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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
s most of our dear readers 
know, I’m a huge fan of retro 
games. I own a large collection 
that features old-school games 

from the NES onward. That love for 
games began in 1988 and continues 
to this day. My favorite system? It’s 
a toss up between the Sega Dream-
cast and the Super Nintendo.
Imagine what it was like to receive 

a SNES after a year of nagging your 
parent and making frequent trips 
to Target to play the demo of Su-
per Mario World. I usually got to go 
at least once a week and I tried to 
make the most of my time. By the 
time I got my SNES for Christmas in 
1992, I was already in love and ready 
for more. 
Having my late mother purchase 

it turned out to be one of the best 
decisions I’ve made in my gaming 
career.
This issue we’re looking at the se-

quel system that cemented Ninten-
do’s place in many gamers’ hearts 
worldwide. We’ve got breakdowns 
of sales, our favorite games for each 
genre, soundtracks you should be 
listening to and peripherals that you 
need to track down and own if you 
have a system. Hopefully, you share 
my love for the SNES and its magi-
cal run in video gaming history. 
Enjoy the issue!

A



he Super Nintendo had one of the best lineups for 
games and the soundtracks that accompany them 
are also among the best. Here, we explore our favor-
ites and give you recommendations on what should 
be in your collection.

Super Metroid: Dark and melodic, 
Super Metroid’s soundtrack is the 
perfect complement to the game that 
beckons adventurers and relic hunt-
ers alike. Super Metroid’s soundtrack 
fits perfectly with the lonely atmo-
sphere of Zebes and the horror of 

fighting on an unknown planet.

Aladdin: The movie is hilarious and heartwarming, and 
the game is just as fun. Supporting that romp through Agra-
bah is one of the best movie-to-game soundtracks ever cre-
ated. With arrangements of familiar tunes from the movie 
and new tracks that highlight the game’s and movie’s best 
sequences, this is a diamond in the rough.

Super Castlevania IV: Moody and 
foreboding are what immediately 
come to mind when describing 
the haunting soundtrack for Super 
Castlevania IV, the gorgeous retelling 
of the original Castlevania. This is a 
must-have for the Super Nintendo 
based on the soundtrack alone.

Super Mario Kart: Mario has done it all and one of the 
best things he’s ever become is a go-kart driver with his 
friends and enemies from the Mushroom Kingdom. Super 
Mario Kart is the one that started it all and has one of the 
best soundtracks in the series. In fact, most of the later 
games make a call back to this soundtrack, so it has done 
something right.

Super Mario World: Mario’s initial outing for the Super 
Nintendo has plenty of classic tracks to accompany Ma-
rio’s soaring trek throughout Dinosaur Land. Whether he’s 
traversing through the Vanilla Dome or the Forest of Illusion 
on his way to the Valley of Bowser, Mario has his hands and 
ears full with a great backing track throughout.

The Addams Family: Pugsley’s Scavenger Hunt: A great 
adventure platformer in the Addams Family brand, Pug-
sley’s Scavenger Hunt looks like The Addams Family: The 
Animated Series and plays like the original game for the 
SNES. The soundtrack is just as iconic as the original game, 
too, with great additions like the Attic level, bathroom and 
the interior of the house.

Super Street Fighter II: The New 
Challengers: Yes, it’s the same old 
Street Fighter II that you’re used to 
but it never sounds better than here 
in the Super NES version. Though 
this is the definitive version of Street 
Fighter II released for the Super NES, 

and you want to play that version because of this reason, 
the other reason why to track this down is because it’s the 
introduction of the titular new challengers: Cammy, T. 
Hawk, Fei Long and Dee Jay.

Final Fantasy V: We at GI consider Final Fantasy V to be 
the masterpiece of former Square 
longtime composer Nobuo Ue-
matsu’s career. Every track in the 
role-playing journey to save the 
elemental crystals is fitting and ap-
propriately grand. From the opening 
Prologue and the Town Theme to the 
Ancient Library, every track in the 

game is sublime. This is one of the few soundtracks that GI 
has ever imported.

Wordtris: Wordtris must be played to be believed. It’s a 
puzzle game in the vein of Tetris, but instead of making 
lines, it’s words that are being made. And even with the 
interesting premise and neat gameplay, the soundtrack is 
killer. Every level features a unique track that’s worth re-
membering and will have you whistling while trying not to 
drown in a well of unmade words.

Killer Instinct: A killer app for the 
Super NES, indeed, Killer Instinct 
has a phenomenal soundtrack to go 
along with the gameplay that it is 
still known for today. The character 
themes are what make the game, 
but even the opening theme is rock-
ing. The Killer Cuts version of the ar-

cade favorite fighter is a great addition to your library when 
you want moody and brooding bass.

ore than a decade ago, 
I wrote a column and 
produced a podcast for 
Gaming Insurrection 
about adults who game 

(Editor’s note: Listen to Episode 
17 of the Editor’s Podcast if you’re 
interested). As the young kids these 
days like to say, I said what I said. 
I’ve been a proud gamer since 1988, 
so that’s 31 years and counting as of 
this writing. 

Video games have provided a 
career — if I hadn’t wanted to meet 

the creators of Mortal Kombat back 
in the day, I wouldn’t have picked 
up a pen and started my journalism 
career. Video games have been my 
escape when life got hard and tough 
fast — I don’t know where I would 
have been without GI and Border-
lands when my life fell apart a few 
years ago. Gaming was truly the 
way I healed. 

Giving me a way to focus my en-
ergy, time and talents, video games 
are a major part of my past, pres-
ent and future. While I may not be 

a full-time professional journalist 
with aspirations of working for Nin-
tendo anymore, I am still a journal-
ist with a love for storytelling and 
talking about games. Time is limited 
for me with going to school, restart-
ing a family and working, and there 
are times when it goes on hold. 
Though gaming is a shared love 
with my partner, we prioritize in the 
Beatty-Hicks household as we have 
always done and will continue to do 
hopefully with our future little 3-UP. 

Games have been in my life from 

the time I learned to count, through 
my K-12 years, college years, adult 
working life, and now college again. 
There hasn’t been a time that I 
could say I didn’t somehow have a 
controller in hand or a game on the 
brain to try. And that’s the way it 
will always will be.

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

reached by email at  
lyndseyh@gaminginsurrection.com

Adults playing games remains cool
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Where to download
We have two primary sources for SNES soundtracks: SNESmusic.
org and Kingdom Hearts Insider’s download repository. 

Both locations are great and feature large catalogs, so chances are 
you’ll be able to find almost any series that you’re looking for. If you 
want to download an entire soundtrack at once, head to SNESmusic.
org; if you’re looking for individual tracks, you can use either site. 

With SNESmusic.org, you will need a converter to change the tracks 
from .rsn to the format of your choice. We highly recommend using 
Foobar 2000 to accomplish this.

SNES RETROSPECTIVE
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SNES RETROSPECTIVE

Nintendo’s sequel 
system ushered in 
new era of gaming

SUPER
Success

ow do we love thee, SNES? Let 
us count the ways. The Super 
Nintendo, one of the greatest 

gaming consoles to ever be released, 
wasn’t just a great follow-up system; it 
was possibly the best. Not only did it 
influence modern consoles in design 
(see: any version of the PlayStation up 
to the current version, PS4), but also 
it managed to have an incredibly good 
library that still stands the test of time. 

With several current franchises begun 
on the system, a peripheral library that 
includes modern-day tech that was 
revolutionary for its time, and a robust 
emulation scene that’s still popular 
today, the SNES is a modern marvel 
in hindsight. 

This quarter, Gaming Insurrection is 
looking at the sequel beast from Nin-
tendo and all its might and magic. We 
are playing with power, super power.

By Lyndsey Hicks | Gaming Insurrection
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Bust-A-Move
Release: Taito, 1995
Bust-A-Move is the first 
in a long series of games 
about busting bubbles. 
Bob and Bub, dinosaurs 
from the Bubble Bobble 
series, are tasked with 
saving their friends from 
captivity. To do this, they 
break different colored 

bubbles with like colors in groups of three or more. Calculated bubble 
pops sometimes means the difference between moving on and game over, 
making Bust-A-Move a satisfying battle of puzzle wits and know-how.

Super Mario Kart
Release: Nintendo, 1992
Super Mario Kart was the defining 
moment of Mario’s racing career. He’d 
been everything else and at this point, 
there was no stopping the plumber 
from Brooklyn from conquering the 
race track with his friends and foes 
from the Mushroom Kingdom. Featur-
ing 15 locales and eight racers to 
choose from, Super Mario Kart made 
its mark on the gaming landscape and 
is still ruling the charts, having sold 
8.76 million copies since 1992.

Mortal Kombat II
Release: Midway, 1994
This port of the sequel to Mortal 
Kombat is the best port of the 
game for systems available at 
the time. Coming off the disas-
trous port of Mortal Kombat for 
SNES, which was bested by the 
Sega Genesis version, the SNES 
version of the arcade smash hit 
has all of the fighters, moves 

and finishing moves expected from the arcade version. It also features 
the blood and gore intact alongside a fairly accurate graphical and 
soundtrack conversion.
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SNES best games

alue. The one thing the Super Nintendo 
represented at launch and still represents 
28 years later is value. Bang for your 
buck; getting your money’s worth — 
that’s what the SNES was designed to do 

and do that it did. 
I can’t think of a single time where I didn’t value 

the games and the hardware that came with the 
SNES. I lived in a household that was funds lim-
ited. We didn’t have a lot of money to throw around 
on entertainment so whatever I had, it was because 
it was something that was designed to last and get 

my parent’s money to stretch. 
We weren’t poor, but video 
games were not at the top of 
the list of things that we could 
afford to splurge on. I often 
waited for the newest games 
and consoles and had to have 
firm, non-expensive choices. 
Renting games was a great 
option for me to try out the 
latest titles and demonstrate 
that I could make sound play-
ing decisions that wouldn’t be 

a waste of money. This was definitely in effect in 
1991 when the SNES was launched. 

I nagged my mother hard to get a SNES for 
Christmas when launch came. I’m not quite sure 
why I didn’t get one that year, but I can guess that it 
was still too expensive at the time with the system 
only having been out for four months. That said, 
when Christmas morning 1992 came around, I was 
pleasantly surprised to see that I had received the 
gift that I’d been aching for, for the past year. And 
as I recall this, I’m understating the surprised part. 
I was ecstatic to finally get a SNES and be able to 
play the newest Nintendo games. I was a diehard 
Nintendo head at the time and Super Mario World 
was and still is one of my favorite games. To finally 
have it in my hands was an achievement like no 
other at the time. 

