, Minori Kushieda,
and Taiga’s working to win the affections
of Ryuuji’s best friend, Yuusaku Kitamura.
Neither has made much progress before they
team up, but together they’ve gotten a little
further, or so they think. It turns out that
Minori is seemingly oblivious to Ryuuji’s
feelings and Yuusaku already knows and
doesn’t return Taiga’s feelings. Thus, the turn
of Taiga and Ryuuji begins. With the title of
the show being Toradora (the combination of
the two lead characters’ names), you have to
with Lyndsey
realize by now that at some point the two are
Hicks
going to get together. The fun is in seeing
where the turn begins.
Is it worth watching?: Yes. The development of Taiga from a one-note
tsundere is spectacular. Suddenly, she becomes much more interesting
when you learn the genesis of her actions (family problems), and you see
her finally allowing herself to move beyond a hopeless crush on someone
who doesn’t particularly want her. You begin to realize that she missed
the boat with Yuusaku and that Ryuuji is the person she should be pining
for. Does she? That’s the worthwhile part and how. Also, the development
of Ryuuji turning from reluctance to all-out romantic hero is a good thing.
Breakout character: Taiga. Yes, she’s a main character, but she starts
to shine in the middle of the series and finally starts to become a poten
tially likeable character by the end. Once you understand the complexities
of her life, you understand Taiga’s motivations. She isn’t used to hav
ing someone take charge and be a stable force in her life, and for Taiga,
Ryuuji provides that. Once Taiga realizes that she needs that and it’s been
right there in front of her face the entire time, she becomes pretty cool.
Funniest episode: Episode 24 (Confession). We won’t spoil who
confesses to whom, but the confession is one of the most heartfelt yet
hilarious in a romantic comedy. The actual confession is one of delayed
reaction and necessity, but that doesn’t make it any less fun, especially
after watching the previous 23 episodes.
Where it’s going: Questions are answered and some origin issues are
addressed in the finale. And, yes, Toradora finally makes sense by the
end.
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Man, you guys are rowdy today. And
where did this pedestal come from?

But we’re older and
have better
characters. You’re
just a knock off at
best!

I think not, woman.
We taught you how
to throw fireballs
back in ’93! Where’s
your loyalty?

Screw you guys,
she’s coming
with me!

Sequel slightly loses focus Too many villains means not enough hero
BATMAN RETURNS,
from PAGE 19
ways, the story’s focus suffers. It’s
hard to wrap up Returns and it’s
pretty obvious in a specific scene:
Batman chases the Penguin and
Catwoman after Shreck’s Department Store blows up and each fly
off in a different direction.
Batman winds up not catching
either one because he really can’t
figure out how to catch one over
the other first. That is not the dilemma your hero should have.
Batman Returns still remains one
of our favorite Batman tales and

the strip

favorite movies, in general.
It’s got the dark, gritty atmosphere that we’ve come to love
from Burton, and it remains the
last real, viable and serious Batman film until the Christopher Nolan trilogy of films were launched.
Returns still provides a good
return investment if you’re into
the origin of Batman’s silver screen
outings.
Like the comics?: 3
Casting: 10
Plot: 8
Overall score: 21 out of 30 or 7

TOO MANY VILLAINS,
from PAGE 19
time as an adult moviegoer. My
dollars are more precious — now
on that aforementioned journalist’s salary — and my time a little
more wisely spent paying attention to story and plot connectivity to the comic book the movie’s
going to be based on. Spider-Man
had become a major player in the
comic movie world, and Tobey
MacGuire’s adorable take on the
friendly neighborhood wallcrawler
was particularly decent at drawing in the must-see crowd. But you
see, even the most adorable Peter

Parker couldn’t save the particularly mundane and not-quite-upto-par third outing for Spider-Man.
Why? Because he had too many
foes just waiting to make that
spider sense tingle. Spider-Man 3
suffered from the same problem
that Batman Returns encountered:
too many villains. There was
absolutely no need to have Harry
Osbourne (Hobgoblin), Sandman
AND Venom. And to make matters
far worse than Batman Returns,
Venom was poorly done. That was
a blow to my heart as a Venom
fan. His origin is handled correctly,
but his overall look is terrible.
Also, as a matter of record, Venom
deserves his own movie as a major

