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. :.J==•=•.• People Who Actually Get Paid To Play Video Games 

ROCK OPERA 

Like the rest of the world, I just can't stop playing 

Guitar Hero. It's so amazingly addictive. Not only 

can it draw a crowd at a party, but there is some

thing to be said for turning it up to obscene levels 

when you have the house all to yourself - striking 

the classic rock pose by propping your foot up on 

the nearest ottoman (or monitor, as I like to call 

it) and rocking out like you have never rocked out 

before. Of course, you must complete the package 

with head-banging, tongue-waggling, and classic 

metal hand gestures. 

Like the artists whose music shot the game into 

super-stardom, the companies behind the magic 

are experiencing their own rock star tale. The 

game's developer, Harmonix, and the game's pub

lisher, Red Octane, have since split Red Octane -

along with the Guitar Hero name - has joined 

forces with Activision. Television giant MTV/Viacom 

went out and picked up the developer Harmonix. If 

this isn't a VH 1 special in the making, I don't know 

what is. 

Activision and Red Octane handed the reigns of 

Guitar Hero over to Neversoft, the developer best 

known for its massive hit Tony Hawk's Pro Skater. 

MTV and Harmonix teamed up to create a new 

property in Rock Band (see page 62 for our exclu

sive hands-on look). 

All these developments just beg the question: are 

we experiencing the classic rock break-up where 

the lead singer and the band break up, and neither 

are ever the same again? Or will this split create 

two new supergroups that give gamers even more 

ways to rock their socks off? 

We will know the answer to all these ques

tions and more (I've always wanted to say that) 

once these two games battle it out later this year 

in a classic East Coast (Harmonix) vs. West Coast 

(Neversoft) showdown. Let's just hope we don't 

lose talent like Biggie and Tupac in the process. 

if 
Andy>> andy@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs, Actioiy'Platfonn, Driving, 
Fi151-Person Shooler5 Interests: Dreaming Of The New Guitar Hero 
And Rock Band Songs. The Police Reunion Tour (Now tt I Could Get 
The Archers Of Loaf To Reunite), Samsung's Blackjad, Muse Dislikes: 
The Passing Of Kurt Vonnegut (He Was One Of My Favorite Writer5 
Ever And The World Is Worse Off Without Him), The Ending Of Heroes, 
Bliuard's Relentless Quest To Make Shaman The Most Worthless Gass 
In The Game (So Say-eth The Enhancement Shaman Who WanlS Equal 
Footing In PVP) Current Favorite Games: World Of Waroaft. Call Of 
Duty 4. Pokemon Diamond, Guitar Hero 11 On Xbox 360 
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Reiner>> reiner@gameintormer.rom 

Hnle: The ~Gamer Exprise: RPGs, iloo1, Ftll-l'eJsoo Shooffi, ~-Sports, 
~ ~ Brelki,g 3a< Gamer5axe Deep 5/rxm By Lincoln Chid, l'l.aJilgA Pila's 
i.JCerR (Thri You For~~ Reiler), Ladder (d (A Game So Good That It's Gotten Me 
OU5lde For The Frst T rne In 15 Yim), My \We Ge!ti1g Addicted To Guitar Hero Dilllle: 
l'ltilishes Sli SllJlmg 5unYner For Game Releases (Hello! People Bit/ Games Yeill-Round~. 
The~ (;aplic; In The Halo 3 Bela c.umnt Favorile Gnes: Grand Theft Auto 
rv, Forza Mruxsport 2, Spider-Man 3, f.lfth Defense Force 2011, Brothers In Anns: Hell's Hig!May 

Matt >> malt@gameintormer.com 
Handle: The Original Gamer Expertise: Fi151-Person Shooter5, ActioryPlatform, Action/ 

! 
Adventure. AdiofVSports Interests: Going To Seoul, Korea, Nintendo DS (I Probably Would 

I' Have Hanged Myself In The Plane Bathroom Without It), Summertime, Joni Mitchell, The 
Tourmaline By Paul Parli, Korean BBQ Dislikes: IS-Hour Flights, Storms, Sitting Next 
To Crazy Militia Members On Planes, Staying Awake For 30+ Hours In A Row Current 
Favorite Games: Tellis OS, Brain Age: Train Your Brain In Minutes A Day, New Super Mario 
Bros.. Hot Shots Tennis 

