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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 Beatty, editor-in-chief

from the editor
ello all! Quite a few things have 
happened since our last issue!
You should notice my name 

change across all of GI’s presence 
in the world. Brandon and I were mar-
ried April 15 of this year, after eight 
years of dating. We made the leap after 
deciding to postpone our original wed-
ding date in 2020 because of COVID-19. 
Hopefully, and happily, this will be the 
last name change for me. Going for-
ward, I am professionally known as 
Lyndsey Beatty.
Also, we switched the timing format 

of Gaming Insurrection. For 13 years, 
we operated under a quarterly system. 
Beginning with this issue, we will sole-
ly be using the issue number format. 
Because we haven’t published on a 
consistent basis in the past few years, 
we made the decision to change how 

we denote the issue. Our extenuating 
circumstances are mostly cleared, but 
the timing change allows us to take a 
little bit more time with the issue.
And in this issue, for the fourth year, 

we’re focusing on East Asia: food, mu-
sic, anime, games and movies. All the 
things we’ve come to love over the 
years from China, South Korea and 
Japan are highlighted to share. We’ve 
come a long way from our first issue 
in 2013 that focused on Japan only, 
but we’ve still got plenty to discuss 
and spread the love with our faithful 
and gentle readers. Here’s to learning 
something new and bold.
Enjoy the issue!

H
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oemon’s Great Adventure is the weirdly funny follow-
up to one of our favorite action-adventure titles, 
Mystical Ninja Starring Goemon. Coming about two 
years later for the Nintendo 64, Great Adventure has 
a memorable and engaging soundtrack that makes 

plenty of references to its predecessor but manages to stand 
on its own as well. More banging beats surrounded by goofy 
Japanese humor is delightful and worth a download wher-
ever you get your video game soundtracks.

Our choices from this excellent sequel soundtrack:

1. A Pass is Necessary (The Barrier Station): A slow track 
that evokes a weird and mysterious feeling. This is 
about to get weirder than normal, and that’s saying a 
lot in any Goemon game.

2. Adventure Map (Large Map): This is a repeat song 
from Mystical Ninja Starring Goemon, specifically the 
Kai ~ Highway. It’s still an upbeat tune that inspires 
exploration.

3. At the Ryugu, Daily Life on Turtle Back: This is an 
interesting fast-paced track that takes a slower turn 
about halfway through. It’s reminiscent of some early 
Dance Dance Revolution tracks also. It’s dreamy and 
fresh.

4. Burning My Soul (Flaming Edo Castle): Going to Edo 
Castle is part of the ritual in Mystical Ninja games, and 
it’s a location you visit often. This track is fun with a 
taiko drum at the beginning and that signature Mysti-
cal Ninja flute and guqin sound.

5. Double Impact (Ride on Impact): Impact returns as 
does his special theme from Mystical Ninja. It’s one of 
my favorites because it’s super Japanese and fits right 
in wherever Impact appears.

6. Everyone’s Born From Water (Deep Sea Highway Un-
derwater): Beautiful and gentle, this is a bouncy track 
that immediately invokes thoughts of mermaids. The 
bass line is phenomenal.

7. Fantastic Seven Revolution, Eight Happening (Night 
in the Underworld): Going to the underworld never 

sounded so good. It’s slow and has a nice beat punctu-
ated by bird calls and what sounds like a deer scare.

8. It Can Be Explained with Plasma (Fortune teller): The 
hilarious fortune teller Plasma Man returns with an 
upgrade. His theme appears in Mystical Ninja, but this 
time he’s got more instruments that include a saxa-
phone.

9. It Can Go Underwater Too (The Sky Garden): This is a 
fun track that changes tempo about halfway through 
with the bridge. It’s nice and fits right in with the Mys-
tical Ninja signature sound.

10. Man, This Sucks (I want Beat Mania): If you didn’t 
know that Konami also makes the Beatmania series, 
you do now. This sounds like it could have been in 
Beatmania at some point and early DDR, which would 
have been released around the same time.

G

Goemon’s Great Adventure soundtrack 
produces quality tracks in series sequel Lyndsey BeattyLyndsey Beatty
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he East Asian issue is a 
favorite of mine when it 
comes to annual Gaming 
Insurrection issues. 

We began it in 2Q2013 as 
a highlight for all things Japan. At 
first, it focused only on the Land of 
the Rising Sun, but in later years 
we’ve branched out to look at our 
favorite things from other East 
Asian nations such as China and 
South Korea. We look at music, 
food, video games, movies and an-
ime — all forms of pop culture that 
we may or may not have to import 
to enjoy.

The love we have for culture — 
all, not just our own — is ex-
pressed in the way we do things 
around here at GI. We lovingly 
admire others and highlight their 
contributions, and we are sensitive 
to others as well. It’s just the right 
thing to do. So, when you read 
things here in our GI issue, please 
keep in mind that we are highly 
open-minded and cognizant of 

what it means to uplift other mi-
norities. We would love the same 
done for us, and our learning of 
the world around us is paramount 
to the foundation of GI.

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

reached by email at  
lyndseyh@gaminginsurrection.com

Welcome to the fourth go 
round of East Asian issue

T

Lyndsey BeattyLyndsey Beatty

CRY OF WARCRY OF WAR

The fourth time’s the charm. The East 
Asia issue is here! We’re bringing our 

best bet picks for video games, movies, 
music, anime and food knowledge from  

China, Japan and Korea
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God Eater
Released: 2010
God Eater is Pacific Rim meets JRPGs. It is the year 2071, and Earth is at 
the mercy of the Argami, a race of vicious creatures that are impervious to 
conventional weaponry. The Argami can also consume various amounts of 
natural resources, including nuclear energy by use of Oracle Cells. To coun-
ter the Argami threat, the mysterious organization Fenir creates bio-hybrid 
weapons known as God Arcs and search for compatible holders called God 
Eaters who are humanity’s last hope against the wrath of the Argami.

Jet Set Radio
Released: 2000 
One of the OGs of Dreamcast titles, JST combined elements popular in the 
late ’90s and early 2000s: hip hop, in-line skating and all things Japanese. 
You control a member of a gang called the GG’s who are content with batting 
other groups for control of Tokyo-to. Soon, they are joined by new members 
Combo and Cube, whose friend Coin is captured by the Rokkaku Group; the 
group is searching for a mysterious vinyl record to release a powerful demon 
to rule the world.

Yakuza
Released: 2006
Sega’s crime family series is a wild mix of action, adventure and 
mixed with beat-’em-up fighting elements. The series focuses on 
Kazuma Kiryu, a reformed gangster with the Tojo clan. Despite his 
desire to leave his past underworld life behind, he’s always involved 
in stopping plots from various mobsters and crime organizations who 
seek to rule the district of Kamurochō and gain prestige by defeating 
Kiryu aka “The Dragon of Dojima.” However, Kiryu prevails in each 
series thanks to friends and allies. Those who wish to control Japan 
must fight Kiryu, for he is the guardian of Kamurochō who will never 
surrender.
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JoJo’s Bizarre Adventure:  
Heritage for the Future

Released: 1999
A bizarre trip featuring musician-themed characters and internal spiritual energy 
projections? Sign us up now. JoJo’s Bizarre Adventure is truly a strange trip. 
Based on the anime and manga of the same name, the fighting game series 
takes nearly all the series’ recognizable characters and drops them into the arena 
using their Stands or fighting styles. If you ever wanted to fight as the infamous 
Dio using The World — his game-breaking Stand — to dominate against sev-
eral members of the Joestar clan and its descendants, have at it. It’s brilliantly 
constructed, easy to play and easy to follow if you’re already familiar with the 
anime and manga.

Goemon’s Great Adventure
Released: 1999
The Goemon series has always traded in offbeat super Japanese 
humor, and it’s paid off in the Western market. A return to the side-
scrolling roots for the series is featured in Great Adventure, the follow-
up to Mystical Ninja Starring Goemon. This time around, Goemon 
and his crew have to stop a descendant of Ebisumaru, who is bent 
on resurrecting a demon through one of the Wise Man’s inventions. 
The graphics are still beautiful, the soundtrack still rocks, and it’s still 
a fun romp through the Goemon universe like its predecessor. The 
return to side-scrolling form is welcome, and it’s fun to catch up with 
the gang.
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Boku no Hero Academia/My Hero Academia

If you want something out of the ordinary, Kill la Kill might be your speed. For starters, the 
protagonist, Ryuko, is an orphan who inherits an alien sentient sailor outfit that transforms 
her into a magical girl fighter. The pseudo-antagonist, Satsuki, also inherits a suit that does 
the same thing. While they’re clashing at their prestigious academy, there’s a mystery afoot as 
to how the suits came to have sentience and how the suits are connected to the girls at large. 
Charming animation and fun characters are the bright spots in the show. The soundtrack is 
also amazing and the plot, while out there, is actually good and well written. It’s still a popular 
anime so there’s a fandom for it out there if it turns out to be your speed. Quite a few amazing 
cosplays have come from it in recent years.

