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GI REVIEW POLICY
Scale is from 1 to 5 as follows:

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

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

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

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

5 — Masterpiece. Everyone should play this title at least once to 
experience what it has to offer.

Lyndsey Hicks, editor-in-chief

from the editor
elcome to a new year at Gam-
ing Insurrection! We’re ex-
cited about 2021 because we’re 
slowly getting back to a nor-

mal schedule and are still able to do 
what we love: Talk about games!
This quarter is bittersweet in a 

few ways. First, we’re wrapping up 
Pokémon Red & Blue Knowledge 
Center. We started the feature nine 
years ago, and we’ve finally reached 
the end. This quarter is about anal-
ysis: how to form the perfect Elite 
4 team and our suggestions in tak-
ing down the powerful quartet and 
your rival in the final battles. Say-
ing goodbye to a longstanding fea-
ture is never easy.
Second, we’re looking at our favor-

ite fighting games. Fighting games 

have long been a passion of mine, 
starting with the classic Mortal 
Kombat II. I got my first taste of 
competition in 1993 with the gory 
fighter and have been in love since. 
We’ll be talking about the best 
and the worst so get your fighting 
gloves ready to read our thoughts 
on our favorites and not-so-favor-
ites in the genre.
And, with hope brought by a COV-

ID-19 vaccine slowly helping society, 
let’s all have hope that 2021 will be 
better.
Enjoy the issue!

W
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e love fighting games and video game music, so, 
naturally, here we are. Given that we discuss our 
favorite tunes in video games here, and this is the 
fighting game issue, we’d like to share our favorite 

character select themes. 
A fighting game is only as good as its selection of fighters and 

the themes that go along with it.

Tekken Tag Tournament
A smooth favorite with dancehall vibes from the killer app 

for the PlayStation 2, Tekken Tag has a nice theme that means 
you’re getting down to business.

Tatsunoko vs. Capcom
This track sounds like an anime fighter and that’s what it 

might as well be. It sets the mood nicely for the rest of the 
game.

Killer Instinct Gold
Who knew that the Nintendo 64 could pump out some goodies 

such as this? It’s a rocking theme with nice drums and a bass 
line that matches well with the surrounding aesthetic. This is 
one of Rare’s best.

Capcom vs. SNK: Millennium Fight 2000
The first meet up between Capcom and SNK produced an 

excellent soundtrack, and this select theme is one of the high-
lights. 

It sounds high-tech and that works well with the graphics 
and game mechanics.

Project Justice
This rollicking track from the fun Capcom fighter is perfect for 

getting started in the game about school intrigue.

Super Street Fighter IV: Arcade Edition: The patriarch of the 
fighting genre’s fourth entry is the best of the bunch. It’s up-
dated and quirky rock. 

Soulcalibur
The stage of history never sounded better. The second charac-

ter select for the Namco sword brawler is fantastic and a great 
start for sword and sorcery.

Super Smash Bros.
The original Smash Bros. character select theme is fun and 

bouncy. It’s a bop to listen to while choosing your favorite Nin-
tendo character. Fun fact: It’s later re-used as the results theme 
in Super Smash Bros. for Wii U.

Tekken 5
Namco’s sound department is unmatched in the fighting 

game arena, and this select theme shows that. It’s got a bounce 
to it that modernizes Tekken alongside the graphics.

Tekken Tag Tournament 2
This track sounds a lot like modern Tekken and fits well with 

the environment of the Tekken Tag side of the franchise. It’s 
highly reminiscent of the Tekken 5 select theme.

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

W

Character select themes make every 
battle worth listening to on repeatLyndsey HicksLyndsey Hicks

BEAT.TRIP.GAMEBEAT.TRIP.GAME
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Soulcalibur

Capcom vs. SNK: Millenium Fight 2000 Project Justice Killer Instinct Gold

Super Street Fighter IV: Arcade Edition
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fighting 
games issue
The

By Lyndsey Hicks | 
GaminG insurrection

aming Insurrection knows its 
way around a fighting game or 
two. We’ve been in the business 
of fighting games, brawlers, 

frame data and super combos since the 
early 1990s. In a genre where learning 
and scratching your way to the top is a 

job, fighting games provide a sense of 
accomplishment. A sense of purpose. A 
sense of triumph. 

This quarter we look at our favorite 
video game genre, one redefined several 
times over that continues to thrive in 
even its lean years. Fighting games will 
remain so long as there is the will for hu-
man competition and spirit to fight. 

We’re going to be along for that ride.

G
Inside
Top-selling fighting game series               5 
Our top 25 fighting games         6-11
Genre spinoffs                            12
Defunct series         13
Where are protagonists from?       14
Best compilations        15
The Bruce Lee effect                 16
Console best   17-19 
Current state of fighting games             20
Tournament scene       21
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BEST SELLERS

Franchise: Super Smash Bros.
Year started: 1999
Units sold: 61 million

Franchise: Naruto Ultimate Ninja
Year started: 2003
Units sold: 10 million

Franchise: Dead or Alive
Year started: 1996
Units sold: 9.7 million

Franchise: Marvel vs. Capcom
Year started: 1996
Units sold: 9.6 million

Franchise: Virtua Fighter
Year started: 1993
Units sold: 5.4 million

Franchise: Killer Instinct
Year started: 1994
Units sold: At least 3.2 million

Franchise: Mortal Kombat
Year started: 1992
Units sold: 52 million

Franchise: Tekken
Year started: 1994
Units sold: 50 million

Franchise: Street Fighter
Year started: 1987
Units sold: 45 million

Franchise: Soulcalibur
Year started: 1995
Units sold: 12 million
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TOP 25 FIGHTERS We present our top 25 fighting games of all time. These are the fighting games 
that bring us joy and are our go-to fighting games when we’re in the mood to dust 
off our gloves and join in a fray.

Mortal Kombat II
y fighting game career 
began in earnest with the 
gory sequel in 1993. I was 
but a young lad and eager to 
learn the fight game after a 

chance encounter one night in my 
local arcade. My later master noticed 
my curiosity and asked if I wanted to 
learn. The rest is my fighting game 
history.

Mortal Kombat II has it all: more 
secrets, more moves, more charac-

ters, more story, more everything. It’s 
such an improvement over the first 
game that they almost don’t belong 
in the same franchise. 

The depth of the sequel is astound-
ing considering it started with seven 
fighters, a small storyline about a 
once-in-a-generation tournament 
and a chosen one who may or may 
not be ready to save Earthrealm from 
destruction. 

MKII ups the ante with five more 

characters and new concepts (neck 
kicks anyone?) that redefine the 
Mortal Kombat mechanics for future 
games. Better graphics and a killer 
soundtrack that still defines the MK 
sound round out the MKII experience 
to such a degree that the game is still 
influential today.

Back in 1993, we were not prepared 
for the greatness that is Mortal Kom-
bat II and we’re still not more than 25 
years later.

M
No. 1
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apcom is known primarily for Street 
Fighter and the Marvel Versus series, 
but one of its lesser-known properties 
is one of its best. Vampire was never 
that popular, but a lot of Capcom’s 

later fighters adapt the monster-themed 
brawler’s mechanics. The pinnacle of that 
adaptation is Vampire Savior, quite possibly 
the best fighting game that Capcom didn’t 
promote. 

Vampire Savior takes everything great 
about Night Warriors and trims more fat 

to create a sleek fighter that plays well and 
looks just as good. 

Vampire Savior introduces more char-
acters, more stages and improves on the 
soundtrack as well. Sure, the roster is 
slightly reduced, but Vampire Savior ben-
efits from that, too. 

Don’t let the cartoonish look fool you; the 
package is deep with Vampire Savior, and 
it’s one of the best fighting game series you 
didn’t know about.

TOP 25 FIGHTERS

VAMPIRE SAVIOR
C

No. 2
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TOP 25 FIGHTERS

Street fighter alpha 3
apcom loves to take its time learning to count 
to three. The same that held true for Street 
Fighter III holds for the Alpha series: The best 
game was saved for last.

Street Fighter Alpha 3 is the best version of 
Street Fighter Alpha and Super Street Fighter II Turbo 
that you’re ever going to get. Alpha 3’s mixture of 
the facets of Street Fighter in three categories called 
ISMs make it the best well-rounded version of the 
fighting series up to that point. 

A-ism represents Street Fighter Alpha, the first in 
the series. This introduces Alpha Counters and prop-

er, modern super moves. V-ism represents Street 
Fighter Alpha 2, which introduced Custom Combos 
while keeping Alpha Counters. X-ism is reminiscent 
of Super Street Fighter II Turbo, with one bar for su-
per moves, no air blocking or Alpha Counters.

Just with the basics, Alpha 3 surpasses everything 
before it and nearly everything after. The graphics, 
soundtrack and overall presentation combine for 
one slick package that sets up and answers ques-
tions about the Street Fighter storyline as well. 
Through all of this, it is, as an ad for the game once 
said, “Street Fighter perfection.”

C

No. 3
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TOP 25 FIGHTERS

his forgotten Capcom fighter is also among its 
best unknown properties. Any time you can get 
together a fighting game that focuses on high 
school students fighting to protect their schools 

and make it fun, we’re sold. 
Rival Schools has memorable characters, a good 

story and a great soundtrack. Given that it follows the 
Street Fighter side of mechanics in Capcom’s stable of 
fighters, it’s easy to learn and master. Rival Schools 
is so well designed that the tutorial mode is nearly as 

fun as the arcade and story modes.
Rival Schools is a nice break from the Street Fighter 

lore and plays just as well. 
It’s a shame that it didn’t receive nearly as much at-

tention as the mainline Street Fighter games. 
It deserves more as one of the best well-rounded, 

excellent starter games created and a fun romp  
through school with Burning Vigor and Team Up 
Techniques.

rival schools
T

No. 4
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TOP 25 FIGHTERS

super street fighter ii turbo
ack when Capcom couldn’t count 
to three, it ran into the brick wall 
that is the final revision to Street 
Fighter II. They saved the best 
for last in Super Street Fighter II 

Turbo.
Despite not being released in America 

for years after its initial release in 

Japan, Super Turbo is the definitive 
version of Street Fighter II. Everything 
that Capcom reiterated repeatedly in 
upgrades to the core SFII engine is as 
perfect as SFII can and will be.

SSF2T has the best version of the clas-
sic SF soundtrack, the graphics are the 
best they will ever be and the game 

plays more smoothly than ever. The best 
part is that it’s the best of the best, and 
Capcom knows it. Super moves finally 
become part of the equation, and one 
final character has his debut: Akuma/
Gouki. 

This is, in fact, the grand champion of 
Street Fighter II versions.

B

No. 5
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TOP 25 FIGHTERS No. 6-25

No. 6: Guilty Gear X

No. 10: Mortal Kombat (1992) No. 11: Killer Instinct Gold No. 12: Tekken Tag Tournament

No. 14: Soulcalibur No. 15: Mortal Kombat 9 No. 16: Capcom vs. SNK 2 No. 17: Marvel vs. Capcom

No. 18: Project Justice

No. 22: Smash Bros. Wii U No. 23: Capcom vs. SNK No. 24: Virtua Fighter 4 Evo No. 25: Marvel vs. Capcom 2

No. 19: Samurai Shodown (2019) No. 20: Mortal Kombat 11 No. 21: Mortal Kombat X

No. 13: Super Smash Bros. Melee

No. 8: Mortal Kombat Trilogy No. 9: SFIII: Third StrikeNo. 7: Super Smash Bros.
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Franchise: Street Fighter
Street Fighter Alpha
Street Fighter EX
Rival Schools
Super Puzzle Fighter II Turbo
Super Gem Fighter Mini Mix
Capcom Fighting Evolution
Street Fighter 2010: The Final Fight
Street Fighter: The Movie
Tatsunoko vs. Capcom
Versus series: Marvel vs. Capcom, Capcom vs. SNK

Franchise: Soulcalibur
Soulcalibur Legends
Soulcalibur: Broken Destiny
Soulcalibur: Lost Swords
Soulcalibur: Unbreakable Soul

Franchise: Samurai Shodown
Shinsetsu Samurai Spirits Bushidō Retsuden

Franchise: The King of Fighters
The King of Fighters: Maximum Impact
The King of Fighters: Neowave
The King of Fighters: R-series
The King of Fighters: Allstar

Franchise: Dead or Alive
Dead or Alive Xtreme: Beach Volleyball
Dead or Alive Online
Girls of Dead or Alive BlackJack
Dead or Alive Paradise
Dead or Alive 5 Infinite

SPINOFFS

SPINOFF SERIES

here are a few spinoffs from some of the biggest fighting game franchises. If you want something 
beyond the standard brawler, here are a few modes and games outside of the normal boundaries of 
several fighters to pass the time.T

Game: Tekken 3
Mode: Tekken Ball
Mode’s purpose: Tekken Ball is a type of volleyball mode. If either a character gets 
knocked out or the ball touches the ground, it’s counted as a win. The ball can be 
charged and there are three different types of balls to choose from.