Kato >> kato@gameintormer.com 
Hanlle: The Game Katana Expertise: Sports, Racing, ActiofyAdventure, ActiofyPlatform 
Interests: The Alec Baldwin School Of Parenting (Tell It Like It Is, My ManQ, Hamentashins. 
Lesbian ~ - The Original Title Of Arctic Monkey's Favorite~ Nightmare, 
Arrr, Winehouse, Paris Hilton c.oing To Jail (She Could Use A Good Shiv) Dislikes: Braun 
Shaver5 ('Mlere's The German Engineering?), Maroon 5 (Fi151 They Sound Like Super
tramp, Now Disco. What's Next? Bread?) Cumnt Favorite Games: Brothers In Anns: 
Hell's Highway, NCAA Football 08, Uncharted: Drake's Fortune, Pain, TimeShift. Fallout 3 

Adam > > adam@gameintormer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi151-Person Shooters, Fighting 
lnlfflsls: iPods That Actually Worli, Running A Raid That Actually Downs Bosses (No Scrubs 
Allowed HereQ, Seeing How Far I Can Push Joe, When MMO Community Manager5 Tell The 
Trolls To Shove It Dislikes: Wiping On Maiden (Seriously, Healer5, Wake Up), l ooking Up 
Hopelessly From Fourth Place (Cmoo, TwinkiesQ, Subwoofers, Crappy Teamspeak Codecs 
Cumnl Favorite Games: The Lord Of The Rings Online: Shadows Of Angmar, World Of 
Waroaft, Catan, Deus Ex. Diablo II, StarCraft II (World Of StarCraft? As tt) 

Joe >> ;oe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Slrategy, Puzzle 
lnlm5ts: The StarCrafl II Amomcement (Wt-/ Lile For Aiur1), Romantic Zornbedies. Gating The 
24 MOl¥e'( Off WI/ Bad<,~~ Cancelation (Take Tha~ Evefyone 'M'O Recoovnended 
k To Me!) Dislikes: CleYelalld Spiel>ergl. No More Gincxe Girls (So 'Mlill tt I Watched? 
Wanna Fitt About It?), The "F@lt" Between Peter And Sylar O Waited Al Season For That.I?) 
Current r-iR Games: Odil Sphere, The Lord Of The Rings Online: ShadoY6 Of Mgmar, 
SW W;ss ~ Of The Old ReptiJlic 11: The Silh Lords, God Of War. Chails Of (),1T,pus 

Miller >> miller@gameintormer.com 
Handle: The Once And FUtl.re Gamer Expertise: RPGs, ActiofyAdventure, Platform, First
Person Shooters, Music. Puzzle Interests: Jim And Pam's Fi151 Date. The Rock Band Drums 
(Once You Stirt DctM1 The 0nm Path, Fore11er Win It Dominate Your Destiny), The Newly 
Beefed Up Assault Rifle Dislikes: Long Waits For TV On DVD From This Season, How Similar 
Al The Aipor1s Begin To Look After AIWlile, The Insidious Parasitic Alien Force In WI/ Backyard 
That Masquerades As Common Ferns Current Favorite Games: Fallout 3, Rock Band, Halo 3, 
Manie!: Ultinate Alliance. Tomb Raider Anniversary, Puzzle Quest: Challenge Of The Warlords 

Bertz >> mattbertz@gameintormer.com 
Hanlle: Lord Gamington Ill Expertise: Fi151-Person Shooter5, Sports, Action, RPGs, 
Strategy lnlfflsls: Adrian Peterson: Newest Minnesota Viking, Randy Moss Shunning 
Green Bay (Suck It. CheeseheadsQ, 1st Annual Game Informer Paintball Competition 
(Pnmary Target: Ben), Miller Vs. Arrr, McNamara: Eat-Off 2007 Dislilles: Halo 3 Graphics 
(Come On. Microsoft, It's Your Flagship TrtleQ, Ben's Brick Tamland Impressions, Having 
Comcast Yet Slill Not Receiving NFL NetY.ooc (It's C@ptasticQ, Mass Effect Delay Cumnl 
Favorite Games: Guitar Hero II, GRAW 2, Rainbow Six Vegas, NCAA Football 08 