If the X-Men were children and in an anime, you’d have the excellent My Hero Academia. 
Entering its fifth season, the show revolves around a universe where 80 percent of the human 
population have some type of “quirk,” or mutation. While the mutations vary, there are certain 
categories that they can fit into. The young hero of the story is Izuku Midoriya, an initially quirk-
less student at U.A. High who is bullied and not expected to make anything of himself. After he 
instinctively tries to save his bully from a quirk-wielding villain, Midoriya finds himself guided 
by his favorite superhero, All Might, on his journey to becoming the world’s greatest superhero. 
It’s a great anime, especially so if you like learning about the different quirks and the superhero 
society at large. And, the soundtrack rocks, too.

Gekkan Shojo Nozaki-kun
The premise is nothing you haven’t heard before: Girl crushes on guy who’s oblivious to 
her feelings. However, Nozaki-kun has a short episode slate, good opening theme and its 
humor going for it. Nozaki-kun is outright funny on several different levels: Main characters 
Sakura Chiyo and Nozaki Umetarou are surrounded by a large group of friends causing the 
drama for the manga artist and his helper, and that drama includes laughter in their various 
interactions with others. It’s funny down to the last scene of the will they/won’t they anime, 
and it’s highly recommended if you like humor sprinkled into your romantic comedy.

Kill la Kill
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In the year 2x19, the criminal organization called Nine 
seeks to reclaim the power of legendary creatures, known 
as dragons, to rule the world. To combat Nine’s actions, the 
Tokyo Metropolitan Police establishes an elite unit known as 
Section 7 to keep the fragile peace in a world where humans 
co-exist with vampires, elves, dwarfs and homunculi. Newly 
assigned member Seiji Nanatsuki is determined to solve 
each case with straight-forward thinking. Will Seiji’s wits 
along with Section 7’s colorful personalities be enough to 
stop Nine? It’s renaissance fantasy meets modern world 
crime in this potential game-changing crime-fighting anime.

Lupin the 3rd, Part 5
Lupin the 3rd is based on the manga series created by the late mangaka Monkey Punch. Set 
in modern-day Paris, anime’s most renowned thief continues his quest for big-time heists and 
further annoying his associate/nemesis, Inspector Zenigata of Interpol. From stealing digital 
currency from an illegal internet website to matching wits with a global internet company who 
desires world domination, Lupin, along with his crew will keep you guessing if they succeed 
or fail with recurring themes of advanced technology and issues of trust. Overall, this is clas-
sic Lupin set in a new, digital world.

Special Crime Investigation 
Unit, Section 7
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Crouching Tiger, Hidden  
Dragon: Sword of Destiny

Released: 2016
The sequel to the fantastic Crouching Tiger, Hidden Dragon picks up 
nearly 20 years later when the Green Destiny sword comes back into 
play. Michelle Yeoh reprises her character of Yu Shu Lien, who has 
come out of retirement to see the fabled sword moved to the Wudang 
Mountains. Donnie Yen joins the cast in a surprise role, which ties 
the story to the first film. It’s an OK sequel to the first movie, and if 
you enjoyed that, you’ll probably enjoy the sequel. It’s got a lot of the 
elements that made the first film great, and the legendary Yeoh, Yen 
and Jason Scott Lee make it worth watching to see the callbacks to 
the first film.

Released: 1993
Donnie Yen makes another appearance in our showcase of films, and it’s for a great reason. Iron Mon-
key follows Yang Tianchun — a doctor by day, masked vigilante by night — who fights the injustices 
of the rich and corrupt in his town. He, of course, runs afoul of the new corrupt governor in town and 
is severely hurt in trying to get rid of him. With help from the wise chief constable Fox, he and another 
doctor and martial artist in the town, Wong Kei-ying, eventually take down the governor and restore 
law and order. The two things that make it worth watching are its fighting choreography and Yen. The 
fight sequences are incredible, and Yen is phenomenal as always.

Kill Bill Vol. 1
Released: 2003
Quentin Tarantino has made some great films and Kill Bill Vol. 1 ranks 
among our favorites. Tarantino’s homage to old-school kung fu films 
starts with the attempted murder of The Bride by a master assassin named 
Bill. The Bride somehow manages to survive the initial attempt and a later 
attempt in the hospital. Years later, she finally wakes from a coma, miss-
ing her unborn baby and wanting revenge. Over the course of the film, 
why Bill attempted to assassinate her, and why and how she gets revenge 
is revealed. It’s a stylish vintage fighting flick with modern twists at its fin-
est, and the story is fun. The soundtrack is amazing, and Uma Thurman is 
so good at eliciting sympathy in her attempt to kill Bill that you’re rooting 
for her from start to finish.

Iron Monkey
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Stereo Dive 
Foundation

Despite appearing to be a band, 
Stereo Dive Foundation is composed 
of one person, Iida Ryuta, better 
known as RON. He’s the stuff of 
anime soundtrack royalty, having 
been featured as the opening track to 
the anime adaptation of “Gangsta,” 
contributing an ending to the alterna-
tive timeline anime Nobunaga the 
Fool, and once having been part of 
the band OLDCODEX of Free! fame.

SS501
K-Pop idol group SS501 has been 
around for a long time. Debuting in 2005, 
the group reached massive heights with 
eight records in Korea and five records 
in Japanese. They’ve been inactive since 
2010, but several of the members have 
composed a sub-group — Double S 301 
— and they continue to release music. 
Member Kim Hyun-Joong is also known 
for his acting career, having appeared 
in the K-dramas Boys Over Flowers 
— which we’ve previously highlighted 
here — and Playful Kiss, also known as 
Itazura na Kiss (Japanese adaptation) — 
which we’ve also highlighted here as well.
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Uverworld
A prolific J-Rock band with many anime singles under 
their belt, Uverworld has been featured in quite a few 
series and made a significant impact with massive hits. 
Featured in Bleach, My Hero Academia, D. Gray-man, 
Blood+ among others, Uverworld is a funky band with a 
highly energetic sound that gets you moving. D-Tecnolife 
from Bleach’s second season and Odd Future from My 
Hero Academia’s third season are some of our personal 
favorites.

Naoki Maeda
Naoki isn’t necessarily a household name unless you’re into bemani 
and Dance Dance Revolution. He is the man behind the music, the 
most prolific artist to ever grace the series and the artist who started 
it all. Some of his more notable compositions in the series include 
songs from the Paranoia, Trip Machine, and Maxx series. Naoki left 
Konami in 2013 and moved to Capcom to work on their CrossxBeats 
series. In 2018, he founded Unlimited Studio and released a mobile 
rhythm game called Seven’s Code.
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The show format

The theme ingredient(s)

The future of Iron Chef

Iron Chef resources

Iron Chef JapanIron Chef Japan
The chefs

Iron Chef French
1st: Yutaka Ishinabe, 1993 - 1994
2nd: Hiroyuki Sakai, 1994 – 2002 specials

Iron Chef Italian
Masahiko Kobe, 
1997 - 2002 specials

Iron Chef Japanese 
1st: Rokusaburo Michiba, 1993 - 1996
2nd: Koumei Nakamura, 1996 - 1998
3rd: Masahura Morimoto, 1998 – 2002 specials

A challenger and their culinary background are introduced before 
they enter Kitchen Stadium to confer with Chairman Takeshi 
Kaga. They then select the Iron Chef they wish to challenge, and 
Chairman Kaga unveils the main ingredient(s). With commentary 
from Yukio Hattori and Kenji Fukui, challengers and the Iron 
Chef have 60 minutes to complete dishes and prepare them for 
tasting by a panel of judges including the chairman. The judges 
will decide with a numerical score as high as 20, and Chairman 
Kaga will announce the winner. In the event of a tie, there will 
be an overtime period. In the case of a tie again in the overtime, 
both chefs are declared the winner. This has happened only once 
in the show’s 295 episodes.