Tekken spinoff games 

Tekken Card Challenge
Tekken Tag Tournament 
Tekken Tag Tournament 2
Tekken Advance
Tekken’s Nina Williams 
in: Death by Degrees
Tekken Hybrid
Tekken 3D: Prime Edition
Tekken Revolution
Tekken Mobile

Game: Tekken Tag 
Tournament
Mode: Tekken Bowl
Mode’s purpose: It’s straight-
up bowling: A 10-pin normal 
bowling game featuring all the 
characters in Tekken Tag. Each 
character has different assigned 
attributes and are sorted into 
different categories based on 
their physical appearance (i.e. the 
Jacks and Ganryu are considered 
heavy characters and use a lot 
of force and speed; Unknown 
cycles through all characters). 
We are quite fond of the team of 
Unknown and Hwoarang.

Game: Tekken 3 & 4
Mode: Tekken Force
Mode’s purpose: Using Tekken 
fighting mechanics found in the 
main game, you’re tasked with 
getting your favorite character 
through several stages of a beat-
‘em-up simulator. Usually, there 
is a boss at the end — probably 
Heihachi or Kazuya — to face 
since the Tekken Force belongs to 
the Mishima Zaibatsu.

Game: Mortal Kombat Mythologies: Sub-Zero
Premise: In the first spin-off from the Mortal Kombat franchise, you play 
as Bi-Han, the ninja more commonly known as Sub-Zero, as he traverses 
Earthrealm to retrieve Shinnok’s Amulet. Taking place as a prequel to the 
1992 Mortal Kombat tournament, the game uses controls learned from the 
MK games and story concepts that will play out in later games.

Game: Mortal Kombat: Deception
Modes: Chess Kombat, Konquest Mode, 
Puzzle Kombat
Modes’ purpose: Chess Kombat uses MK 
characters in Deception to act as chess pieces 
in a straightforward game of chess. Konquest 
Mode places you in the shoes of Shujinko, an 
original character sent on a quest to retrieve 
the Kamidogu. Puzzle Kombat plays a lot like 
Capcom’s Puzzle Fighter, where you combine 
gems of the same color into large blocks to 
break down and defeat your opponent.

Game: Mortal Kombat Armageddon
Mode: Motor Kombat
Mode’s purpose: You select one driver from 
10 fighters (Sub-Zero, Jax, Scorpion, Kitana, 
Mileena, Cyrax, Baraka, Johnny Cage, Bo’ Rai 
Cho and Raiden) to drive around MK-themed 
tracks. It’s heavily reminiscent of Super Mario 
Kart, but it’s just MK enough that you can let it 
slide.

Mortal Kombat  
spinoff games 

Mortal Kombat: Special 
Forces
Mortal Kombat: Shaolin 
Monks
Mortal Kombat Mobile

Game: Rival Schools 2 (JP: Shiritsu Justice Gakuen: Nek-
ketsu Seishun Nikki 2) & Project Justice
Modes: Board game, school simulator/create a character, 
sports minigames
Modes’ purpose: In the Japanese versions of the Project 
Justice franchise, there are two modes that were not translated 
for English-speaking copies: the simulation mode in Shiritsu 
Justice Gakuen: Nekketsu Seishun Nikki 2 (Japanese only Ri-
val Schools 2), and the board game Nekketsu Nikki in Project 
Justice. The sports minigames are included in both versions 
and are lot easier to understand without needing to know 
Japanese. These include a track and field event (Japanese ver-
sion of Rival Schools only), volleyball targets, baseball home 
run derby, soccer penalty kick and goaltending and soccer 
targeting. 
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DEFUNCT SERIES
Though the genre is stable and alive, there are some fighting game series that 
are no longer with us. These series, for various reasons, are no longer produced 
and probably won’t ever see another entry for a while if ever again. We pour one 
out for every series on the list.

Vampire/Darkstalkers
1994-2013

After the commercial failure of Darkstalkers Resurrection, the fighting game series 
about monsters and urban legends is done for. According to maker Capcom, 
another game in the series depended on the ability of Resurrection to sell well, 
and that didn’t happen by a long shot.

Killer Instinct 
1994-2016 

The erstwhile Nintendo-turned-Microsoft fighter had a good run. Beloved 
by many in the competitive scene, KI was always a nice alternative to 
the Street Fighter and Mortal Kombat crowds. It saw a revival for at least 
three years under the Xbox One banner until 2016, when Microsoft said 
it was time to hang up the Ultra Combos. At least it got to have a reboot, 
more modern graphics, and a fresh take on its core mechanics. 

Rival Schools/
Project Justice 

1997-2001 

You’re going to see a lot of mentions of the Project Jus-
tice franchise in this issue. Not only is it a great fighting 
game series, but also it’s now gone for good. Capcom is 
not in the market for releasing any more fighting games 
beyond the Versus series or mainline Street Fighter. It 
sees no profit from this endeavor, and the company feels 
that no one really bought the two games released in the 
franchise. It’s a shame, because Rival Schools — much 
like Vampire — is one of their best fighting game series, 
and director Hideaki Itsuno has stated that he wants to 
do a sequel in the series. Whenever Capcom decides to 
listen, we’re here for it.

world heroes

Eternal champions weaponlord primal rage fighting vipers

Battle Arena toshinden Bushido blade Clayfighter 63 1/3
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CHOOSE YOUR FIGHTER

AKIRA: JAPAN

haohmaru: Japan

liu kang: China

chun-li: China

ken: United states

morrigan: Scotland

xianghua:  
CHINA

batsu: japan

jin: Japan

Sub-zero: China

DEMITRI: Romania

JAGO: TIBET

ryu: Japan

GUILE: UNITED STATES

KILIK: CHINA

scorpion: Japan
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BEST COMPILATIONS

The King of Fighters Collection: The 
Orochi Saga
Console: PlayStation 2, PSP, Wii, PlayStation 4
Release date: 2006
Games included: King of Fighters ’94, King of 
Fighters ’95, King of Fighters ’96, King of Fight-
ers ’97, King of Fighters ’98

Some of the best fighting game franchises have 
gathered their older games together in a nice, neat 
package and made them available for newer sys-
tems. Chances are you’ve played an original game 
in one of the compilations on this list.

Street Fighter Alpha Anthology
Console: PlayStation 2
Release date: 2006
Games included: Street Fighter Alpha, Street 
Fighter Alpha 2/Gold, Street Fighter Alpha 3, 
Hyper Street Fighter Alpha

Samurai Shodown Anthology
Console: PlayStation 2, PSP, Wii
Release date: 2009
Games included: Samurai Shodown, Samu-
rai Shodown II, Samurai Shodown III, Samurai 
Shodown IV, Samurai Shodown V, Samurai 
Shodown VI

Mortal Kombat Arcade Kollection
Console: PlayStation 3, Xbox 360, PC
Release date: 2011
Games included: Mortal Kombat (arcade), 
Mortal Kombat II (arcade), Ultimate Mortal 
Kombat 3 (arcade)

Vampire: Darkstalkers Collection
Console: PlayStation 2 (import)
Release date: 2005
Games included: Vampire, Vampire Hunter: 
Darkstalkers’ Revenge, Vampire Savior: The 
Lord of the Vampire, Vampire Hunter 2: Dark-
stalkers’ Revenge; Vampire Savior 2: The Lord 
of the Vampire

Tekken 5 (Tekken History)
Console: PlayStation 2
Release date: 2004
Games included: Tekken (arcade), Tekken 2 
(arcade), Tekken 3 (arcade)
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THE BRUCE LEE EFFECT
There is no comparable fighter in history to Bruce Lee. 
The long-fallen master had such an impact on fighting 
styles and ideology that his influence is felt in most mod-
ern fighting games nearly 50 years after his death. We 
pay tribute to the best of the best, the golden standard.

Fei LongFei Long 
Franchise: Street Fighter

Debut: 1993

Marshall LawMarshall Law
Franchise: Tekken

Debut: 1994

MaxiMaxi
Franchise: Soulcalibur

Debut: 1998

Jann LeeJann Lee
Franchise: Dead or Alive

Debut: 1996

Liu Kang Liu Kang 
Franchise: Mortal Kombat

Debut: 1992

Kim DragonKim Dragon 
Franchise: World Heroes

Debut: 1992
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CONSOLE BEST The best fighting games that every console from past to present has to offer.

CLAYFIGHTER: TOUR. ED. KILLER INSTINCT MORTAL KOMBAT II MORTAL KOMBAT 3 SAMURAI SHODOWN SUPER STREET FIGHTER II

ETERNAL CHAMPIONS

KING OF FIGHTERS 2003

MORTAL KOMBAT (1992)

SAMURAI SHODOWN II

SUPER SMASH BROS. KILLER INSTINCT GOLD MORTAL KOMBAT TRILOGY

FIGHTERS MEGAMIX MARVEL VS STREET FIGHTER VIRTUA FIGHTER 2 X-MEN VS STREET FIGHTER

SEGA SATURN

SUPER NINTENDO

SEGA GENESIS

SNK NEO GEO

NINTENDO 64
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CONSOLE BEST

BLOODY ROAR II STREET FIGHTER ALPHA 3 BUSHIDO BLADE RIVAL SCHOOLS STREET FIGHTER EX2 PLUS TEKKEN 2 TEKKEN 3

GUILTY GEAR X2 STREET FIGHTER ALPHA ANTH. VAMPIRE SAVIOR TEKKEN 5

CAPCOM VS. SNK GAROU: MARK OF THE WOLVES JOJO’S BIZARRE ADVENTURE MARVEL VS. CAPCOM 2 POWER STONE 2 SFIII: THIRD STRIKE SUPER SF II TURBO X

VAMPIRE CHRONICLESCAPCOM VS. SNK 2 GUILTY GEAR X MARVEL VS. CAPCOM POWER STONE PROJECT JUSTICE SOULCALIBUR

SAMURAI SHODOWN ANTH. TEKKEN TAG TOURNAMENT VIRTUA FIGHTER 4 EVO

PLAYSTATION ONE

PLAYSTATION 2

SEGA DREAMCAST
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DRAGON BALL FIGHTERZ INJUSTICE 2 TEKKEN 7: FATED RETRIBUTION

SUPER SMASH BROS. WII U

BLAZBLUE: CONTINUUM SHIFT

TATSUNOKO VS. CAPCOM

DARKSTALKERS RESURRECTIONULT. MARVEL VS. CAPCOM 3TEKKEN TAG TOURNAMENT 2SUPER STREET FIGHTER IVMORTAL KOMBAT (2011)INJUSTICE: GODS AMONG US

SUPER SMASH BROS. MELEEMK: DEADLY ALLIANCE

MORTAL KOMBAT XL MK 11: AFTERMATH SAMURAI SHODOWN (2019)

PLAYSTATION 3 & XBOX 360

PLAYSTATION 4 & XBOX ONE

NINTENDO WII
NINTENDO WII U

NINTENDO GAMECUBE

CONSOLE BEST
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CURRENT STATE

Fighting games of the future
By Lyndsey Hicks
GaminG insurrection

Where are fighting games today? 
The genre that properly started 
with Street Fighter II in 1991 is alive 
and well. The tournament scene 
is still vibrant, having moved to a 
home market many moons ago. 
And, the individual makers are still 
doing well with new iterations in a 
healthy timeframe and support post 
launch. Here’s a look at the current 
franchises that are still gearing up 
for a fight.

