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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
entle and dear readers, we’re 
hanging in there and taking 
things day by day. While we’re 

bracing for the upcoming summer 
heat now that Spring has sprung, 
we’re also thinking about the money 
behind video games.
Know this well: Video games make 

dollars. The industry is filled to the 
brim with opportunities to make 
currency, and there is no short-
age of companies looking to do so. 
From the major triple-A titles to the 
indies, someone somewhere has 
an idea that has led to the coffers 
of major companies filling up like 
Scrooge McDuck’s Money Bin.
This issue, we’re looking at a new 

slate of chart-topping franchises 

that have cemented a name for 
themselves through outright sales 
in Volume 2 of the State of Play fea-
ture. While we first tackled this in 
the 4Q2013 issue, we’re examining 
a new crop of moneymakers. These 
are some of the most beloved and 
most-bought franchises in the his-
tory of video games with several 
personal favorites among them. 
We hope you enjoy our look at 

the numbers behind the scenes 
for some of the best-selling video 
games ever.
Enjoy the issue!
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n amazing game deserves an amazing soundtrack. 
Our longtime readers know how we feel about Super 
Metroid. We’ve professed time and again how much 
we love the seminal adventure of bounty hunter 
Samus Aran. 

Just recently, it was lauded as my No. 1 favorite game of 
all time. And while the character of Samus and the mechan-
ics take the lead in garnering admiration, the soundtrack is 
also part of that layered finesse. 

These are my favorite tracks from the best Metroid tale to 
ever exist.

Big Boss Confrontation 2: It’s a nice active theme that 
plays when fighting major bosses except Ridley and Mother 
Brain (both forms). You know something fun is about to 
happen because this theme doesn’t start up until you’re in 
one of the bosses’ main chamber.

Brinstar Red Soil Swampy Area: This is our absolute favor-
ite track in all of Metroid. The first time through the area in-
game many years ago, I heard this track and had to stop and 
listen. I didn’t care about the time deadline; I just wanted to 
listen to this masterpiece. It’s very ’90s, but it’s the best part 
of the ’90s Enigma craze.

Ending: An upbeat theme until the end where it sounds 
quite a bit ominous. It lets you know there will be some-
thing else for the badass bounty hunter Samus Aran to fight 
later.

Samus Aran’s Appearance Fanfare and Item Acquisition 
Fanfare: These two tracks are famous and used to identify 
Samus in everything outside of the series. If you at all hear 
these in another Nintendo series like Super Smash Bros., 
know that this is where they were made popular.

Item Room: This is a technical-sounding track to match 
Samus’ pending suit upgrade. Also, this track’s basis is used 

in the continue theme.

Mini Boss Confrontation: This track is used twice in 
the game, and it’s fun. It has a sinister feel to it, yet also a 
rhythmic belly-dancing vibe.

Mother Brain: This is one of the best themes for a vil-
lain ever. It perfectly evokes the horror of facing the bipedal 
brain mastermind of all the terror and trouble you face 
throughout the early Metroid saga.

Mysterious Statue Chamber: You never fully hear the 
entire theme, but it’s one of the best. It immediately calls to 
mind the thought: “Everything on this planet is hostile and 
trying to kill me?” Yes, yes it is.

Norfair Ancient Ruins Area: You know you’re nearing the 
end of your journey when you hear this theme. This means 
you’re nearing your fateful battle with the creature known 
as Ridley. 

It’s appropriately dramatic because it’s about to be on with 
the killer right-hand dragon.

Opening ~ Destruction of the Space Colony: Short and 
sweet, the introduction theme of the game sets the tone for 
one of the best platforming adventure games ever. It’s best 
to listen to this in the dark with stereo sound. It will give 
you chills, no matter how many times you hear it or watch 
the introduction.

A

The best of the best in video games  
deserves a killer soundtrack to back it upLyndsey BeattyLyndsey Beatty

BEAT.TRIP.GAMEBEAT.TRIP.GAME
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y the numbers can be boring. y the numbers can be boring. 
Number-crunching just isn’t Number-crunching just isn’t 
fun sometimes. But, when fun sometimes. But, when 
it’s attached to some of our it’s attached to some of our 

favorite franchises, it’s a hobby that’s favorite franchises, it’s a hobby that’s 
easy to get into.easy to get into.

We first tackled this subject in Vol-We first tackled this subject in Vol-
ume 1 of the State of Play series with ume 1 of the State of Play series with 
a swallow of some of the most popu-a swallow of some of the most popu-
lar franchises in video games. Names lar franchises in video games. Names 
like Mario, Pokémon and Ridge Racer like Mario, Pokémon and Ridge Racer 
were bandied about. While those 10 were bandied about. While those 10 
franchises were the first on our plate, franchises were the first on our plate, 
we’re still curious about the rest of we’re still curious about the rest of 
the list of top-selling video games of the list of top-selling video games of 

all time.all time.
That’s why this issue, we’re returning That’s why this issue, we’re returning 

to a familiar place: Video game series to a familiar place: Video game series 
and their figures. It’s enchanting and their figures. It’s enchanting 
to see just how much your favorite to see just how much your favorite 
shooter has sold (surprise: 400 mil-shooter has sold (surprise: 400 mil-
lion units in 17 years). It’s even more lion units in 17 years). It’s even more 
enchanting when you realize that enchanting when you realize that 
a massive amount sold for a series a massive amount sold for a series 
doesn’t mean it’s a done game; no, doesn’t mean it’s a done game; no, 
it’s still going.it’s still going.

We’re chronicling the adventure of We’re chronicling the adventure of 
dollar-making and reputation-staking dollar-making and reputation-staking 
big business in the land of pixels and big business in the land of pixels and 
pawns.pawns.

The state of affairs for some of gaming’s biggest franchises

B Inside
• Animal Crossing & Super Smash Bros.     5 

• Mega Man & Resident Evil                         6 

• King of Fighters & Final Fantasy                7 

• Halo & Assassin’s Creed                             8 

• Sonic the Hedgehog & Call of Duty          9 

• Facts and Figures                                     10

By Lyndsey Beatty | Gaming InsurrectionBy Lyndsey Beatty | Gaming Insurrection
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Animal 

Crossing
Series information

Latest release: Animal Crossing: New Horizons: Happy 
Home Paradise, November 5, 2021
Year started: 2001, Animal Crossing/Dobutsu no Mori
Units sold: 71.47 million
Publisher/developer: Nintendo

Super 

smash bros.
Series information

Latest release: Super Smash Bros. Ultimate, December 7, 2018 
Year started: 1999, Super Smash Bros.
Units sold: 68.37 million
Publisher/developer: Nintendo

Mega
man

Resident

evil
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Mega
man

Series information
Latest release: Rockman X DiVE, March 24, 2020
Year started: 1987, Mega Man
Units sold: 37 million
Publisher/developer: Capcom