Iron Chef Chinese
Chen Kenichi, 1993 
- 2002 specials

Chairman Kaga Fukui Kenji Hattori Yukio

The ingredient can be something common or exotic, chosen 
by the chairman to have dishes made. A dish must contain the 
ingredient, preferably as the basis. Challengers and Iron Chefs 
are given a possible list earlier before taping. In the event a 
dish would require special time to cook and both chefs are 
affected — such as any of the noodle battles or the angler fish 
battle — a different format is used to keep food as fresh as 
possible. The lowest number of dishes created in a battle is 
one. The most dishes created during a battle is eight.

Iron Chef Japanese concluded with the final episode in 1999, 
and the final special and reunion aired in 2002. The original 
show lives on in repeats on the Cooking Channel in the U.S. 
and the Food Network in Canada, and some episodes that 
have been uploaded to YouTube. A revival of the Japanese 
version ran for two seasons in Japan. The revival featured 
new Iron Chefs and a similar format, but because of ratings 
and costs, the show ended in 2013. Iron Chef America is a 
spiritual successor to the original and ran for 13 seasons, 
ending in 2018. Iron Chef Morimoto appears on the show as 
Iron Chef Japanese, making the connection to the original.

Want to watch old battles or read more about the competitive 
cooking wonder? Here’s a list of sites to visit to learn, love and 
view episodes of the Japanese original:

Iron Chef Fans: ironcheffans.info
Youtube: www.youtube.com/user/xacred
Iron Chef Exchange: http://nylon.net/ironchef/
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The second entry in the Gundam brawler 
has some growing pains to work on.

Dynasty Warriors: Gundam 2
The revival of the storied fighting game 
franchise from SNK is a great restart.

Samurai Shodown (2019 version)
A Yakuza spinoff featuring zombies? Sign 
us up; just not during a pandemic, though.

Yakuza: Dead Souls
Relive fundamental Japanese history as 
the great general Oda Nobunaga.

Nobunaga’s Ambition

GHOST OF TSUSHIMA
We fell in love with the 
gorgeous visuals and  

compelling tale of a samurai 
on a mission of revenge,  
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Developer: Sucker Punch Productions, Release: 2020

A ghostly compelling tale
Beautiful. Stunning. Breathtaking. 

The Japanese countryside of Tsushi-
ma can only be described this way, 
and this is being modest. Immer-
sion in the struggle and burden of a 
samurai lord in 13th century Japan 
against invading Mongols is stupefy-
ing once you realize that it’s intri-
cately crafted in a video game. You 
are the ghost, the Ghost of Tsushima.

Wandering around the real island 
of Tsushima, Japan, in 1274 is a fai-
rytale. Every location and nearly ev-
ery blade of grass or tree tells a story. 
That story is of samurai lord Jin 
Sakai, a man desperate to save his 
home from an invading Mongolian 
force led by the grandson of Genghis 
Khan. Jin gathers a counterforce, 
only to be defeated and nearly killed. 
In the process of healing, Jin finds 
allies to rally to the cause and peti-
tions for help from the shogunate 
to defeat the Mongols. You become 
Jin in your quest to save his home 
and gather weapons and supplies, 
learn skills, acquire alliances, and 
fight to repeal the invaders. There is 
much to learn and see in the open 
world presented to you even if you 
aren’t a history buff or care about 
the politics, economy, or goings on of 
feudal Japan. There are no time lim-
its for tackling missions, and you are 
encouraged to free roam and explore 
the land. 

Much like any other open world 
game I’ve ever played, what I like to 
call the “Metroid instinct” kicks in 
and I find myself searching every 
nook and cranny to find hidden sup-
plies and other goodies. During my 
exploration, of course, I come across 

people who don’t like Jin. I note the 
presence of bonfires, which gener-
ally indicates who I like to refer to 
as “dudes.” Dudes are the type that 
are generally hostile to me and my 
interests. Those interests 
involve investigation 
and saving people in 
the general populace 
who require the 
services of a skilled 
samurai and con-
tract killer. This is 
usually how the fight 
starts: Dudes notice me in 
my finery and my magical horse 
frolicking in the countryside and 
now they want to get reckless about 
things. 

In an absolutely fun mechanic, 
I tend to get into standoffs with 
bandits. Now, my fighting skills here 
with a katana and tantō are not the 
best, but I have been known to make 
dudes meet their maker quickly. 
Similarly, I’m not great with archery, 
but I make the best of a bad situation 
and stealth kill my way through the 

countryside cleanly and quickly. My 
grasp of the controls is tenuous at 
best, but that’s on me and my lack 
of skill and “older folks’ reflexes™”. 
Ghost’s control mechanics are sound 
and easy to pick up with a little 
practice.

As I explore after my fights, looting 
what I need, I take in the scenery. 
Ghost of Tsushima is quite possibly 
the most beautiful video game I have 
ever seen. I’ve been playing games 
a long time, and I can’t say until 
now that I’ve ever been just wowed 
by a game where I specifically take 
in-game photography to use as a 
background. This is what you buy 
the latest console for and the best TV 
for: marveling at the graphics. I’m 

not even on the latest PlaySta-
tion model (I’m playing 

with a PS4 Pro), and Ghost 
makes almost every-
thing else look like stick 
figures from the Atari 
2600 era.
With a masterful au-

dio experience, Ghost has 
the sound and feel of a Ku-

rosawa masterpiece. You want 
to feel like the epic Seven Samurai? 
Turn on the Japanese dialogue and 
English subtitles. It’s that type of 
experience. The natural ambiance 
is also nice. It’s comforting to know 
that paying attention to sounds in 
the environment can save Jin’s life 
when I’m exploring. I’ve lost count 
of the number of times listening for 
audio cues linked to bears or dudes 
has helped me avoid an ambush. 

While it’s a great experience, 
Ghost is not without its problems. 

The camera work doesn’t always 
help when it’s time to fight. Often, 
I’m fighting the camera to see my 
enemies and avoid taking mas-
sive damage. The camera could use 
some refinement in later updates. 
And my other issue is the Legends 
mode, added after the game’s initial 
release. I was all geared up to play 
with my partner and then realized 
that this long-awaited co-op mode 
does not support local play. We were 
hotly anticipating being able to roam 
around Tsushima together as we’re 
gamers, engrossed in the tale of Jin 
who absolutely love samurai. But we 
were highly disappointed to learn 

that the only co-op supported is on-
line. Though the mode is free, it was 
a massive letdown to realize that we 
weren’t going to be playing this epic 
together.

Despite some minor technical 
issues, Ghost of Tsushima hits the 
mark in a lot of areas. A competent 
narrative, open world exploration, 
stunning visuals and an easy-to-
grasp system are just some of the 
goodies awaiting engrossment in 
Jin’s tale of revenge and revolu-
tion in 1274 feudal Japan. Ghost of 
Tsushima scares up a great adven-
ture worthy of all the praise one can 
muster.

ByBy
Lyndsey BeattyLyndsey Beatty

SCORE: 
5 OUT 
OF 5
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Gundam second not yet there
Previously, I reviewed Dynasty 

Warriors: Gundam 3, which set the 
stage for me to try the others in the 
series. Little did I know, I would be 
learning a valuable lesson: Not every 
popular franchise will always have 
best-sellers. An excellent example 
would be Dynasty Warriors: Gundam 
2.

Gundam 2 follows the same roster 
of characters in various entries in 
the Gundam universe, including 
some characters and mobile suits 
that were only featured in Gundam 
movies. To compensate for a lack of 
a storyline, DWG2 has two modes: 
Story, where you can play as one of 
a select group of characters from 
their respective Gundam series; and, 
Mission, where you choose a charac-
ter with various missions set in the 
universal century timeline and you 
can interact with various charac-
ters from other series. As you move 
along, you gain experience points 
to increase your level and collect 
various mobile suit parts. There is 
also a chance to earn new skills just 
like DWG3 as you advance to higher 
levels. 

Gundam 2 also special missions 
where you can fight against other 
opponents to earn licenses to pilot 
different suits, earn the trust of other 
characters to fight beside you and 
acquire higher-level parts for mobile 
suits. The mobile suit lab and termi-
nal features help you to keep up with 
changing events and current devel-
opments with different mobile suits. 

What I like about Gundam 2 is 
that every character is legit in the 

Gundam universe, which made me 
wonder if I saw the actual Gundam 
series with that character. Also, the 
opening cinema was high quality, 
showing off the minor suits such as 
GMs and Zakus, who were observing 
the OG RX-78, Strike Freedom and Nu 
Gundam suits doing battle while the 
Sazabi and Psycho Gundam lurked 
in the shadows. Additionally, I also 
appreciated Namco Bandai, Sun-
rise and Koei retaining the original 
English voice actors to reprise their 
respective characters; this gives 
DWG2 the needed credibility as an of-
ficial Gundam video game. 