Spider-Man foe. It was obvious that
Venom’s resolution was crammed
in at the last moment, and the
film suffered mightily for it.
I’m a purist at heart, so when I
sit through your overlong film and
I walk away thinking there wasn’t
enough of the hero, there’s a problem. Two villains are enough for
the protagonist — and the viewing
audience — to handle. Movie directors should take a cue from doctors
on too many villains syndrome:
Physicians heal thy self.
Lyndsey Hicks is editor-in-chief
of Gaming Insurrection. She can be
reached by email at
editor@gaminginsurrection.com
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Name: Ororo Munroe

MARVEL CHARACTER HIGHLIGHT

Stor

Affiliation: X-Men, Avengers, Fantastic Four, Lady Liberators, Morlocks, Hellfire Club, The Twelve
Special abilities: Weather-natured sorcery. Storm is capable of complete control over the weather and all aspects
dealing with the environment within the atmosphere over a large area. Considered an Omega-level mutant by Sentinels,
Storm also has control over atmospheric pressure, has excellent control over all forms of moisture at the molecular
level, can generate electromagnetic blasts and can bend light to appear invisible. Storm also has a strong affinity for
magic and is a master thief.

of the

m

X-Men

Background: Storm was born in New York City to David Munroe, a photojour
nalist, and N’Dare, a Kenyan tribal princess. Ororo’s parents were killed in a
terrorist attack in Cairo when she was 5 years old and after being trapped
under rubble, Ororo developed intense claustrophobia. She was or
phaned and survived on the street as a pickpocket and thief. She is later
taken in by an African priestess and recruited into the X-Men by Profes
sor Charles Xavier. She becomes romantically involved with Forge and
T’Challa, better known as the Black Panther.
Relationships: Charles Xavier (mentor), Wolverine (lover in an alternate
timeline), T’Challa (Black Panther - former husband), Forge (ex-boyfriend)
First Versus game appearance: X-Men: Children of the Atom
Appearances in other media: X-Men the Arcade Game, Spider-Man & The X-Men in Arcade’s Revenge, Marvel
vs. Capcom, Marvel vs. Capcom 2, Marvel vs. Capcom 3, Ultimate Marvel vs. Capcom 3, X-Men: The Ravages of
Apocalypse, X-Men: Mutant Academy, X-Men: Next Dimension, X-Men Legends, X-Men Legends II: Rise of Apoca
lypse, Marvel Nemesis: Rise of the Imperfects, X-Men: The Official Game, Marvel: Ultimate Alliance, Marvel: Ultimate
Alliance 2, The Amazing Spider-Man 2 (video game), Spider-Man: Web of Shadows, Marvel Super Hero Squad,
Marvel Super Hero Squad Online, X-Men (film), X2: X-Men United (film), X-Men: The Last Stand (film), X-Men: Days
of Future Past (film), X-Men: The Animated Series (television), X-Men Evolution (television)

Art courtesy of
CreativeUncut.com

TOP 5 ON THE STRIP — BATMAN FILM FOES EDITION
1

The Joker — You knew he
was going to make the list.
How could he not with at least
two movie outings devoted to
the clown prince of crime, both
played by different actors that
received rave reviews for their
performances? The Joker is
Batman’s arch-nemesis and thus
deserves his own movies, which
he gets to the delight of Batman
fans.

22

2

Bane — Bane has so many quotable
lines in “The Dark Knight Rises” that
it almost makes up for the weak way
he gets bumped off (spoiler alert:
Bane dies). Tom Hardy’s portrayal
of Bane was intense and satisfying,
making the film a must-see just from
the trailer alone. If you didn’t care
about Batman after Heath Ledger
stole the show from Christian Bale,
you cared when Hardy uttered the
infamous “Gotham’s reckoning” line.