Ben>> ben@gameintormer.com 
Handle: Yiu Frierdf ~ Gamer Expertise: ActiofyAdvenllre, ActiofyRPGs, 
Platform, Suwal Horror, Frst-Person Shooters lmttsls: Chocolate Fountains, 'Miting 
~ (I'm Serious, It 'Mlud Be Great), Askilg People "So You're StiD Fighting This wt< 
Dislikes: An<Jew J. Baker For Rubbing It In, Readeis Featuring Me In Their 'Mile In Captions 
Last Morlh, The Thomas Jane Incident O Asked One QuestionQ, Being Hassled About All WI/ 
Good Questions Cumnl Favorite Games: Final Fantasy XII, Spider-Man 3, Metroid Prime 3: 

- Com4)tion. Brothers In Anns: HeD's Highway, Rock Band, The Elder Scrolls IV: Shivering Isles 

Bryan>> bryan@gameintormer.com 
Hanlle: The Gamer's Advocate Expertise: Action/Adventure, RPGs, Survival Horror, Fi151-
Person Shooter5, Rhythm Interests: Frank Miller's Will Eisner's The Spirit, Getting My Hands 
On Rock Band (Damn You, Limits OfTnne And Space), Nick's New Middle Name: "Balls 
On Ice,· Defeating Ben (Of Course Thomas Jane Was In The Punisher Before Arrested 
Dew!Jopfnent!) Dislikes: The Phrase "Does That Make Sense,, Miller's Cheap Bat Tactics 
N. The End Of Double Dragon Cumnt Favorite Games: Rock Band, The Chronicles Of 
Ridcfid: Assault On Dar1c Athena, Rayman Raving Rabbids 2, Beautiful Katamari 
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AMMUNITION IN 
15 YEARS 
I love your magazine! This 
is my son, Blade. He's 
two years old, and he 
loves your magazine, too! 

Jesse Nunez 
Via Email 

■ Okay, everybody at 
once: •Awwwww!• 
What a sharp kid! Even 
if he can't read, he still 
knows how to assume 
the standard maga
zine-reading position. 

A LITTLE EARLY 
I just wanted to preemp
tively email you about 
your score for The Lord of the Rings Online: 
Shadows of Angmar. I'll be mad if this game gets 
a good score. I bought it several days ago, and it's 
essentially a rip-off of WoW. 

David Hickenbottom 
Via yahoo.com 

■ Huh. Every month we get letters from 
readers who disagree with our scores, but 
this is the first time anyone has complained 
without even knowing what the game got. 
We're kind of at a loss for words. Wait. no 
we're not! We've got lots of words in the 
(quite positive) review on page 105. Check it 
out and see why we disagree with David. 

GROW SOME FOOTBALLS 
After reading your article on All-Pro Football 2KB 
I realized something that has been wrong with ' 
Madden games. Even though EA Sports has the 
NFL license, they are limited to what they can 
do. You mentioned restrictions like toned-<lown 
injuries and the removal of trash talking. Rather 
!han actually playing football, we've been play
ing a watered-<lown, family-friendly version. It's 
like we're watching Scarface, but it's been edited 
for the Disney Channel. This is the main rea-
son I think that All-Pro Football 2KB will smash 
Madden; it's recapturing the essence of what 
it means to play football, even if all the names 
aren't familiar. 

Romell Meeks 
Chicago, IL 

■ We're glad you're looking forward to 2K's 
new game, but predicting its dominance over 
longtime leader Madden is a bit premature. 
Remember that not everyone is playing for 
the sheer love of the game. A large portion 
of gamers enjoy guiding their favorite team -
with an accurate roster - to the Super Bowl. 
Even though 2K8 is missing that aspect. its 
stable of legendary players could make up 
lost ground. Hopefully ifs enough to recap
ture a fan base after the series' hiatus. For a 
more in-depth look at the game, tum to our 
preview on page 82. 

NETHACK > 
.HACK ------
1 was pleased to see 
your Mod World article 
plugging Nethack in a 
recent issue. It always 
pains me when younger 
gamers haven't even 
heard of this classic. I've 
been playing off and on 
for 15 years, and I have 
yet to ascend (win) . 
While I'm sure this says 
something about my 
skills, a single game that 
can remain entertaining 
for the span of several 
console generations is 
worthy of attention. 
Hack on! 