Franchise: Mortal Kombat
First iteration: Mortal Kombat, 

1992
Latest iteration: Mortal Kombat 11: 

Aftermath Kombat Pack 2
Developer: NetherRealm Studios 

(formerly Midway)
Health prognosis: Good

Mortal Kombat is still alive and 
well, despite a sale a few years ago 
between former publisher Midway 
and current publisher Warner Bros. 
The gory brawler has seen 11 games, 
multiple spinoffs, and a move 
into other media, through movies, 
cartoons, TV shows and Web series. 
Co-creator Ed Boon has stated that 
Mortal Kombat 11 is the end of the 
series’ storyline as we know it. This 
is not the end of Mortal Kombat, 
however.

Franchise: Street Fighter
First iteration: Street Fighter, 1987
Latest iteration: Street Fighter V: 

Champion Edition, 2020

Developer: Capcom
Health prognosis: Good

Given that there is talk of moving 
forward with Street Fighter VI, the 
prognosis for the longest-running 
fighting game series is good. Street 
Fighter has existed in some way, 
shape or form since 1987, and it’s 
known for being the top money-
maker for Capcom since its incep-
tion. The franchise remains popular 
30 years after its debut, and its 
characters are easily recognizable 
and household names. There will 
probably always be Street Fighter in 
some form if there are video games.

Franchise: Soulcalibur
First iteration: Soul Edge, 1995
Latest iteration: Soulcalibur VI, 

2018
Developer: Bandai Namco Studios
Health prognosis: Good

Soulcalibur has been around a 
long time and has seen a lot of ups 
and downs since the second game 
was released. The tale of sword and 
sorcery, however, rebounded with 
a strong entry in the sixth game in 
2018. Bringing a series back from 
irrelevancy is not easy, yet Bandai 
Namco managed to do so with one 
of their former moneymakers. With 

customization finally coming to the 
series and a continued emphasis on 
mechanics, Soulcalibur can count on 
continuing its comeback.

Franchise: Tekken
First iteration: Tekken, 1994
Latest iteration: Tekken 7: Fated 

Retribution, 2017
Developer: Bandai Namco Studios
Health prognosis: Good

Tekken has been on the scene for a 
long time. The franchise has con-
sistently delivered when it comes 
to the main entries and even the 
spinoffs have been game changers. 
Considering this, Tekken has estab-
lished itself as a major player in the 
fighting game scene, and there are 
no signs of it slowing down. Tekken 
8 hasn’t been announced or thought 
of perhaps, but that doesn’t mean 
it won’t be coming. There’s still 
much story to be told in the Tekken 
saga and a lot of opportunity in the 
continuation even though series 
mainstay Heihachi Mishima is 
gone. With the franchise now on the 
shoulders of Kazuya Mishima and 
Jin Kazama, Tekken will be back for 
more King of the Iron Fist antics.

Franchise: Samurai Shodown
First iteration: Samurai Shodown, 

2019
Developer: SNK
Health prognosis: Good

Samurai Shodown has been 
around since 1993 and has always 
been a fan favorite. Its gorgeous 
visuals and stunning soundtrack 
have always made it stand out. It’s 
not as big in the U.S. as it is in the 
East, but it has developed a legion 
of fans here. When the reboot was 
announced and released, it revived 
the slightly dormant series. We’re 
hoping that reboot means there’s 
more to come because Samurai 
Shodown proved it still had more in 
the tank with a beautiful new game 
that played incredibly well.

Games we expect to have future 
entries:

Super Smash Bros.: The franchise 
has come to its seeming end with 
Ultimate for the Switch. However, 
Smash Bros. makes entirely too 
much money for Nintendo to ignore 
creating what are essentially instant 
hits.

Guilty Gear: The fighting game se-
ries from Arc System Works is a ma-
jor player in the genre. Expect that 
there will always be a game from 
the franchise because its devoted 

fan base will not let it die. Strive has 
been released to much acclaim, so 
there’s definitely more to come.

Injustice: NetherRealm tends to 
split its time between Mortal Kom-
bat and Injustice, and now it’s time 
for a new Injustice game since MK 
is winding down. The latest entry 
in the franchise looks fantastic and 
had a great roster to start with, so 
there’s only room for it to go up. 
We’re expecting an Injustice 3 an-
nouncement somewhere in 2021.

Dragon Ball FighterZ: This was a 
surprise hit back in 2018, and there 
is way more potential to be had with 
the fighting game series based on 
the extremely popular anime. Expect 
that Goku, Vegeta and the rest of the 
Z crew will have more entries given 
that the first game was easily acces-
sible, visually stunning and trading 
off the nostalgia of otaku who love 
Dragon Ball.

BlazBlue: We’re on the fence about 
the future of Arc System Works’ 
other gorgeous fighter. It has a lot 
of entries, but the developer keeps 
releasing the last game in the series 
for each new console that has been 
released since 2015. That’s a lot of 
re-releasing of the same game with 
a different name. However, a recent 
release in February 2021 has sig-
naled that the end isn’t here yet, so 
there’s still obviously more BlazBlue 
to come.

Pondering the prognosis of 
the storied pugilistic genre
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TOURNAMENTS
The tournament scene for fighting games, pre-COVID-19, was booming busi-
ness. You could stick your arms out and find a viable tournament somewhere in 
the world for fighting games. However, even with a pandemic, there have been 
online competitions for most major fighting games. Once COVID-19 is under 
control, expect tournaments to possibly resume safely. They are, after all, where 
the fight is. 

Dreamhack
Location: Dallas, Texas (2019)
Duration: 2009 – present
https://dreamhack.com/

Combo Breaker
Location: Schaumburg, Illinois
Duration: 2015 – present
www.combobreaker.org

Here’s a list of known tournaments and where they’re located if you’re looking 
for competition:

Evolution (formerly Battle by the Bay)
Location: Las Vegas, Nevada
Duration: 1996 – present
www.evolution.com

Beast in the East
Location: Hampton, Virginia
Duration: 2016 – present
www.thebeastintheeast.com

CEO (Community Effort Orlando)
Location: Orlando, Florida
Duration: 2010 - present
www.ceogaming.com

Final Kombat
Location: Chicago, Illinois
Duration: 2019 – present
www.mortalkombat.com/esports

Capcom Cup
Location: Punta Cana, Dominican Republic
Duration: 2013 – present
www.capcomcup.com

East Coast Throwdown
Location: Stamford, Connecticut
Duration: 2008 - present
https://ecthrowdown.com/

Tekken World Tour
Location: Online (2020 only); Bangkok, Thailand (2019)
Duration: 2017 - present
https://tekkenworldtour.com/
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Earpods with  
Lightning Connector

These are an oldie but goodie. They used to come with almost every Apple purchase 
and for GI, these are the best bet in terms of ear buds to use with our Apple devices. 
Yes, there are Air Pods now, but they’re still prohibitively expensive. The ear buds are 
now cheap and still come with microphones built in, which is still super helpful.

Price: $19.00
Where to buy: Apple.com

Plantronics Blackwire 3225 USB-A Headset
This headset is decent for what you’re probably going to primarily use it for: online calls. In this time of pandemic and 
remote work from home, you’ll need something to be able to join calls and participate in online meetings. The headset is 
of good quality, sound-wise, and the construction is sturdy enough that it’s lightweight but doesn’t feel like it’ll break with 
heavy use. It features call controls on the wiring, and it’s easy to plug-in and go.

Price: $67.90
Where to buy: Amazon.com

Skype for Desktop
We use Skype for Business at the day job, so we were familiar with Skype before we needed to 
use the Desktop version. The Home version is a bit clunkier than we’d like, but it’s still functional 
when you need to IM someone. Also, we’re not fond of having to link a Microsoft account, but 
because we’ve had a long-standing Hotmail/Live account (we’re talking like 20-plus years at this 
point), we could easily associate the account for what we needed.

Price: Free
Where to download: Skype.com
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Tekken’s fate unknown after milestone entry
Tekken is about a certain substance and 

style. The fighting engine is so deep in Tek-
ken that if you’re just starting with the sev-
enth game, you’re at an immediate disad-
vantage because you’re behind. Way behind. 
Story-wise, you’re behind, too. There’s so 
much going on with the Mishima clan that 
you’re bound to be asking the question: Why 
now? Tekken isn’t just answering that; it’s 
posing the question of what’s next?

For the Mishima clan — and Tekken’s 
roster at large — the future is the question 
on everyone’s mind, but to get there, Tekken 
7 stakes its ambitions on looking back to tell 
the story of the future. Spoiler alert: With 
Heihachi gone, there’s only Kazuya and Jin 

left to carry on 
the blood feud 
of the clan. The 
surrounding 
entities are on 
either side of 
the conflict 
between father 

and son, and 
there will be ca-
sualties. But that 

isn’t Tekken 7’s main story to tell. Really, 
it’s two questions: How did Kazuya become 
enmeshed in the devil gene foolishness, and 
how is Heihachi entangled in that as well? 
The answers lay with new character Kazumi 
Mishima, Kazuya’s mother and Heihachi’s 

wife. She plays 
a central role 
in unraveling 
the mystery 
of Kazuya’s 
transformation 
using the devil 
gene and why 
Heihachi threw 
his child off a 
cliff more than 
40 years before.

While Ban-
dai Namco 
is setting up 
the payoff, look around. You’re in a Tek-
ken game and many things will be true at 
once: The sound will be phenomenal, and 
the graphics will be stunning. After all, this 
is a Tekken title; the King of the Iron Fist 
tournament does not slouch. What’s striking 
is, this is a four-year-old game and it still 
looks decent. Tekken has never been one to 
hold back when it comes to looks, and even 
with the upgraded PlayStation 4 Pro, it’s still 
a good-looking game. Tekken 7 could look 
worse with the benefit of more processing 
power, and some sections do show the age 
of the game. However, it’s minimal as far as 
Tekken is concerned, and Tekken 7 is still a 
powerhouse when compared to everything 
else on the market.

The soundtrack is excellent, though I want-

ed a little more from it. I realize that not 
every Tekken soundtrack is going to be  
the first Tag, where every track was a 
banger. 

However, this is Tekken, and a certain 
bar has been set by past games that cur-
rent games must live up to. There are some 
bangers here, but not nearly enough. For 
reference, I have every Tekken soundtrack 
ever released, arcade and home versions. 
For the first four games, I have the entire 
soundtrack saved on my iPod. As the se-
ries progressed, I had fewer songs from 
each soundtrack. As of Tekken 7, I have two 
tracks. It’s a good soundtrack, but it just 
isn’t anything I haven’t heard before in a 
Tekken game. Tekken 8, or whatever it will 
be called, will have to step things up in the 
sound department.

As far as Tekken’s playability, I can’t really 
attest to it on a hands-on level. Full disclo-
sure: I’m not a good Tekken player. That 
said, however, I find it a little easier to pick 
up Tekken and play with the new features 
added in the arcade mode. I really like 
that there’s an easy combo assist feature. 
It makes it far less frustrating to learn the 
combo system, and it makes it much easier 
for beginners to understand how moves flow 
together. 