Resident

evil
Latest release: Resident Evil Village, May 7, 2021
Year started: 1996, Resident Evil
Units sold: 123 million
Publisher/developer: Capcom

Series information
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king of

fighters
Series information

Latest release: The King of Fighters XV, February 17, 
2022
Year started: 1994, The King of Fighters
Units sold: 5.03 million
Publisher/developer: SNK

final

fantasy
Series information

Latest release: Final Fantasy XIV: Endwalker,  
December 7, 2021
Year started: 1987, Final Fantasy
Units sold: 164 million
Publisher/developer: Square Enix

Halo

assassin’s

creed
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Halo Series information
Latest release: Halo Infinite, December 8, 2021
Year started: 2001, Halo: Combat Evolved
Units sold: 81 million
Publisher/developers: Bungie/343 Industries

assassin’s

creed
Series information

Latest release: Assassin’s Creed: Valhalla, November 
10, 2020
Year started: 2007, Assassin’s Creed
Units sold: 155 million
Publisher/developer: Ubisoft
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Sonic the 

hedgehog
Series information

Latest release: Sonic at the Olympic Games Tokyo 
2020, May 7, 2020
Year started: 1991
Units sold: 145.61 million
Publisher/developer: Sega

Call

of duty
Series information

Latest release: Call of Duty: Vanguard, November 5, 2021
Year started: 2003, Call of Duty
Units sold: 400 million
Publisher/developer: Activision and Infinity Ward, Treyarch, 
Sledgehammer Games, Raven Software

by the

numbers
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by the

numbers
Most units sold

Longest-running series Most games in series

Revisit the State of Play series in the 4Q2013 issue
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The ancient puzzle game is still ruling 
the mobile roost with a Marvel spin on 
things.

Marvel Puzzle Quest
You can’t keep the Blue Bomber down 
and an excellent revival for modern sys-
tems was just what Doctor Light ordered.

Mega Man 9

One of the best sequel fighting games 
has multiple versions, and Retro Replay 
gets its swords ready for Link and crew.

Soulcalibur II (GameCube)
Relive the first outing of the mischievious 
and thieving trash panda that is Sly Coo-
per in a great collection for PlayStation 3.

Sly Cooper: Thievius Raccoonus

STREET FIGHTER V

Despite a rough start, the 
fifth game in the long-running 
fighting series has shaped itself 

up to be the king of the fight 
game, PAGE 12

1513 1614
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Developer: Capcom, Release: 2016

Don’t call it a comeback: 
SFV cleans up after launch

I’m going to be intensely personal 
for a minute: My life by the time 
of my mid-30s was not fun. It was 
a time of change, reboots in nearly 
every area (partner, career, school 
again), loss and learning from the 
mistakes of my 20s. I’m good now, 
but it wasn’t without struggle and 
pain.

And the oldest entry in the fight 
game can commiserate with me 
because they know what that time 
is like. Street Fighter V is sitting at 
the bar with me, drowning its sor-
rows because it and the series, too, 
went through it in its mid-30s and 
like me is doing much better than 
one could expect after the struggle.

SFV didn’t start out as magical 
as it has become. The launch was 
mired in problems and things just 
weren’t where they should be. The 
game’s story mode didn’t launch 
alongside the actual game and the 
netcode was terrible. 
But what a differ-
ence time makes. 

The story, 
while still not 
as engrossing 
as past entries, 
has improved. 
It moves the 
SF world mythos 
along and makes 
sense if you know the 
series’ past. Taking place between 
Ultra SFIV and SF3: 3rd Strike, 
Charlie wakes up in a tomb and is 
guided to steal an item from Guile, 
which would help him defeat M. 
Bison. Third Strike boss Gill drives 
the plot overall, tying up the loose 
ends between SFII and the end-
game of 3rd Strike, which is the 
known end of the series storyline-
wise. I love that Gill is tied into 
this as it always seemed like he 

was out of place as the end of SF 
lore. I never fully understood why 
he was the boss of that trilogy of 
games except as something new 
for Capcom to try because everyone 
was sick of M. Bison by that point.

While I’m impressed with the 
story, I’m more impressed with the 
presentation. Much like its prede-
cessors, SFV looks gorgeous. The 

backgrounds are beautiful as are 
most of the character designs. 

Even the menus look good. 
Sometimes, when I start 
the game, I take a second 
just to marvel at the main 
menu and how the modes 
are presented. And let’s 

talk about the soundtrack 
for a second. The music is all-

around amazing. Every time I get 
in-game, I discover another track 
that I feel like I haven’t previously 
heard, and I fall in love all over 
again. It’s so good that it’s worth 
tracking down and adding to your 
music collection.

While I love the game, there is a 
big section I don’t care for: the play 
style. I’m an Alpha purist, specifi-
cally SF Alpha 3. That’s my Street 
Fighter style and has been for 
years. However, SFV plays kind of 
stiff — a lot like SFIV — and that’s 

ByBy
Lyndsey BeattyLyndsey Beatty

SCORE: 
4.5 OUT 

OF 5

hard for me to grasp. It’s playable, 
obviously, but it’s not my style of 
Street Fighter play. And that’s OK. 
It really doesn’t detract from the 
game’s ability to shine or be Street 
Fighter, but it’s not my personal 
preference to play. It is a lot of fun 
to watch being played profession-
ally, though.

Street Fighter V has come a long 
way as the most current entry in 
the series. Game elements have 
gotten a lot of polish, whether it’s 
fixing the netcode or expanding the 
roster with old favorites and skins 
alluding to long-dormant char-
acters. It’s now the flagship game 
it should have been, and it’s still 
ruling the fight game roost while 
everyone waits for the announced 
Street Fighter 6. 

Sometimes, with the struggle 
comes the rewards and SFV has 
more than earned its life fight 
money.
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A marvelous puzzle journey
Developer: Demiurge Studios, Release: 2013

Ah, quiet, placid Puzzle Quest. We’ve seen 
many versions of the classic match-three 
game and yet, somehow, some way there’s 
a unique spin added that catches the eye 
and delights. Marvel Puzzle Quest, the 
mobile juggernaut from Demiurge Studios, 
is a spectacular extra move-laden free-to-
play bounty for on the go.

I’ve played at least two versions of Puzzle 
Quest and they’re decent. Having that his-
tory helps with concepts and understand-
ing some of the intricacies of MPQ, but 
the base match-three concept is not hard, 
though. Your goal is to match three or 
more like-colored gems (green, black, yel-
low, blue, red, purple, and silver) to dam-
age your opponent until they are downed. 
You can have a team of one to three char-
acters who will take turns matching gems 
against an AI-controlled team. From time 
to time, match conditions vary — espe-
cially depending on the mode 
or in-game event, but the 
main goal is generally to 
take out your opponent 
as cleanly as possible. 