However, despite the good, the bad 
parts stick out like sore thumbs. 
When I try to fight in other battle-
fields, I’m restricted in moving, 

which weakens my attacks, and 
leaves me vulnerable. Also, the in-
game camera was VERY unhelpful, 
especially in boss fights with giant 
enemies where I was piloting my 
mobile suit on low energy while run-
ning and avoiding attacks by giant 
enemies like Psycho Gundam, Big 
Zam, and Queen Mansa. I also found 
certain parts of the game have un-
realistic time limits to fight enemies 
to achieve certain objectives. Finally, 
I found the biggest insult to me as a 
Gundam fan was the graphics; these 
feel like cheap knock-off paint jobs 
of Gundam and lower-rank mobile 
suits alike. 

To be fair, the associated pilots look 
like their anime counterparts, but 
the suits were not given the same 
treatment. Unfortunately, I would 
also be remiss if I did not include the 
LONG wait to obtain skills, unlike in 
DWG3. I could unlock and purchase 
new skills in addition to leveling 
up characters more efficiently via 
training sessions in the latter game’s 
shop. 

There are hits and misses that the 
quality assurance teams should have 
noticed, but there are bright spots 
such as music and voice acting being 
excellent. I would still play Gundam 
2 when I have free time, but Bandai 
Namco did such a rush job on it that 
I feel justified almost not recom-
mending it. I’m just glad that DWG3 
is a far superior product and sticks 
to the essentials that make Gundam, 
well, Gundam. Dynasty Warriors: 
Gundam 2 is on the way but not 
quite there.

ByBy
Brandon BeattyBrandon Beatty

Developer: Omega Force, Release: 2009

SCORE: 
3 OUT 
OF 5



SNK has done it again. Gorgeous 
graphics, fun play mechanics and 
a solid fighting game engine make 
up the core of one of its flagship 
fighting franchises featuring 
samurai. If you’re in the mode for 
beautiful fighting in the Japanese 
feudal era, you’ve come to the right 
place in the 2019 revival of Samu-
rai Shodown.

Getting back to the root of what 
makes Samurai Shodown fun and 
unique, the 2019 reboot is basic 
in every way. The barebones op-
tions mean there isn’t much to do, 
but if you’re looking to just pick 
a fighter and jump in, it’s clearly 
there for that. You choose from 18 
base roster fighters and duke it 
out in feudal Japan with various 
motivations. All are investigating 
a coming catastrophe, but their 
intention in the face of a sinister 
environment is unique. Timeline-
wise, the game is set between the 
prequel Samurai Shodown V and 
the original Samurai Shodown. So, 

you’re getting a taste of the story 
before the main series even kicks 
off. 

The characters, as well as the 
backgrounds, are stunning. SNK 
has always been known for its 
impressive attention to detail 
when it comes to graphics with 
Samurai Shodown, and this entry 
is no different. The colors pop 
with an emphasis on non-realistic 
graphics that resemble what we 
know in the West as ukiyo-e and 

woodblock paintings; everything is 
utterly gorgeous, beginning with 
the menu and options screens. 

As a title set in feudal Japan, the 
music must reflect the environ-
ment — and it’s well done as well. 
The use of traditional Japanese 
instruments has always been pres-
ent in Samurai Shodown and it’s 
used liberally and to great effect. 
Also, the voice work is excellent. 
We appreciate the Japanese lan-
guage, and it sounds beautiful and 
clear here. 

We do have an obvious issue 
with the reboot, despite its beauty. 
There is a noticeable lack of things 
to do once you stop marveling at 
the graphics. Where are the modes 
beyond the standard offerings? 
So much more could have been 
added, especially with the series’ 
history at hand. It’s a pretty pack-
age but it’s missing a lot. 

Samurai Shodown has been 
around for a long time, and this 
revival is just that: A return to the 
roots of a fantastic fighting game 
series. This entry is stunning and 
graceful yet just enough to whet 
the appetite of a fighting game 
newcomer or a seasoned veteran. 
With this success, SNK now knows 
what it needs to do to show up 
and show out with the renewed 
interest in the showstopper that is 
Samurai Shodown.

16 reviews

Developer: SNK, Release: 2019

SCORE: 
4.5 OUT 

OF 5

Showing up to show out

ByBy
Lyndsey BeattyLyndsey Beatty

Veteran Samurai 
Shodown  

returns with few 
flaws



reviews 17

Developer: Sega, Release: 2012

Yakuza, zombies 
mix well 

In my vast inventory of interests, 
mafia movies are one that would 
make me curl up on a weekend af-
ternoon with popcorn, drinks and 
other treats in hand. While I know 
that some famous mafia mov-
ies and television series are being 
developed into video games, Sega’s 
Yakuza series is already a perfect 
combination of action, adventure, 
and the mafia. I was thrilled to 
combine my love for the series 
with zombie elements in Yakuza: 
Dead Souls.

Set a year after the events in 
Yakuza 4, an unknown disease out-
break in the district of Kamurochō 
has affected its residents, turning 
them into zombies through bites. 
As a result, the Japanese Ground 
Self-Defense Force has been called 
in to assist with the slow and 
expanding quarantine. During this 
chaotic time, certain enemies of 
the Tojo clan have arisen to take 
advantage of Kamurochō’s suffer-
ing. The fate of Kamurochō and 
Japan rests in the hands of four 
men: Shun Akiyama, a loan shark 
trying to save his sick reception-
ist; Goro Majima, a feared yakuza 
and construction company owner 
who is fighting his own infection; 
Ryuji Goda, a disgraced yakuza and 
takoyaki chef whose clan has a tie 
to the outbreak; and, series pro-
tagonist Kiryu Kazuma, who runs 
a children’s orphanage and returns 
to Kamurochō when his adoptive 

daughter is kidnapped.
Dead Souls is an open-world 

game that combines action, 
adventure, and survival horror 
elements. The plot is one akin to 
samurai movies where there are 
four chapters with four parts for 
each character with the final chap-
ter reserved for Kiryu. Controls for 
movement and the game camera 
are simple with the analog sticks. 
You will also be given “memos,” a 
list with special sections to teach 
you basics such as using weapons, 
evasion, and close quarter combat, 
which help when facing off against 
the legion of zombies. I appreci-
ated the ability to level up each 
character’s attributes through use 
of soul points that upgrades abili-
ties to carry more items, improve 
knowledge of zombies, weapons 
modifications and protective gear, 
and master advanced close quarter 
combat techniques. 

As the game progresses, your 

current character will be assisted 
by three NPCs: Reiko Hasekawa, 
a researcher who offers informa-
tion and rewards 
for completed 
tasks; Gary “Buster” 
Holmes, a firearms 
expert who helps 
the protagonists 
and their tempo-
rary companions 
with gun training; 
and, Renji Kamiya-
ma, weapons seller 
and modifier of 
weapons and protective gear who 
can also be used as a pawnbroker 
to buy rare items. 

I also appreciate the classifica-
tion of various zombie enemies; 
that organization method can help 

you plan the appropriate strategy 
or simply avoid contact with them. 
While you’re running around 

Kamurochō, pay at-
tention to the mu-
sic. It’s one of Sega’s 
best soundtracks 
in the modern era 
and puts the Yakuza 
series among Sega’s 
go-to roster of great 
soundtracks. 

The graphics are OK 
for the time when 
it released. It’s good 

for an open world game, though 
there’s room for improvement. 
Though, compared to other games 
at the time, Yakuza: Dead Souls 
doesn’t necessarily outshine the 
competition; it just merely com-

petes. The only real problem I 
have with Dead Souls is the inclu-
sion of scenarios where you must 
chase down people while fending 
off zombies. I know a yakuza got 
to make his money, but Sega was 
putting these characters in dan-
gerous conditions without any 
protective gear, which is slightly 
unrealistic.

Dead Souls is great to play on a 
day off or slow weekend, though 
I would offer two pieces of advice: 
Do not play late at night, and do 
not play while COVID-19 is still 
around. It’s a nice attempt to mix 
multiple genres. I can say this with 
no doubt: Sega’s got a smash hit 
ready to secure all bags and show 
its competition why it does not pay 
to underestimate the Yakuza.

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
4 OUT 
OF 5



I’m apparently no battlefield general. 
I learned this fascinating tidbit about 
myself within a rather rough short 
season of my gaming life through di-
sastrous decisions and lack of prepara-
tion. My troops weren’t ready, I didn’t 
have enough horses and my crops 
failed to sustain my garrison. Even 
my samurai and ninja were taken out 
quickly. I was outmanned, outmatched 
and decimated before I knew what hit 
me. Suffice to say, if I had been Oda 
Nobunaga, feudal Japan would have 
been in shambles like my mentions on 
Twitter these days. That is the way in 
Nobunaga’s Ambition.