Tekken, despite having only four attack 
buttons, has always been about depth, and 
that’s scary for the uninitiated like myself. 

With the assist feature, I’m more inclined 
to take the time to learn and dig just a little 
deeper with the series. It’s a fantastic ad-
dition that needs to stick around in future 
entries.

The character customization mode also 
deserves some praise as it’s coming along 
nicely. It’s been around now for at least 
three games, and it’s gotten better each 
iteration. This is part of the depth of Tekken 
— along with its engine and combo system 
— that makes it such a great series. Tekken 
7 takes care of the details, and the obvious 
love and care put into the customization 
system gives the game continued life, even 
as it gets a little long in the tooth. The fact 
that new characters and upgrades are still 
being released is fantastic considering the 
game’s age.

With the storyline dictating growth and 
the graphics engine needing to catch up to 
other fighting game darlings, Tekken has its 
work cut out in keeping up with the sur-
rounding competition. Tekken 7 does an 
admirable job demonstrating its stability 
and ability to lead the pack as the King of 
the Iron Fist, and its longevity and intuitive 
features continue to make it an attractive 
option for those needing a fix from Mishima 
and Co. Tekken 7 is good enough to keep its 
crown and can probably shrug off new chal-
lenges for the throne until its time for the 
eighth go-round. Long live the king.

ByBy
Lyndsey HicksLyndsey Hicks

SCORE: 
4 OUT 
OF 5

TEKKEN 7: FATED RETRIBUTION
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Gundam soars in top-notch mecha simulator 
GUNDAM VERSUS

I’m a HUGE Gundam fan. Next to my love 
of Mega Man, Gundam is my second great-
est obsession. Because of limited space, 
I’ll have to be content with the limited 
Gundam merch that I have amassed. The 
latest addition was given to me for my re-
cent birthday; it made me recall playing a 
Gundam arcade fighting game at Nashicon 
2016. Would it serve to satisfy my hunger 
for giant robots causing massive dam-

age and beating 
themselves to 
oblivion? “Gun-
dam Versus” 
for PlayStation 
4 gave me my 
answer.
Gundam 

Versus has some 
unique advan-
tages going for 

it as a fighting game. Its source material is 
based on a universally recognized anime 
series. Unlike other fighting games, it does 

not have a storyline, allowing you to jump 
straight to the action without knowing 
background story. That sold me as some-
one who knows a series’ background, not 
needing knowledge about specific charac-
ters’ background. 

The ability to choose a series favorite 
from a roster of more than 90 mobile suits 
from various Gundam works ensures that 
you are not limited to characters in Gun-
dam series only aired in the U.S. Each stage 

is open area, allowing you to plan offense 
or defense with the benefit of hiding or 
running from your opponents while recov-
ering from attacks. Also, you can have two 
additional characters to back you with one 
serving as a striking partner to tag team 
opposing forces with the perfect timing. 
They are available to have a training ses-
sion to get you familiar with your chosen 
suit. 

Those who are not accustomed to run-
and-gun gaming will get frustrated and 
want to quit playing. The open battlefield 
requires a 360-degree view, which the PS4 
controls are decent enough to help handle 
the action. While Gundam Versus made 
an honorable attempt to include all Gun-
dam elements, some opening themes were 
played on repeat way too much and that 
took away the focus from gameplay and 
placed it on the music. Music for the game 
is top notch, which is to be expected from 
the Bandai Namco sound team. This was 
the first time the team did an international 

collaboration with the Czech Philharmonic 
Orchestra for the opening visual. That adds 
some flavor and extras to the presenta-
tion. While I was disappointed that the 
game didn’t offer an English dub track, the 
original Japanese audio for the Gundam 
franchise ensured that Versus has the ap-
propriate Gundam feel.

A downside is that certain series I liked 
and wanted to use suits from are stuck as 
paid content, which left Gundam fans like 
me at Bandai Namco’s mercy regarding af-
fordable pricing. 

Gundam Versus is a testimony of how 
anime, sci-fi and fighting games have 
merged to create a product that is playable 
for everyone, regardless of fandom knowl-
edge. As a Gundam aficionado, Versus is 
well worth the time spent playing and is 
the next best thing to owning a Gundam or 
mobile suit. I welcome this new addition 
to my Gundam collection as I continue my 
quest to build a masterpiece collection of 
all things Gundam.

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
4 OUT 
OF 5
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The Marvel fighting game scene is well 
known by now and well worn. Pretty much, 
anyone who’s anyone in the Marvel comic 
universe and movies has been in a Marvel 
Versus game. This is nothing new by now. 
You’ve seen these people before and, if you’re 
a Capcom fan, you have seen their side of 
the roster in other games before you got 
here. So, what exactly are you getting out 
of playing the latest iteration in the long-
running Marvel Versus Capcom series? Not 
much, but Capcom already knew that. They 
just hoped you wouldn’t notice.

If you’re invested in the Marvel Cinematic 
Universe but don’t know anything about 
the comics, MvC: Infinite serves as a start-
ing point for understanding the comics 

side of things in 
preparation for 
Avengers End-
game. Oh, yeah, 
there’s some 
Capcom story 
set up, too, as 

an afterthought. 
Really, this is 
several stories 
mashed together: 

From Marvel, you get the Infinity Saga and 
Age of Ultron story; from Capcom comes 
Sigma and Mega Man X’s story and some of 
Vampire Savior/Darkstalker’s 3 arc dealing 
with Jedah Dohma. The story kind of makes 
sense in a mashed-up way. It’s not half bad, 
given that the previous efforts of Marvel vs. 
Capcom 3 to give a cinematic team up was 
decent and miles ahead of any other title 
in the series to date. Mostly, the Marvel 
Versus series has followed an established 
comic book arc — Marvel vs. Street Fighter 
was mostly Apocalypse and the first Marvel 

vs. Capcom 
focused on 
Onslaught 
— and this 
is no differ-
ent. Where 
it falters is 
oversimplifi-
cation. 

The Infinity 
Saga is never 
truly finished 
in the comics 
because Mar-
vel constantly 

returns to it over the years to explain a lot of 
things. 

Also, thinking critically about what this is 
really based on, the story of the Infinity Saga 
really took about 18 of the 22 MCU movies to 
tell its story. You cannot tell this story in two 
games — Marvel Super Heroes being the first 
to tell this arc. Infinite tries to and winds 
up half accomplishing it with some weird, 
forced Capcom story side foolishness thrown 
in for good measure, because hey, Capcom is 
also in the name.

 You get the sense that if Capcom’s angle of 
things was removed, this would be just fine, 
and Infinite would be OK without it. That 
does not help Capcom at all here. Immedi-
ately, it destroys the need for a new team-up 
game and renders Capcom’s side of the ros-
ter unnecessary. I do not feel Ryu or Chun Li 
are useful in any of the situations presented 
in the story mode. 

The roster is actually not bad, but with 
the few new additions locked behind a DLC 
paywall, you’re kind of left to wonder would 
Infinite be just a tad bit better if the more 
noteworthy characters were available from 

the start. The base group is basically a re-
tread roster from MvC3, and the new addi-
tions should have been in the series; the fact 
that we’re just now getting Black Widow, 
Black Panther, Jedah and the Winter Soldier 
is a crime that only Capcom seems to like 
committing.

In addition to the generic oversimplifica-
tion of the story, the presentation is just as 
generic and bland. The Marvel Versus series 
has always had strong presentation, and to 
be frank, this ain’t it, as the kids say these 
days. The backgrounds are good, but some 
of the character designs have an oof level 
the size of Ultron Sigma’s final form. They 
are, quite frankly, terrible a lot of the time. 
There seems to be an attempt at realism 
but not, at the same time, because some of 
the Marvel characters look like their MCU 
counterparts, but then when you look closer, 
there’s a detail that keeps them from look-
ing exactly like the actor or actress that 
plays the character. 

For example, look at Captain America and 
Captain Marvel. Captain America, from far 
away, looks exactly like MCU Winter Soldier-
era Captain America as portrayed by real-
world Captain America stalwart Chris Evans. 
Up close, however, Cap looks just enough dif-
ferent for you to realize that Evans probably 
didn’t consent to his likeness for the game. 
Same for Captain Marvel and actress Brie 
Larson. It’s a small but noticeable quibble I 
have here. And, some of these Capcom char-
acters look atrocious. Ryu’s face on the title 
screen is horrific. The sprites look terrible 
here but in game, he looks fine. It’s a shame 
because every other game in the series has 
been OK in terms of the graphics. Sure, they 
weren’t award-winning, but they reflected 
the series’ growth. Infinite looks like it took 

about 10 steps back in a lot of respects.
The music is just as bland. Each iteration 

of the Versus series has had some bangers 
on the soundtrack — even the much-ma-
ligned Marvel vs. Capcom 2’s soundtrack 
was memorable if not catchy. Here, there 
is absolutely nothing noteworthy. It’s the 
first Versus game where I don’t have some-
thing from the soundtrack saved, which 
is not good at all. As I played through the 
story mode, I kept waiting for something to 
jump out at me, and I got nothing. I was not 
impressed.

The controls didn’t impress, either. There 
has been a noted trend, since MvC3 was 
released, to simplify the game system for 
the Versus games to make them more acces-
sible. 

While I’m always a fan of drawing in the 
casual fan for these types of games, I’m not 
a fan of ruining a good thing. MvC2 was still 
accessible to even the most casual fighting 
game player, and this is even worse than the 
toning down of the controls between MvC2 
and MvC3. There is no depth to the combo 
system now, and that doesn’t help Infinite 
in any way.

I’m underwhelmed when it comes to 
Marvel vs. Capcom Infinite. Nothing plays in 
its favor, nothing makes any sense, and the 
team-up crossover event is showing its age 
in every facet of the game. There’s nothing 
new here to make me say wow or push me 
to play as I did the other games in the series. 
If Capcom were to lose the Marvel license 
again, it wouldn’t be a shocker or unwar-
ranted.

 It’s time to admit that the series is not an 
infinite source of amusement. Unfortunate-
ly, at this point, it’s merely a finite source of 
fighting game goodness.

MARVEL VS. CAPCOM: INFINITE

Marvel vs. Capcom now infinitely frustrating series

ByBy
Lyndsey HicksLyndsey Hicks

SCORE: 
2 OUT 
OF 5
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Injustice 2 hits right notes in super rematch
INJUSTICE 2

The intricacies of determining the winner of the 
storied fight between Batman and the Joker all de-
pend on prep time for Batman and the Joker’s mania-
cal state at the time of the battle. We’ve thought this 
through and determined that even with minimal 
prep time, Batman could win this fight considering 
his previous experience with the Joker. To simulate it, 
we would need only one thing: the Injustice series of 
games. And considering Injustice 2 has more chances 
for this to happen with proper simulation, you can 
best believe we’re diving deep into the solid sequel DC 
comic book fighting game.

Injustice 2 is a competent storyteller in its quest to 
be a DC comic book simulator. Set after the fall of Su-
perman’s tyrannical regime, Injustice 2 places Batman 
at the forefront again to take on the task of rebuilding 
society and combating a new threat in the form of 
The Society. Mixing in longtime Superman foe Braniac 
only adds to the chaos. What it boils down to is that 
these are characters you know from the DC universe 
— even if you’re passingly familiar with them — 
fighting it out to stop Superman from continuing his 
reign of tyranny established in the previous game.

Where Injustice 2 shines is its presentation and its 
characters. Everything that looked good in the first 
Injustice is much-better looking the second time 
around. The user interface got a newer, sleeker coat 
of paint, and all the character models and back-
grounds look better and cleaner, too. The character 
select screen even looks better and more fluid. Neth-
erRealm’s fighting game visuals get better with each 
game, so this is just a testament to their growing 
prowess. The music isn’t standout, but it’s serviceable. 