The Marvel com-
ponent comes in 
through characters to 
collect from the sto-
ried comic book com-
pany. Your team and the 
AI’s team will be composed 
of Marvel characters ranging from the 
obscure to the most recent MCU-themed 
versions, ranked in a five-star system. 
Characters have three special moves — 
sometimes with subsets and passives — 
that must be unlocked. How you obtain 
them is where the pay aspect comes into 
play. Pricing can be steep when you’re 
trying to build a decent roster, but it’s no 
worse than some of the other options out 
in the marketplace right now, and it has a 

more satisfying feel to completing a col-
lection here. As a well-known Marvel 
doctoral candidate, I have had a lot of fun 
pulling together a roster with MPQ. I know 
most, if not all, of the characters and their 

variants (thanks, Loki!), and it’s decent 
work to keep track of who I have 

earned or am still hunting down. 
In the year that I’ve been playing, 
I’ve created a spreadsheet that’s 
updated daily to track where my 
collection stands. It’s that deep.
The depth of the puzzle engine 

is also surprising. It’s not uncom-
mon to strategize moves, matches and 

board setup to maximize potential dam-
age in a fight. The AI is well-balanced, 
enough that I rarely feel as though it’s 
unfair. I also very seldom lose matches 
now that my roster is about 80 percent 
complete. And in terms of roster-building, 
I also tend to get my fair share of rare and 
powerful five-star characters. MPQ could 
easily be a money sink, but it’s avoided 
with a lot of developer balancing behind 
the scenes.

The balancing act also extends to the 

different modes, and it’s a job well done. 
There are quite a few events to choose 
from at any given time, and they’re fun 
to mill around in to improve your skills 
and earn rewards. You can join an Alli-
ance, which is highly recommended. The 
benefits from joining a solid squad can 
mean getting a rare character for free, 
or other perks you might have to pay for 
normally. The modes are nice and provide 
a change of pace. There’s a daily mode 
featuring Deadpool with different require-
ments; Versus mode, where you face 
off against AI-controlled avatars of real 
teams; Puzzle Gauntlet, where there are 
solution-oriented puzzles against teams; 
Story events, where pre-determined stories 
play out through matches and cut scenes; 
and, time-limited events, where you and 
possibly your alliance join forces to take 
down a boss.

Demiurge Studios also does a great job 
with how the game looks, as well. MPQ 
has some of the best mobile graphics of 
anything on the market right now, and 
the use of actual run comic book covers 
to represent characters is fantastic. The 
background art also looks amazing and 
crisp. Demiurge outdid themselves and for 
a seven-year-old game, it still looks solid 
and well done. The soundtrack is nice, but 
it’s nothing to write home about. I usually 
keep the music turned off, but it’s by no 
means terrible.

If you’re into Marvel, you’re going to love 
this. You’re going to drop a lot of money 
trying to build your roster, and you’re 
going to have fun doing it. Even if you’re 
not into Marvel that much, you’re going 
to find some value in this. It’s a good time 
wrapped up in a mobile game that plays 
well and provides a lot in small package. 
It’s a marvelous play no matter how you 
look at it.

ByBy
Lyndsey BeattyLyndsey Beatty

SCORE: 
4.5 OUT 

OF 5



special weapons running properly. 
Mega Man does have help in his 
latest adventure with his help-
ful canine, Rush, and allies Eddie, 
Beat and Roll, who supply special 
gadgets in exchange for screws via 
their shop between stages. Saving all 
collected screws when purchasing 
certain items is a smart move. 

The graphics in Mega Man 9 are 
8-bit quality and nostalgic, which I 
commend Capcom for doing. It looks 
like Mega Man of yesteryear, which 
is always a good thing. The music 
was also a win since it stayed with 
each stage’s design. 

I felt that as an older gamer, Mega 
Man 9 was not only simple, but also 
fun. I didn’t have to worry about 

time limits or other frivolous things 
that would induce rage quitting. 
Everything was Mega Man oriented, 
just as it should be.

Mega Man 9 is a game for not only 

Mega Man fans, but also for those 
who want to experience 8-bit gam-
ing on a next generation console. 
Whoever said that gaming classics 
can’t keep attention like newer tri-

ple-A titles obviously have not played 
a classic series like Mega Man and 
certainly haven’t run into Mega Man 
9. 

Carry on, Blue Bomber. Carry on.

14 now playing

Developer: Capcom, Release: 2008

Blue Bomber 
relives glory 

days in No. 9
Ah, Mega Man and Dr. Wily. Cap-

com’s contribution to video game ri-
valries have battled through numer-
ous episodes in the 8-bit, 16-bit and 
first PlayStation era. These infamous 
icons have taken their battle of good 
vs. evil to another battlefield: next-
generation consoles. Like many fans 
of the Blue Bomber, I wondered how 
Capcom would present Mega Man 
and company to a new audience 
while keeping dedicated fans like 
myself invested in new adventures. 
Mega Man 9 hit the spot.

In Mega Man 9, Dr. Wily, as usual, 
is up to his old schemes for world 
domination. His current plan in-
volves taking decommissioned Robot 
Masters from Dr. Light and send-
ing them on destructive rampages 
throughout the land while blaming 
him, Wily makes public appeals for 
donations to develop new robots to 
stop the rampaging band. With Dr. 
Light ill and facing serious jail time, 
it is up to Mega Man to save his 
creator and the world from Wily’s 
greedy clutches. 

Mega Man 9 is exactly like previ-
ous Mega Man games of the 8-bit 
era: Easy to play. Using the PS3’s 
d-pad made me feel that I was 
playing on the NES with simplified 
controls. When Mega Man defeats a 
Robot Master, he acquires that boss’ 
weapon which — along with his 
Mega Buster — make up the meat of 
his controls. I have only two issues 
with this feature: You cannot use 
a charged Mega Buster blast like in 
Mega Man 4; and, you must acquire 
weapon power-ups to keep the 

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
4 OUT 
OF 5
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Heart and 
soul of calibur

Sometimes, when you’re the sequel to one of the greatest 
fighting games of all time, you need no introduction and 
you’re allowed to have re-
peat praise heaped on your 
shoulders.

We previously reviewed 
the PlayStation 2 version of 
Soulcalibur II in 4Q2010, yet 
here we are again talking 
about it in glowing terms 
for the GameCube version. 
There isn’t much new to say 
other than this port is just 
as beautiful as the PS2 ver-
sion. 

With the addition of Link 
to the cast for this version, 
the game is even better. 
Link fits right in with the 
proceedings and manages 
to unbalance the game heavily in his favor. He’s the perfect 
addition, to be honest.