Syndney Ashcraft 
Via email 

■ Ifs true that Nethack is one of the classic 
dungeon crawlers. Even more impressive 
than the fad that people are still playing 
the original is that the core design concepts 
are still being used - even recent OS games 
like Pokemon Mystery Dungeon and lzuna 
The Unemployed Ninja. In those cases, the 
problem is that the gameplay is a little less 
charming when ifs a blatant copy of a 20· 
year-old ASCII game. If games are going to 
copy from Roguelikes (the general term for 
this kind of dungeon crawler), why can't 
they follow Nethack's example and imple
ment character classes like Archaeologist. 
caveman, and Tourist? Bulbasaur just 
doesn't cut it. 

• Good point. Ian. A quick glance at Starwars.com 
gives the current official story behind Shaak T(s 
fate: "She was in the Jedi Temple the night that 
Darth Vader descended upon the sanctuary with a 
phalallll of done troopers ... Shaak TI was believed 
to be killed in the onslaught" It seems that since 
the scene depicting Shaak TI's death n-made 
it into the final cut of the movie, it isn't consid
ered canon. In other words, it never happened. 
Why anyone would cut that awesome scene from 
• movie and leave the "I love you" "No, I love 
you!" exchange in is beyond any of us. 

UNSURPRISING RESPONSE 
I really want to put my two cents in about what 
Anthony Jacobs said in issue 170 about women 
bein_g less capable gamers than men. Generalizing 
all girl gamers based on only his girlfriend is not 
only idiotic, but plain ignorant. I, being a female 
gamer, love games no matter how complex the 
controller setup. Just because his girlfriend can't 
deal with more than three buttons doesn't mean 
that other girls can't. Since she's with him, though, 
she might not be too bright. 

Becca Dobbs 
Via hotmail 

Dear Mr. Jacobs: My male friends will not play 
against me unless I am drunk; it is the only 
chance they have of fragging me. Maybe you 
should try that every once in a while. It sounds 
like you desperately need to be /ragged. 

"Typhoid Erin' 
via yahoo.com 

I am a 27-year-old female who is - and has 
been for decades now - an avid gamer. 
Morrowind, Grand Theft Auto, Soul Calibur, 
Mortal Kombat, Castlevania, Legend of Zelda, 
and all my other favorite games .. . imagine my 
surprise when I learned I was incapable of play
ing them! Thank you, Mr. Anthony Jacob Jr., for 
showing me the error of my gaming ways. Also, 
thanks for the laugh. 

Christin Reid 
Via gmail.com 

I am a girl, and I've been gaming ever since I 
was five. So I would like to say a few things in 
response to Anthony Jacobs: Yes, I am a girl (in 
case you missed that part). Yes, I do play video 
games. Yes, I'm probably better than you. 

Veronica Eckl 
Via gmail.com 

Send yoor oommenls lo G.rne lnfooner. Snail Mail: G.rne lnfooner Magazire • Attn: Dear GI • 724 North Firsl St .. 41h Floor • Minneapolis. MN 55401 Email: deargi@gameinforrre,.com 
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coming 
June 12th 

for the 
:WifM Console 

ME, I WANT WHATS 
COMING TO ME -

THE WORLD CHICO, 
AND EVERYfHING IN IT. 

THE WORLD IS YOURS 



■ In the words of Scott Bakula in Quantum 
Leap: uoh, boy!# The sheer volume of female 
gamers who wrote in to express their shock 
and disbelief at Mr. Jacobs' comments was 
overwhelming. The letters systematically and 
hilariously tore the argument apart so well, 
we're starting to think that we should print 
something ignorant and inflammatory in 
every issue. Did you know that elephants are 
1 O times smarter than the average teenager? 

GRAND THEFT ALIENS 
Randy Pitchford, with his "we're all just stealing 
from Aliens• comment, summed up what I sus
pected all along: The vast majority of developers, 
especially American developers, lack any real 
creative vision. It shouldn't be that hard to come 
up with themes or ideas that are different and 
original. Maybe, if these companies start employ
ing people who have artistic ambitions instead of 
focusing all their efforts on physics and dull real
ism, we wouldn't have a glut of games we've seen 
too many times before. 

Erin Hoffman 
St. Paul, MN 

■ We're going to let you in on a little secret: 
Media is influenced by other media. This 
sharing of ideas helps to refine them and 
move them forward, both as entertainment 
and as art. Some elements of popular games 
may be familiar, but it is unfair to accuse 
developers of lacking vision. Perhaps there 
are certain mechanics you've seen before, 
but if you can't see that every game has 
something that makes it unique, then you 
just aren't looking hard enough. Oh, and 
before you generalize about American devel
opers, remember that for every Okami or 
Shadow of the Colossus, there's a handful of 
Dynasty Warriors and Tales Of games. 