Ambition is not for the faint of heart. 
It requires serious planning, thought-
ful tactical strikes, and good resource 
management. At its core, Nobunaga’s 
Ambition is a war simulation that 
takes you through feudal Japan’s revo-
lutionary period, where unification 
was the goal and Nobunaga was the 
man to do it — possibly. While you can 
choose to be Nobunaga, you can be any 
other number of generals from differ-
ent regions of Japan at the time. You’re 
tasked with raising an army, gather-
ing and maintaining supplies, and 
defending your region while conquer-
ing others in a bid to unify all of Japan 
under your shogunate. 

You roam around the Japanese coun-
tryside with your troops and challenge 
the other generals in a turn-based 
battle sometimes to the death. If suc-
cessful, your name will be mentioned 
in history as a great general and the 
unifier, much as history played out 
with Nobunaga’s victory over Shogun 

Ashikaga Yoshiaki in 1582 and his suc-
cessors’ battles after his death.

The premise is unique, though to 
fully appreciate what it is you’re doing 
and why, you probably will have to be 
a history geek or interested in Asian 
history. It’s niche but fun with a lot of 
historical education thrown in. 

Its niche context aside, the game is 
fun to play once you fully get into the 
simulation. It’s a very 1993 presenta-
tion. The graphics are small for the 
maps, but they’re reminiscent of the 
graphics of the time for the SNES and 
Windows games. The standout among 
the graphics, though, are the general 
portraits. They’re colorful — as are the 
other graphic elements — but are also 
beautifully detailed. For a SNES game, 
the graphics are top notch and still 
can compete with the big titles of the 
era.

The music can be a little grating but 
it’s not overly terrible. There are a few 
different songs for the menus and 
battle, and while slightly tinny, they 
are OK in a short-term play setting.

If you’re into strategy simulations 
and Japanese history, let curiosity 
strike and settle in for a rousing battle. 
Nobunaga’s Ambition is enough to get 
you started in the genre and is des-
tined to lead to greater things.

18 reviews

Developer: Koei, Release: 1993

SCORE: 
3 OUT 
OF 5

Ambitious guide to greatness

ByBy
Lyndsey BeattyLyndsey Beatty
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Hinako Shijou
Series: King of the Fighters
A surprising entry on this list, 

Hinako is not your average 
Sumo wrestler. As an enthu-

siast, she found herself 
training alone, but her 

reputation preceded her 
as she was invited 

to the King of the 
Fighters tourna-
ment. She knows 
her way around 
the ring and is 
known for her 
strength despite 

her outward 
appearance.

By Lyndsey M. Beatty | GaMinG insurrection

Sumo has been around since the dawn of time, it seems like. The 
national sport of Japan, Sumo draws fans around the world to its 
matches and rankings. Naturally, you’re going to find it in fight-
ing games. These warriors represent the Land of the Rising Sun 

where there is competition to be had.

Gan Isurugi
Series: Rival Schools/Project Justice
Gan is the muscle of the Gedo High School gang in Rival 
Schools and Project Justice, which he does with comi-
cal efficiency. He’s an interesting take on Sumo in gang 
fighting and shares a lot of traits with E. Honda. He’s got a 
sensitive side, but he’s not afraid to get in your face when 
it comes to displaying the might of Daigo Kazama’s gang.

Ganryu
Series: Tekken 
Ganryu is a joke character most of the time, but 
he brings sheer brute force to the King of the 
Iron Fist tournament in every game he appears 
in. His main goal isn’t to become Yokozuna; it’s 
to win the hearts of Michelle and Julia Chang.

E. Honda
Series: Street Fighter
Edmond Honda is the granddaddy of all Sumo wrestlers in fighting 
games. He was the first mainstream representation of the sport in 
a true fighting game, and he carries the mantle well. All others who 
came after him owe him a debt of gratitude because he makes it look 
easy. Also, his original stage is still beautiful 30 years later.

Taka-Arashi
Series: Virtua Fighter
Taka-Arashi is well known for his brutality and skill in 
pushing opponents to a ring out in the Virtua Fighter 
series. He’s a tactician in Sumo and has enough girth 
and strength to defeat the strongest fighters with ease. 

However, he hasn’t had the luck one would think 
he would have since he doesn’t face a lot of the 

fighting styles until he’s in the World 
Fighting Tournament. Because of 
that, his record isn’t particularly 

strong.

Sumo
in fighting games
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Credit: Murdoink @ Mortal Kombat Warehouse for all background and logo art and renders/www.mortalkombatwarehouse.com

Hello all, I’m a longtime Mortal Kombat enthusiast who dived headlong into 
the world of MK Mobile in 2018. This new section delves into the intricacies of 
character card collection, fusions and team creation for towers. 

Look for information on the basics to get you started and how to conquer the 
100-level Shao Kahn’s Tower to help you when you’re ready to take on the chal-
lenging themed towers.

Welcome to a small tournament called Mortal Kombat ...

MK MOBILE MK MOBILE 
STATISTICSSTATISTICS

• Number of cards owned: 147
• Total number of cards (as of 

press time): 150
• Percentage owned: 98%

Cards missing (as of press time)
• Nightmare Freddy Krueger
• MK11 Nightwolf
• Klassic Rain

A challenging 100-story tower that 
rewards Koins, Souls, Spirit Fragments 
and Talent Tree Points. Sometimes with 
unique conditions to overcome, the 
matches will test your strategy skills 
and ability to form teams suited to the 
challenge. 
Matches are in increments of three 

before a refresh is needed to continue. 
We also will approach this Tower as 
the warmup to the various Normal 
and Fatal towers that appear to get you 
prepped for the real thing.
Individual tower match guides, team 

formation and strategy will be dis-
cussed.

Shao Kahn’s TowerShao Kahn’s Tower
The ultimate helper in keeping your 

teams on top is the Talent Tree. Skills 
will help you stay alive longer, boost 
your team’s damage output or take less 
damage against the myriad conditions 
thrown at you in various modes. Talent 
Tree points are earned in Shao Kahn’s 
Tower and can help change the tide of 
battle. The talents you unlock give bo-
nuses to your entire account. 
We will break down the best choices 

in the three tree branches and help you 
chart a path to a well-balanced fighting 
squad for nearly any situation.

Talent Tree guideTalent Tree guide
Who you have fighting on your side is 

important, and character analysis helps 
you stay victorious in Mortal Kombat 
Mobile. 
We’re going to look at all available 

characters, their strengths and weak-
nesses with rankings for each. We will 
also spotlight team synergy; who you 
work with can determine if you’re work-
ing at all.

Kharacter spotlightKharacter spotlight

Ko
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KHARACTER SPOTLIGHTKHARACTER SPOTLIGHT
THIS ISSUE:
• Mournful Kitana
• Gunslinger Erron Black
• Flaming Fists Liu Kang

Gunslinger Erron Black
Tier: 4

Gunslinger Erron Black is an excellent 
point character to lead or play a role 
in the background when you need the 
fear of his S2, Stand Off. Stand Off, 
when 80% or more is achieved, will do 
massive damage and is unblockable. It 
can hit for almost all its max damage, 
which is at least 80,000 points with 
the right setup. Stand Off is your best 
friend when you need to inflict a lot of 
damage quickly.

Mournful Kitana
Tier: 4

Mournful Kitana’s passive, which grants 
a bar of power to any fellow Outworld 
team members including herself, is a 
great set up for other characters who 
need a boost for their S2. As a point 
character, her S2 is guaranteed high 
damage, unblockable and far-reaching, 
meaning it can save you when you’re 
in a pinch. It does have some recovery 
time, but it’s negligible when the damage 
output is considered, and it’s a near-
guaranteed hit.

Flaming Fists Liu Kang
Tier: 4

Flaming Fists Liu Kang may not be a 
Diamond but he’s just as useful. He’s an 
excellent point character that joins the 
fight not in the first position, but in the 
second where his passive can change 
the tide of the battle. His passive tacks 
on a speed increase, +100% basic attack 
damage and +25% critical hit chance 
for 5 seconds. That’s enough to severely 
damage the right character at the right 
time. More than once, Flaming Fists Liu 
Kang tagging in has saved the battle.