With a killer soundtrack, beautiful graphics that hold 
up after 20 years, a deep storyline and superior gameplay 
to almost everything available on the market at the time, 
Soulcalibur II is a worthy successor in every way to one of 
the greatest fighting games ever made.

Developer: Project Soul, Release: 2002
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Developer: Sucker Punch, Release: 2002

First time’s a steal for Sly
Ever since the now-Sony Inter-

active Entertainment introduced 
the PlayStation 2 to American 
gamers in 2000, the news sur-
rounding the new gaming con-
sole ranged from a strong suc-
cessor to the PlayStation name to 
the “Dreamcast Killer,” referring 
to Sega’s bowing out of making 
gaming consoles for the home 
market. 

While this was true, Sony was 
building up a relationship with 
a little-known gaming studio 
called Sucker Punch to introduce 
a character that would succeed 
Sony’s other well-known charac-
ter, Crash Bandicoot. The result: 
“Sly Cooper and the Thievius Rac-
coonus.”

Though we’re jumping into the 
remastered version for the PS3, 
the base game is a result of what 
would happen if you put anthro-
pomorphic animals together 
with Ocean’s Eleven and Splinter 
Cell games. 

The story is that Sly Cooper 
along with his team of Bentley 
Turtle and Murray Hippopotamus 
are trying to recover the Thievius 
Raccoonus, a scared book passed 
down in the Cooper family that 
records skills and techniques 
used to steal valuables from 
other thieves. 

At age 8, Sly was to inherit the 
book, but a group known as the 
Fiendish Five appeared that day, 
killing his mother and father and 
taking all the pages of the Thievi-
us Raccoonus, scattering them 
across the world. Now older and 
wiser, Sly, Bentley and Murray 
begin their quest to recover the 
Thievius Raccoonus and destroy 
the Fiendish Five. 

The gameplay takes time to 
adjust to, but it is simple. You 
can either use the d-pad or left 
analog stick to control Sly while 

using the square button to use 
his cane to strike, and the X but-
ton to jump and double jump. 
Sly also gets some help looking 
around his surroundings with 
the help of the in-game  
camera by using the right analog 
stick. 

You pick up various objects such 
as coins, extra lives, and bottled 
clues to create gear, solve puzzles, 
and learn new skills. Sly also has 
a special sneaking technique that 
activates in times of need. Fair 
warning: Sly does not have a life 
bar. If he falls in water or gets hit 
by an enemy, you will lose a life. 
This adds to an already challeng-
ing setup. 

The graphics are well drawn 
and appear crisp in every level 
while the cut scenes pay tribute 
to the Ocean movie series. Sucker 
Punch took great care in the level 
design, which made the game 
seem more like an animated 
movie. 

The music was energetic and 

ByBy
Brandon BeattyBrandon Beatty

SCORE: 
4 OUT 
OF 5

relaxed enough for me to take my 
time playing especially when Sly 
performed a sneaking maneuver. 
The music was so top tier that I’m 
sold on a soundtrack CD to make a 
playlist. 

Voice acting was excellent with 

Kevin Miller as Sly, Matt Olsen as 
Bentley and Chris Murphy as Mur-
ray, adding to the theme of expert 
thievery. 

Sly Cooper and the Thievius Rac-
coonus is a game that aims high 
and grabs replay value and fun. If 

you want to escape boredom and 
pull off a caper with the Cooper 
gang with great rewards and brag-
ging rights, jump into the adven-
ture instead of trying to be a real 
thief. 

It’s a steal of a game. 
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By Lyndsey Beatty | Gaming Insurrection

The business of Pokémon is a massive industry. The me-
dia juggernaut that started out as a simple RPG to catch 
150 creatures has turned into a worldwide phenomenon 
and extravaganza in its 25 years of existence. In honor 

of its quarter-century birthday, we’re looking at how the 
cutesy creatures of the Pokémon Company created a 

billion-dollar market still going strong today.

PoKéMoN’sPoKéMoN’s BIG  BIG 
BUSINESSBUSINESS

Source: Pokémon Company Corporate, corporate.pokemon.
co.jp/en/aboutus/figures, bulbapedia.bulbagarden.net

 

MerchandiseMerchandise
  —  Nintendo merchandise: $16,682,322.23  

(1.779 million yen)

 — Outside of Asia (in 2020):  
$5.1 billion 

 

Trading Trading 
Card GameCard Game

 — 34.1 billion cards sold worldwide
 — subcategories: video games and  

merchandise

 

AnimeAnime
 — Known formally as “Pokémon the Series”

 — 1,191 main series episodes
 — subcategories: manga and music

 

MoviesMovies
 — 23 movies released since original had its 

premiere Nov. 12, 1999
 — First movie box office figures:  

$85.7 million, North America;  
$77.9 million, other places

 

Video  Video  
games games 

 — More than 380 million units sold
 — First release: Pokémon Red & Green, Japan, 1996

— Currently 122 games known,  
categorized into eight generations on modern  

consoles and mobile devices.
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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 
STATISTICS

• Number of cards owned: 150
• Total number of cards (as of 

press time): 154
• Percentage owned: 97.4%

Cards missing (as of press time)
• Nightmare Freddy Krueger
• MK11 Sindel
• MK11 Nightwolf
• MK11 Fujin

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 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 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 spotlight
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KHARACTER SPOTLIGHT
THIS ISSUE:
• MK11 Sub-Zero
• MK11 Scorpion
• MK11 Shang Tsung

MK11 Sub-Zero
Tier: 5

MK11 Sub-Zero’s passive alone is what 
makes him a Tier 5 character. Between the 
ability to inflict Frostbite and freezing his 
opponents with combo enders, Sub-Zero’s 
ability to slow down opponents makes 
him elite.  

Add to that his ability to save MK11 team-
mates once from death and inflict damage 
and a status simultaneously and it means 
he’s a surefire bet for any high-damage 
team, featuring his equally damaging 
teammates.

MK11 Scorpion
Tier: 5

MK11 Scorpion is a beast once powered up. 
Even at a low level, though, his passive can 
make a difference in the fight — even in the 
initial stages. He’s the difference-maker when 
he tags in since his flames are a team effect 
that lasts 9 seconds. This means the oppos-
ing team will take damage any time he’s in 
the fight on point for a long time. Take this 
advantage to cause massive damage every 
time MK11 Scorpion is at the forefront. His 
Specials are excellent for high damage and 
start up quickly, which is a lifesaver in most 
situations. And, don’t forget: His attacks do 
massive damage with the right equipment (i.e. 
Shirai Ryu Tower equipment) if you have it.

MK11 Shang Tsung
Tier: 5

MK11 Shang Tsung is much like his main 
series counterpart: Advanced players need 
only apply. Because he morphs into other 
characters automatically, you need to be 
familiar with every character in the game. 
That makes him a truly challenging charac-
ter, but one that’s worth it for the benefits 
he provides. His ability to passively gener-
ate Power over time is excellent, and his 
healing capability for MK11 teammates on 
knock out of opponents make him a good 
choice as a MK11 team anchor. Pairing 
him with other Outworld teammates is also 
a smart decision.