LEFT BEHIND 
I own an Xbox and a PlayStation 2, but I've been 
searching game stores recently only to find a lack 
of new releases for these systems. Why aren't 
developers coming out with more Xbox and PS2 
games? I'm a huge Final Fantasy fan, and I was 
incredibly disappointed to find out Final Fantasy 
XIII will only be on the PS3. I'm starting to feel 
like all developers care about is making games 
for the newer consoles, leaving their last-gen sup
porters behind. 

Leah Houser 
New Brighton, PA 

■ Welcome to last-gen. Population: You. 
Most developers actually are focused pri
marily on games for newer consoles. As the 
next-gen hardware from Sony, Microsoft, 
and Nintendo gains momentum, you can 
expect to see support for the old models 
drop off entirely. The GameCube and Xbox 
are already effectively dead, and while the 
PS2 is currently supported by a few solid 
new games (like God of War II and Odin 
Sphere), it won't be long until we don't even 
see ports of crappy licensed games on these 
consoles. Don't feel bad - it happens with 
every generational transition. Unfortunately, 
if history holds true, the only solution to 
your problem is to save up and get with the 
times ... or just play PS2 and Xbox games for 
the rest of your life. 
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READER ART 

Enter the Game Informer 
Reader Art Contest All you 
need to do is draw, pain~ 
scratch, spi~ or ca,ve the best 
dam art you can think of and 
send ,t to us. Please include 
your name, phone number, 
and return address. If you're 
the monthly winner, we'll 
feature your work in GI and 
you'll receive a Video game 
pnze from the Game lnfonner 
vault All entnes become the 
property of Game Informer 
and can't be returned. 

Send to: 
Game lnfOITT1er 
Reader Art Contest 
724 1st St N., 
4th Floor 
Mpls, MN 55401 

IZZAT Al-JUMAIE 
This would be a great postcard. 
"Greetings from a destroyed wasteland!" 

CALEB UPAH 
DaVinci's long
lost "Bounty 
Hunter From 
Space· 

MICHELLE FRASER 
Even the less glamorous parts of video 
games deserve some artl 

PAULANDLER 
You know who's way cooler than 
Zelda? Sheik. That guy could totally 
beat Zelda in a fight! 

PATRICK TOSA 
Wait a second ... isn't 
Ryu supposed to be 
the good guy? 



MASSIVELY MULTIPLA YER 
ONLINE BASKETBALL 

GOT GAME? PROV£ IT ONLINE 
AGAINST THOUSANDS. 

~\1A1 
FreeStyleStreetBasketball.com 



mmm 

STARC 
UNVEILED 
BLIZZARD DISHES RTS DETAILS 
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UNLIMITED ENABLED 

S tarCraft is big everywhere, but in South Korea it's a national obsession. 
Professional garners who are good at the game are treated like idols. 
So when Blizzard held the Blizzard Worldwide Invitational 2007 tourna

ment in South Korea - an event so big it was held in the Olypmic Gymnastic 
Stadium and even included concerts by pop acts - Game Informer was there 
to see the festivities and catch the unveiling of StarCraft II. 

Blizzard showed off a trailer for the game and talked at length about its 
philosophy. StarCraft II will contain the franchise's three factions: Terran, Zerg. 
and Protoss. The single-player stoiy takes place four years after the Brood War 
expansion pack, and all of the factions' main characters will be included, with 
Blizzard saying that the mysterious Xel'Naga race will be key to the plot. 

Rob Pardo, vice president of game design, says that large-scale battles with 
mass armies will be the focus of StarCraft II, so there will be no hero units 
or selection limit These battles will feature as many as 300 units onscreen 



at once. Resource management is importan~ and early assaults will be pos
sible with more tech tree options available early on. In a demo of the game, 
Bliuard talked about the title's countering system using some of StarCraft ll's 
new units (see sidebar for more), and the company says that terrain bonuses 
are being modified so that units not only get an attack bump for attacks from 
higher ground, but they will also be shielded by the maps' fog of war. 

The most telling element of the presentation was how philosophically 
close StarCraft II stays to its predecessor. From the many returning units to 
the onscreen U I itself, this is one apple that doesn't fall far from the tree. This 
is unsurprising given the decade-long popularity and competitive scene sur
rounding the original, but the extensive similarities are nonetheless striking. 