But what about the value? Quite frankly, the 
SNES had it all. There was no shortage of fantastic 
triple A titles to play, the library is huge, the 
peripherals were top-notch and it’s still one of my 
go-to systems when I just want to sit down and 
play something retro. Even the non-triple A titles 
are great and there are some hidden gems in the 
library of its games that still hold up and are play-
able today.

Somewhere in my home, there is a picture of me 
holding up the Super Nintendo box triumphantly 
on Christmas morning 1992. An 11-year-old girl 
was happy that morning and a now 37-year-old 
woman can write about the value of one of the 
greatest systems ever produced.

Lyndsey Hicks is  
editor-in-chief of Gaming  

Insurrection. She can be reached by 
email at lyndseyh@ 

gaminginsurrection.com

SNES value 
remains high

Editor’s Take

V

Lyndsey 
Hicks

EDITOR-IN-CHIEF

Fighting
Gaming Insurrection’s list of the best games for multiple genres 

available for the Super Nintendo. These are the must-own definitive 
versions if you own a Super Nintendo.

Super Street Fighter II: The New 
Challengers
Release: Capcom, 1994

Killer Instinct
Release: Rare, 1995

Racing

Puzzle

F-Zero
Release: Nintendo, 1992

Tetris Attack
Release: Nintendo, 1995

Wordtris
Release: Spectrum Holobyte, 1992

Tetris & Dr. Mario
Release: Nintendo, 1992



Super Metroid
Release: Nintendo, 1994
The third Metroid game ranks 
extremely high on our list of best 
games of all time. You can guess 
where, but you’re wrong if you 
guess outside of the top three. 
Super Metroid is the standard 
bearer when it comes to exploration 
and platforming. Super Metroid 
isn’t just precision jumping; it’s 
knowing how to search for secrets, 
finding the right timing and tricks 
to beating bosses and efficient 
exploration. Super Metroid is the 
master class on game design that 
every gamer should play at least 
once all the way through to experi-
ence perfection.
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NBA Jam
Release: Midway, 1994
NBA Jam is so well-known in the pop 
culture sphere that it doesn’t need an 
introduction at this point. “He’s on 
fire!” “He’s heating up!” “Boomshaka-
laka!” All of it came from the rim-
shaking NBA Jam, an ode to arcade 
basketball featuring the likenesses of 
1993-94 NBA players in two-on-two 
basketball. It’s a fun and fast romp that 
doesn’t take itself seriously but has 
the flair and the panache of a top-tier 
series that holds up well after 25 years. 

Sports Action-Adventure RPG

Ken Griffey Jr.’s Winning Run
Release: Rare, 1996
Capitalizing off Hall of Fame baseball 
god Ken Griffey Jr.’s winning run in the 
1995 American League Division Se-
ries, Winning Run is a fantastic base-
ball game that is easy to pick up and 
play with a great soundtrack. Though 
it doesn’t feature the MLB license, it’s 
still fun, great to look at and easy to 
use to learn the rules of baseball. It 
also probably helps that Griffey Jr. is 
our favorite baseball player of all time. 

Aladdin
Release: Capcom, 1993
One of the best platforming 
experiences based on a movie ever 
created, Aladdin is a diamond in 
a sometimes rough sea of plat-
forming contenders. While the 
Genesis version is OK, the SNES 
really shines in its faithfulness to 
the much-loved Disney film. With 
a great soundtrack and beautiful 
graphics, Capcom outdid them-
selves when it came to making a 
playable version of Aladdin’s tale.

The Legend of Zelda: A Link to 
the Past
Release: Nintendo, 1992
This is the version of Zelda to own. 
The story doesn’t get too bogged 
down, it’s easy to play and the 
soundtrack is great. While some 
will laud Ocarina of Time as the 
pinnacle of Zelda design, Link to 
the Past came first and quite argu-
ably did it better.

Super Mario World
Release: Nintendo, 1991
Nintendo knew it had to make 
a splash for Mario’s leap to the 
16-bit generation and it achieved it 
with Super Mario World. While it 
isn’t the best Mario created (that’s 
Super Mario Bros. 3 for those 
of you keeping score at home), 
Super Mario World is bigger and 
more spectacle than SMB3 and it 
knows it. By this point, Mario had 
platforming perfected and all others 
were just following his lead and 
taking notes. 

Super Mario World 2: Yoshi’s 
Island
Release: Nintendo, 1995

Teenage Mutant Ninja Turtles 
IV: Turtles in Time
Release: Konami, 1992

Super Mario All-Stars
Release: Nintendo, 1993

Super Castlevania IV
Release: Konami, 1991

Donkey Kong Country
Release: Rare, 1994

Final Fantasy V
Release: Square Enix, 1992
Every gamer worth their salt has 
either played or heard of Final 
Fantasy, and most have a favorite 
version of the long-running series. 
Gaming Insurrection’s favorite Final 
Fantasy game, Final Fantasy V, 
is unique for several reasons but 
our favorite unique thing about it 
is the Job System. This is where 
the veteran concept is revamped 
into its modern form and where it 
works best. Everything else works 
well in the game, too, like the great 
soundtrack and beautiful 16-bit 
graphics, but it’s the fun of using 
the Job System to level up the 
wonderful characters that stands 
out the most. And though it’s been 
ported to other consoles, the SNES 
Japanese-only version is the best 
of all.

Super Mario RPG
Release: Square Enix, 1996

Chrono Trigger
Release: Square Enix, 1995



Franchise: Yoshi’s Island
First title: Super Mario World 2: Yo-
shi’s Island, 1995
Latest title: Yoshi’s New Island, 2014, 
Nintendo 3DS

Yoshi, as a character, originally made 
his debut in Super Mario World, but it 
was the sequel in Super Mario World 2: 
Yoshi’s Island that made the mark that 
sealed Yoshi as a mainstay in the Ninten-
do lineup. The original Yoshi’s Island was 

a masterpiece in video game design in every way, from the soundtrack to the solid 
platforming and controls. Because of that goodwill, Yoshi has had multiple sequels, 
but none have ever come close to matching the master class that is the original.

Franchise: Mario RPG
First title: Super Mario RPG: Legend of 
the Seven Stars, 1996
Latest title: Paper Mario: Color Splash, 
Wii U, 2016; Mario & Luigi: Superstar 
Saga + Bowser’s Minions, Nintendo 3DS, 
2017

Super Mario RPG: Legend of the Seven 
Stars was an interesting turn for Mario. 
Finally jumping into the role-playing 
genre with a well-known highly regarded 

producing partner in Square pre-Final Fantasy VII fiasco gave Mario a large cache of 
credibility and he used it wisely. Super Mario RPG remains known for its fun story and 
well-regarded take on the standard Final Fantasy formula. Later games in the series 
have switched things up, but retain the same basic premise as the original game. The 
series has since split into two series: Mario & Luigi and Paper Mario.

Franchise: Super Mario Kart
First title: Super Mario Kart, 1992
Latest title: Mario Kart 8 Deluxe, 
Nintendo Switch, 2017

Mario Kart has always been a system 
seller for Nintendo, and Super Mario Kart 
was the game that started it all. Most 
entries have been critically acclaimed 
and GI owns every version, including the 
cartridge of Super Mario Kart, which was 
purchased in 1993. Mario Kart 8 Deluxe 

for the Switch continues the tradition started of mimicking the design of the Mario 
game for the system.

Franchise: Chrono series
First title: Chrono Trigger, 1995
Latest title: Chrono Cross, 1999, Play-
Station; Chrono Trigger DS, Nintendo DS, 
2008

Critically acclaimed Chrono Trigger was 
the work of three well-known designers: 
Hironobu Sakaguchi, creator of the Final 
Fantasy series; Yuji Hori, creator of the 
Dragon Quest franchise; and, Akira Tori-
yama, creator of the anime series Dragon 

Ball. With those three at the helm and Nobou Uematsu creating some tracks for the 
game, Chrono Trigger was an exciting entry in the role-playing genre not named 
Final Fantasy.

Franchise: F-Zero
First title: F-Zero, 1992
Latest title: F-Zero Climax, 2004, 
Nintendo Game Boy Advance

F-Zero is a racing game developed 
by Nintendo and later ported to other 
systems by other developers. Featuring 
futuristic racing and the effervescent 
mainstay pilot Captain Falcon, F-Zero is 
a solid racing title that’s gotten slightly 

better with age. The series has been dormant since 2004, but it’s represented in 
other Nintendo franchises such as Super Smash Bros., with stages devoted to the 
series, several trophies and assist trophies and Falcon as a playable character.

Franchise: Star Fox
First title: Star Fox, 1993
Latest title: Star Fox 2, 2017

Star Fox was Nintendo’s first foray into 
the world of science fiction and space. 
Featuring anthropomorphic animals as 
pilots in space exploration and dogfight-
ing, Star Fox proved to be extremely 
popular and has had several sequels. The 
most infamous is Star Fox 2, which didn’t 
see the light of day until its release within 
the SNES Classic console. The game was 

finished but canceled and development moved to the Nintendo 64 as Star Fox 64 
with a lot of the same elements showing up in that game and later titles.
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Franchise: Killer Instinct
First title: Killer Instinct, 1994
Latest title: Killer Instinct Season 3, 2016, Xbox One

Killer Instinct is the series that put Nintendo on the map 
of the competitive arcade fighting game scene. Featuring 
a solid character roster and unique system, Killer Instinct 
is a great distinct entry into the once-crowded market. 
Killer Instinct has enjoyed renewed success with its 2013 
reboot for the Xbox One.

In Gaming Insurrection’s quest to recognize the impact and legacy of the Super Nintendo, we’re 
looking at franchises still going today that got their start on the sophomore platform from Nintendo.

Franchise: Donkey Kong Country
First title: Donkey Kong Country, 1994
Latest title: Donkey Kong Country: 
Tropical Freeze, 2018, Wii U/Nintendo 
Switch

Donkey Kong Country wowed gamers 
with its graphics and soundtrack three 
years into the life of the SNES. It was a 
gorgeous romp across several worlds 
for the mascot ape Donkey Kong and 
his nephew Diddy Kong in a quest to 
regain his stolen banana hoard. 

Franchise: Mega Man X series
First title: Mega Man X, 1993
Latest title: Mega Man X Legacy 
Collection and Mega Man X Legacy 
Collection 2, 2018, PlayStation 4/Xbox 
One/Nintendo Switch/PC

Mega Man has always been a favorite 
with the retro crowd and Mega Man X 
has especially been popular. The con-
cept of the Blue Bomber didn’t change 
with the jump to SNES; the leap to a 
new generation, however, did mean 
better gameplay, better graphics and 
better sound on a powerful hardware 
that would allow Capcom to do much 
more with its sometime mascot.