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

TIER 
RANKINGS

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 
most diamonds but there are a few gold cards in 
the mix.



20 retro game corner

SHAO KAHN’S TOWER GUIDE
THIS ISSUE:
• Match 07: No conditions
• Match 08: No conditions
• Match 09: No conditions

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

This still isn’t much of a fight, despite the AI’s level jump to 21. There’s very little here to worry about.

First tower run: Anyone
Second tower run: Anyone

Much like the previous fight, the level of your opponents isn’t anything to worry about. However, Kenshi 
(Prime) has entered the fight, and he’s something to take note of. He’s the best and strongest Silver card in 
the game, so take the chance to get to know him and what he’s about. You will see him again, and he’ll be 

much more potent later.

First tower run: Anyone
Second tower run: Anyone

This fight is much like the rest, but you’re approaching Level 30 opponents. While they’re still Silver, learn 
their movesets. What you see during this portion of the tower will now start showing up more frequently as 

you approach Level 50 characters and the transition to Gold.

First tower run: Anyone
Second tower run: Anyone

Match 07: Cassie Cage (Prime), Level 21/Klassic Kitana, Level 21/Kotal Kahn (Prime), Level 21

Match 08: Sonya Blade (Prime), Level 24/Johnny Cage (Prime), Level 24/Kenshi (Prime), Level 24

Match 09: Jacqui Briggs (Prime), Level 28/Jax Briggs (Prime), Level 28/Kung Jin (Prime), Level 28
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TALENT TREE GUIDE
THIS ISSUE:
• Defense talent 04
• Defense talent 05
• Defense talent 06

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

WORKING WITH 
TALENT POINTS

Tier 4
O.I.A Tech is a definite choice to master as it causes power drain from the opponent to drain 40 percent 
less power. Cards like Klassic Raiden, who drains 66 percent of your power on tag-in, can be countered 
a lot better by this skill. Additionally, with the introduction of Spec Ops Scorpion, who has become a 
mainstay now in Faction Wars, this skill also will be able to counter his passive as every tag-in of his 
Spec Ops teammates cause power drain.
Since these two cards are regular cards in most Faction Wars defense teams, this makes it a worthy 
investment.

Tier 5

Red Dragon Training is the only clear choice to pick from in this tier as it offers a 20 percent chance to 
be able to resist stun and power drain attacks. Along with Defender’s Bulwark and O.I.A Tech, this really 
helps counter stun and power drain to great effect if you have already invested in them. 

Tier 6

Revenant is an excellent choice if you are fighting against strong cards like diamonds and your chances 
of having the opponent KO your character is high. This skill grants a 30 percent chance of your team-
mates being revived with a sliver of health and 5 seconds of being immune to any damage. This can 
even save you from sure defeat as the last character alive can be revived to be able to change a defeat into 
an unlikely victory by having that few seconds of immunity to be able to take revenge on the opponent 
that knocked you out. Be forewarned: This was nerfed in a recent update. Before the update, if you were 
knocked out by a special that had multiple hits, the 30 percent chance to trigger was for every hit of the 
special. After the update, the 30 percent chance to trigger only applies to the last hit of the special. This 
significantly downgrades the ability to trigger, but this choice is still highly recommended.

Earning Talent Points
There is only one source of earning talent points: SHAO KAHN’S TOWER. Before 
you play the tower for the first time, you are given two talent points to start. The 
tower has 100 battles with increasing difficulty, and you are rewarded one talent 
point for winning each battle.

However, you are limited to playing three matches each day by default. However, 
you can play more than three matches by spending 50 souls to refresh the limit, 
and this can be done twice in a 24-hour period, which increases your limit to nine 
matches a day if you decide to spend souls to progress at a much faster rate.

Investing Talent Points
On completing Shao Kahn’s Tower, you are rewarded with a total of 102 talent 
points which you can spend any way you like. There are two areas of the talent 
tree in each category where talent points can be invested, unlocking skill tiers and 
buying skills and their upgrades.

There are seven skill tiers in each category and there are a total of 20 skills to 
choose from. The first six tiers have three skills each to choose from and the 
seventh tier has two skills. The first tier is unlocked by default, and you are allowed 
to invest in one of the three available skills. To unlock the subsequent tiers, you are 
required to buy a skill in the current tier that is accessible to you and then spend 
five Talent Points. This is done by clicking the Add button at the bottom left of the 
tree. You are given a choice of spending one, three or five Talent Points towards 
unlocking the next tier. Selecting the five-point option will automatically unlock the 
next tier. 

Additionally, skills can also be upgraded as well to increase the effect beyond what 
the skill provides at default. There are five upgrade levels and each upgrade costs 
one Talent Point, so a skill costs five Talent Points to master. To have a 100 percent 
complete tree in a category, you have to buy and master seven skills and also 
unlock six tiers in the process. This will cost a total of 65 Talent Points. To have 
100 percent completion in all three categories, the cost is 195 Talent Points.

Choosing your skills and upgrades 
This is the most crucial part of the whole talent tree system, and it requires careful 
planning of knowing what skills to invest in. This requires a thorough understand-
ing of your own play style, the kind of characters you use and knowing which skills 
from the list will bring the most benefit to the majority of the cards you use more 
often in Faction Wars.

You cannot purchase more than one skill in a tier per category at a given time, so 
you are only allowed to choose seven out of the 20 skills in a category. The fact that 
you only have 102 Talent Points to spend means that it is possible to master seven 
skills only in one of the three categories.

After having a look at all of the available kills across all three categories, investing 
of Talent Points more on the DEFENSE and SUPPORT categories is highly recom-
mended.

Courtesy of TestYourMight.com

Alternative choices

Art of the Shield — This skill is a good 
alternative if you use a lot of characters that 
grant shields to themselves or the entire team 
like Kold War Sonya Blade, Revenant Kung Lao, 
Kold War Scorpion, Master of Souls Ermac and 
Nightmare Freddy Krueger. The skill grants you a 
20 percent chance of preventing the shields from 
being broken by all special attacks and especially 
by those of characters like Klassic Sonya Blade, 
Heavy Weapons Jax Briggs and Kobu Jutsu 
Tanya. These characters can break the shields of 
the entire team.

Cyber Lin Kuei Programming — This is a 

good alternative choice if you want to focus on 
countering DOT damage. The skill reduces the 
duration of DOT effects by 46 percent if maxed, 
so it translates to lesser health and power lost 
over time from DOT if this skill is invested in. Be 
forewarned, though: Its use is rather limited.