Despite its shiny 
upgraded presenta-
tion, I’m still not a fan 
of how it plays. The 
combat doesn’t feel 
natural, like say, how 
Mortal Kombat feels. 
It still feels like it’s a 
step or two behind MK 
and like it’s trying too 
hard to differentiate 
itself from that series 
by throwing a wrench 
into the basic combo 
setups. I’m also not a 

fan of the unlock system. 
It’s a lot of gear to unlock 
for a lot of characters, 
but I don’t really have 
the time or the inclina-

tion to sit and work on it. 
I’m not saying have it un-
locked immediately when 
I first start the game, but I 

am saying it needs to be easier. The experience is not 
the most enjoyable.

Injustice 2 is a nice upgrade from the first game. It’s 
got the name factor, characters you probably know 
and slick presentation that will catch most anyone’s 
eye who is into fighting games. Whether you’re a 
comic book fan or a casual fighting game connois-
seur, Injustice 2 is worth a look to see if it’s worth its 
weight in kryptonite.

ByBy
Lyndsey HicksLyndsey Hicks

SCORE: 
3 OUT 
OF 5
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the challenge level is ridiculous. I 
needed a cheat code just to get to 
the real ending in expert mode. It’s 
too easy to die and taking hits from 
off-screen enemies is terrible. 

Final Fight 2 placed the series 

in the ranks of Capcom’s top-tier 
franchises. While it hasn’t seen the 
level of push of say, Street Fighter 
or Resident Evil, the beat-’em-up is 
fondly remembered as one of Cap-
com’s crowning achievements. 

FINAL FIGHT 2

As a child of the early ’90s, Final 
Fight not only increased my ad-
diction to arcade games, but also 
introduced me further to Capcom’s 
skyrocketing rise as a game devel-
oper. I dived into Final Fight 2 to 
relive my arcade glory days.

In Final Fight 2, time has passed 
since Mike Haggar, Cody Travers 
and Cody’s friend Guy defeated 
the Mad Gear gang, restored peace 
to the streets of Metro City and 
rescued Haggar’s daughter Jessica 
from the Mad Gear’s leader, Belger. 
That peace is short-lived when the 
remnants of Mad Gear return un-
der a new leader and kidnap Guy’s 
fiancée, Rena, and Guy’s sensei, 
Genryusai. 

With Cody away on a trip with 
Jessica and Guy away on 
secret training, Haggar is 
joined by Rena’s sister, 
Maki, and Haggar’s 
friend Carlos Miya-
moto on a worldwide 
quest to crush the 
Mad Gear and rescue 
Rena and Genryusai. 
FF2 has a lot going for it; 
it’s a direct sequel never re-
leased in arcades with a lot of new 
material despite no new general 
mechanics. 

FF2 has an expanded battlefield 
with Haggar, Maki and Carlos 

starting their journey in Hong Kong 
and ending that journey in Japan. 
The main protagonists make their 
way through several locales in 
Europe in their search for Rena, all 
the while surrounded by improved 
graphics over the first game. The 

backgrounds are high qual-
ity, and the sprites are 

well-drawn and crisp 
for each character 
with a lot of attention 
to detail.

The attention to 
detail also shows up 

in the controls. Overall, 
control is simple even 

though each character has a 
unique fighting style. Haggar still 
has his pro wrestling moves, Maki 
makes use of Ninjitsu and Carlos 
practices martial arts and sword 
skills. Though they are generic in 

execution, it’s fun to see 
how each character op-
erates during the fight.

Power-ups are still 
obtained via smash-
ing various objects and 
range from steamed 
Chinese buns to a pair 
of shoes that can in-
crease health or score 
points. Finding either 
a Genryusai or Guy doll 
will give an extra life or invincibil-
ity. As for the music, it is arcade 
perfect just like its predecessor. It’s 
a nice soundtrack of early Capcom 
brawler, and it fits the action per-
fectly in each of the game’s loca-
tions.

As much as I enjoyed FF2, the 
game does have some flaws. While 
each character has their own awe-
some special moves, using them 
does cost health. That’s annoying 
when you’re trying to use more 
powerful moves to defeat bosses 
and trying not to die at the same 
time. Also, during the timed bonus 
stages, control is hit or miss when 
striking objects; if it’s not done 
perfectly, you lose the bonus points. 
I also got frustrated when I couldn’t 
take the weapons I found into other 
areas. That cheapens the use of 
the weapon and makes it useless 
shortly after picking it up. And, 

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
4 OUT 
OF 5

Brawler goes worldwide
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Furry duo return in solid fun
CHIP ’N DALE RESCUE RANGERS 2

In a previous issue, I reviewed 
Disney’s Chip ’n Dale Rescue Rang-
ers for the NES. I reviewed the 
game as a nod to the times of the 
late ’80s and early ’90s where you 
knew the ins and outs of your 
favorite shows, including the 
opening and ending theme songs. 
With the arrival of Disney+ and 
Capcom’s re-release of Disney 
Afternoon-themed games for cur-
rent consoles, I heard that Disney’s 
dynamic duo had another game 
for the NES. I reviewed Chip ’n Dale 
Rescue Rangers 2 to see if it would 
jump start my carefree kid memo-
ries.

Rescue Rangers 2 starts 
off with our furry 
heroes and their 
comrades enjoy-
ing a well-deserved 
rest after stopping 
their notorious 
arch nemesis, Fat 
Cat, in the first game. 
However, like most great 
villains, Fat Cat was able to 
mastermind his escape from pris-
on and acquire the legendary Urn 
of the Pharaoh to re-launch his 
fiendish plans. With Fat Cat on the 
loose and having evil spirits at his 
disposal, the Rescue Rangers are 

the only ones standing between 
Fat Cat and world peace. 

Rescue Rangers 2’s gameplay 
is exactly like the original; you 

can choose either Chip or 
Dale to battle through 

several levels to do 
battle against Fat Cat’s 
legions of henchmen 
who are determined to 
stop our heroes from 

saving the day. Chip 
and Dale can jump, duck 

and used pint-sized boxes 
to throw either horizontally 

or vertically to defeat enemies. 
These boxes have various power-
ups, such as acorns, to replenish 
health, extra lives or Rescue Rang-
ers plaques that can earn Ranger 
icons. These icons will give the 

character of your choice an extra 
heart. 

The controls also remain the 
same from the first game. Rescue 
Rangers veterans will be familiar 
with the control layout, but new-
comers will go through trial  
and error until they are comfort-
able. 

All the levels and backgrounds 
were done with great care, making 
me believe that I was playing an 
actual episode of Rescue Rangers. I 
commend Capcom for letting Dis-
ney animators work their magic 
on heroes and boss characters, 
ensuring that the bosses provided 
a challenge without losing Disney 
elements. 

As much as I enjoyed Rescue 
Rangers 2, it’s not without some 
flaws. I stated earlier that con-
trolling either Chip or Dale would 
take practice; that is important 
since during stages, you cannot 
go back to a lower level to pick up 
items without losing a life. That 
makes things unnecessarily tough. 
Also, the Rescue Rangers’ roles 
were drastically from the first 
game. The first game incorporated 
Monterey Jack, Gadget and Zipper 
into finding hidden paths, scout-
ing for enemies, and backup and 

reach support; they’re now reduced 
to background scenery with little 
screen time. 

Audio-wise, the music sounds di-
aled-in like the music from “1945,” 
showing that Capcom’s develop-
ment starts strong but becomes 
weak in certain areas. Finally, the 
challenge level is high, but I advise 
players to have special cheat codes 

enabled if they want to finish this 
game. You shouldn’t have to use 
them, but they are a must here.

Chip ’n Dale Rescue Rangers 2 has 
delivered, keeping intact all the 
elements that made it a Disney 
favorite but, unfortunately, keeps 
some of Capcom’s bad habits as 
well. The Disney Afternoon lives on 
in this small but solid sequel.

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
3 OUT 
OF 5
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A killer N64 fighting sequel
KILLER INSTINCT GOLD

It’s not been that long ago that 
Killer Instinct was still being rec-
ognized in the top echelon of fight-
ing game series. But that was then, 
and this is now, and folks have a 
critical eye toward the legacy of 
the defunct series. What folks re-
ally want to know: Where does KI 
Gold – the 2.5 sequel game – ap-
pear in that legacy?

I’m old enough to remember the 
launch of KI2 and then Gold for the 
Nintendo 64 in 1996. I was heav-
ily into fighting games then, still 
sticking with Mortal Kombat and 
looking for something new to sup-
plement that fighting game itch. 
Enter Gold, which is an upgrade of 
KI2 for the home market. 
It’s a slight uptick in 
graphics, music and 
tweaks over the 
arcade version. The 
upgrades make it 
the better version 
of the game and 
push it toward must-
have status for the N64.

Control-wise, KI Gold 
is easy to pick up and a lot more 
accessible than its predecessor. 
For context, I barely understood 
the combo system of the first 

game, but by the time Gold came 
along, I could hold my own against 
other KI masters, such as long-
time friend of GI David Rhodes. If 

I could actually win some 
rounds and every so often 

matches against him, 
that’s evidence that the 
system is improved 
for casual fans. The 
concept of linkers and 

chain combos made 
much more sense with a 

little in-game explanation, 
so this made the learning process 

a lot easier to grasp. The change in 
systems was the best in terms of 
accessibility.

Gold’s graphics are a slight im-

provement over the arcade version 
and even more so over the original 
game. But, in comparison to other 
games on the market at the time, 
Gold doesn’t hold up particularly 
well. Putting it alongside other 
games available at the same time, 
such as Tekken 2, doesn’t bode well 
for Gold. In particular, there are 
janky textures that snag and tear 
in the background environments, 
which detracts from the otherwise 
solid character models. 

The soundtrack, much like the 
previous game, carries the burden 
for the rest of the game. Rare’s 
sound department was known 
for pumping out good music, and 
Gold’s soundtrack has quite a few 
bangers. It’s a lot of hard rock and 
a few techno tracks thrown in for 
good measure, but it still holds up. 
In particular, the character select 
theme – which was recreated for 
the 2013 revival of the series – is a 
toe-tapper and still sounds fantas-
tic on modern sound systems.

But, the pertinent question still 
remains: Where does Gold rank 
in fighting game genre legacy? It 
depends. If you care about flashy 
combos and aren’t too much of a 
technical content fighting purist, 

SCORE: 
3.5 OUT 

OF 5

ByBy
Lyndsey HicksLyndsey Hicks

Gold is probably your fancy. It’s 
got enough to draw the casual fan 
in, but it’s light on the technical 
aspect of fighting games that the 
longtime purist would be looking 
for. It’s fun to play and revisit from 

time to time, but if you’re looking 
to get bogged down in frame data 
and dig a little deeper, Gold isn’t 
going to be your color. Your best bet 
is to look to the future of the series, 
and let this instinct die out.
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Cervantes de Leon
Game series: Soulcalibur
The dread pirate is one of the most 
interesting and accessible bosses in 
fighting games. We love him for his 

moveset, awesome pirate looks 
and his ability to clap 
most of the original 

Soul roster up with 
his dual guns. 
We also have a 
thing for pirates 
in general, but 
Cervantes is fun to 

play and consistently 
stays on the roster as 

a formidable opponent.

By Lyndsey Hicks | GaminG insurrection

Every fighting game worth your time and money has an equal parts frustrating yet awesome boss character. No matter their motivation (usually world conquering or domination), they usually 
inspire rage or respect for the way they go about achieving their goals. And, for the way they’re programmed. We look at the some of the most well-known final combatants in fighting game 
history that are worthy of our respect.