3

Harvey Dent/Two Face — Another villain that
gets two outings in the franchise, the first time
around for Mr. D.A. was campy yet fun. You learned
the crazy that was Dent in a slightly lightheartedyet-dark way that only Tommy Lee Jones could
provide in Batman Forever. Contrast that with Aaron
Eckhart’s portrayal in The Dark Knight, where he’s
a tragic figure caught in the crossfire of Batman
and the Joker’s battle. Dent made you understand
where he was coming from and sympathize greatly.
Oh, and that makeup job as Two Face was so well
done, we can’t picture Eckhart without it now.

4

Catwoman — The sly kitty lady
shows up twice in the franchise as
well, and boy is she awesome both
times. Michelle Pfieffer and Anne
Hathaway give new meaning to the
term minx. And, any time a woman
can look fierce in 4-inch heels while
attacking people and holding her
own in a fight alongside Batman,
she has our vote as a credible
character.

5
The Riddler — OK, so the surrounding movie
wasn’t all that great. But, truth be told, Jim Carrey
actually kind of stole the show with his over-thetop portrayal. Carrey is the kind of comedian that
you know what you’re going to get when you go see
a film he’s in: He’s going to be ridiculous and he’s
going to ham it up. And the Riddler was the perfect
vehicle for that. He made a complete mockery of
Batman’s detective skills and somehow managed to
elevate the crazy past Tommy Lee Jones’ weird Two
Face. Hell, he even managed to make Val Kilmer’s
disappointing turn in the tights slightly watchable.
the strip

Games
that need
another go
around
Some games deserve to see another day after years of dormancy
By Lyndsey Hicks

Gaming Insurrection

There are certain games out in the stratosphere that have gone dormant after just
one entry. These games are great in their
own way, whether because they’re superbly
designed or because they’ve provided a lot of
entertainment and laughs over the years to
keep you coming back long after you’ve put
the controller down.
These games need a sequel, another notch
on the wall of playthrough content because
they’re excellent. Why should these games
sit and suffer while it seems that terrible
franchises are greenlit every month? These
games and series should be given chance to
shine and see the light of day.
DDR Disney mix
Never one to shy from running series into

retro game corner

the ground, Konami really should make another Dance Dance Revolution title featuring
the music from the House of Mouse. Seeing
as though they’re running out of material
to force on the unwashed masses that grew
tired of DDR long ago, why not return to an
internationally recognized property that
has a large catalog of untapped music just
waiting to be danced to? If they can make
a Mario-themed dancing game that wasn’t
all that great, they can make a sequel to a
Disney title.
Magical Tetris Challenge
Furthering the Disney disappointment,
Capcom is next on the list with a title that
was slept on when it came out, but was
a fun Tetris-inspired puzzle title. The Disney motif could have easily been applied
to any number of other genres, but a good

soundtrack and sound mechanics made
Magical Tetris a fun sleeper title that does
well at parties. It’s basic Tetris with a meter
applied and the ability to make Pentris — a
five-line combination, a surprisingly big
draw for battles that can best be described
with a great Yogi Berra-ism: “It ain’t over ‘til
it’s over.”
Vampire Savior 2
Nearly every fighting game enthusiast
that I know has a soft spot for the Vampire
series. It’s not every day that Capcom manages to create a rival series to Street Fighter
that’s actually fun to play and just as deep.
It seems that nothing is as important as the
cash cow that is Ryu and Co., and that’s why
there hasn’t been another game since 1997.
As someone who “cares,” I want to know
what happened after final boss Jedah began

his plan to work his magic on Majigen and
Makai. If Capcom can release a million versions of Street Fighter IV, they can release a
new Vampire Savior title.
Dr. Mario
I love Dr. Mario now as an adult, but when
it was first released — way back in 1990 — I
wasn’t so much of a fan. I can now appreciate the subtle differences in Nintendo’s
puzzle titles, and Dr. Mario is certainly
unique. Obviously, Nintendo hasn’t forgotten
about Mario’s puzzle and medical training
roots because the good doctor shows up in
Super Smash Bros. Melee. But he hasn’t had
a mainline title since the ’90s outside of remakes and compilations. It’s time to see

See NEED SEQUEL, PAGE 28
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RED & BLUE