Credit: Murdoink @ Mortal Kombat Warehouse for all background and logo art and renders/www.mortalkombatwarehouse.com

TIER TIER 
RANKINGSRANKINGS

Tier 1: Garbage tier. This tier is for cards that 
don’t do a lot of damage or contribute with their 
passives, even with add-ons from Shao Kahn’s 
Tower or gear. Use these only if you absolutely 
are required. These mostly consist of the bronze 
and silver characters, except for Kenshi  
Prime.

Tier 2: Slight useful. Their passives either 
contribute or a special move is useful in service 
of another card. They can be made to be some-
what useful with gear and add-ons and higher 

fusions, but they struggle to be useful even with 
the best gear.

Tier 3: A solid mid-level card. These cards are 
useful in passives and special moves. They can 
hold their own on point and win matches.

Tier 4: An above-average card. These are 
highly useful and can be used in any of the 
Challenge Towers (Shirai Ryu, Lin Kuei, etc) and 
are more than capable of holding down a roster 
spot and surviving against high-level cards if 

their close in level. These cards have excellent 
special moves and do a lot of damage quickly.

Tier 5: The top echelon of cards. These cards 
are the best in the game, and their special 
moves and passives have game-breaking po-
tential. They are the cards that you buy packs 
for and try to build up for Challenge Towers and 
will potentially make it to the 170 and higher 
levels of a tower at even a low fusion. They are 
mostly diamonds, but there are a few gold cards 
in the mix.



SHAO KAHN’S TOWER GUIDESHAO KAHN’S TOWER GUIDE
THIS ISSUE:
• Match 01: No conditions
• Match 02: No conditions
• Match 03: No conditions

Credit: Murdoink @ Mortal Kombat Warehouse for all background and logo art and renders/www.mortalkombatwarehouse.com

This extremely easy. If you have any cards that are at least Level 1, use them, even if they’re Bronze. 
Your best bet is to use any silver cards you have and get to work.

First tower run: Anyone
Second tower run: Anyone

The second match isn’t that much harder than the first match. If your team is decently leveled up, 
you can quickly take down these cards without much gear or fight. Use your highest leveled cards.

First tower run: Anyone
Second tower run: Anyone

Having only jumped five levels since the previous match, this still isn’t a serious fight. The AI has 
not added any fusions to the mix, and match conditions haven’t set in, either. This is still just a 

warm-up match, so treat it like the first two and use your highest-leveled cards.

First tower run: Anyone
Second tower run: Anyone

Match 01: Jacqui Briggs (Prime), Lv.1/Kano (Prime), Lv.1/Johnny Cage (Prime), Lv.1

Match 02: Sonya Blade (Prime), Lv. 5/Reptile (Prime), Lv. 5/Kotal Kahn (Prime), Lv. 5

Match 03: D’Vorah (Prime), Lv. 10/Kung Jin (Prime), Lv. 10/Jacqui Briggs (Prime), Lv. 10
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UPCOMING SONGS

Difficulty: 7
Chosen difficulty: Challenge-only
BPM: 100

An easy Challenge-difficulty level song, the 
stepchart for My Summer Love (Tommy’s Smile 
Mix) matches the track well. There are a few 
advanced 32nd note steps in the middle of the 
song, but there is nothing more troubling than 
that. 
The most important thing is to pay attention to 
the words. The steps match Geila’s words al-
most exactly at every point that she emphasizes 
the lyrics. This means if you hear her emphasize 
something, a jump is coming up. There’s a 
slight run in the middle of the song, after the 
Freeze steps. It’s not hard to understand if you’re 
paying attention to the track and taking your 
time to nail the steps.
It’s also smart to speed it up to space out the 
steps. It’s a slow jam, but speed is your friend 
here to make things easier to read.

Suggested Speed Mod: x2.5

Difficulty: 6/7/8
Chosen difficulty: Heavy
BPM: 160

SP-Trip Machine Jungle Mix is part of the 
well-known offbeat Trip Machine series and 
lives up to its name easily. To be a Trip Machine 
product, though, the Heavy steps are surpris-
ingly not complex. The chart follows the music, 
which is unusual for Trip Machine tracks. That 
makes this easy to tackle if you’re paying atten-
tion. Watch for the jumps and triplets that come 
in quick succession; they can take you out if 
you aren’t prepared. Also, think about using a 
Speed Mod to help with sight-reading. Jungle 
Mix is already a fast track, but the extra boost in 
speed can be used to your advantage.

Suggested Speed Mod: x1.5

Difficulty: 8
Chosen difficulty: Challenge-only
BPM: 85 - 170

While the original version of this song is a cute 
entry to the masterpiece category that is Naoki 
featuring Paula Terry, the remix Challenge ver-
sion is the best version, period.
The step chart is magical and fun to play, and 
the difficulty is just right. Like most DDR songs, 
the Challenge step chart follows the lyrics and 
knowing the track makes things way easier to 
deal with when you’re stepping. The interesting 
thing about the song is the slowdown in the 
middle. It’s a mild breather section but things 
ramp up quickly again. Take the time to under-
stand how the track works; it’s one of Naoki’s 
best, and the change in instruments and the 
additions make it worth returning to if you need 
a speedy challenge.

Suggested Speed Mod: x1.5

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

By Lyndsey Beatty
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Paranoia Survivor Max

Drop the Bomb

Groove



Bubbled up frustration
am a fervent lover of Bust a 
Move. The series captured 
my heart in the mid-1990s 
with the first titular game for 
the SNES. It was also a love 

shared with the late GI Mama, who 
also loved the puzzle aspect and 
versus play presented in the cutesy 
bubble popper. However, as with 
most other things in life, the more 
you push it, the less interesting it 
becomes, or you just run it in the 
ground. Bust a Move 3000 does the 
latter.

I get it, the series needed a graph-
ical overhaul from the 1990s, and 
it accomplishes that. But it fails in 
everything else. The new mechan-
ics — such as bouncing bubbles 
off the wall to take out something 
suspended in the middle of the 
playfield — are sloppily executed. 
There’s no need for that, especially 
when precision was kind of the 
name of the game before. It takes 
too much precision to nail some of 
the shots, and the game doesn’t do 
it well at all.

Even the cutesy atmosphere is a 
turn off. None of the playable char-
acters connect with me. I want Bub 

and Bob. 
The little 
dinosaurs 
from Bubble 
Bobble are 
the heart 
and soul of 
this spinoff 
series and 
always 
have been. 
At least 
that’s what 
Taito sold me on in 1995. Now, I get 
some alien-looking creatures that 
should be in Pop N Music, and I 
have no idea who they are or what 
their point is. They’re cute, I guess, 
but nothing about the new art style 
does anything for me.

It’s just a mishmash of ideas 
that don’t quite gel, and it’s me-
diocre playing at best in a series 
that doesn’t deserve it. Bubble 
Bobble and Bust a Move are some 
of the cutest things ever. What’s 
being done here is dumbing down 
the presentation and the soul of 
the series for a few quick bucks. 
You know things are bad when 
GI Mama didn’t want to play this 

at all. She 
looked at 
me as if I 
had three 
heads when 
I asked her 
if she want-
ed to try it 
also, after 
watching 
the attract 
mode when 

I bought it and booted it up in my 
GameCube. 

How and why Bust a Move could 
fall off the rails is a mystery 
because there isn’t much there to 
start with. Thankfully, this trend 
toward nonsensical overhauls 
seems to be rectified in some of the 
later titles, but cute this ain’t and 
this ain’t cutting it for a main Bust 
a Move entry. Bust a Move off this 
dance floor.

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

reached by email at  
lyndseyh@gaminginsurrection.com

with Lyndsey 
Beatty
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t should be obvious by now that we love 
comics here at Gaming Insurrection. Very 
obvious. I have been a comic book fan 
— no matter the company — for a long 
time. I was doing reading, writing and 

arithmetic and perusing comic books well 
before there was a Marvel Cinematic Universe 
or a DC Universe. But let me be the first to tell 
you: I love Marvel a lot more than DC, and a 
lot of that can be gleaned from current hap-
penings.

Boring film writing: There are household 
names there: Joker, Batman, Superman, 
Wonder Woman, The Flash. Why is it that 
none of the DC ensemble movies or versus 
movies can get off the ground? They have the 
more well-known superheroes. Their stable is 
full of interesting stories. But none of this can 
translate to film it seems. The most interest-
ing film in the past 15 years involved Super-
man “dying” and then resurrecting to fight 
the Justice League. Insert sigh here.