Shang Tsung
Game series: Mortal Kombat

The shape-shifting malevolent sorcerer supreme 
has been around since the early days of kom-
bat. He was who you faced in your bid to save 

Earthrealm from the clutches of a 
far-off realm known as Outworld in 
the first game of the series. Turns 

out, however, he wasn’t even the top 
dog. Behind the scenes, yes, he’s 

the main schemer. But, ultimately, 
he answered to the Emperor of 
Outworld, a fellow named Shao 

Kahn. However, given the events 
of Mortal Kombat 11: Aftermath, it’s 

safe to say Shang Tsung bests even 
Shao Kahn in longterm foolishness.

Shao Kahn
Game series: Mortal Kombat

This trash-talking, shoulder-rushing brute is 
the ultimate obnoxious beast that you face in 
Mortal Kombat. Learning that Shang Tsung had 

to answer to someone, you learn quickly 
that Shao Kahn is no joke. Boom-
ing voice and all, the emperor is 
not pleased that he must get off his 
throne to stop you and relentlessly 
taunts you as he introduces you to 
his mystical Wrath Hammer. Given 
how many times he’s resurfaced over 
the years in various games in the 
series and that he has triumphed at 
least once, we’d wager that he’s the 
ultimate poster boy for persistent evil 
in the MK universe.

Heihachi Mishima
Game series: Tekken

Heihachi, to date, has been in 
every main and spinoff game in the 

Tekken series. He’s powerful enough 
to dish out ridiculous damage and 

survive at least three known assas-
sination attempts from oth-
ers on the roster. With the 
ending of Tekken 7: Fated 

Retribution and Kazuya 
besting his father, sadly we 
have to say goodbye to the 
most well-dressed villain 
who kicked off the King of 

the Iron Fist tournament 
back in 1994.

Kazuya Mishima
Game series: Tekken

Attempting to kill your father, son and grand-
father is crazy enough. But to also be pos-
sessed by the Devil and have come back to 

life through cloning with murderous 
urges after your father threw you 

in a volcano 25 years before is 
a whole other game. Whatever 

humanity Kazuya might 
have had before he was 

thrown in the volcano is 
now gone, and he will 

reign as the series 
ultimate bad guy now 
that Heihachi has 
gone to the void.

M. Bison
Game series: Street Fighter

Mr. Mike Bison or Vega has been around for so long that 
we’ve lost track of the number of times he’s been resurrected 
and that a new body has been created for him. Through 
his energy, known as Psycho Power, he’s been the final 

guy wielding the prize in Street Fighter II, IV, V and 
Alpha — which leads into Street Fighter II. In most 

games, he’s just annoying to fight, but in the 
Alpha series, you learn why he is so annoying: 

His lust for power and treachery leads him to create 
new bodies once his old body breaks down. Thus, 
he seeks someone capable of containing his power. 

He’s about murder, kidnapping, drug trafficking 
and unethical experimentation on humans. 
And that’s just on a Tuesday for him.

Gill
Game series: Street Fighter

Showing up in at least two games, Gill is quite pos-
sibly the most annoying Street Fighter boss ever 

created. Between his super moves doing a ton 
of damage and being nigh impossible to 

stop or avoid, Gill is certainly the 
most cheaply designed of the 
Street Fighter antagonists. Also, 
we’re not even sure what Gill’s 
point is. He wants a utopia, but 

then again, maybe not. At least 
his track is a banger in Street 

Fighter III: Third Strike. He also 
looks cool, too, so we can kind 

of let it slide that he’s a pain to fight 
against.

Akuma
Game series: Street Fighter

At this point, I’m super tired of Gouki/Akuma being in every game 
as either a hidden character or a boss character. We get it: He’s su-
per powerful and the true test of one’s fists in the SF universe. But 

seriously, we got it way back in the Alpha series. Please 
keep in mind that I’m saying this as someone who 

has cosplayed as the character before. It gets old, 
though, to see him in nearly every Capcom game, 
fighting genre or not. He has faced Ryu enough 

times now that we know whether they stack up 
against each other or not (spoiler alert: They do), 

and the fact that he was the person who killed 
Bison at the end of SFII has been claimed and 
owned, 25 years after the fact. He literally has 
no other reason to fight now. Capcom, please 
let him rest for a few games.

Pyron
Game series: Vampire/ 

Darkstalkers

The being of pure energy and 
a ball of hatred, Pyron is just 
terrible to deal with all the way 
around. Despite only appearing 

as the boss of the first game in 
the franchise, Pyron certainly 
made an impression. Annoy-
ingly hard to fight and judge 
its attacks, Pyron is every 

Capcom fighting game boss 
rolled into one and then set 

on obnoxious, even on the easy 
level.

Evil Ryu
Game series: Street Fighter

Let me clear this up for anyone who may not know by now: 
Evil Ryu technically does not exist in the Street Fighter 
canon. He is a what-if character that briefly existed for mere 

seconds; he exists only when Ryu took a cheap shot 
against Sagat at the end of the first Street Fighter game. 

That’s when the Satsui no Hado took over Ryu for a 
few seconds. Otherwise, whenever you see him in 

a game, know that he’s a figment of Capcom of 
America’s imagination. For whatever reason, he 
keeps being a thing in Street Fighter games. 
He’s the poor man’s Akuma, who in turn, is the 
poor man’s Shin Akuma. Why play Evil Ryu 
when you can play Shin Akuma more than 

likely?

Geese Howard
Game series: Capcom vs. SNK/King of Fighters/
Fatal Fury

Geese is irritating to fight against and is on this list 
for his foolishness that you encounter in the first 

two Capcom vs. SNK games. Mostly, in the 
first game is where you’re going to come to 

hate Geese. Raging Storm is his favorite 
super move, and he will use it with 

little warning. He also anticipates and 
reads your controller movements so 

that he can plan and counterattack 
accordingly. If you’re using mostly 
Capcom characters on your team, 

you’ll face him. That’s what 
you get for using the better 
side of the roster.

(God) Rugal Bernstein
Game series: Capcom vs. SNK/King of  

Fighters

Much like Geese, Rugal shows up in the Capcom 
vs. SNK games as a tool of a boss character that 
needs to be depowered. It’s not his main form that’s 

the problem; no, it’s God Rugal, who we’re 
certain is reading your controller move-
ments and is faster than nearly everyone 
else on both rosters. Take solace in 

the fact that God Rugal is banned in 
most tournaments that featured CvS; 
that way you won’t have to take on 

the monstrosity of a character who 
stupidly mixed Orochi power and 
Satsui no Hado.

FIGHTING GAME BOSSES

FINAL 

ROUND
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RED & BLUE
KNOWLEDGE CENTER

Special thanks to  
Bulbapedia for  

Pokémon artwork

On tap this quarter:

* Our Elite 4 team
* Meet the Elite 4
* Facing your rival

My Elite 4 team features some of the most 
prominent and strongest types. It’s designed to 
be a well-rounded team featuring multiple types 

to handle a lot of different scenarios involving the 
final four masters. Though the masters focus on 
generally one or two types at most, this team is 
crafted to be able to take down any of the Elite 4 

with one or two attacks.

Blastoise: A super powerful Water 
Pokémon that is easily capable of 
wiping out opponents with a variety of 
Water-based moves. Blastoise can learn 
several powerful Water moves such as 
Surf, Hydro Pump and Water Gun.

Alakazam/Mewtwo: Alakazam is the premiere 
Psychic Pokémon until after you defeat the Elite 4 
and your rival at Indigo Plateau. It’s super power-
ful and doles out a lot of damage quickly. Keep 
Alakazam handy and in a roster spot until you catch 
Mewtwo. Mewtwo is easily the best Psychic Poké-
mon unless you somehow obtained a Mew through 
Nintendo. Mewtwo’s Psychic damage by itself is 
enough to put most opponents down for the count 
in one hit. Mewtwo is also able to learn a variety of 
moves that make it invaluable in tackling multiple 
type needs on the roster in one swing.

Pidgeot: The earliest bird Poké-
mon isn’t fancy, but it’s powerful 
and gets the job done. Teaching 
it Fly is the best thing you can 
do with giving it Wing Attack a 
close second. Pidgeot is espe-
cially important in the final battle 
against your rival, who has a Grass 
Pokémon at the ready regardless 
of his starting Pokémon. Pidgeot 
easily does double damage and can 
remove that powerful roster spot 
from contention quickly.

Golem: The best Rock/Ground Poké-
mon in my opinion quickly earned a 
place on the roster with its nice selec-
tion of dual moves. It also can learn 
quite a few moves from both types as 
well, making it an excellent choice 
against Lorelei in the first battle. Ad-
ditionally, Earthquake always hits for 
excellent damage when Golem is at a 
high level.

Zapdos: Yes, Zapdos is another bird, but 
in my opinion it’s the best choice for an 
Electric type. It also has the added ben-
efits of being dual type with Flying. It can 
conceivably take the place of your Flying 
type if you don’t want two Flying types on 
the team, but I usually keep it strictly with 
Electric moves. Zapdos will come in handy 
for several middle-of-the-road fights and 
can achieve victory quickly with a well-
placed Thunder attack.

Hitmonchan: Of the two 
Fighting Pokémon Hitmon-
chan and Hitmonlee, Hitmon-
chan is a personal favorite. It, 
like its kicking counterpart, 
can learn elemental supple-
mented moves, which comes 
in handy when facing off 
against Lorelei. Hitmonchan 
is also a comfortable choice 
for Lorelei’s Lapras — much 
like Golem.

Blastoise
Golem
Hitmonchan
Alakazam

Mewtwo
Zapdos
Pidgeot

Team members

Our Elite 
4 team
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The Elite 4 typically utilize a specific 
type of Pokémon. They have strong 
Pokémon in hard-to-find types, and 

their Pokémon are high level.

Lv. 56 
Lapras
Pokémon 
to use: 
Hitmonchan 
or Golem

Duel 4: Lance
Lance is the top of the 

pyramid as far as the Elite 4 
is concerned. This will be a 

tough, long fight if you have 
underpowered Pokémon. 

His Dragon types do not 
have equals and most 

don’t have weaknesses. 
Throw in your stron-
gest Pokémon that 

has an Ice-type move. It will 
work wonders here.

Duel 1: Lorelei
Lorelei is the first 

and easiest of 
the bunch. All 
of her Poké-

mon are mostly 
Water or Ice 

and can be taken 
out quickly with a 
well-timed Rock/
Ground, Electric or 
Psychic move.

Duel 2: Bruno
Bruno is one of the 
easier Elite 4 if you 
chose Squirtle or have 
a Water Pokémon 

on your roster as 
we suggested. 
Water Pokémon 
will take out the 
Onix quickly 
and the Fight-

ing Pokémon 
don’t stand a 
chance against 

Alakazam or 
Mewtwo.

Lv. 58 
Machamp
Pokémon 
to use: 
Alakazam 
or Mewtwo

Duel 3: Agatha
Agatha is a hard 
nut to crack. She 
uses a lot of weird 
Ghost types, 

which don’t 
have a known 
good counter 

in Generation I. 
Here, you’re going 
to have to tough 
it out with your 
strongest Psychic 
most of the 

battle.

Who you’ll face:
Lv. 54 
Dewgong
Pokémon 
to use: 
Golem

Lv. 53 
Cloyster
Pokémon to 
use: Zapdos

Lv. 54 
Slowbro
Pokémon 
to use: 
Zapdos

Lv. 56 Jynx
Pokémon to use: Golem/Alakazam/
Mewtwo

Lv. 53 
Onix
Pokémon 
to use: 
Blastoise

Lv. 56 
Onix
Pokémon 
to use: 
Blastoise

Lv. 55 Hitmonchan
Pokémon to use: 
Alakazam or Mewtwo

Lv. 55 Hitmonlee
Pokémon to use: 
Alakazam or Mewtwo

Lv. 56 
Gengar
Pokémon 
to use: 
Alakazam 
or Mewtwo

Lv. 60 
Gengar
Pokémon 
to use: 
Alakazam 
or Mewtwo

Lv. 56 Goldbat
Pokémon to use: Zapdos
*Note: Goldbat is considered Flying and 
Zapdos’ Thunder will do x2 damage.