Blizzard says that the beta program, as the company has done for its other 
games, will be closed to the public and invitation only. As for StarCraft's final 
release date, the company is - of course - leaving that up in the air. 
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UNLIMITED ENABLED 

You stand on a street corner. You are waiting for a call, careful to keep the pay

phone beside you within reach. To everyone else, it looks like you're loitering, but 

you know there are hundreds - maybe thousands - of people depending on your 

ability to take this call, respond appropriately, and record the information. You're 

playing a game, but one that isn't tethered to a controller and a TV screen - one 

that spans multiple media formats and stretches into the real world. The phone 

rings, and you answer. "Don't hang up," utters a voice on the other end of the 

line. 11lf you really are who I think you are, I must tell you something." 

T
alking to mysterious strangers 
by picking up pre-designated 
pay phones is a task normally 
reserved for the hero in a mys
tery /suspense movie. Though it 
would certainly seem at home on 
the silver screen, the scene just 

described is taken from a different source: a 
relatively new kind of experience called an 
alternate reality game. This one in particular 
may even be familiar to video gamers; it's 
called ilovebees, and was created by 42 
Entertainment as a way to promote Halo 
2. Alternate reality games (or ARGs) are 
designed to be story-based entertainment 
experiences that push the boundaries of how 
people think about collect, share, and apply 
information. They weave together all sorts of 
media from the real and virtual worlds and 
meld them into a mixture of (larrative and 
puzzle-solving that is unlike anything else 
out there. 

"Traditionally, stories would be told through 
one medium. A film would exist as a film. 
A book would exist as a book,• explains 
Michael Smith, CEO of Mind Candy, the 
company behind the ARG Perplex City. He 
continues: 'Now, the Internet and new forms 
of technology are enabling storytellers to tell 
their stories not through one medium, but 
through every conceivable form of media.• 
In essence, ARGs belong to a new breed of 
game that is on the cutting edge of technol
ogy, born on the World Wide Web, and com
municating with players through any and all 
means available. Of course, it's not always as 
easy as just picking up the phone. 

THIS IS NOT A 
GAME 

A tenn established 
by ARG The Beast. 

the phrase -n.is is 
not a game# refers 

to an aesthetic in 

which the game and 
its designers never 
acknowledge Its 
status as a fonn of 
entertainment In 
other words, all in
game characters and 
events are treated as 
though they are real. 

While this approach 
has advantages, 
it isn't a standard 

for all ARGs. It can 
add to the sense of 
drama and Immer

sion for the player, 
but also cuts the 
designers off from 
options like holding 
live events promot
ing their project 

R'Df! l!unl!Jl-noo incentive for players. Since this happens in a non-linear lash-nu unµIU, U1 ion, it also gives the designers a lot of freedom to fill in gaps 
along the way. Unlike a video game, where the experience 

In the simplest terms, an ARG is like is out of the developers hands once the product hits retail 
a treasure hunt It tells a story, but the shelves, the team behind an ARG is running a live game. As 
pieces of the story are scattered around players solve puzzles and interact with the game, the design 
the world, and it is up to a vast commu- team is on hand to react to the actions of the community. 
nity of players to assemble them. These In that way, the players are not just passively observing a 
fragments can be found in an incredible story; they are shaping it Alex Lieu, vice president of ere-
variety of forms: e-mails, websites, v,deo attve development at 42 Entertainment gives an example 
and audio files, phone calls, letters, books, • of this concept 1n action during the Last Call Poker project: 
movies, text messages, and more. Alone, : "Ne had a fictJt1ous character trapped in a burning building, 
a piece of information - like a seemingly • and players had to use information they had uncovered 
random number - might not appear : and maps they had found to, on a live phone call, navigate 
significant However, when that number 1s • the character out of there safely. we were prepared to have 
shared with other players and compared : that character perish in the fire, get shot or get out of there. 
to the rest of the evidence, it becomes Our players are essentially determining what's going to hap-
a serial number, GPS coordinates, the pen ... and not v,a voting like American Idol~ 
solution to an equation, or something This kind of player interaction is important but it is also 
else that guides players further dov..m the the duty of the people behind the curtain to ma1nta1n a nar-
rabbit hole. ranve. •an one hand, ARGs are responsive, adapung to the 

This technique is what Jordan players; says Adnan Hon, director of play at Mind Candy. 
Weisman, chief creative officer at 42 ·an the other hand, the designers have an idea where 
Entertainment (and originator of the they want the story to go. They know some things that will 
ARG genre as it exists today) calls a • happen, they know who is going to die.• It 1s this interplay 
distributed narrative. "We first write a • between a sense of direction and a sense of freedom that 
story, create all the 'evidence' that would • is 50 engaging about ARGs. Players know they are participat
exist had the story taken place, and then : ing in something with a purpose, but they also know they 
throw out the story and hide all the aren't powerless to influence events along the way. 
shards (the evidence) around the physi-
cal and digital world.' 