Inconsistency: Batman and Superman have 
been done to death. There have been too 
many actors putting on the cape and cowl 
for both characters, and it’s a distraction. I 
loved Michael Keaton as the bat; my love has 
been well documented here, and yet, we have 
another name popping up for the role in the 
film world. I counted five for Batman alone — 
Keaton, Kilmer, Clooney, Bale and Affleck. You 
know who played Iron Man? Robert Downey 
Jr. for all solo character films and all ensem-
ble films. You know what that tells me? No 
consistency is to be had, and it shows in the 
uneven product.

Retreads: Marvel is guilty of this, too. Don’t 
get me wrong, I’m plenty tired of Spider-Man 
and his millions of different origin story re-
treads every time they change the actor; also, 
I’m not a Spider-Man fan. But this is getting 
ridiculous with DC and its “Snyder Cut Policy.” 
Stop remaking movies every time you feel 
one that you commissioned and spent a lot of 
time on somehow magically fails at the box 
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The Boys are back in town

Marvel winning 
war; let me tell 

you why

9.0

The Boys
Amazon Prime Video, 2019

n your face. Gruesome. Over the top. 
Raw.

That’s how we’d describe the visceral 
reaction we had to The Boys in its inau-
gural season on Amazon Prime. We were 

familiar with the Garth Ennis graphic novel 
from many years back, and we were eagerly 
anticipating the adaptation once it was an-
nounced.

It did not disappoint.
Opening the story, A-Train, a speedster like 

Marvel’s Quicksilver, literally runs through 
protagonist Wee Hughie’s (a phenomenal 
Jack Quaid) girlfriend Robin accidentally 
while hopped up on drugs. Him barreling 
into her at superhuman speed causes her to 
explode instantly, traumatizing Hughie as he 
was holding her hands when the collision 
happened. Hughie can’t find solace in Robin’s 
death and the aftermath of receiving com-
pensation for his loss. Wandering aimlessly 
in grief, he finds like-minded individuals 
starting with Billy Butcher, played by the 
breathtaking Karl Urban, who advises him 
to get his hands dirty and get revenge on the 
Seven because it’s the right thing to do and 
it’s “diabolical.”

Spreading the diabolical is the omnipres-
ent Homelander, played brilliantly by Antony 
Starr. If you ever wonder what mixing Super-
man and Captain America with a side of 
Bizarro would create, you have Homelander. 
Homelander, with his all-American good 
looks and charm is, in reality, one of the 

most depraved super beings in the history of 
super beings. In his capacity as the leader of 
the Seven, a corporate sponsored superhero 
group, Homelander keeps the subordinates 
in check but thinks nothing of murdering a 
plane full of people twice (!) to achieve his 
own goals or keep the Vought International 
name clean. 

The twists and turns and discovery of 
Homelander’s devious fakeout of the general 
population is equal parts engrossing, fun, 
gruesome and, well, diabolical. Everyone in 
the Seven has some sort of issue, but Home-
lander is the cream of the crop. Or so he 
says. By the end of the season, you will come 
to love and hate Homelander enough that if 
you haven’t read the graphic novel, you will 
hunt it down just to get the unfiltered ver-
sion of the super menace. 

Everyone plays their role to perfection, just 
nice enough on the surface but nasty enough 

See THE BOYS, PAGE 28

See WINNING, PAGE 28
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Series: My Hero Academia 

Episodes: 1 to 13 (Season 1)

Premise: A young boy, Izuku Midoriya, from Japan lives in a world 
where at least 80 percent of society is born with some type of extra spe
cial ability, called quirks. Quirks are used by a segment of the population 
to fight crime, and Midoriya idolizes the worldfamous All Might, the No. 
1ranked hero. After a chance encounter 
with his idol, quirkless Midoriya begins to 
train with All Might to gain his passeddown 
quirk One for All. Midoriya’s journey to 
becoming the No. 1 hero is chronicled as he 
joins U.A. High School and learns the true 
meaning of becoming a hero.

Is it worth watching?: YES. We love the 
XMen, and My Hero Academia is basically 
an anime version of the Marvel staple. If 
you love superpowered antics, compelling 
heroes and villains and tight, deep writing, 
My Hero Academia is a phenomenal choice. 
It starts a little slow, but once it gets going, 
it gets GOOD.

Breakout character: Todoroki Shoto. In the first season, it’s all about 
the dualnatured boy who wields fire and ice as one quirk. He seems 
frosty at first but his introduction is nothing short of dazzling, and he 
quickly becomes a favorite because of his power and stoic expression. 
Iida Tenya and Midoriya are close in terms of engaging. You want to root 
for both characters as they grow. All the teachers are topnotch charac
ters as well, but Shota Aizawa aka Eraserhead is our favorite. He stands 
out from the pack in terms of his cool but basic costume and the sheer 
strength of his quirk Erasure, which nullifies quirks within his vision 
range until he blinks.

Best episode: Episode 5: What I Can Do For Now. Midoriya has already 
entered Class 1A by passing the entrance exam, but now he’s in the big 
leagues and has to demonstrate what he knows about One For All. The 
cool thing about this episode is, while Midoriya knows he doesn’t have 
control over the quirk just yet, he doesn’t give up. In fact, he tries hard 
enough that Aizawasan realizes that he’s trying to get the quirk together. 
Aizawa has enough foresight to realize that Midoriya doesn’t have control 
because he likely wasn’t born with it like the others in his class. Thus, he 
starts becoming suspicious but curious enough to allow Midoriya to con
tinue in the class. This shows growth for all involved in just five episodes.

Where it’s going?: As Midoriya gets more comfortable with having the 
ultrapowerful One for All, look for the stakes to ramp up for Class 1A as 
they train to become heroes.

The light at the end of the 
Death Note tunnel is clear

ight, Light, Light. I keep finding more reasons 
for confining Mr. Yagami to a high-level mental 
health facility than having him in ANY level of 
employment in public safety. Throughout the 
entire series reviewing this manga series, the 

question of “How can one justify killing innocent people 
in order to make a better world,” keeps popping back in 
my head, with no credible answers. 

Volume 11 begins with Light, Misa and the task force 
headed back to Japan to avoid capture by Near, the SPK 
and Mello. Light’s return to Japan provides him breath-
ing room to set up his plans in controlling the Kira 
investigation and control Mikami’s movements as Kira. 
However, Near correctly deduces Light’s escape to Japan 
and follows suit to capture Kira in his own domain, us-
ing Hal Linder as a potential member of Kiyomi Takada’s 
female security team. At the same time, Misa is asked by 
Yoshida Productions to perform at the annual New Year’s 
show. Once Near arrives in Japan, he contacts Light to 
inform him that he is also in Japan to lure Kira out of 
hiding. Both L’s decide to use that call to begin prepara-
tions for their final plans to battle each other. 

Further in the story, Light continues to use Takada to 
his advantage by exchanging written notes to avoid de-
tection by the task force and communicate with Mikami. 
Takada is OK with the plan, but she began her own plan 
to secure her position with Light by asking Misa to join 
her for a late dinner. At the dinner, Mogi and Linder are 
present, but Linder was ordered by Takada to stand by 
in case Misa got belligerent. For the sake of time, I’ll say 
that the dinner didn’t not go well. Meanwhile, another 
SPK agent named Gevanni starts his stake out of Mikami 
and has noticed that he has killed a subway passenger 
for harassing a female passenger without using the 
Death Note. Acting on Gevanni’s report, Near and Rester 
began the final stages of planning to capture Kira/Light. 

At the New Year’s show, Takada announces that Misa 
has not yet arrived, forcing Light and the task force to 
search for her and Mogi. At that moment, Near contacts 
Light stating that he has taken Misa and Mogi into pro-
tective custody. Light, inwardly enraged, acts concerned 
in front of the task force by telling Misa and Mogi that 
they are free to leave at any time they want. 

At the same time, Gevanni follows Mikami to a local 
gym and was able to touch the Death Note that was in 
Mikami’s brief bag. With Gevanni’s report, Near decides 
to make a replica Death Note and set the date, time 
and place for the final battle: a warehouse near Dai-
koku Wharf in Yokohama. On the day of their meeting, 
Takada arrives at NHN Studio for her news program 
when Matt arrives firing a smoke grenade at Takada. 
While the security team surrounds her, Mello, disguised 
as a motorcyclist worshipper of Kira, tells Linder to place 
Takada on the bike. When Takada is on the bike with 
Mello, Linder has two security units to follow them while 
the remaining security team goes after Matt. When 
Takada was out of danger, Mello ignored requests from 
the security detail to hand her over to them and escapes 
into a narrow alley with Takada as his prisoner.