Lv. 55 
Haunter
Pokémon 
to use: 
Alakazam or 
Mewtwo

Lv. 58 
Arbok
Pokémon 
to use: 
Alakazam 
or Mewtwo 
or Golem

Lv. 58 Gyarados
Pokémon to use: 

Zapdos
*Note: Gyarados is 
a Water Pokémon, 

first and fore-
most. Electric 

moves will make 
short work of it 
with x2 damage.

Lv. 56 Dragonair
Pokémon to 
use: Strongest 
Pokémon with  
Ice-type move.

Lv. 56 Dragonair
Pokémon to 
use: Strongest 
Pokémon with  
Ice-type move.

Lv. 60 Aerodactyl
Pokémon to use: Zapdos
*Note: Aerodactyl is con-
sidered Flying and Zapdos’ 
Thunder will do x2 damage.

Lv. 62 
Dragonite
Pokémon to 
use: Strongest 
Pokémon with 
Ice-type move.

Meet 
the 

Elite 4
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Some advice for Some advice for 
you, trainer ...you, trainer ...

• Teach your team the Action HMs. These will 
do massive damage against the appropriate 
types (i.e. Surf does x2 damage against Rock/
Ground Pokémon) 

• Know that the CPU AI will never teach its 
Pokémon anything beyond its normal move-
sets, even if it’s dual type. You will never have 
to deal with the CPU having taught its Poké-
mon any of the HMs or TMs that it doesn’t 
already learn by default. 

• Make sure your Pokémon are Level 60 or 
above when you reach the Elite 4. This gives 
you breathing room and ensures that the fights 
aren’t too close. Your rival may be a tougher 
fight if your Pokémon aren’t at least Level 65.

Facing your rival Facing your rival 
The final battle with your rival depends on yours and his starting Pokémon chosen. His first three Pokémon will always be:The final battle with your rival depends on yours and his starting Pokémon chosen. His first three Pokémon will always be:

Starting three Pokemon:

Lv. 61 Pidgeot
Pokémon to use: 
Zapdos

Lv. 59 Alakazam
Pokémon to use: 
Alakazam or Mewtwo
*Note: Brute force 
this match since 
Psychic Pokémon 
are weak to their own 
type.

Lv. 61 Rhydon
Pokémon to use: Blastoise

The second half of his team depends 
on his starting Pokémon:

Lv. 65 Venusaur
Pokémon to use: Pidgeot

If he chooses Bulbasaur, then:

If he chooses Blastoise, then:

Lv. 61 Gyarados
Pokémon to use: Zapdos

Lv. 63 Gyarados
Pokémon to use: Zapdos

Lv. 63 Arcanine
Pokémon to use: Blastoise

Lv. 63 Arcanine
Pokémon to use: Blastoise

Lv. 63 Exeggutor
Pokémon to use: Pidgeot

Lv. 61 Exeggutor
Pokémon to use: Pidgeot

Lv. 65 Blastoise
Pokémon to use: 
Zapdos

Lv. 65 Charizard
Pokémon to use: Blastoise

If he chooses Charmander, then:
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UPCOMING SONGS

Artist: DIVAS
Difficulty: 2/5/7
Chosen difficulty: Heavy
BPM: 98

The slow track from the DIVAS nom de plum of 
Naoki Maeda is just the right pace for a quick 
play when you want to cool down. 

The Heavy steps follow the track exactly, so ex-
pect a lot of triplets and 1/16th notes. Whenever 
there is singing from the lovely Andrea L. Hop-
kins, there will be notes to match. In the middle 
part of the song, in the break section before the 
last bridge, use the ample Freeze notes to give 
yourself a break if you find yourself struggling. 
Our best advice is to add some speed, at least 
x3. It won’t hurt to speed it up even with jumps 
involved.

Suggested Speed Mod: x3

Artist: DJ Taka
Difficulty: 4/6/8/9
Chosen difficulty: Heavy
BPM: 150

V ~for Extreme~ is one of the best new tracks 
to come out of 8th Mix. The classical remix 
is fun and features different tricks in the two 
higher difficulties. The Heavy and Challenge 
steps are 9-footers, but the difference between 
them comes down to if you want to deal with 
triplets and runs or jackhammers and runs. The 
Heavy steps are our favorite of the two choices, 
so we’ll take the 1/4th-1/8th-1/16th triplets and 
runs first. Beware of the middle of the song: 
It’s not a place to dawdle and try to rest. This is 
where the run comes in, in its finest. If you can 
hold on and you made it through the beginning, 
you can make it through the end as well, since 
the beginning and the end of the song are es-
sentially the same.

Suggested Speed Mod: x2

Artist: UZI-LAY
Difficulty: 3/4/6
Chosen difficulty: Heavy
BPM: 120

The high-energy Put Your Faith in Me is a fun 
track from start to finish. 

The steps feature a lot of triplets and small runs 
along with jumps so it’s a little harder for a 
6-footer if you’re not using a Speed Mod. Play 
this one fast, with at least x3 speed to spread 
out the cluster of arrows. This will help with 
sight-reading and make the song a lot easier 
to understand. Like most early DDR songs, the 
steps match any lyrics so it’s easy to follow and 
get the hang of the steps quickly.

Suggested Speed Mod: x3

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

By Lyndsey Hicks

SP - Trip Machine (Jungle Mix)

My summer love (tommy’s smile mix)

still in my heart (momo mix)
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Delays are temporary but bad fighting games stick forever
s much as I love fighting 
games, you’d think I’d be 
prepared for the foolish-
ness that inevitably comes 
up in the genre. And trust 

me when I say there is always 
some foolishness that arises when 
it comes to fighting games. It 
might be the storyline or the game 
mechanics, or even the character 
design. Just know that some part 
of your favorite fighting game is  
BS.

But what you young whipper-
snappers are about to learn here 
in the Torture of the Quarter is 
that there are some fighting game 
titles you need to stay away from 
on general principle. Some of these 
travesties should have never seen 
the light of day and how they were 
greenlit is a mystery to me.

*Insert Joker meme*: Here we go.

Street Fighter Alpha 2 (SNES): I 
want someone to tell me what the 
good folks over at Crapcom were 
smoking when they thought an Al-
pha game would fit on a cartridge. 

By the time Alpha became a 
thing, the PlayStation was alive 
and well. Nintendo’s folly of letting 
Sony develop their system had 
already become its worst night-
mare. Not only that, Alpha 2 was a 
big game, in terms of memory 
size. Why in the world did anyone 
think this was a good idea? It’s not, 
if you’re wondering. Super moves 
should not pause when input. 
Rounds should not take three to 
five seconds to load. I wanted 
someone to scream at Capcom, 
and Nintendo by default: Cartridg-
es are dead!

ClayFighter 63 1/3: You know 
how your super annoying family 
member can show up at Christmas 
and talk too much and tell this 
one joke that’s not funny, but they 
think it is? Repeatedly? Yeah,  
that’s ClayFighter 63 1/3 in a nut-
shell. 

The premise was cute when it 
was first released, and Tourna-
ment Edition had some solid me-
chanics. However, 63 1/3 was hot 
garbage on the Nintendo 64. Miss-
ing textures, ugly character design 
(how did they manage to take Bad 
Mr. Frosty and the Blob and make 
them look worse? *insert Obama 
shrug here*), a terrible soundtrack 
and terrible controls renders it 
nigh unplayable.

Mortal Kombat Gold: I’ve writ-
ten about this flaming Dumpster 
fire of an MK game before for this 
column, but it deserves infinite 
mentions. I already am not a fan 
of three-dimensional Mortal Kom-
bat, and I am not a fan of Mortal 
Kombat 4 in any way. I despise ev-
erything Mortal Kombat from MK4 
to DC Universe, which is  
effectively the 3D era of the fran-
chise. 

I just want to know two things 
about Mortal Kombat Gold: Was 
this play-tested, and why was it 
allowed to be released in the state 
that it was in? If those things can 
be explained, I will give it a chance. 
Until then, I rebuke the foolish-
ness.

Primal Rage: I’ve also written 
about this trash game many times 
before. I repeat, dinosaurs are not 
suitable fighting game creatures. 
Stop-motion dinosaurs are not OK. 
Fighting games built with extinct 
creatures urinating on other ex-
tinct creatures as a finishing move 
are not OK. Basically, everything 

about this game is not OK. On any 
level. Someone had the good sense 
to cancel the planned sequel some 
decades ago, thankfully. I’m glad 
this fascination with dinosaurs 
also has calmed down in the years 
since.

Don’t let anyone foist a terrible 
fighting game on you. Do your 
research beforehand. In this day 
and age of information gathering, 
there’s no excuse for indulging a 
bad fighting game. 

Thankfully, the time of compa-
nies just throwing nonsensical 
tripe at the wall to see what sticks 
seems to be over. You can probably 
get a decent fighting game with a 
halfway decent story and not be 
traumatized by the laziness and 
obvious lack of creativity. Thank 
goodness for progress.

Lyndsey Hicks is editor-in-chief 
of Gaming Insurrection. She can be 

reached by email at  
lyndseyh@gaminginsurrection.com

with Lyndsey 
Hicks
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Street Fighter Alpha 2 (SNES version)

Primal Rage (SNES version)

ClayFighter 63 1/3

Mortal Kombat Gold

Other honorable mentions:

• Shaq Fu
• Weaponlord
• Art of Fighting
• War Gods
• Ultimate Mortal Kombat 3

(SNES version)
• Fighters Destiny (Nintendo

64)
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e lost him.Somewhere in that 
unrelatable ethos of the beyond, 
Chadwick Boseman is forming that 
megawatt electric grin. He’s look-
ing down on his legacy and seeing 

the millions that mourn him. He’s seeing the 
tributes and the outpouring of grief. 

And he is smiling.
Somehow, in a moment where his star shot 

brightest and highest, we lost him.
Our king has been stricken and lost. He has 

ascended to a higher throne, a throne we 
cannot comprehend. But we dare to dream, 
that he — our erstwhile marvelous king — 
is in a better place. A place that we cannot 
imagine but one we know that he ascended 
to because that is what it is to know of a man 
so great and yet so plain in his demeanor and 
words. We just know that of him. We feel that 
of him when we mention his name.

Chadwick Boseman did not pass away 
because of cancer; no, he transitioned in 
greatness as a man prepossessed of a quiet 
nature and commanding presence. Opening 
to the world as a myriad of characters, Bose-
man caught the eye and the heart of many 
through his measured portrayal of King 
T’Challa in the awesome, inspiring bombastic 
Black Panther. He was T’Challa, in portrayal 
and visage. In spirit and in mercy. He invited 
us into Wakanda, where black people are 
technologically advanced and free. He made 
us feel as though we were his loyal subjects, 
at any moment just as prepared to throw up 
the Wakandian salute as die for his highness. 
That a man could inspire that in nearly three 
hours of screen time is a testament to his 
power.

But we lost him.
There will never be another T’Challa or 

Chadwick Boseman. As it should be. We do 
not deserve a star so bright, and we should 
not ever be so deserving of the essence of him 
ever again.

Lo, we lost him, but he will reign forever.

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

lyndseyh@gaminginsurrection.com

PROPERTY REVIEW

The first coming of Tony Stark is 
one of the best MCU origin stories

We have lost our 
beloved king and 

so we mourn

8.0

Iron Man
Marvel Studios, 2008

he one that started them all. The 
metaphorical start of Robert Downey 
Jr.’s comic book-like redemption arc. 
The birthplace of the Marvel Cin-
ematic Universe. The beginning of the 

beginning. All of these titles are appropriate 
for Iron Man, the 2008 origin story of veteran 
Avenger Tony Stark. Another title to throw in 
there? Magnificent.