Franchise: Pilotwings
First title: Pilotwings, 1990
Latest title: Pilotwings Resort, 2011, Nintendo 3DS

The first flight simulator from Nintendo, Pilotwings was hailed as 
a good title for the Super Nintendo in 1990 shortly after the Japa-
nese launch of the Super Famicom. It was a moderate success 
in the U.S. as well, launching alongside Super Mario World in 
August 1991. It’s had two sequels  but the original remains a good 
early demonstration of the power of the SNES.
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Compilations of arcade or NES games are a great way to add value to your Super Nintendo lineup. The 
following are a list of games included in compilation cartridges and released throughout the SNES lifecycle.

SNES peripherals

SNES compilations

Mouse
The Mouse is necessary if you’re go-
ing to use a SNES. Beyond the fact that 
you need it for Mario Paint, the Mouse 
is just cool. It feels like a real Mouse 
and works well with the games that 
need it.

Super Scope
Also necessary for sev-
eral games, the Super Scope 
makes an appearance because 
shooting games were cool 
when you had a rocket 
launcher like the Scope.

Game Genie/Action Replay
For those of us who wanted to get a little more 
out of our games after playing through a million 
times, the Game Genie and the Action Replay were 
excellent hacking tools that helped make gaming 
slightly easier as well. 

Super Game Boy
Back before cross play was a thing, there was the Super 
Game Boy. The Super Game Boy allowed you to play 
your Game Boy games using the SNES cartridge slot to 
function as a Game Boy. It offered some additional color 
opportunities and use of a SNES controller, making it a 
decent and worthwhile addition to the SNES peripheral 
lineup.

XBand
Definitely one of the more futuristic and awe-
some peripherals to be released during the 
16-bit era was the XBand. The XBand was the 
precursor to the modern-day Xbox Live and 
PlayStation Network, offering modem play 
in quite a few games. Games such as Mortal 
Kombat 3, Super Street Fighter II and Killer 
Instinct received support. The XBand, despite 
its status as the father of online gaming, was 
discontinued in 1997.

Multitap
No console was complete or worth its salt without the 
ability to play games with more than one person. The 
Super Multitap by Hudson was one of the best on the 
market. It added capabilities for Super Bomberman, but 
curiously was never made compatible with any Nintendo 
first-party titles or officially produced and endorsed by 
Nintendo.

Compilation: Super Mario All-Stars
Release date: 1993
Games included: Super Mario Bros., Super Ma-
rio Bros. 2 USA, Super Mario Bros. 3, Super Mario 
Bros.: The Lost Levels
Enhancements: Graphical, control configuration 
and soundtrack upgrades, glitch fixes, save features 
added

Compilation: Ninja Gaiden Trilogy
Release date: 1995
Games included: Ninja Gaiden, Ninja Gaiden II: 
Dark Sword of Chaos, Ninja Gaiden III: The Ancient 
Ship of Doom

Enhancements: Graphical and soundtrack up-
grades, glitch fixes, password features added

Compilation: Williams Arcade’s Greatest Hits
Release date: 1996
Games included: Defender, Defender II, Joust, 
Robotron: 2084, Sinistar
Enhancements: Graphical upgrades, glitch fixes

Compilation: Tetris and Dr. Mario
Release date: 1994
Games included: Tetris, Dr. Mario
Enhancements: Graphical upgrades, soundtrack 

upgrades

Compilation: Super Mario All-Stars + Super 
Mario World
Release date: 1994
Games included: Super Mario Bros., Super Ma-
rio Bros. 2 USA, Super Mario Bros. 3, Super Mario 
Bros. The Lost Levels, Super Mario World
Enhancements: Graphical, control configuration 
and soundtrack upgrades, glitch fixes, save features 
added for NES games

Compilation: Super Scope 6
Release date: 1992

Games included: Blastris A, Blastris B, Mole 
Patrol, LazerBlazer Type A (Intercept), Type B (En-
gage), and Type C (Confront)
Peripheral required: Super Scope

Compilation: Dragon Quest I & II
Release date: 1993
Games included: Dragon Quest I, Dragon Quest II
Enhancements: Graphical, gameplay and 
soundtrack upgrades 
Note: This compilation was released in Japan only 
for the Super Famicom
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Old Skool AV to HDMI converter
The Old Skool signal converter is a godsend for Gaming Insurrection. Because we focus on retro 
systems primarily, our reviews tend to come from systems that do not support the more recent 
HDMI signal. In comes Old Skool, which converts the analog signal into HDMI. With that small 
hookup, we can use our Elgato HD60 recorder to get video from games for systems such as the 
Dreamcast and Saturn, which don’t have reliable emulators.

In our tests, we used our physical Dreamcast, a copy of Marvel vs. Capcom 2 and the Elgato 
HD60. The hook up of the Old Skool was simple and gave crisp audio and clear real time video 
through the Elgato, and the resulting rendered video was perfect. To augment the setup, we also 
purchased two extra HDMI cables for spares. The extra cables came in handy and were necessary 
for a comfortable hook up. Alongside the ease of use, the low cost of the converter was also a 
factor in our purchase; it’s less than $20 from a variety of places.

We highly recommend this to anyone who needs to capture retro games and has the physical 
systems to use.

Cost: $14.99 to $19.99
Where to buy: Amazon, Best Buy, Walmart, DKOldies

ViewHD HDMI Splitter
The ViewHD HDMI Splitter is necessary for one 
purpose: defeating HDCP with a PlayStation 3. 
If you’re like GI and you want or need to capture 
video with your PS3, you’re going to have to invest 
in something that gets you past the built-in copy 
protection.

The ViewHD is simple to use and quick to set up. 
Like the Old Skool, it needs an extra HDMI cable 
but it’s ready to rock otherwise. For our early tests, 
we used our PS3 and Mortal Kombat Arcade Kol-
lection as well as LittleBigPlanet, and the resulting 
video was flawless. We were also pleased with 
the quality of the screenshots captured using our 
Elgato HD60 and with the low cost to purchase.
This is a must have if you’re in the video streaming 
and capture market and you own a PS3.

Cost: $19.50
Where to buy: Amazon
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Dance Dance Revolution, once 
upon a time, had competition. In 
the Groove makes its mark with 
competent songs and steps, 12

In the Groove

Capcom’s sometime mascot 
brought his next generation of 
games to the PlayStation 2, 13

Mega Man X Collection
Taito’s attempt to tell the tale of 
ninjas in the 1980s goes awry in 
its gameplay and visuals, 14

Wrath of the Black Manta
Capcom depicts some of the 
Pacific battles of World War II 
with aerial dogfights and a retro 
feel, 15

1942

Despite its tag as a licensed 
product, Cool Spot manages to 
provide a refreshing experience 
in platforming, 16

Cool Spot

ANIMAL CROSSING: 
POCKET CAMP

Nintendo’s life simulator 
comes to mobile devices in a 

easily digestible form, PAGE 11
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Camping with friends
My love affair with Animal Cross-

ing began in 2003, a year after the 
GameCube version was released 
in the U.S. It wasn’t enough to 
merely start a life with a charac-
ter — known as Rubes(kitty) — in 
my procedurally generated town 
known as Tokyo; I had to collect 
everything in my catalogue, build 
my house into a mansion and 
catch every insect and fish just for 
completion sake. In the ensuing 16 
years, I have played every iteration 
of Animal Crossing available. So, 
you can imagine my palpable joy 
when a mobile version of Animal 
Crossing was announced in 2016. 
Cue Animal Crossing: Pocket Camp 
in 2017, and I’m still going strong in 
my quest to build the perfect camp.

Pocket Camp is a spinoff of the 
main Animal Crossing series but 
retains elements of the series. 
Familiar tasks such as paying off 
your debt for your living quarters, 
completing requests for animals 
that visit or improving your financ-
es through item sales are abundant 
in the Pocket Camp landscape. New 
to the series is the timed 
rotation of the animals 
that are in one of 
four locations scat-
tered around the 
landscape. Four 
animals will be 
in these locations 
with options to 
talk to you and re-
quest items; whether 
you choose to give them 
the specific items they request or 
just chat it up for experience points 
is up to you. Also new are the 
aforementioned experience points. 
Each animal has a meter that 

gauges their friendship level with 
you. The higher the level, the more 
rewards they give in exchange for 
items they request. The rewards 
are also new, usually in the form of 
Leaf Tickets and raw materials that 
are used in crafting furniture and 
clothes that can be used to decorate 
your camp site and RV.

Pocket Camp, in its most simplis-
tic form, is a dumbed down por-
table Animal Crossing main game 
that requires inventory manage-
ment and micro transactions. And 

it’s a satisfying way to get 
that quick Animal Crossing 

fix. Much like the main 
series, it’s relaxing and 
fun to pop in and check 
with the camp site to 
see what’s happening, 

pick up some gifts or get 
involved in festivals and 

events at my own leisure. 
Time is still measured realisti-

cally, and insects and fish are still 
viable at certain times, though the 
season requirement is not in use. 
Money is still practically around 
every corner, and it’s easier than 

ever to pay off the debt of upgrad-
ing your humble abode when rare 
bugs and fish are more plentiful 
this time around. It’s also quite 
nice to be able to buy items from 
other players worldwide in an 
item marketplace with the Market 
Boxes option. The economy that has 
developed still has some work to do, 
but the ability to find rare insects, 
fruit, shells and fish for sale from 
other friends and strangers is a 
great start.

For a longtime Animal Crossing 
player, the fun in Pocket Camp is 
immediately there but not without 
some caveats. After a certain point, 
the in-game currency of Bells ceas-
es to be a problem. While scarce 
in the early going, Bells aren’t an 
issue once the final upgrade for the 
RV is obtained and paid off. I now 
regularly have about 4.1 million 
Bells on hand daily and can’t spend 
it fast enough on things other than 
crafting and a rare item inventory 
economy that has conveniently 
sprung up in my friends list. This 
is like the issue of Bells in the main 
series so while it’s not surprising, 
it’s still an issue that needs to be 
remedied with more things to do. 
And, the price of Leaf Tickets is a 
bit much. Their addition is helpful, 
but their pricing should be adjusted. 
Also, in-game currency should be 
allowed to be used to buy Leaf Tick-
ets. That would give another reason 
to hoard money later in the game.

While it might not be a mainline 
game, Animal Crossing: Pocket 
Camp is still a neat and welcome 
addition to the Animal Cross-
ing franchise. With its continued 
updates and additions, the Animal 
Crossing population is still growing.