Nightwolf’s Chain Lightning — This is the 
next best choice here as it guarantees to cause 
30 percent power drain to those alive on the 
opponent team every time a teammate of yours 
dies. Even though this can be countered with 
the skills in earlier tiers to resist power drain, 
this is a useful option because of its 100 percent 
chance of being triggered.
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UPCOMING SONGS

Artist: BIG-O feat. TAKA
Difficulty: 5/7/9
Chosen difficulty: Heavy
BPM: 160

Everything about Gradiusic Cyber (AMD G5 
Mix) is super annoying except for the song. That 
is, until you learn the pattern. It’s super offbeat 
and all over the place, and that’s bad for a song 
until you realize that even the offbeat parts of 
the song are kind of on beat. It’s the beat that 
you need to identify. 

The middle of the song is a big set of jackham-
mers that need to be done with caution. They’re 
easy to mess up, and it’s hard to recover once 
you off step. Immediately after this section, 
there is a small rest period. Try to recover there 
and regain stamina before the end of the song 
ramps up. The ending is weirdly timed as well, 
but it’s not as hard as you would think it would 
be.

Suggested Speed Mod: x2

Artist: Des-ROW
Difficulty: 4/5/7
Chosen difficulty: Heavy
BPM: 164

Kagerow is a fun song that isn’t too hard once 
you learn the song. The stepchart tends to focus 
on either the words or the prevalent horns in the 
backing track, so that’s where your focus should 
be as well. There are reasonable jumps and 
some runs interspersed, but nothing where you 
would lose stamina as a result. Use a Speed 
Mod to help space out the steps and you should 
be fine.

Suggested Speed Mod: x2

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

By Lyndsey Beatty

Artist: Creamy
Difficulty: 2/5/8
Chosen difficulty: Heavy
BPM: 134

I Do I Do I Do is a lovely song that isn’t too 
hard, but it provides a nice challenge through its 
Heavy stepchart. It starts relatively simple, but 
once the 1/4th-1/8th note runs hit, it’s mostly 
on beat after that. The beat tends to follow the 
words cleanly, so where there’s singing, there 
is a step waiting. Learning the song, as always, 
immensely helps.

Suggested Speed Mod: x2

Sana Mollete ne Ente

Trance de janeiro (samba de Janeiro mix)

Arrabbiata
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Horrific gameplay with dash of racism: That’s ClayFighter 63 1/3
’m going to be brutally honest: I hate 
when a game franchise attempts to 
trade off nostalgia and fails miserably. 
It’s one of my biggest pet peeves when it 
comes to video games.

In my perpetually small fiefdom of video 
games and criticism never have I ever been 
so offended and incensed by a game than 
with ClayFighter 63 1/3. The level of outrage 
was demanded because of a long list of 
gripes, starting with the fact that the original 
game in the series was surprisingly good. It’s 
one of my favorite go-to games that mimic 
Street Fighter and Mortal Kombat but with-
out all the seriousness and killing, respec-
tively. ClayFighter: Tournament Edition had 
a lot of charm packed in for a 16-bit knockoff, 
and it’s playable and fun. But the sequel? We 
spoke to the chief, and he said this ain’t it. At 
all.

Let’s start with the outrageously bad graph-
ics. The game’s fugly. There’s nothing re-
deeming about the character designs or the 
stages. All of it looks terrible, especially the 
characters that were previously introduced 
in the series. Bad Mr. Frosty looks mangled 
and Bonker looks even worse. The entire 
time I played through the game, the question 
on my mind was, how did this series go from 
cute 16-bit models to degraded polygonal 
trash? Did no one stop and go, hey this looks 
like a regression in the graphics department? 

And looking at the roster, why are some of 
the original fighters missing? Why did the 
setting change? Where the hell are they, and 
why are they on a non-descript island that 
looks like a cut-and-paste at crafts day proj-
ect? None of this gets answered in any coher-
ent way. Yes, there are character profiles to 
answer the mystery about the characters and 
their motivations, but they’re dumb. I don’t 
care about Earthworm Jim beyond what I al-
ready know from his game series. His inclu-
sion is another forced attempt at making us 
care about his overrated trash self, but that’s 
another Torture of the Issue for another day. 

My point here is I want to know about the 
characters I’m fighting with and against and 
why my favorites have gone missing only to 
be replaced by some unrecognizable crusty-
looking slap-dash knockoffs of Street Fighter 
icons. Also, I want to know who authorized 
Boogerman to join this foolishness. His own 
game was terrible, so I’m double disgusted 
that he was added to this to lend some cred-
ibility, I guess. And just when the sophomoric 
humor reached its zenith, the offensive ste-
reotypes said, “Hold my beer.” Houngan’s de-
piction as a voodoo practitioner is stupid and 
borderline racist. Considering that voodoo 
is legitimate practice in quite a few places 
in the world, and he’s portrayed as a dark-
skinned savage, character design should 
have been the one thing they spent the most 
time on. Obviously, that didn’t happen and 
here we are, deriding a game from 1997 that 
should have known better even then.

Once you can get past the most obvious 
problems, we can get to the most pressing 
question of all: Why was this game released 
in a nigh-unplayable state? For a fighting 
game based off a previously used engine, 
you’d think this played like the previous 
games in the series. You’d be wrong because 
this is not playable. Moves barely work, the 
AI runs around the arena either dodging all 
attacks or trying to launch 20-hit combos 
repeatedly, and the combo system is absolute 
garbage. The system is trying to mimic Killer 
Instinct’s combo structure and it fails mis-
erably. To note, KI’s combo system isn’t the 
best to start with, so the developers picked 
the wrong system to emulate. It’s slow and 

clunky, stiff with no real sense of urgency. 
That is not what you want in a fighting 
game, or at least a decent fighting game 
that’s looking to be an alternative to the big 
boys.

ClayFighter 63 1/3’s problem is that it start-
ed taking itself a little too seriously. The first 
game was a cute experiment that belied a 
surprisingly playable engine. It knew it was a 
knock-off, but it at least tried to roll with the 

punches and be a little something different 
yet fun. This here is not trying. It’s gussied 
itself up but doesn’t realize its dress is tucked 
into its tights. And it’s racially offensive and 
sophomoric. We’re not laughing with you, 
ClayFighter 63 1/3; we’re laughing at you.

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

lyndseyb@gaminginsurrection.com

with Lyndsey 
Beatty

I
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here are some die-hard Buffy the Vam-
pire Slayer fans out there — I know a 
few — and they cling hard to the show 
for whatever reason. I am not among 
them. While I loved the movie it’s based 

on, I always felt the show tried too hard to be 
hip, so I never bought into the mythos. And, 
because of that lack of faith, I never quite 
bought into the reverence for Joss Whedon. 