This volume is a nice way to setup a climatic end for the 
series. Every detail from artwork to storyline was strong 
enough to create their own impact without losing plot fo-

cus. I applauded the chess-like moves that Light and Near 
employed with Swiss clock-like precision in each of their 
plans giving them flexibility in each situation. 

Also, the development for each character was not stale, 
especially for Misa, Takada, and Linder, who all got equal 
scene time in each chapter. I found the dinner scene 
with Misa and Takada hilarious when Misa tells Takada 
that she and Kira will be killed when he is captured, and 
Takada counters with host authority of the New Year’s 
show to prevent Misa’s engagement to Light. Also, Linder 
was featured in superb multitasking as a most trusted 
bodyguard while being a double agent and referee be-
tween Kira’s two suitors. Ohba-san and Obata-san again 
showed their mastery in creating a worthwhile series. 
Credit is also owed to Tetsuichiro Miyazi, who performed 
adaptation and translation duties. 

This is it. The battle that we waited for, dear readers, is 
here. L’s heirs and Light Yagami fighting to the death, not 
for praise but intellectual superiority. As I ready myself 
to write the final review of Death Note, I cannot find any 
reason why I should not re-read this series or re-watch 
the anime. Do shinigami really exist? Only time will tell. 
I can offer this analysis, though: A battle of anime and 
manga’s most intriguing intellectuals will end, with ONLY 
one left standing. 

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

brandonb@gaminginsurrection.com

with Lyndsey 
Beatty

Brandon Beatty Brandon Beatty 
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TOP 5 ON THE STRIP — FAVE MARVEL STUFF EDITION

MARVEL CHARACTER HIGHLIGHT
Name: Daniel RandK’ai

Alias: Iron Fist, Daredevil, Daredevil 2.0, Devil, SpiderMan

Affiliation: Defenders, Heroes for Hire, Rand Corporation, Immortal Weapons, New Avengers, Thunderbolts, Midnight 
Sons

Special abilities: Chi augmentation; peak human endurance, strength, speed, agility, and stamina; superhuman pain 
and injury resistance; energy absorption; and, a master martial artist and acrobat

Background: Danny Rand was born to businessman Wendell Rand, who once lived in K’un Lun. K’un Lun, situated 
in another dimension, could only be found once every 10 years through an interdimensional nexus. Through treach
ery, Rand’s parents were killed and the people of K’un Lun found Rand and trained him. When he was 19, he fought 
to acquire the power of the Iron Fist, through a fight to the death with ShouLao the Undying. Winning the battle, he 
earned the power and returned to America. Once he returned, he was introduced to Colleen Wing and her father and 
later learned the truth about his parents’ murders. Rand later teamed with Misty Knight and Luke Cage to form Heroes 
for Hire and the Defenders.

Relationships: Misty Knight, partner and former lover; Luke Cage, partner; Colleen Wing, partner

First Versus appearance: Ultimate Marvel vs. Capcom 3

Appearances in other media:
Television: The Super Hero Squad Show, The Avengers: Earth’s Mightiest Heroes, Ultimate SpiderMan, LEGO Mar
vel Super Heroes: Maximum Overload, Wolverine: Weapon X (motion comic), Avengers: Secret Wars, Marvel Future 
Avengers, Iron Fist (Netflix series), The Defenders (Netflix series), Luke Cage (Netflix series)

Video games: SpiderMan and Venom: Maximum Carnage (SNES, Sega Genesis), SpiderMan: Lethal Foes, Spider
Man: Friend or Foe, Marvel: Ultimate Alliance 2, Ultimate Marvel vs. Capcom 3, Marvel Avengers Alliance, LittleBig
Planet, Marvel Heroes, LEGO Marvel Super Heroes, Disney Infinity: Marvel Super Heroes, Disney Infinity 3.0, Marvel 
Contest of Champions, Marvel: Future Fight, Marvel Puzzle Quest, Marvel: Ultimate Alliance 3: The Black Order

Loki series season 2
We’re huge fans of Loki, and the God 
of Mischief’s first season of his Disney 
Plus showcase was fantastic. Sus
penseful and weird, Tom Hiddleston’s 
delightful Asgardian prince steals the 
Space Stone during the time heist as 
depicted in Avengers: Endgame and 
essentially learns there are variants of 
himself, and that the multiverse exists. 
The character development and growth 
are what did it for us, and we can’t wait 
to see where the flawedbutredeemed 
god goes in the followup.

Shang-Chi and the Legend of the 
Ten Rings
The upcoming film focusing on Marvel 
superhero ShangChi has the poten
tial to be huge. Featuring wuxia and 
a comic book correct version of the 
Mandarin, ShangChi is a great mix of 
action and story, with our beloved Mi
chelle Yeoh yet again. We’re interested 
to see how the Ten Rings plays into the 
larger MCU and their power and scope 
as compared to other artifacts we’ve 
seen. Also, lead actor Simu Liu is hot, 
as is the esteemed legend Tony Leung.

Black Panther: Wakanda Forever
The sequel to our topthree Marvel 
movie contender is shaping up nicely. 
We were initially unsure how the film 
would move forward with the death of 
Chadwick Boseman, but it seems that 
it will be addressed in the opening 
scenes. Confirming that he will not 
be recast is a great start, because we 
wouldn’t watch it if Marvel did. There 
will be a new Black Panther mantle
holder, and we expect this followup 
will be glorious.

Doctor Strange and the  
Multiverse of Madness
We like Dr. Strange around here, and 
he’s important enough to warrant an
other few movies. Dr. Strange’s sequel 
film will be important in the grand 
scheme of Marvel’s machine for Phase 
Four. The events of the first MCU show 
and Loki made it plain that Dr. Strange 
will be needed to traverse the madness 
unleashed by the introduction of the 
multiverse and Kang the Conqueror, so 
this is film has quickly become impor
tant to the future of the MCU.

New squads introduced
Several new characters could form new 
groups. WandaVision introduced Wiccan 
and Speed, of Young Avengers; Monica 
Rambeau, a Captain Marvel; and, Agatha 
Harkness, a wellknown villain. Captain 
America + Winter Soldier gave us Eli 
Bradley, Patriot of the Young Avengers; 
Val, later Madame Hydra; and, U.S. Agent, 
of Dark Avengers and Thunderbolts. 
Loki gave us Sylvie and Kid Loki, part of 
Young Avengers. Black Widow has Yelena 
Belova, later Black Widow II, and Shang
Chi’s trailer reconfirmed Abomination.
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office. If they reboot any Batman or 
Superman, Suicide Squad, Justice 
League or Teen Titans property 
one more time, we riot. And, let 
me state for the record: Allowing 

the Snyder Cut sets a dangerous 
precedence that we need not allow. 
What will be the next movie re-
leased that gets the “director’s cut” 
treatment that should have been 
the original version to start with?

DC is floundering but the situ-
ation can be turned around. The 

love for DC characters is abundant, 
and they do have saving graces 
in their animated and television 
properties. DC’s television game 
has always been excellent and 
strong in terms of cohesive sto-
rytelling and rich experiences. 
In fact, Marvel has traditionally 

struggled in that area and is just 
now entering that arena. But DC 
needs to step it up in the film 
marketplace; there is enough for 
everyone to get a bag and come out 
like robber barons in the superhero 
movie game. I really need DC to 
get it together over on their side 

and give me something to take 
my attention away from the MCU. 
Because as a fan, when everyone 
does well, I win.

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

reached by email at  
lyndseyh@gaminginsurrection.com

on the other side that you know 
the mass marketing appeal of the 
characters isn’t going to last long. 
The story moves along at a nice 
pace, getting you to know the Sev-

en and their impact on the world 
around them, and their counter-
parts in Butcher’s gang. It’s a fun, 
solid ride that makes you question 
everything you know about super-
heroes. What if they weren’t be-
nevolent do-gooders and did stuff 

like participate in an orgy — the 
upcoming third season Herogasm 
arc? Who keeps them in check and 
how is that accomplished when 
they have powers that can liter-
ally change the world but they’re 
incompetent and amoral? The Boys 

aims to understand all of that in 
the goriest way possible. Season 1 
ends on a cliffhanger and sets up 
future goodness in the already-
released Season 2 and the coming 
Season 3. Expect more diabolical 
fun because this brilliant sendup 

of comic book follies is fantastic at 
judging those who save us.

Like the comics: 9
Acting: 8
Story: 10
Total: 27/30 or 9

The Boys is excellent in telling story of overpowered supes

WINNING, from PAGE 25

DC sets precedents that shouldn’t be followed up in movies

THE BOYS, from PAGE 25
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