KNOWLEDGE CENTER
Pokémon on tap this
quarter:
No. 48 — Venonat
No. 49 — Venomoth
No. 50 — Diglett
No. 51 — Dugtrio
No. 52 — Meowth
No. 53 — Persian
Special thanks to
Bulbapedia for
Pokémon artwork

WHAT TO KEEP
AND DELETE
Moves to keep
Poison Powder
Stun Spore
Psybeam (until Psychic is learned)
Sleep Powder
Psychic
Moves to delete
Tackle (keep until Psybeam is
learned)
Disable
Leech Life

No. 48 —Venonat

No. 49 —Venomoth

ATTACK
Tackle
Disable
Poison Powder
Leech Life

TYPE
Normal
Normal
Poison
Bug

LEVEL
Start
Start
24
27

Stun Spore

Grass

30

Psybeam
Sleep Powder
Psychic

Psychic
Grass
Psychic

38
43
50

EDITOR’S NOTES:
The Venonat/Venemoth evolution is a decent Psychic/Grass/Bugthemed duo. If you’re hurting for a
Psychic to add to a team, either may
be a good addition until an Abra or
Mewtwo can be caught/trained to
replace it. The evolution does have
some good points: a healthy amount
of Psychic moves, a decent Poison
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ATTACK
Tackle
Disable
Poison Powder
Leech Life
Stun Spore
Psybeam
Sleep Powder
Psychic

TYPE
Normal
Normal
Poison
Bug
Grass
Psychic
Grass
Psychic

LEVEL
Start
Start
Start
Start
Start
38
43
50

move and some useful Grass moves.
However, its drawback is the lack of
Bug moves despite the fact that it’s a
Bug-type Pokémon.
It should have more Bug moves
than this, and there are very few
that can be taught via TMs or HMs.
Overall, keep it until something better comes along in the Psychic-type
selections, but keep its usefulness in
mind.

retro game corner

RED & BLUE

KNOWLEDGE CENTER

No. 50 —Diglett

ATTACK
Scratch
Growl

TYPE
Normal
Normal

LEVEL
Start
15

Dig
Sand-Attack
Slash
Earthquake

Ground
Normal
Normal
Ground

19
24
31
40

WHAT TO KEEP AND DELETE
Moves to keep
Dig
Earthquake
Slash
Moves to teach
TM 48: Rock Slide
Moves to delete
Sand-Attack
Growl
Scratch

retro game corner

No. 51 —Dugtrio

ATTACK
Scratch
Growl
Dig
Sand-Attack
Slash
Earthquake

EDITOR’S NOTES:
Diglett/Dugtrio is an OK starting Ground
Pokémon. Think of the evolution as a
good opening base to get used to Groundtype Pokémon and moves. It doesn’t learn
many Ground moves, though the two that
it does learn are extremely effective and
helpful.
Dig is important and can mean the difference between a K.O.’d Pokémon and a
still-active team.
Many moves will miss a user, which
like Fly makes it an invaluable damage-

TYPE
Normal
Normal
Ground
Normal
Normal
Ground

LEVEL
Start
Start
Start
Start
35
47

escaping tool.
Earthquake is a great Ground move that
inflicts massive damage. If your Diglett or
Dugtrio knows the move, keep it. It will
especially come in handy dealing with
Electric types.
Earthquake can also be taught to others
via TM 26, making it necessary early on.
The evolution otherwise learns far too
many Normal moves to keep a place on
a Elite Four-bound team so hold on to it
until you acquire a Geodude/Graveler/
Golem.
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KNOWLEDGE CENTER