As the Buffy ethos grew, so did Whedon’s 
reputation for crafting brilliant shows and 
characters that people connected with. While 
I’m aware that Whedon also wrote the movie, 
I was always meh about the later Buffy craze, 
Firefly and Serenity never caught my atten-
tion and Dr. Horrible’s Sing-Along Blog seemed 
dumb. 

With these strikeouts, I thought, “Well, 
maybe I’m just not giving him a chance to 
shine. It must be me.” And there was a period 
of greatness. The Avengers is one of my favor-
ite movies ever, and it’s not just because I love 
Marvel. Whedon did a fantastic job with the 
writing and directing. Things looked promis-
ing and maybe, I thought, I made a mistake. 
No, I didn’t, as I soon learned.

First, there was Age of Ultron. And then 
the original Justice League cut. And then the 
allegations of mistreatment. Now, what we 
couldn’t put our finger on before about why we 
didn’t care for Whedon reared its ugly head. 
He always came across as smug and smarmy. 
Like, he knew he was untouchable, and no one 
could say anything to him because he created 
Buffy the Vampire Slayer. It’s a “don’t you know 
who I am” type of attitude that’s been there 
since the beginning, and it’s off-putting. Except 
for the Avengers, I have never been able to get 
down with anything he’s ever produced, and 
I have no regrets about it. For Whedon to be 
smug, he’d have to show me something that 
wasn’t corny as hell, overwrought with cliches 
and not the most boring story in existence. 

Given Whedon’s penchant for bullying and 
harassing, dumb behavior, it’ll be a long 
moment before we hear from him again. It 
will not be a moment too soon. Maybe in his 
downtime, he can find a sliver of a soul and 
learn how to not be a trash human being. 
And maybe find some real talent to match 
that bravado while he’s cooking in his well-
deserved time out.

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

lyndseyb@gaminginsurrection.com

PROPERTY REVIEW

Snyder Cut rights a grave wrong

The cancellation 
of Joss Whedon

9.0

Zack Snyder’s Justice League
Warner Bros., 2021

ometimes, setting a precedent is a 
necessary evil. 

The theatrical release of Justice 
League in 2017 was an unmitigated 
disaster. The plot was all over the 

place, the editing was unpolished, and it 
generally didn’t seem ready for release. 
But, the rumors began of another cut by 
the original director Zack Snyder. Snyder, 
who had stepped down for personal rea-
sons, was generally regarded as someone 
who knew what they were doing when it 
comes to comic book film adaptations (see 
Man of Steel, 300 and Watchmen). This cut 
was much longer but supposedly closer to 
the original vision of what Justice League 
should have been.

The Snyder Cut was that and much more.
Putting together a coherent feature, the 

Snyder Cut is infinitely more watchable 
than the original cut of the film. Character 
motivations make more sense, important 
details are emphasized, and subplots and 
sometimes even characters are restored. 
Snyder’s delicate touch and worldbuilding 
are vital with an ensemble picture such 
as this, and it shows in the many changes 
made to correct.

One of those material effects is the ori-
gin story of Cyborg. With Snyder’s vision 
restored and more of the important details 
of his transition from human to cyborg, 
Cyborg is more present than he ever hoped 
to be in the original cut. Actor Ray Fisher 
is a force to be reckoned with in the film, 
and through this re-characterization you 
can immediately see why. Fisher must 
balance the nature of humanity versus 
machine after Victor Stone’s accident, and 
he does so with stunning aplomb. 

Also of note, The Flash, as portrayed by 
Ezra Miller, is also superb with the resto-
ration of his character in Snyder’s version. 
Miller takes the character from jokester 
to serious world-saving hero with several 
amazing scenes, including one that even-
tually won an Academy Award. Though 
this is not a review of Warner Bros.’ fail-
ures, take note that the scene that won 
the Oscar was among quite a few that the 
studio and theatrical director Joss Whedon 
cut from the original final product.

Snyder’s final cut blows away the origi-
nal theatrical cut and makes good use of 
the extended run time. It’s almost as if 
an ensemble film should be this long and 
this good on purpose. While we’re not fans 
of the precedent set in having multiple 
releases of the same film, the original cut 
of Justice League was an abomination that 
necessitated the Snyder version’s release. 
Trust us when we say the film only has 
room for one abomination in the form of 
Darkseid.

Story: 8
Acting: 10
Like the comics?: 9

Total score: 27/30 or 9.0

T

Lyndsey BeattyLyndsey Beatty

STRIP TALKSTRIP TALK

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.
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Outlaw Star shines among 
anime of early aughts

’m paying homage to an anime series that has 
made a major impact on otaku culture as well 
helped in the renaissance of anime in America. 

First, I’ll give a little background. Sunrise Be-
yond Inc. is well known for its globally acclaimed 

series Gundam. It has also helped contribute to and 
worked with Cartoon Network with its Toonami/Adult 
Swim blocks, presenting new classics such as The Big 
O, Cowboy Bebop and Inuyasha. But Sunrise brought a 
series to Cartoon Network that helped anime rebound 
in American pop culture. That series is Outlaw Star.

Licensed by Bandai Entertainment in 1999 and 
broadcasted on Cartoon Network in 2001 and 2002, 
Outlaw Star tells the story of Gene Starwind and best 
friend-business partner James “Jim” Hawking, who 
run a jack-of-all trades business on the planet Sentinel 
III. Their lives are changed forever when an outlaw 
named Hot Ice Hilda hires them as bodyguards while 
recovering a stolen spaceship — later known as the 
Outlaw Star — and its navigational system to find the 
“Galactic Layline,” a fabled place which holds immense 
treasure, knowledge, and power. Outlaw Star has some 
similarities to Cowboy Bebop in the theme of a Space 
Western type of anime. Early on, I was introduced to 
the main characters, but I learned later that the make-
up of the cast would change. When Gene, Jim and 
Hilda reach the hiding place of the Outlaw Star, they’re 
attacked by the Kei pirates, who are after Hilda for 
stealing the ship. Hilda battles the pirates, stalling for 
Gene and Jim to escape with the ship and its naviga-
tion system named Melfina. Hilda dies, unfortunately, 
when she activates a hidden bomb that vaporizes her 
and the pirates. 

The series continues with Gene and crew taking on 
various jobs to manage maintenance and gaining new 
crew members, such as assassin “Twilight” Suzuka 
and former Ctarl-Ctarl government officer Aisha Clan-
Clan. In addition to the Kei pirates, Gene must deal 
with the bounty hunting MacDougall brothers and the 
scheming Professor Gwen Kahn while uncovering the 
mystery surrounding Melfina and the Galactic Layline. 
Gene and company are always looking to make money 
while spending it and sometimes laugh at the esca-
pades they get into while trying to do so. 