While unearthing these pieces 
ultimately constitutes the •game• 
segment of an ARG, watch-
ing the story unfold is a maior 

ECTIBLE PUZZLE CARD 

ITV 
The Receda Cube (right) was the buned treasure 

and ultimate goal for players of Perplex City It 
was found by Andrew Darley (left), who also won 
a 5200,000 prue This compet1ve angle added an 
mterestmg dynamtC to the Perplex City community 
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Bcasnu Bcoinninos 
Alternate reality games in thetr current form can be traced 
back to a single prOjed: The Beast Created by Weisman 
and his team at Mterosoft (Elan Lee, Sean Stewart. Todd 
Lubson, and Vic Bonrnlla), The Beast was part of campaign 
in 2001 to promote the Steven Sptelberg film Al. "For some : 
time, I had been thinking about a narrative structure that 
was organic to the web, rather then the linear or branched 
structures that had been ported to the web." recalls 
Weisman. "Looking at what we do on the web ~ day, 
which IS look through a ton of crap trying to find the piece 
of information we care aboui I likened that to an archeolo
gist that goes through a lot of dirt looking for a shard of pot- : 
teiy, but 1f they find enough potteiy then they can not only 
reconstruct the po~ but the civilization that created it" 

The plot of The Beasi as with many ARGs, is difficult 
to summarize because of ltS vast and segmented nature. 
Set 1n the year 2142 1n the Al. universe, 

PUZZ/in(J 
In the SIX years Stnce The Beast @n, ARGs 
haven't d@stJcally changed. Technology has 
evolved, but the games themselves still 
focus on scounng the real and digital world 
for dues. But how do players find these 
dues? The answer is through a lot of work. 
You don't Just go to a web site and see 
"dtek here for due!" flashing in bright letters. 
The key 1nformat1on 1n an ARG 1s typically 
uncovered as players solve puzzles. In video 
game terms, it's similar to the Myst series; 
you expenmen~ collect data from the world 
around you, and solve problems of varying 
difficulty. However, since ARGs are intended 
for multiple players as opposed to one, 
the puules are more complex. Instead of 

locked doors, an ARG 
it dealt with the murder of a man named 
Evan Chan aboard his boat The puzzles 
and story, contained mainly on a senes of 
connected web Sttes, attracted thousands 

............ ............... . . • • might present its audience 

of players. Many of these usefS coalesced 
into a Stngle Yahoo group, known as the 
doudrnakers. If The Beast set the stan
dard for how ARGs were designed, the 
doudrnakers set the standard for how they 
were played. Through an established net
work of involved and intelhgent participants, 
the group rose to the challenge of the 
game with surprising dedication. 

Adrian Hon, who created the 
Cloudmakers' definitive guide to The Beast 
as a player before being hired by Mind 
Candy, summarizes the game's impact: 

MASGUERAOE 

Tbe Beast may have 
been the first full 
ARG experience, but 
because of the nature 
of the genre, there 
are myriad influences 
that shaped early 
ARGs and continue 

with militaiy-g@de cipher, 
or require dozens of peo
ple to work in concert to 
relay information quickly. 

The tdea is that a large 
user base with a variety of 
skill sets can cooperatively 
tackle tasks that would 
be too complicated for 
a single player. "There's 
this amazing group of 
distributed people, ranging 
from Egyptian scholars to 
mathematicians to code 
experts, so just about 
anything out there can be 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • wasn't a published author, hO'Never, she 

TOO FAR 

As a part of the 
ARG experience, 
sometimes the game 
designers hire real
world actors to inter-
ad wffh the commu

nity. induding talking 
over the phone and 
meeting in person. 
Early on, before the 
rules of the genre 
were clearly defined, 
this caused some 

confusion among the 
players. "Some of the 
actors got followed 
home, and they had 

to explain to players 
that they didn't actu
ally lcnaw anything 
about the game.# 

reveals Hon. "People 
know naw that when 
the character gets 
Into the taxi, you 
don't follow them.# 

was denied access. To circumvent the 
problem, the community banded together 
and actually published a book 1n her 
name. Far from a basement operation, the 
players organized a stable of contributing 
writers and artists, making the work a real
ity and allowing the stoiy to continue. Even 
though you won't find the book (entitled 
Tales From the Third Planet) at your local 
retailer, it is possible to purchase a physical 
copy of the book online via Lulu (www. 
lulu.com). 