It’s not just the tight story telling or excel-
lent acting chops of the main cast. It’s also 
seeing Stark make his turn into the Avenger 
we all know and love. Stark starts out super 
hedonistic and self-serving. Through his 
wounding and subsequent capture by the 
Ten Rings organization, little by little, you 
see Stark have the needed epiphany that he 
was, in fact, War Machine, not Iron Man. 
Half of its fun ride comes from this need to 
see him come to that realization. The other 
half is, of course, learning that Stark can ap-
ply his genius for good and productive ways 
while still being the billionaire philanthropic 
playboy he declares himself to be to Steve 
Rogers in the later Avengers film.

Where Iron Man particularly succeeds, 
however, is the parallel Stark shares with 
perfect portrayer Robert Downey Jr. What 
most new generation Marvel fans don’t real-
ize is, is when Iron Man was casted, Downey 
Jr. was not the bankable star that he is now. 
The man’s past is well known to older fans 
and caused several — including himself — to 
pause. 

But the single most compelling thing about 
Downey Jr. is his will to better himself, work 
every day like most others to redeem himself 
and grow. That indomitable will shows in 

every second that Downey Jr. is Tony Stark/
Iron Man. He is Iron Man. He is the living 
embodiment of the character who struggled 
to redeem himself and be a team player. 
Downey Jr. is such perfect casting that there 
is no one else that could ever step into the 
role. He became the character.

And for all that Iron Man succeeds in doing 
bombastically, it quietly sets up the rest of 
the cinematic universe perfectly. Iron Man 
in its stumbling glory is what we now know 
as the standard for a Marvel movie. It makes 
Stark relatable, tells his superhero origin 
story and sets up future films with a deft-
ness that reminds us that there is, in fact, a 
plan for all of this. Now that we’ve seen that 
plan unfold, we can come back and praise 
the beginning for all that it is. The heart and 
soul of the MCU lives on.

Like the comics: 8
Acting: 8.5
Story: 8

Total: 24.5/30 or 8

W

RIP Chadwick Boseman, 1976 - 2020

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

Episodes: 1

Premise: This is the OVA follow up to the 
goings on in boys’ love series Sekai-ichi 
Hatsukoi. In this short episode, one of 
the crew working at Marukawa Publish-
ing is getting married and the entire shojo 
manga department, Emerald, is invited. 
During the proceedings, Onodera and 
Takano interact with guests and each other. 
It comes to light that Takano has a certain 
thing on his mind.

Is it worth watching?: Yes. If you’ve watched all other seasons of 
Sekai-ichi Hatsukoi — which you should have — this is a delightful 
treat. It’s a cute sort of wrap up showing just where everyone is now.

Breakout character: Takano Masamune. He always stands out as one 
of the main characters but here he is just too delicious in his hinting.

Best episode: N/A

Where it’s going?: Even though it’s not what you’d expect for Takano 
and Onodera after some time away, it’s obvious that their relationship has 
progressed. Hopefully, in the future we will see something along the lines 
of Onodera and Takano getting married as well.

Gundam side story delves 
deeper in the mecha ethos

nly the dead know the end of war.” — Plato
As many of our readers know of my love 

for the Gundam series, I have mentioned 
the series’ legendary mark on anime and 
pop culture many times. Manga is no excep-

tion since numerous Gundam series was printed out 
and read by many Gundam fans and big robot lovers, 
alike. 

On a recent trip to 2nd & Charles, I found one of 
a few English-translated adaptations of Gundam 
manga that was a side story set during the events of 
the original series. While the main characters were 
not present in this series, it nevertheless told of the 
widening conflict between the Principality of Zeon 
and the Earth Federation as seen through the eyes of 
two destined individuals, each with their own views 
of justice. “Mobile Suit Gundam: Thunderbolt “was my 
ticket to this latest chapter of the Gundam Universe.

Set in the Universal Century year 0079, the space 
colony Side 3 declared independence as conflict 
between Zeon and Earth began. One year later, both 
sides engaged in a battle for an area of destroyed 
space colonies known as the Thunderbolt sector. Dur-
ing this period, Daryl Lorenz, top sniper for a special 
unit known as the Living Dead Division, has enabled 
Zeon forces to control Thunderbolt sector without 
loss. However, his luck changes when Io Fleming, ace 
pilot for the Earth Federation’s Moore Brotherhood 
fleet, ambushes a Living Dead member, killing him 
and taking an enemy Zaku suit. As a result, Io is given 
a new mission to further disrupt Zeon control but 
with a new mobile suit: Gundam. 

As the Living Dead discover that a Gundam is being 
used, the battle between Io and Daryl intensifies amid 
the wreckage of Io’s home colony, Side 4: More. With 
both sides hellbent on each other’s destruction, a new 
rivalry is set in the Gundam saga with various music 
types providing the soundtrack to a battle where there 
is only one victor.

Reading MSG: Thunderbolt is a new take on the 
battle between Earth and space. While Hajime Yatate 
and Yoshiyuki Tomino provided the original story, 
Yasuo Ohtagaki provided a fresh perspective via 
story and art. I felt invested in Daryl and Io because 
tragedy has taken away happier times in their lives. 
Both characters were born in affluent families who 
prospered as merchants, but war upended their lives. 
Daryl became a solider but was severely injured losing 
both legs, which gained his family the right to resettle 
on a Zeon colony and other benefits. He also had to 
adapt to using prosthetic legs to regain his ability to 
walk and to use a mobile suit. 

Io lost his father, who was mayor of Side 4, to sui-
cide during the Zeon assault. Fortunately, Io’s friends 
Claudia Peer, who is his commanding officer (and 
lover), and Cornelius Qaqa, the fleet’s engineer, are 
there with him to carry the task of avenging their lost 

home. Daryl also has the support of his unit, who are 
also dealing with the hellish results of war. Ohtagaki-
san’s detail to story and art was excellent from start 
to finish, especially with the designs of the Gundam, 
Zaku and Rick Dom suits. 

The in-between drama for Io and Daryl is also ac-
curate in showing the types of problem that mili-
tary servicemembers may deal with during and in 
between battles. At these points in the manga, I felt 
that pulling for both characters is justifiable as they 
are fighting a physical and psychological war on all 
fronts. Finally, the music selection closed the deal for 
me while reading Thunderbolt. Jazz and pop music 
set each chapter tone as if I was part of the battle. Viz 
Media did a great job on adaptation and translation 
of Thunderbolt with praise going to STAN! And Joe 
Yamazaki for carefully presenting Thunderbolt. They 
presented the side story carefully without compro-
mising what Gundam is about. 

MSG: Thunderbolt is one of the few Gundam manga 
adaptations I felt did justice to a series without sacri-
ficing its crucial parts to tell its story. As Daryl and Io 
continue their battle, I plan to review their battles in 
the future. 

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

brandonb@gaminginsurrection.com  

with Lyndsey 
Hicks

Brandon Beatty Brandon Beatty 

OTAKU CORNEROTAKU CORNER
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We remember Kirby Morrow, 1973 - 2020
I’m dedicating this review to the memory of Kirby Morrow. Morrow — best known for voicing 
Trowa Barton from Gundam Wing, Billy Katagiri from Gundam 00, Teru Mikami from Death Note 
and Miroku from the Inyusha series and its recent spinoff Yashahime: Princess Half Demon — 
passed on Nov. 18, 2020. Rest in peace, Kirby. You are forever loved. You are forever remembered. 
You are forever Gundam. 
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TOP 5 ON THE STRIP — COMIC SQUADS EDITION

MARVEL CHARACTER HIGHLIGHT
Name: M.O.D.O.K. (Mental Organism Designed Only for Killing)

Alias: George Tarleton (real name), Big Head, Chairman, Damocles Rivas, Gerlach, M.O.D.O.C. (Mental Or-
ganism Designed Only for Computing), M.O.D.O.F. (Mental Organism Designed Only for Fun), Mister Potato 
Head, Moddy, the Saint, Scientist Supreme

Affiliation: A.I.M., Intelligencia, K Sector

Special abilities: Super genius intellect, telekinetic blasts, force field projection, telepathy, mind control

Background: George Tarleton worked as a technician at A.I.M. in Pennsylvania. He was experimented on 
by the Scientist Supreme, which resulted in a mutation of a large head and dramatically increased intellect. 
Once the experimentation was complete, George was dubbed M.O.D.O.C (Mental Organism Designed Only 
for Computing) and placed in a weight-assisting vehicle to support his comically oversized head. Because 
of his vastly superior intellect, M.O.D.O.K. quickly overthrew his former boss and changed his name to 
reflect his murderous mindset. M.O.D.O.K. has since been depowered and returned to a normal human state 
by Amadeus Cho (aka Totally Awesome Hulk).

Relationships: M.O.D.O.K. Superior, clone; Sean Madigan (Head Case), son 

First Versus appearance: Marvel vs. Capcom 3

Appearances in other media:
Television: Iron Man (1994 animated series), Iron Man: Armored Adventures, The Super Hero Squad 
Show, The Avengers: Earth’s Mightiest Heroes, Ultimate Spider-Man, Avengers Assemble, Phineas and Ferb: 
Mission Marvel, Guardians of the Galaxy (animated short), Marvel Disk Wars: The Avengers, Spider-Man 
(2010s animated series), New Warriors (canceled show), M.O.D.O.K. (upcoming animated series)

Video games: Marvel: Ultimate Alliance, Marvel Super Hero Squad, Marvel Super Hero Squad: The 
Infinity Gauntlet, Marvel vs. Capcom 3, Ultimate Marvel vs. Capcom 3, Marvel Super Hero Squad: Comic 
Combat, Marvel Super Hero Squad Online, Marvel: Avengers Alliance, Iron Man 3: The Official Game, Mar-
vel Heroes, Disney Infinity: Marvel Super Heroes, Marvel Future Fight, LEGO Marvel’s Avengers, Marvel 
vs. Capcom: Infinite, Marvel: Contest of Champions, Marvel Ultimate Alliance 3: The Black Order, Marvel’s 
Avengers

The Boys: Relatively obscure until 
the recently fantastic Amazon Prime 
show, the Boys are great at one thing: 
stopping the diabolical supes of their 
universe. Billy Butcher is cool as hell, 
and his entire crew is messed up in 
some way but loyal and awesome. In 
the same vein, the Seven are amoral 
and ridiculously lead by Homelander 
but just as shady and more weird than 
the Boys.

Teenage Mutant Ninja Turtles: 
The green crew with attitude shows 
up on a variety of our favorite lists. 
We grew up in an era where the 
Turtles ruled everything for a good 
solid three years, culminating with the 
second live-action film. What most 
of the youngins didn’t know is that 
the Turtles got their start in comics in 
black-and-white incarnations in 1984. 
The comics are highly sought after 
now because of their rarity.

The X-Men: Charles Xavier’s men 
have always been our favorite group of 
superheroes. The merry mutants have 
always been at the forefront of societal 
issues (mutantism equals racism to 
a degree), and the group has always 
been relatable. We’re excited that the 
comic book mainstays are coming into 
the MCU at some point; they deserve 
to be done justice.

The Avengers: Given there are 
numerous lineups and different loca-
tions for the Avengers, we must narrow 
down this pick to any squad featuring 
Steve Rogers’ Captain America. To 
us, it isn’t the Avengers proper unless 
Rogers is involved to lead the charge. 
And, yes, we’re quite fond of the 
Marvel Cinematic Universe version of 
the group.

Justice League: No list on squads 
would be complete without the current 
DC universe lineup. Everyone on the 
squad is necessary: There is no Justice 
League without Superman, Batman, 
Wonder Woman, the Flash, Aquaman 
or Cyborg. Despite the most recent 
movie not being a cohesive flick, the 
squad represented there is the core 
experience that is the Justice League. 
Also, it made Aquaman cool.
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