ANIMAL CROSSING: POCKET CAMP

SCORE: 
4.5 OUT 

OF 5

Lyndsey Hicks

EDITOR-IN-CHIEF
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Groovy competition in rhythm game market
IN THE GROOVE

Just when Konami thought it had the 
market cornered on rhythm games 
along came In the Groove. The series 
took the formula of timed arrows, music 
and dance charts and finessed it into 
better charts and sensible ratings; or, 
you know, things Konami lacked after 
eight games. In the Groove didn’t neces-
sarily perfect the market product but it 
introduced competition in a nice pack-
age that still holds up today.

ITG has the same formula as Dance 
Dance Revolution: Arrows are timed to a 
song to rise (or drop, depending on the 
song modification used) to meet hold-
ers. You’re judged on the timing of your steps 
and either pass the song or fail based on 
the cumulative score and effect of your 
timing. Let’s not get it twisted, though: 
DDR and ITG are the same thing. Given 
that ITG cribs a lot of its elements from 
the originator of the rhythm dance game 
genre, you aren’t likely to see anything new 
or mind-blowing when it comes to ITG. 

Where ITG shines particularly, however, is the 
interface and the song choices. There’s a lot to like in 
those differences. The song wheel interface — which 
presents songs for play — is crisp as are the song 
titles. The graphics appear to mimic the best parts of 
the DDR interface, which is helpful since DDR made 
an ill-advised change to its look shortly after. It’s also 
the intricate details such as being able to see a song’s 
BPM while choosing song mods.

In the Groove’s musical selection is no slouch, 
either. Many songs sound like something in DDR’s 
catalog; for example, there’s a series of remixes that 
immediately calls to mind the Paranoia signature se-

ries of DDR. There’s a lot to like with a 
variety of genres represented. 

ITG shines also in its accessibility: 
If you can play DDR, you’ll be able to 
pick up ITG. It’s not hard to under-
stand since it’s using the same en-
gine as DDR. However, the main play-
ability draw comes in its song charts. 
ITG’s song charts make sense and are 
intuitive and aren’t haphazardly done 
or punishing. The difficulty system 
also makes sense — introducing 
charts with a higher difficulty than 
the standard 10 level system that DDR 
used at the time — which is a must 

have in a dancing game. 
While ITG is a welcome change of pace 

from DDR, there are some nitpicks that 
bother me about the series in general. 
First, some of the song mods available 
aren’t the most helpful. I’m not keen 

on silly mods like mines being a default 
in songs. 

Thankfully, there’s an option to turn off 
the mod, but it shouldn’t be a default part of 

songs at any difficulty. And, likewise, the use of three 
and four arrows simultaneously — which requires a 
hand to hit at all arrows at once -- is obnoxious. If a 
song requires it, I usually steer clear of it. That’s not 
good for the song list and replay value if I’m skipping 
tracks, and it’s dampens my enthusiasm for an other-
wise great soundtrack.

ITG gets its point across with interesting gameplay 
additions, a good soundtrack and crisp interface. With 
a few more iterations of the series after its introduc-
tion, ITG is great as an alternative on the rhythm 
game dance floor.

Lyndsey Hicks

EDITOR-IN-CHIEF

SCORE: 
4.5 OUT 

OF 5
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A mega collection of Blue Bomber greatness
MEGA MAN X COLLECTION

I’m a huge Mega Man fan. If allowed 
to, I would decorate GI headquarters 
in every room with gear resembling 
Capcom’s infamous Blue Bomber. After 
Mega Man’s last adventure on the NES, 
I found that during the transition from 
8-bit to 16-bit gaming a new character 
known as Mega Man X would appear, 
giving the Mega Man series a new 
chapter set years after the original. 
While I played a few MMX games when 
it was on SNES and PSOne, I realized 
that I liked the X series but wondered 
if Capcom would do a collection for the 
PlayStation 2. My wish was granted in Mega 
Man X Collection.

MMX Collection is simply as adver-
tised: A collection of the first Mega Man 
X games released. It consists of MMX 
and MMX2 from their SNES debut; MMX3 
— another SNES game that was ported 
to PSOne; and MMX 4, 5 and 6, which were 
released for PSOne. There is also an unlockable 
game, “Mega Man Battle and Chase,” an exclusive never 
released outside of Japan.

In each MMX game, you take control of “X,” a new 
version of the Blue Bomber created by Dr. Light years 
after the original Mega Man. X is a more powerful ver-
sion of our blue titan but with free will. 100 years later, 
after Dr. Light’s death, X was found by Dr. Cain, a robot-
ics expert who developed robots based on X’s design 
known as “reploids.” 

However, this began a rise of rebellious reploids, 
known as mavericks, which led to the formation of a 
group known as maverick hunters to stop them. Alas, 
the maverick hunter’s leader Sigma became a maverick 

(and the series’ main villain), forcing 
X to team up with another maverick 
hunter named Zero to stop Sigma’s 
plan for global domination. 

Control of X is simple as any regular 
side-scrolling game, especially with the 
option of switching between the analog 
sticks or directional buttons. X’s main 
weapon, the X-Buster, and other weap-
ons he acquires from a level boss can 
be powered up in addition to finding 
upgraded boots, helmet and armor via 
secret areas in each level. Using a sub 

screen, I appreciated that it was under-
standable and simple in organizing items 

and weapons since, in other side scrolling 
games, looking for needed items is time 
consuming and morale-draining. Zero 
is also playable in MMX 4, 5 and 6 where 
controlling him is a guaranteed good 

time as he is not only equipped with his 
own Buster weapon, but also his signature 

Z-Saber cuts enemies down to size. 
The graphics have been refreshed, ensuring that a 

thoughtful balance of action-adventure and anime-
styles elements are intact. Capcom’s music depart-
ment did an awesome job remixing each game’s 
soundtracks. With the amount of detail put into this 
game, the replay value is high, especially if you’re 
wanting to get deeper into the Mega Man lore. 

The Mega Man X Collection is the perfect answer for 
a devoted fanbase of the Blue Bomber. While the MMX 
series may be in question, I hope Capcom hears Mega 
Man’s fans’ calls to continue his legendary return to 
gaming as the MMX collection is a great way to con-
tinue Mega Man X’s hunt.

Brandon Beatty

EDITOR-AT-LARGE

SCORE: 
4 OUT 
OF 5
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WRATH OF THE BLACK MANTA

Ninja copy fails Black Manta
People were apparently wild 

about ninjas in the ’80s. Really 
wild. I’m guessing this because 
it seems to be a million and one 
games about ninjas that were 
made in the 1980s. These were 
all made with various degrees of 
success in getting the point across 
about the ninja experience. Out 
of the coterie there were two that 
stood out: Ninja Gaiden, a time-
less classic in the way of the ninja 
arts; and, Wrath of the Black 
Manta. Note that we did not use 
any sort of kind tribute for the 
latter. There is myriad reasons for 
this distinction.

Wrath of the Black Manta is 
your standard adventure game 
centered on finding missing 
children in New York City, 
the apparent bastion 
of all evil and where 
the most heinous 
crimes take place 
in the video game 
world. A drug 
fiend named El 
Toro is hellbent 
on turning these 
children into addicts 
and it’s up to you and 
your ninja skills to make Toro get 
down or lay down with the War 
on Drugs.™ 

The premise is run of the mill, 

the controls confusing and clunky 
and the action extremely repeti-
tive. The backgrounds do change 
from level to level and there is 
a lot of ground to cover. But, all 
you’re going to do is walk around 

searching warehouses for 
children and ganging up 

on informants from the 
cartel to get informa-
tion. What should be an 
absolute clean sweep 
is a cluster because 

getting that information 
without being killed from 

ridiculous hits is a night-
mare. 
The fact that most of the action 

is ripped off from the infinitely 
better and more interesting Ninja 
Gaiden doesn’t help here because 

you’re going to die a lot from 
terrible jumping and those afore-
mentioned hits from enemies. The 
soundtrack also does Manta no fa-
vors as it’s just barely serviceable. 
Even the art is ripped off from 
somewhere else: Word on those 
mean streets of NYC is that some 
of the art was taken straight from 
the book “How to Draw Comics the 
Marvel Way” when the Japanese 
version was ported to the U.S. I’m 
guessing they thought no one 
would notice, but it goes over with 
the subtlety of a ton of bricks. 
Speaking of a lack of subtlety, the 
obvious “stay away from drugs, 
kids, if you want to live” message 
and the hit-you-over-the-head 
irony of characters named Tiny (a 
in no way surprisingly large boss 
character who tries to stomp you 
to death in the first level) means 
you’re in for a long ride with this 
whether you want to or not. 

The key to this battle is, if you 
want to play a ninja adventure 
just play the released at the same 
time Ninja Gaiden. Gaiden is far 
superior in every way and has 
more appeal in terms of story. 
Wrath of the Black Manta is the 
poor man’s Ninja Gaiden and is 
in no way stealthy enough in its 
subtlety to earn any sort of title of 
ninja anything.

Lyndsey Hicks

EDITOR-IN-CHIEF

SCORE: 
1 OUT 
OF 5



Capcom’s warfighting 1940 series 
reminds me of the good times 
when arcade gaming ruled my 
weekends and I was fortunate to 
find some rare gems that later 
became gaming classics. Dur-
ing that time, I played 1942 in the 
arcade and on the NES and walked 
away from this experience with 
some valuable information: 1. The 
first game in a series may or may 
not guarantee future success; and, 
2. The creators of some of our fa-
vorite games had to cut their teeth 
on low-tier games before they 
received the big breaks that made 
them what they are today. One of 
those games is 1942.

1942 is a vertical-scrolling shoot-
er that takes place on the Pacific 
front of World War II. You take 
control of a P-38 Lightning plane 
assigned to go to Tokyo and de-
stroy the Imperial Air Force fleet. 

Gameplay of 1942 is simple: 

You can move either vertically 
or horizontally. Consisting of 32 
stages, the P-38 will be challenged 
by Ki-61s, A6M Zeros, and Ki-48s 
with a long-range bomber known 
as G8N as level bosses. To give the 
P-38 Lightning a fighting chance 
against these planes, it can do air 
rolls or vertical loops. If you time 
your attacks right, some planes 
will drop upgraded firepower or an 

escort team of two smaller fighter 
planes to combat the relentless 
assault from planes that WILL 
attempt to knock you out of the 
skies, especially if you’re just tak-
ing off from your aircraft carrier. 

While I liked 1942, there are some 
issues that annoyed me. 
Timing of move-
ments, including 
the vertical drops 
and air rolls, must 
be precise because 
of the high chance 
of being shot down 
by enemy planes. 
Also, you must watch 
for attacking planes in front 
and behind as the Ki-48s are mas-
terful at getting the unsuspected 
into close-area shootouts, which 
will reduce the number of lives 
quickly. 