The character designs are very good, but the stars of 
the show are the actual ships designed by Juniya Ish-
igaki and Shoji Kawamori, who designed the Outlaw 
Star. The show’s main and ending themes begin with 
a strong masculine theme then change to a child-like 
lullaby and a slow pop song that can calm the most 
frustrated otaku. The voice dub cast is excellent with 
Bob Buchholz as Gene, Brianne Siddall as Jim, Emily 

Brown as Melfina, Lenore Zann as Aisha, and Wendee 
Lee as Suzuka. Outlaw Star also benefited from having 
Beau Billingslea as the narrator and Mary E. McGlynn 
as Hilda. Another voice actor that contributed was Bar-
bra Goodson, known for her work on “Mighty Morphin 
Power Rangers as “Rita Repulsa,” as a guest voice. This 
series showed that Sunrise employed excellent voice 
actors with high quality designs and strong storytell-
ing to bring a show that would have been overlooked 
to the forefront with enthusiastic fan support. 

Outlaw Star is a show among the Toonami/Adult 
Swim lineup that kept the programing blocks alive in 
addition to reviving anime passion in America. Fortu-
nately, you can find this classic series on the Funima-
tion now and Hulu streaming services. 

If anything, Outlaw Star teaches all otaku like me: Go 
forth, seek your fortune and do not fear failure. 

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

brandonb@gaminginsurrection.com

with Lyndsey 
Beatty

Brandon Beatty Brandon Beatty 

OTAKU CORNEROTAKU CORNER

I Series: Horimiya

Episodes: 112

Premise: An outgoing girl (Kyouko Hori) notices 
a shy boy (Izumi Miyamura) 
in her class and wonders 
why he doesn’t have any 
friends. At the same time, 
they meet outside of class 
when Miyamura looks 
completely different. Their 
friendship blossoms and 
eventually they confess to 
having feelings for each 
other. Where their relation
ship and that of their friends 
and acquaintances takes 
them is the meat of the story.

Is it worth watching?: Yes. Outstanding visu
als and a mature story about the feelings of young 
people becoming adults makes for a compelling 
anime. The intro theme is also fantastic.

Breakout character: Izumi Miyamura. He goes 
from super shy guy to outrageously cute pierced 
and tattooed guy every day and settles some
where in between. His glow up is amazing once 
he develops confidence.

Where it’s going?: The relationship between 
Hori and Miyamura intensifies, and it’s obvious 
this will lead to marriage down the line. The fun 
will be in getting there. There is a second season 
announced, so we will see more of their relation
ship progress over time.
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MARVEL CHARACTER HIGHLIGHT
Name: Gamora Zen Whoberi Ben Titan

Alias: Requiem, The Most Dangerous Woman in the Galaxy

Affiliation: Guardians of the Galaxy, Infinity Watch, Phalanx, Graces, United Front, Nova Corps

Special abilities: Superhuman strength, speed, durability and agility, master assassin, master martial artist, master of conven
tional weapons, master thief

Background: Gamora was born as part of the ZenWhoberis race, which was wiped out by the Badoon/Universal Church of 
Truth (dependent on timeline). She was then found by Thanos and enhanced and trained in the assassin arts. Once she was ready, 
she was assigned to protect current timeline Adam Warlock and assassinate his future evil self, Magus. Though she failed to kill 
Magus, she continued her assignment with Adam until Thanos revealed himself as a massive threat to existence. She then joined 
Warlock and the Infinity Watch to take out Thanos. She dies and finds herself within the Soul Gem for a time. Once released, she 
fought to stop Thanos’ reign of terror with the Infinity Gauntlet but was erased from existence. She was restored with all of the 
other heroes, and later left Infinity Watch and joined the Guardians of the Galaxy.

Relationships: Thanos, adoptive father; StarLord (Peter Quill), lover; Nova (Richard Rider), former lover; Adam Warlock, former 
lover; Nebula, adoptive sister

First Versus appearance: Marvel vs. Capcom: Infinite

Appearances in other media:

Television: Silver Surfer (animated series), Ultimate SpiderMan (animated series), Avengers Assemble, Hulk and the Agents of 
S.M.A.S.H., Marvel Disk Wars: The Avengers, Guardians of the Galaxy (animated series), Lego Marvel Super Heroes – Guardians
of the Galaxy: The Thanos Threat

Film: Guardians of the Galaxy (2014), Guardians of the Galaxy Vol. 2 (2017), Avengers: Infinity War (2018), Avengers: Endgame 
(2019)

Video games: Lego Marvel Super Heroes, Marvel: Avengers Alliance, Marvel Strike Force, Disney Infinity: Marvel Super 
Heroes, Disney Infinity 3.0, Marvel: Contest of Champions, Marvel: Future Fight, Guardians of the Galaxy: The Telltale Series, 
Marvel Puzzle Quest, Marvel vs. Capcom: Infinite, Marvel Powers United VR, Marvel Ultimate Alliance 3: The Black Order, Mar
vel’s Guardians of the Galaxy

Darkseid
Darkseid isn’t just a Superman villain, 
mostly because he tends to antagonize 
everyone in the Justice League. But it’s 
something about KalEl and his goings 
on that apparently sets the Lord of Apo
kolips off. One of the most legendary 
battles that took place between the Man 
of Steel and the Omega King occurred 
in the superb animated film Superman/
Batman Apocalypse. Watch the ending 
fight scene just to get a sense for how 
much Superman hates Darkseid.

Lex Luthor
Lex is to Superman what the Joker 
is to Batman. Lex uses Superman to 
gauge his arching skills and probably 
couldn’t exist if Superman were to ever 
vanish from the DC Universe. Some
how, some way Lex finds a way to 
remain a thorn in Clark’s side, whether 
he’s dead or alive or imprisoned. You 
can always count on Lex to stay ready 
in his pursuit of Superman’s defeat.

Doomsday
If adapt and react were a character, 
it would be Doomsday. Responsible 
for the death of Superman in 1992, 
Doomsday is known solely for being 
the slayer of Superman. He’s a beast 
that Superman has always had trouble 
fighting and successfully stopping, 
and any time he shows up, you know 
Superman will probably die.

General Zod
Always ready to clap it up with Super
man, General Zod has a superiority 
complex and an ego the size of Kryp
ton before it exploded. That’s Zod’s 
problem: He just knew he was right 
and knew what was best for Kryp
ton. Generally, that involved fighting 
with the House of El and it generally 
involves fighting Superman at some 
point. This is a fight that supersedes 
an entire planet disintegrating.

Brainiac
The knowitall supercomputer is one of 
Superman’s most obnoxious foes. He’s 
known for two things: His “twelfthlevel 
intellect” and shrinking cities down and 
stuffing them into bottles. Sometimes, 
depending on the version, he’s also 
known for causing the destruction of 
Krypton. In any version of Superman’s 
battles, Brainiac is known as one of his 
most destructive and dangerous foes.
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