No. 52 —Meowth

No. 53 —Persian

ATTACK

TYPE

LEVEL

ATTACK

TYPE

LEVEL

Scratch
Growl
Bite
Pay Day
Screech
Fury Swipes
Slash

Normal
Normal
Normal
Normal
Normal
Normal
Normal

Start
Start
12
17
24
33
44

Scratch
Growl
Bite
Pay Day
Screech
Fury Swipes
Slash

Normal
Normal
Normal
Normal
Normal
Normal
Normal

Start
Start
Start
Start
Start
37
51

WHAT TO KEEP
AND DELETE
Moves to keep
Pay Day
Bite
Fury Swipes
Slash
Moves to delete
Growl
Screech
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EDITOR’S NOTES:
Having a large set of Normal moves benefits the
Meowth/Persian evolution well. Because it’s a Normaltype evolution, it can learn a wide variety of moves,
which is helpful since Normal types aren’t particularly
anything special in Generation I.
In its defense, there are some interesting moves in its
learnset, such as Pay Day and Fury Swipes, which can
draw interest. The stronger the Pokémon becomes, the
more useful those two moves in particular are.
So, it’s advantageous to learn them and keep them
because Meowth and Persian need to keep interest high
if they’re going to keep a place on an Elite Four team.

retro game corner

By Lyndsey Hicks

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

Artist: Captain Jack
BPM: 141
Difficulty: 4/6/7

Artist: Naoki
BPM: 150
Difficulty: 4/6/7

Artist: L.E.D. Light
BPM: 150
Difficulty: 5/6/8

Dream a Dream is a fun song. It stays completely on beat throughout the Heavy steps and
follows the music well. It’s a perfect example
of how knowing the music can benefit your
perfect attack for a song. As long as you know
the words, you can probably do well. The
steps aren’t very difficult; they require a keen
understanding of keeping tempo within DDR,
but that’s about it in terms of difficulty, even
on Heavy. The potential trouble spots come
within the runs, where the steps require a half
circle around the pad. If you’re comfortable
with 6-footers, the song won’t pose much of a
problem.

Still in My Heart is standard Neo Naoki Standard fare, in that it’s extremely easy to play. It’s
one of the easiest songs to work with once you
move up to the Heavy division and features a
relatively easy triplet run every so often. The run
shows up enough that it’s not tiring and teaches
you to stay on your toes to keep ahead of possible quick changes in step patterns.
As for the song, the notes stay on beat and tend
to match usual Naoki collaborator Paula Terry,
who provides the vocals for the song. If you
learn the words, you’ll have an easier time with
the Heavy steps. It isn’t a difficult song to pass
and really, the troublesome portion of the song
comes at the end with steps that follow the drum
beat. If you are prepared for it, you’ll pass it with
flying colors.

Genom Screams is a particularly difficult song
only for the runs and the jump-step variation
found in two distinct parts of the song. Otherwise, it’s not extremely hard. If you have a good
handle on Streams and Voltage, you can use it
to your benefit to read the steps without much
trouble. The Voltage and Stream parts of the
Groove Radar light up because of the beginning section and the middle section of the song
(starting after the second break). The beginning of the song features a 1/4th-1/8th-1/4th
run for 12 measures. This is a good chance to
learn crossovers if you haven’t done so, which
will help conserve stamina. The middle section
features a triplet run that lasts for about four
measures. Be careful: It’s easy to lose track during this section. Speeding up the song greatly
helps spread out the notes and makes it easier
to sight-read.

Suggested speed mod: x2
First appearance: DDR 4th Mix

Suggested speed mod: x2
First appearance: DDR 5th mix

Suggested speed mod: x1.5 or 2
First appearance: DDR Club Version 2

UPCOMING SONGS
D2R
Only You
Hyper Eurobeat
retro game corner
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Midway’s War Gods was no act of divine intervention