The music quality of 1942 is an 
acquired taste as the repeated use 

of a snare drum made me think 
that Capcom phoned in a lacklus-
ter drum beat, which made me 
turn the volume down to continue 
playing. The challenge is decent 
since you will be on your toes to 
avoid enemy fire nonstop. It has 

strong replay value and would 
be a great time-killer as a 

nostalgia trip for arcade 
veterans. Also, it’s a 
great example for those 
who want to know how 
side-scrolling games 

played a major impact 
in the gaming world.

1942 serves not only as an 
icon in gaming’s hall of fame but 
also doubles as one of Capcom’s 
entries into the gaming world. It 
helps that 1942 was the start of 
looking at Capcom as an up-and-
coming game company wanting to 
expand beyond its home of Osaka, 
Japan. 
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1942

SCORE: 
3 OUT 
OF 5

Pacific battles fly in 8-bit form

Brandon Beatty

EDITOR-AT-LARGE



Every so often there will be a li-
censed game that’s actually worth 
something. It will have a great 
soundtrack and decent controls and 
not be so obnoxiously unplayable that 
legions of older gamers remember it 
with a certain hatred that burns deep 
within their soul to be passed down 
through generations to come. Cool 
Spot, licensed from Pepsi partner 7UP, 
is the exception to the norm. If you’re 
expecting a half-baked idea of plat-
forming solely because it’s a mascot, 
think again. This romp to release sen-
tient little red dots is actually not half 
bad and has genre-redeeming qualities.

Cool Spot starts off innocuous enough. 
Spot must rescue its friends, who are 
trapped throughout 11 levels in cages. 
Why its friends are trapped, we’ll never 
know but it’s up to Spot to rescue them 
and lecture you about not drinking dark 
sodas. Spot’s traversal through these 11 
levels is nothing short of amazing despite the 
rampant product placement. It’s surprisingly good, 
with solid controls that don’t make controlling Spot 
a chore, and competent simple mechanics that don’t 
get in the way: It’s mostly jumping and shooting 
magical sparks at enemies and barred gates. The 
life system — hilariously denoted by an ever-peeling 
and deteriorating picture of Spot — is more than 
generous and there are helper power ups galore to 
get through levels. The levels themselves have a lot 
of depth and are timed just right with enough time 
to explore or get the bare minimum experience in 

the search for Spot’s missing friend.
While Spot might be on a product 

placement-filled journey, it’s a lushly 
drawn trip. Cool Spot is no slouch 
when it comes to the audio-visual 
department. The backgrounds are 
drawn with Spot moving through an 
obviously human world at about 25 
percent of the size of everything else. 
It isn’t big at all but the world sur-
rounding it is and it shows in the 
sheer scale, though my only gripe 
with the game comes here: The back-
grounds, while beautiful, are recycled 
except for a few stages. At least the 

first three stages are repeated and reused, 
just with new stage names and some 
recoloring in spots. 

While you’re soaking up the beauty of 
it all, however, the soundtrack is rock-
ing in the background. Cool Spot is one 

of the best soundtracks for the Super 
Nintendo and should be in every gamer’s 

library. Magnificent production values, crisp 
audio and nice, deep bass lines make for some 

interesting tracks that don’t sound like standard 
16-bit audio. Tommy Tallarico, pre-Video Games 
Live fame, put obvious love and care into the audio 
and it shows. It’s one of the best soundtracks for its 
time.

Cool Spot has a lot to offer in the way of good ’90s 
platforming. If you can work around the product 
placement and shilling for the 7Up brand, you’ll find 
an uncomplicated hop-and-bop with depth and a 
banging soundtrack that’s surprisingly refreshing.
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COOL SPOT

SCORE: 
4 OUT 
OF 5

A refreshing platformer

Lyndsey Hicks

EDITOR-IN-CHIEF
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he DC Universe is at a crossroads I 
guess you could say. While the Marvel 
Cinematic Universe has enjoyed 
unparalleled success, the DCU has all 
but died an ignominious death. Suicide 

Squad: flop. Batman vs. Superman: flop. Super-
man: flop. Justice League: flop. Aside from 
Wonder Woman, the Dark Knight trilogy and 
Aquaman, the DCU hasn’t been able to touch 
the prosperity of the MCU. There are reasons for 
this, but to keep this short, I’ll name just a few.

1. The director carousel is too much. 
There are too many names involved in projects 
and there are too many of the same names pop-
ping up that shouldn’t. Brett Ratner. Seriously? 

Zak Penn? Joss Whedon? With the exception of 
Penn, all of these directors are problematic in 
their own right, and Ratner is an absolute joke 
who managed to somehow screw up X-Men: 
The Last Stand so terribly a whole new movie 
was done to counteract it.

2. Despite having recognizable charac-
ters, DC doesn’t know what to do with 
them. Superman is the most obvious out of 
them all, mostly because they don’t seem to 
know how to write Clark Kent and Lois Lane. 
Batman is second given the number of different 
actors to play him. The Green Lantern should 
have been easy to write, but that flopped a de-
cade ago and they haven’t returned to him since.

3. Consistency isn’t in DC’s wheel-
house. All of their movies suffer from some 
type of inconsistency, whether it’s writing the 
overall plot or character motivation. DCU can-
not seem to get it together when it comes to 
establishing and staying with a character over 
the course of more than one movie. 

With the myriad issues surrounding the DC 
Universe, it’s a wonder there are films in the 
pipeline, but there are. 

Shazam has done reasonable well, there will 
be a sequel to Wonder Woman and Aquaman 

PROPERTY REVIEW

Black, powerful,beautiful

The DC universe could learn some lessons from Marvel

9.8

Black Panther
Marvel Studios, 2018

eeing your people represented on the silver screen 
when you are a person of color means quite a bit. 
Seeing them do important things and be decent hu-
man beings means quite a bit more. Seeing them as 
royalty and enjoying prosperity means everything.

Written well and superbly acted, Black Panther has the 
difficult job of being a lot of things to a lot of people and 
it succeeds. Even with the heavy topics of race and what it 
means to be black in the world, there are light moments. 
Black Panther isn’t without humor and it’s deftly mixed 
in with the right balance. How it achieved this balance is 
important because it has quite a few stories to tell in a short 
amount of time.

When Black Panther was announced, the most we knew 
about T’Challa was from the comics: He was the ruler of 
Wakanda — a prosperous black nation in Africa that was 
hidden from the rest of the world — and that he was married 
to Storm of the X-Men. Also, he was on a quest of revenge 
for the death of his father T’Chaka, which occurred in 
Captain America: Civil War. That’s about it. But then some-
thing wonderous happened: Marvel started talking about 
T’Challa’s origin story and why it was important to get it out 
there. And that push began one of the greatest runs ever for a 
comic book property.

Black Panther is so layered with different concepts that it’s 

hard to not go down the rabbit hole too deep. Black Panther 
starts out with the re-introduction of T’Challa some months 
after the death of T’Chaka and T’Challa’s ascent to the throne 
of Wakanda. In swift order we are introduced to Okoye, Shuri 
and the advanced nature of Wakanda, thanks to the infinite 
supply of vibranium. T’Challa’s day-to-day struggle to rule 
Wakanda alongside its other clans, keep the nation safe from 
the outside world and get involved in the world’s affairs is 
just one of the layers and that’s swiftly peeled back to show 
that everything on the surface is just that: Surface material 
for the more pressing concept of just what it means to be 
black and free.

The introduction of Erik Killmonger is one of the next 
layers down. Killmonger represents the rest of the black 

See DCU, PAGE 18

Lyndsey Hicks
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S 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.

experience: hurt, angry, bitter and wanting something more 
in life than to be stereotyped and abandoned by the world at 
large. Killmonger’s story is the result of what happens when 
we as black people are not uplifted and left at the mercy of 
an unforgiving system of oppression and what happens 
when we don’t help our own who are downtrodden and 
hurting. And though that struggle is simplified here for the 
general masses, it still speaks to the heart of America’s past 
and present in terms of race. 

On a deeper level, there is the concept of what it means 
to be a leader and a man. T’Challa’s development from Civil 
War to Black Panther is so detailed that it feels like we knew 
nothing about him before Black Panther. And this is the 
same with the rest of the characters: No one is left out of 
the development process and every character’s motivations 
are addressed in painstaking detail. And with that develop-
ment comes a wealth of standout characters. Shuri, Okoye, 
W’Kabi and Nakia are wonderful characters that add depth to 
T’Challa’s life and story. And the true scene-stealing addi-
tion is M’Baku, leader of the Jabari tribe. Making a memo-
rable entrance early in the film, M’Baku manages to strike a 
defiant yet relatable chord in his quest to have his part of the 
Wakandian pie recognized for its might and resiliency.

And what a pie Wakanda is. From the opening sequence 
of T’Challa returning home from an important mission to the 
ending sequence showing the Wakandian sunset, the nation 
of free and prosperous black folk is a beauty. Everything that 
we imagine the motherland to be in its natural beauty and 
wonderment was and is a sight to behold in the fictional na-
tion’s depiction. Wakanda is beautiful, lush and vibrant with 
an Afropunk futuristic vibe that we have only seen glimpses 
of in the real world through the pages of magazines. 

Black Panther meant a lot of things to a lot of people when 
it hit the screen. Its sequel is poised to bring the same type 
of magic as well. With the show put on by director Ryan 
Coogler in Black Panther, we can only wish that our return 
to Wakanda is just as fun and important as our first go 
around. Wakanda forever.

How we grade
Acting: 10
Story: 10
Like the comics?: 9.5

Overall grade: 9.8

T
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Series: Kaichou wa Maid Sama

Episodes: 13 to 26

Premise: Misaki Ayuzawa is the student 
council president at a formerly all-boys 
high school. She also works at a maid 
cafe on the side to earn money to sup-
port her family. Misaki has problems 
relating to the male members of her 
class so she comes off a little more than 
brusque and overbearing. One of her 
classmates, Usui Takumi, happens upon 
her by chance as she’s being intimidated 
by a group of men. It just so happens that he comes to her rescue 
as she’s working so he learns her secret. Thus, begins the saga of 
Misaki and Usui, she trying to keep her secret and he trying to get 
her to open up to him. It’s obvious from the beginning that Usui is 
in love with Misaki but she’s about the only person in the cast that 
doesn’t realize it.

Is it worth watching?: Yes. The humor makes up for the slow 
pace of the story, but the payoff at the end of the series is worth 
waiting for over 26 episodes.

Breakout character: Misaki Ayuzawa. She’s the lead in this 
romantic comedy so she should be standing out at some point. 
Ayuzawa comes into her own by the end of the series, and you see 
her development as the main character come along nicely.

Funniest episode: Episode 26, “Too Cruel Ayuzawa & Usui 
the Idiot!” Not so much funny as it is a great way to wrap up the 
story in the anime adaptation, Episode 26 is one of the best payoff 
scenes in a recent anime. The way the story comes together to 
the inevitable finale — which you knew was coming after the first 
episode — is well done and satisfying.

Where it’s going?: This is the finale for the series but the story 
continues on in the manga with a nice epilogue. 

Death Note Volume 10  
begins winding down series

hat do you get when you have a duel of fates between two in-
tellectuals plus heavy amounts of shade thrown in during the 
first five pages of the battle? Why, you get the 10th volume 
of Death Note, and I believe the battle fought in this volume 
can be counted among the many great battles of anime and 

manga history. 
In Volume 9, Near made his debut, giving Light (aka L2/Kira) a run 

for his money in the battle to be declared the undisputed successor 
to L’s title. However, Light was aided by Kira worshippers — led by 
Demigawa — attacking the SPK’s main headquarters, leaving Near’s fate 
in question. During the attack, Light taunts Near to escape. Near counters 
by using massive loads of cash to distract the Kira worshippers while 
smuggling Mogi from the Japanese Task Force’s view. Light, forced into a 
corner, shifts tactics by selecting Kira worshipper Teru Mikami as the new 
Kira, while letting the rest of the task force work with Near to clear any 
suspicion from him. Aizawa, taking advantage of the opportunity, con-
tacts Near to resolve his doubts about Kira sabotaging the investigation. 

When Aizawa is brought to the SPK’s new headquarters, he finds Mogi 
and discovers that the 13-day rule is fake and finds additional information 
regarding the Shinigami eye deal. Mello, refusing to be out done by Near, 
follows Mogi and Aizawa back to Los Angeles where he and a new ally 
named Matt keep watch on both men and Misa. Between events, Mikami 
kills Demigawa and other individuals involved for defrauding Kira wor-
shippers. After looking at recent clues and considering Aizawa’s answers, 
Near has finally determined that Light is Kira and has SPK member 
Commander Rester go to Japan to dig further into Light’s background, 
and Light prepares the task force to return to Japan after hearing his ex-
girlfriend Kiyomi Takada was chosen by Kira to be his new spokesperson. 

Once settled in Japan, Light was able to reach Takada to meet up 
as part of his plan as L, but he was going to reveal to her that he was 
the real Kira. However, the plan was briefly set back by Mikami, who 
demanded that Takada let him to speak to Light. Light talks to Mikami 
briefly and after both parties were convinced that Light was truthful, he 
gave instructions without the task force listening in. When the meeting 
was over, Light calls back to the task force stating that everything went 
according to plan and everyone had no questions except for Aizawa, who 
remained suspicious.

I’m giving Near the win in this volume for two reasons: First, when 
it looked to me that Light had the upper hand in killing Near, Near dis-
played not only excellent preparation and use of vast financial resources, 
but also he pulled it off in a quickly improvised plan. Second, Near gave 
Light no quarter forcing him to allow the task force members to cooperate 
with Near to keep his alter ego secret while leaving him open to surveil-
lance from Aizawa, Hide and Mogi. 

During this brief time, Light and Mello gained some wins in picking up 
new allies, but it was in small comparison to Near, who was relentless 
in his quest to destroy Kira. While reading, I felt Ohba-san’s portrayal of 
Light vs. Near was inspired by a mix of James Bond and Alfred Hitch-
cock’s “North by Northwest” movie with the battle taking place coast to 
coast in the U.S. I also felt that Ohba-san made excellent use of Batman’s 

origin story to make Mikami’s background relatable.
Obata-san continues to give Death Note the perfect amount of American 

pop culture through his drawings of New York City, SPK’s headquarters 
and the awesome drawing of Mello’s Dodge Challenger. Also, Obata-
san’s drawings of Mikami’s upbringing were perfect in giving insight into 
Kira’s latest devoted disciple.

Viz Media’s Tetsuichiro Miyaki did a great job handling translation 
and adaptation, ensuring that the story isn’t dumbed down on the key 
elements. With one more volume before the finale, the battle of Kira vs. L 
has moved back to Japan and with the chosen actors getting in posi-
tion, the question remains: Will Kira’s reign become law or will Near be 
triumphant and secure L’s legacy? 

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

brandonb@gaminginsurrection.com

Kaichou wa Maid Sama 
wraps up love saga

with Lyndsey 
Hicks

Brandon Beatty 

OTAKU CORNER

performed reasonably well to probably warrant a 
sequel as well. However, there have been other 
downturns: Henry Cavill is out as Superman 
as is Ben Affleck as Batman with Twilight/Harry 
Potter alum Robert Pattison alllegedly ready to 

step into the shoes of the Dark Knight. Jared 
Leto’s Joker was panned but Joaquin Phoenix 
may be able to rescue the character.

I don’t know who needs to hear this, but I’m 
imploring the DC Universe loreholders to take 
notes on Marvel’s Phase Three and pay attention 
to how a comic book film should be done. It’s 
made Marvel buckets of money over the past 10 

years. Obviously, someone over there has cre-
ated the Super Soldier Serum of Movie Success 
and succeeded in perfecting it.

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

reached by email at  
lyndseyh@gaminginsurrection.com

DCU still can’t get story issues correct
DCU, from PAGE 17

W
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TOP 5 ON THE STRIP — AVENGERS EDITION
2 41 3 5

MARVEL CHARACTER HIGHLIGHT
Name: Anthony Edward “Tony” Stark

Alias: Iron Man, Golden Gladiator, Bullet-Head, Golden 
Avenger, Armored Avenger, Spare Parts Man, Crimson 
Dynamo, Tetsujin, Hogan Potts, Anthony of York, Randall 
Pierce, Cobalt Man, Man of Iron, Tin Man, “Irene,” 
Electro, T, Master of Machines, Space-Knight, Richard 
Franco, Martini, “Iron Pig” (Source: Marvel Database)

Affiliation: The Avengers, Stark Industries, S.H.I.E.L.D., 
Stark Unlimited, Red Team, Avengers (Heroes Reborn), 
Illuminati, Axis, Stark Resilient, Guardians of the Galaxy, 
Initiative (leader), Pro-Registration Superhero Unit (lead-
er), New Avengers, Mighty Avengers, Hellfire Club, Stark 
Solutions, Force Works, Avengers West Coast, United 
States Department of Defense, the Mighty, Knights of the 
Atomic Round Table, Alcoholics Anonymous, Damage 
Control, Imperio Techworks (Source: Marvel Database)

Special abilities: Super genius-level intellect, which 
has allowed Stark to amass multiple PhDs in physics 
and engineering. Stark is a master engineer, an expert at 
tactical analysis and business decision-making, and is 
skilled in hand-to-hand combat.

Background: Adopted by industrialist Howard Stark 
and wife Maria, Tony Stark started life as the child of 
S.H.I.E.L.D. agents who gave him up as an infant. Tony 
lived life as a loner, going to boarding school and then 
on to the Massachusetts Institute of Technology, where 
he easily topped his class and graduated valedictorian at 
17. With the death of his parents at 21, Stark took over
family business and pushed the company to new heights.
While demonstrating armaments on a trip abroad to
Afghanistan, Stark was captured and critically injured
by a terrorist. Taking advantage of his captivity, Stark

and another scientist held at the same time designed an 
armored suit and pacemaker for Stark to use to escape. 
Stark was successful, meeting Air Force pilot James 
Rhodes during this time. Stark made it back to the United 
States and showed off the technology for the suit to the 
public without also revealing his identity in the suit. 
Stark later joined the Avengers initiative after making the 
decision to use the suit for the forces of good and was 
part of the effort to locate Steve Rogers, who was still 
frozen in ice after World War II.

Relationships: Howard Anthony Stark (adoptive 
father), Maria Stark (adoptive mother), Pepper Potts 
(love interest, secretary), “Happy” Hogan (friend), James 
Rhodes (War Machine, friend), Amanda Armstrong 
(biological mother), Jude (biological father)

First Versus appearance: Marvel Super Heroes

Appearances in other media: 
Television: The Marvel Super Heroes, Spider-Man and 
His Amazing Friends, Spider-Man, Iron Man, Fantastic 
Four, Spider-Man (1990s animated), The Incredible 
Hulk, The Avengers: United They Stand, Iron Man: 
Armored Adventures, Fantastic Four: World’s Greatest 
Heroes, The Super Hero Squad Show, The Avengers: 
Earth’s Mightiest Heroes, Marvel Anime: X-Men, Marvel 
Anime: Iron Man, Ultimate Spider-Man, Lego Marvel 
Super Heroes: Maximum Overload, Hulk and the Agents 
of S.M.A.S.H., Phineas and Ferb: Mission Marvel, 
Avengers Assemble, Agents of S.H.I.E.L.D., Marvel Disk 
Wars: The Avengers, Lego Marvel Super Heroes: Aveng-
ers Reassembled, Guardians of the Galaxy, Marvel’s 
Spider-Man

Live-action film: Iron Man, Iron Man 2, The Avengers, 

Iron Man 3, Avengers: Age of Ultron, Captain America: 
Civil War, Spider-Man: Homecoming, Avengers: Infin-
ity War, Avengers: Endgame, The Incredible Hulk, The 
Consultant

Animation: Ultimate Avengers, Ultimate Avengers 
2, The Invincible Iron Man, Next Avengers: Heroes of 
Tomorrow, Planet Hulk, Iron Man: Rise of Technovore, 
Iron Man & Hulk: Heroes United, Iron Man & Captain 
America: Heroes United, Avengers Confidential: Black 
Widow & Punisher, Marvel Super Hero Adventures: 
Frost Fight, Lego Marvel Super Heroes – Black Panther: 
Trouble in Wakanda, Ralph Breaks the Internet

Video games: Captain America and the Avengers, 
Marvel Super Heroes in War of the Gems, Marvel Super 
Heroes, Marvel vs. Capcom 2: New Age of Heroes, 
Marvel vs. Capcom 3: Fate of Two Worlds, Avengers in 
Galactic Storm, Iron Man and X-O Manowar in Heavy 
Metal, The Invincible Iron Man, Tony Hawk’s Under-
ground, Punisher, X-Men Legends II: Rise of Apoca-
lypse, Marvel Nemesis: Rise of the Imperfects, Marvel: 
Ultimate Alliance, Iron Man, The Incredible Hulk, Marvel: 
Ultimate Alliance 2, Marvel Super Hero Squad, Marvel 
Super Hero Squad 2, Iron Man 2, Iron Man pinball, 
Ultimate Marvel vs. Capcom 3, LittleBigPlanet, Marvel 
Super Hero Squad Online, Marvel Super Hero Squad: 
Comic Combat, Marvel: Avengers Alliance, Marvel 
Avengers: Battle for Earth, Marvel Heroes, Lego Marvel 
Super Heroes, Lego Marvel’s Avengers, Marvel Aveng-
ers Alliance Tactics, Marvel: Contest of Champions, 
Disney Infinity: Marvel Super Heroes, Marvel: Future 
Fight, Marvel Avengers Academy, Avengers: Infinity War, 
Marvel vs. Capcom: Infinite

Steve Rogers/Captain America: If 
you ever needed a leader and wanted 
to make sure your every directive was 
followed, you employ Steve Rogers to 
get the job done. Rogers was the first 
Avenger and the last Avenger and the 
team’s heart and soul (and mom), no 
matter the roster.