T

here was a time when the now-defunct Midway could do no wrong. No,
really, there was. Once upon a time,
Midway was in the throes of public adoration, flush with cash from
the bounty that was Mortal Kombat II and
Mortal Kombat 3. Unfortunately, Midway
thought that throwing anything up against
the wall would stick and some poor, unfortunate desperate soul would buy what they
were selling. This is the origin story of how
the abomination that is War Gods came
into existence.
War Gods actually had an interesting
premise. Legendary warriors get together,
fight to the death and claim supremacy.
That sounds an awful lot like Mortal
Kombat as well, doesn’t it? It is, in fact,
the same basic story with a few mortals
thrown into MK for good measure, and
the fact that Mortal Kombat came first. So,
War Gods already has the disadvantage of
seeming like a ripoff. Strike one.
Strike two is the actual gameplay. You
can already go ahead and assume that
since it’s a storyline ripoff of Mortal Kombat, that’s where the gameplay is going to
steal from. But the problem is, it doesn’t
steal very well. If Mortal Kombat was a
clunky version of Street Fighter, War Gods
is like the Tattoo Assassins version of
Mortal Kombat. The controls are terrible
and everything seems to have at least a
two-second delay. That’s unforgivable in a
fighting game. That’s a death penalty merit
all by itself, and yet it doesn’t stop there.
No, War Gods has to find a way to strap
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itself into the electric chair and throw the
switch all on its own.
The third and final strike is divided into
two distinct parts: “Finishing moves” and
terrible graphics and music. It’s hard to
say which of these spell the death knell for
War Gods, but both manage to make everything about the game worse than it probably is. In a moment of it’s-so-bad-youwon’t-believe-it’s-this-bad, there’s finishing
moves for each character. I didn’t know
whether to curse my god or praise him for
delivering me from the pain of having to
witness some of the atrocities that make
up killing moves. If I were Mortal Kombat’s
team, I would have immediately launched
a coup d’etat against the company just for
ripping off the idea and associating it with
trash.
Consequently, the biggest problem that I
have with the whole affair is the mitigating gall of Midway’s arrogance. To brazenly rip off your own product, dress up
this failure as some sort of trophy in your
collection and then feign ignorance as to
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why your company is suffering when dreck
such as this is on your resume just reeks as
ignorance and incompetence. The day the
Midway ship went down was a culmination of the simple-minded pittance of intelligence to think that something like War
Gods was acceptable.
News flash, Midway: It wasn’t. Oh, that’s
right. There is no more Midway.

It no longer exists because this was the
beginning of the end. Striking out of the
game completely was probably the best bet
for all involved when it came to Midway’s
track record of name-sullying trade.
Lyndsey Hicks is editor-in-chief of Gaming
Insurrection. She can be reached by email at
editor@gaminginsurrection.com

Capcom, Nintendo among companies with dead franchises
NEEDS SEQUEL, from PAGE 23
Dr. Mario back in the ER.
Wordtris
A language maven like me can always
find games to play that challenge the verbal
skills I’ve developed over a virtual lifetime of
playing video games. Wordtris is one of the
best to step up to the plate.
Think of it as Tetris with words. Instead of
clearing blocks through lines, you clear lines
with words of three letters or more. Creating
the special word provided clears the entire
well of letters.
It’s a pretty good game mechanics-wise,
it improves your vocabulary and it has an
awesome soundtrack.
There hasn’t been a release or sequel since
it was released in 1992, which is a shame because it was a fun and educational distraction.
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Metroid Fusion
By now, everyone who plays video games
knows the saga of Samus Aran. The problem
is, there hasn’t been a proper 2D Metroid
game released since 2002. Metroid historically sells very well in the U.S. (though not
in Japan), and the previous 2D effort, Super
Metroid, is almost universally recognized as
one of the greatest games ever made. There’s
a reason for that: It’s 2D. It’s where Samus
is most comfortable. I’m not saying the 3D
first-person shooters were terrible games by
any means.
It’s just that Metroid just isn’t Metroid
without the side-scrolling action-adventure
angle to it. The world needs another 2D
Metroid game to explore. Can we please stop
making terrible Metroid games while we’re
at it, like Metroid: Other M, and get back to
where Samus works best?
Project Justice
I’ve found myself saying over the years,

“Wow, I wish Capcom would make another
Rival Schools/Vampire game.” Everything
you see in this list about Vampire applies
to Project Justice as well. Just because
it isn’t Street Fighter doesn’t mean it
doesn’t glitter. And while they’re running
poor Ryu into the ground after all but
abandoning him and his crew for years
after Street Fighter 3: Third Strike, they
can afford to resurrect Project Justice
as well. The game didn’t get any
real promotion in the U.S. when it
was released, and to add insult to
injury, the most visible characters
have gone on to show up in other
Capcom properties like Capcom
vs. SNK 2, Namco x Capcom and
Tatsunoko vs. Capcom. Seriously, Capcom? Don’t give us that crap about
fan demand, either. The demand is
there. Utilize it.
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