Bruce Banner/The Hulk: Bruce 
Banner brings not only his vast 
genius intellect to the fight, but also 
his green angry alter ego Hulk, who 
is equal parts mad as he is cunning 
and destructive. The madder Hulk 
gets, the better the outcome for the 
Avengers.

Tony Stark/Iron Man: Much like Ban-
ner, Tony Stark brings his intellect to the 
fight and usually other toys to ensure that 
the Avengers will win. Beyond that, Stark 
provides a place for the Avengers to stay 
and upgrades for every team member. 
Think of him as the dad of the team as 
well as the brains of the organization.

Luke Cage: After Netflix brought 
some of the more background Marvel 
characters to the forefront, Luke Cage 
has a spotlight on him that showcases 
his invaluable contributions. The Hero 
for Hire hasn’t joined in the MCU just 
yet, but know that when he does, it will 
be worth the wait.

John Walker/U.S. Agent: U.S. 
Agent is a bad dude. John Walker has 
gone against Captain America and 
won as well as joined the Avengers 
and its derivatives. Walker has worked 
for the Commission on Super Human 
Activities and has taken up the Captain 
America mantle in the past.
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As a longtime Animal Crossing enthusiast, I am 
just chock full of ideas for future games in the 

long-running series. Here are more of my ideas of 
how Nintendo can breathe new life into its  

addictingly cute life simulator.

By Lyndsey Hicks | Gaming Insurrection

1. Shop owner:
The player character has taken on this role 
previously in City Folk for the Wii with the auc-
tion house and in the mobile Pocket Camp with 
the Market Box, but there should be a separate 
ability to be able to open their own shop within 
town. The ability to open their own store would 
incorporate the Pocket Camp material gathering 
and crafting aspect, the store designing aspect 
of Happy Home Designer and Reese and Cyrus 
from New Leaf.

Another ability would be to be able to sell items 
to animals within town and take special requests, 
like the request ability already 
found in Pocket Camp. In addition, 
the island’s return from New Leaf 
could factor in as a source of raw 
materials in the creation of specially 
requested items.

A third shop type could be that the 
player character is a fruit stand 
owner and fisherman with a quota 
every week to make sales. The 
player character would pay sales tax 
to the town in the form of a percent-
age of gross profit and keep the net profit.

A final business type could be a delivery ser-
vice, as seen in the Animal Crossing OVA. In the 
OVA, the player character of Ai delivers packages 

for series stalwart Tom 
Nook, but this could be 
expanded as the player 
character moving to a new 
town and opening their 
own business. Since the 
animals already request 
that the player deliver 
items from time to time in 
New Leaf, a profit could 
be turned to make extra 
money for the player. 

Pete’s Delivery Service from Pocket Camp could 
also be utilized.

2. Online ordering system from retailers:
There are already items in the series that the player 
character can collect that are PCs. Currently, the PCs 
only turn on and off and do not actually do anything 
else, but what if the character were allowed to logon to 
the Nookington’s web site and order products, or Gracie 
Grace to order clothes? Each retailer would have its own 
web site with the appropriate sections.

3. Incorporate Animal Crossing: Pocket Camp into the regular game:
Pocket Camp is a runaway success for Nintendo and should be included into the 
main series like the spinoff Happy Home Designer has been included. The way 
to start would be to change the player character’s main job from mayor to Camp 
RV park owner, which would add more animals to interact with Harvey from New 
Leaf Welcome Amiibo. Other additions would be the Market Box operations, 
which is the ability to sell items to other player characters who visit the RV park 
— and the gardening events, which entail growing flowers of a certain type to 
attract and collect creatures for trade.

See AC IDEAS, PAGE 25
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RED & BLUE
KNOWLEDGE CENTER

LEVEL ATTACK TYPE
Start Splash Normal

15 Tackle Normal

LEVEL ATTACK TYPE
Start Tackle Normal 

20 Bite Normal 
25 Dragon Rage Dragon 
32 Leer Normal 
41 Hydro Pump Water 
52 Hyper Beam Normal  

No. 129 —  Magikarp
No. 130 —  Gyarados

WHAT TO KEEP  
AND DELETE

Keep
Splash
Tackle

Delete
None

EDITOR’S NOTES:

Magikarp has well earned its title 
as the most useless Pokémon in the 
series. From the time it’s born until it 
reaches level 15, Magikarp is inca-
pable of doing anything worthwhile in 
terms of contributing to a team. The 
only thing going for Magikarp is its 
evolution into Gyarados, a far more ca-

pable and useful Pokémon. Magikarp 
is unable to learn any moves other 
than Tackle and cannot be taught any 
moves through the HM or TM system. 
The only hope of salvaging Magikarp 
is to insert into battles and then switch 
it out in favor of something stronger so 
that it can gain experience to get to its 
evolution level.

EDITOR’S NOTES:

Gyarados is worthy of a place in 
a Elite-Four bound team. If you’re 
looking for a capable water/dragon 
combination that can handle several 
of the Elite Four with ease, Gyarados 
is a great choice. Learning several 

rare Dragon-type moves as well as 
being a Water savvy Pokémon makes 
it a priority to level up and prepare 
a Magikarp. Also, the moves that it’s 
learning come at a great pace, so it’s 
not stuck with weak moves when you 
need it most to know hard-hitting 
moves to take on powerful oppo-
nents.

Special thanks to  
Bulbapedia for  

Pokémon artwork

Pokémon on tap this 
quarter:

No. 129: Magikarp
No. 130: Gyarados
No. 131: Lapras
No. 132: Ditto
No. 133: Eevee
No. 134: Vaporeon
No. 135: Jolteon
No. 136: Flareon

Evolves at  
Level 20

WHAT TO KEEP AND DELETE

Keep
Bite
Dragon Rage

Hydro Pump
Hyper Beam

Delete
Tackle
Leer

https://bulbapedia.bulbagarden.net/wiki/Tackle_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Bite_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Dragon_Rage_(move)
https://bulbapedia.bulbagarden.net/wiki/Dragon_(type)
https://bulbapedia.bulbagarden.net/wiki/Leer_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Hydro_Pump_(move)
https://bulbapedia.bulbagarden.net/wiki/Water_(type)
https://bulbapedia.bulbagarden.net/wiki/Hyper_Beam_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
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RED & BLUE
KNOWLEDGE CENTER

LEVEL ATTACK TYPE
1 Water Gun Water 
1 Growl Normal 

16 Sing Normal 
20 Mist Ice 
25 Body Slam Normal 
31 Confuse Ray Ghost 
38 Ice Beam Ice 
46 Hydro Pump Water 

LEVEL ATTACK TYPE
1 Transform Normal

No. 131 —  Lapras No. 132 —  Ditto

EDITOR’S NOTES:

Lapras is another single evolution Pokémon that 
could be a great anchor on an Elite Four team. 
Much like Jynx, Lapras is a multitype Pokémon 
that has a lot to offer in its moveset. It can oc-
cupy multiple positions on the team because it’s 
a Water type with Ghost-type and Ice-type moves 

in its arsenal. It also learns a lot of moves quickly 
and naturally learns a lot of great moves that most 
other Pokémon would need to learn through TMs 
and HMs though Lapras can be taught other rare 
moves through TMs and HMs, an added bonus. 
Strongly consider giving Lapras a place on the 
team if you didn’t start with a Water type or haven’t 
made a decision about which Water type should be 
added.

EDITOR’S NOTES:

Ditto is the wildcard Pokémon of the 
Generation I group. It’s famous for its 
ability to transform into the Pokémon 
it’s currently facing in battle and 
that can be a help or a hazard. This 
capability alone makes it a useful 
Pokémon to take into battle, but the 

drawback of transforming is the 
same weaknesses of your opponent 
also apply to Ditto. Fighting against 
the same type may just lead to a 
stalemate. It can’t learn any other 
moves other than Transform, either 
through leveling up or through TMs 
and HMs, so carefully consider if the 
risk is worth the reward with Ditto.

WHAT TO KEEP AND DELETE

Keep
Water Gun
Mist
Body Slam
Confuse Ray
Ice Beam

Hydro Pump

Delete
Growl
Sing
Body Slam (later in its evolu-
tion chain)
Confuse Ray

Moves to teach
TM 14: Blizzard
TM 22: SolarBeam
TM 23: Dragon Rage
TM 24: Thunderbolt
TM 25: Thunder
TM 29: Psychic

https://bulbapedia.bulbagarden.net/wiki/Water_Gun_(move)
https://bulbapedia.bulbagarden.net/wiki/Water_(type)
https://bulbapedia.bulbagarden.net/wiki/Growl_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Sing_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Mist_(move)
https://bulbapedia.bulbagarden.net/wiki/Ice_(type)
https://bulbapedia.bulbagarden.net/wiki/Body_Slam_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Confuse_Ray_(move)
https://bulbapedia.bulbagarden.net/wiki/Ghost_(type)
https://bulbapedia.bulbagarden.net/wiki/Ice_Beam_(move)
https://bulbapedia.bulbagarden.net/wiki/Ice_(type)
https://bulbapedia.bulbagarden.net/wiki/Hydro_Pump_(move)
https://bulbapedia.bulbagarden.net/wiki/Water_(type)
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LEVEL ATTACK TYPE
Start Tackle Normal 
Start Sand-Attack Normal 

27 Quick Attack Normal 
31 Tail Whip Normal 
37 Bite Normal 
45 Take Down Normal 

LEVEL ATTACK TYPE
Start Tackle Normal 
Start Sand-Attack Normal 

Start, 31 Ember Fire
Start, 27 Quick Attack Normal

37 Tail Whip Normal 
40 Bite Normal 
42 Leer Normal
44 Fire Spin Fire
48 Rage Normal
54 Flamethrower Fire

LEVEL ATTACK TYPE
Start Tackle Normal 
Start Sand-Attack Normal 

Start, 31 Thunder-
Shock

Electric

Start, 27 Quick Attack Normal
37 Tail Whip Normal 
40 Thunder 

Wave 
Electric 

42 Double Kick Fighting
44 Agility Psychic
48 Pin Missile Bug
54 Thunder Electric

LEVEL ATTACK TYPE
Start Tackle Normal 
Start Sand-Attack Normal 

Start, 31 Water Gun Water
27 Quick Attack Normal 
31 Tail Whip Normal 
40 Bite Normal 
42 Acid Armor Poison
44 Haze Ice
48 Mist Ice
54 Hydro Pump Water

No. 133 —  Eevee

No. 136 —  Flareon

No. 134 —  Vaporeon No. 135 —  Jolteon

EDITOR’S NOTES:

Eevee, as a starter Pokémon, is bor-
ing and average. It’s when it evolves 
into one of four different Pokémon that 
it becomes a great investment. The 
evolutions are all a different type other 
than Normal and should be considered 
in place of an elemental Pokémon that 
you don’t already have on the team. 
Our choice of the evolutions would be 
Flareon because Fire Pokémon are hard 
to come by in the early stages though 
they can be found later in abundance 
once you reach Cinnabar Island.

RED & BLUE
KNOWLEDGE CENTER

WHAT TO KEEP  
AND DELETE

Keep
Eevee
Take Down
Bite

Vaporeon
Bite
Acid Armor
Haze
Mist
Hydro Pump

Jolteon

ThunderShock
Thunder Wave
Double Kick
Pin Missile
Thunder

Flareon
Ember
Fire Spin
Rage
Flamethrower

Delete
All evolutions
Tackle
Sand-Attack

Quick Attack
Tail Whip
Agility (Jolteon only)

Moves to teach
Eevee
TM 06: Poison
TM 40: Skull Bash

Vaporeon
TM 13: Ice Beam
TM 14: Blizzard
HM 03: Surf

Flareon
TM 38: Fire Blast

Eevee — Evolves through use of WaterStone, ThunderStone and FireStone

https://bulbapedia.bulbagarden.net/wiki/Tackle_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Sand-Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Quick_Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tail_Whip_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Bite_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Take_Down_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tackle_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Sand-Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Quick_Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tail_Whip_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Take_Down_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tackle_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Sand-Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Quick_Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tail_Whip_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Bite_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Take_Down_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tackle_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Sand-Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Quick_Attack_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Tail_Whip_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Bite_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)
https://bulbapedia.bulbagarden.net/wiki/Take_Down_(move)
https://bulbapedia.bulbagarden.net/wiki/Normal_(type)


24 retro game corner

UPCOMING SONGS

Difficulty: 5/7/9/9
Chosen difficulty: Standard
BPM: 150

Dynamite Rave is an early favorite that con-
tinues to be a benchmark for progress among 
older players. First appearing in DDR 3rd Mix, 
Dynamite Rave’s Standard chart is mix of trip-
lets and jumps, which is what Standard charts 
are mostly made of. If you can handle to con-
stant 1-2-3 stepping and jumps without getting 
too winded, you can pass Dynamite Rave with 
ease. The Standard steps follow the singing and 
rapping verses almost perfectly in the original 
version of the song. Learning those verses will 
help tremendously.

Suggested Speed Mod: x2

Difficulty: 5/6/7
Chosen difficulty: Heavy
BPM: 145

If You Were Here is a popular track first appear-
ing in 2nd Mix. It’s a speedy track, which helps 
with the stepping patterns encountered in the 
Heavy stepchart.

Be prepared for numerous triplets of 1/4th-
1/8th-1/4th steps interspersed with jumps. This 
is a true 7-footer in that it tests your ability to 
make leaps and master the triplet concept. Also, 
throughout the song are a few well-placed yel-
low 1/16th notes that are designed to match the 
beat of the background notes in the song. Keep 
an eye out for those because missing them may 
throw you off your step routine.

Suggested Speed Mod: x2

Difficulty: 3/5/7
Chosen difficulty: Heavy
BPM: 124

At first glance, I Was the One’s Heavy step-
chart looks hard. There are a lot of places for 
mistakes because of the slow speed so a speed 
mod is a must. The steps try to mimic the sing-
ing so it’s fairly on beat. The steps aren’t super 
complicated, though there are jumps and trip-
lets mixed in with 1/16th yellow notes, which 
are a hallmark of 7-footers on Heavy in the early 
games. As usual, learn the words to the song 
and you’ll have a better chance at doing well. 

Suggested Speed Mod: x2

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

By Lyndsey Hicks

Difficulty: 3/4/7
Chosen difficulty: Heavy
BPM: 147

Test My Best is a favorite by the band E-Rotic 
— appearing only in DDR 5th Mix —  and the 
Heavy chart is also a favorite. The steps vary 
and it’s a good mix that tries to stay on beat 
wherever possible. There are triplets and off-
timed yellow 1/16th notes that match the rap-
ping verse, as well as short jackhammer runs. 
The song isn’t too difficult and with the help of 
a speed mod, spreading out the notes will help 
tremendously with sight reading.

Suggested Speed Mod: x2

If You Were Here
* Received a Single Challenge stepchart in 
DDR X3 vs. 2nd Mix, 11 mixes after it first 
appeared in the main series.

I Was the One
* Was removed from all DDR arcade games 
after DDR Extreme.
* The vocalist is Robbie Danzie, whose 
songs often appear in DDR with Naoki 
Maeda or his artist DIVAS and is part of the 
DDR All-Stars.

Test My Best
* Artist is E-rotic, a band known for its 
sexually suggestive songs (i.e. Max Don’t 
Have Sex with Your Ex and Oh Nick Please 
Not So Quick). Most of the group’s more 
suggestive songs have appeared in the 
early arcade and Japanese versions of DDR. 
None of the band’s songs appear after DDR 
Extreme.
* Was removed from all DDR arcade games 
after DDR 5th Mix.

Dynamite Rave
* Received a Single Challenge stepchart in 
DDR Extreme.
* The lyrics were changed and re-recorded 
with a new vocalist after the license expired 
for the original version. All DDR versions 
after DDR X feature the version with Brenda 
Burch as the vocalist instead of Argie Phine. 
All songs featuring Phine as a vocalist 
(among them End of the Century) have been 
removed from the arcade version of DDR.

DDR song trivia

Stoic (for Extreme)

Love Love Shine

Witch Doctoer (Giants Toons Version)

Ever snow
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Boogerman picks up award for most stinkiest
et’s just get this out of the way quickly: 
Boogerman is one of the most disgust-
ing games I have ever had the un-
fortunate pleasure of learning about, 
seeing and playing in my long and 

illustrious gaming career. There is nothing 
redeeming about the game in any way, and 
everything from the graphics down to the 
soundtrack belie a completely useless and 
revolting experience that happens to pass for 
a platformer.

That said, when I wasn’t entirely turned 
off by the environment, Boogerman plays 
decently. But that’s as far as it goes. The con-
trols, while not terrible, are the only reason 
why you would even want to sit through the 
equivalent of a little child’s fascination with 
defecation, nose picking, toilet humor and 
farting all rolled into one package.

The music is completely unremarkable, 
the sound effects are disgusting, and every-
thing is either a fart or using their outside 
voice or belching, LOUDLY. There is noth-
ing quiet about the game and nothing that 
doesn’t suggest that a child intent on learn-
ing about their bodily functions didn’t think 
up the game scenario and send it in to their 
parent’s boss at Interplay. The graphics 
look like someone took about 10 minutes to 
roughly sketch their thoughts using their 
terrible ’90s-era cell phone while on the 
toilet and then thought, “hey let’s make a 
game out of this.” And even worse, Booger-
man is supposed to be the rival of one of the 
other highly overrated game characters that 
subscribes to toilet humor: Earthworm Jim. 

Having read previously in Gaming Insur-
rection how I feel about Earthworm Jim, 
you, dear reader, should know I probably 
rolled my eyes even harder the moment 
Boogerman hit the scene. And I quickly 
thought, “This is one of the situations where 
quality control should have stepped in and 

stopped things before 
they got started.” 

Can someone ex-
plain why we have 
a character actively 
picking his nose and 
flinging the result-
ing mucus at crea-
tures in a dimension 
called X-Crement? 
Can someone also 
explain why the 
main character — Snotty Ragsdale — thinks 
it’s a great idea to be a vigilante armed only 
with his wits and bodily fluids? The pur-
pose of plungers in the game is what? Who 

greenlit this mess and 
allowed it to be released 
for major consoles at the 
time — the SNES and 
Sega Genesis — but we 
couldn’t get a decent port 
of Mortal Kombat? And 
the next time someone 
says, “Well, think of the 
children! We can’t have 
them playing violent 

video games!” I’m going to point to Booger-
man as an example of things I’d rather the 
children not be exposed to, you know, as a 
matter of good taste and all.

I didn’t know whether to be angry that 

someone released the game on the unsus-
pecting public in the heady days of 1994 or 
whether to be sad that someone probably 
bought this for their child with no warning 
about what was being passed off as cred-
ible entertainment. I knew in 1994 not to be 
suckered in with this mess, and I know now 
to not allow this trash to be allowed in my 
presence, especially now that I have buy-
ing power and good sense. This is straight 
up, undeniable basura and not in the way it 
hopes to be.

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

lyndseyh@gaminginsurrection.com

with Lyndsey 
Hicks

4. Player character 
can become a chef:
Although eating is not 
required in Animal 
Crossing, the player 
character can eat and 
drink certain foods. 
Also, because the 
animals request certain 

items in Pocket Camp, it’s established that the 

animals enjoy eating fish as well as fruit and other 
snacks along with drinking coffee from New Leaf. 
With a food system already established, the player 
character could develop recipes found through-
out the Animal Crossing world. Recipes could 
be unlocked via animals and the island. Kitchen 
appliances are already found in the series as well, 
facilitating the cooking portion of the game.

5. Totakeke Records:
The sound director for Animal Crossing is Kazumi 
Totaka, best known as K.K. Slider — the wan-
dering musician puppy who used to play at the 
town’s train station until he hit it big and now sells 

records. Totaka is also 
known for his work 
on Mario Paint, which 
could be put into 
Animal Crossing for 
music creation. These 
song creations could 
be then remixed and 

sold in the player’s business. K.K. Slider could 
open a music studio and the player character 
could contribute at the studio with part ownership 
and content creation.

6. Clothing line creation: 

The player character 
is already a bur-
geoning designer 
with creations at the 
Able Sisters’ shop 
in the games. What 
could ramp it up a 
notch is the addition 
of being able to sell 

the designs. The creations could be sold from a 
store online (such as suggestion No. 2) or sold 
through a Market Box capacity, such as the system 
found in Pocket Camp.

Animal Crossing can improve an already stellar simulation
AC IDEAS, from PAGE 20

L
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