The pay phone example used earlier 
from ilovebees is another instance that 
required the collective effort of multiple 
players. Weisman gave us the rundown of 
how exactly this event unfolded: "[Players] 
had become used to finding the location 
of Axons (payphones) and making sure 
that an audience member was there to 
answer them and enter the proper code, 
but when a @ndom audience member 
answered a phone and was given a code 
instead, and then instructed to transmit 
that code to another random person with
in five minutes so that they could enter 
it - they were totally taken by surprise. 
But only a week later they had built an 
inventive network of IRC channels and cell 
phones that allowed totally random audi
ence members to pass the codes across 
the United States from random phone to 
random phone without missing a beat." 

. . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . As interesting as these stories are, it 
is important to keep in mind that not all 

"There were other games that pretended to 
be real. There were other games to use dif
ferent media. But The Beast was the first to 
get it really nght" 

to have an impact. 
One example is the 
boak Masquerade by 
Kit Williams, which 
contains beautiful 
painted pictures 

imbedded wffh dues. 
These dues, when 

put together properly, 
pointed players to 

cracked." Smith reveals. •or if it can't be 
cracked in the community, they usually 
knO'N other people they can rely on. We 
have to be quite clever about hO'N we 
construct our more complex problems to 
slow them down." 

puules in an ARG need to be group efforts. In fa~ it is 
more of a progression, where audience members do work 
1ndrvidually and share the results so the community can 

• solve more involved problems. You may find a street address 
• embedded 1n the source code of a seemingly innocuous 
: web page, but if you don't live in that area, you'd need to 
• reach out into the community to find someone else willing 

■ Michael Smith (top) and Adrian Hon (bottom) 
of Mind Candy 
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the location of a trea-
sure (a golden hare) 
in the real world. The 
book was published 
in 1979, so the search 
is long aver, but 
the global treasure 
hunt it started has 
several conceptual 
similarities to ARGs, 
"'I just thought it was 

the coolest thing 
ever,# recalls Smith. 

"'I didn't have any 
chantt at ever find
ing the treasure, but I 
loved the idea.# 

One example of this philosophy, taken 
from Perplex City, is particularly interesting. 
A character in the universe, V10lei needed 
admlSSIOO to a restricted libraiy. Since she 

: to 1rrvestigate. Depending on hO'N involved you want to be 1n 
• the game, it can be a solitaiy hobby, or you can participate in 
: the hive mind and immerse yourself in the minutiae of the 
: expenence. 

}) CONTINURO ON PAQE 128 

■ These are screens from the ilovebees site. On first glance, it Is 
lmposslble to see how this is connected to Halo 1. After the ARG 
pllyers dug in, the pieces fell into place 
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....... 
■ ARGs are typically tr .. to play. 
Electronic Arts' episodic pay-to-play 
ARG, Majestic. only lasted for a few 
installments 

< ■ Fictional murder victim Evan 
Chan had a website that players 
of 11,o Boast (crHtod for th• 
film A./.) uncovord 
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OffiOB. In Faot, mcrB'B 8 FinB FOr UBin{J it. 

lnfBGliOUB 
There is another key element that has influenced the popu
larity and success of ARGs, though it has little to do with 
the process of playing the games: marketing. Ever since The 
Beast and its A/. connection, there has been a perception 
of ARGs as parts of advertising campaigns rather than stand
alone experiences. Halo 2 had ilovebees. Popular TV shows 
like Heroes and Lost have their own ARGs. Even Perplex 
City, though not tied to another property, monetizes itself 
through the sale of card packs. There is no question that 
this kind of viral marketing is beneficial for the games and 
their partners, but to see ARGs as nothing more than glori
fied commercials is to sell the genre short 

'The word 'viral' has actually been banned in our office. 
In fact, there's a fine for using i~" laughs Alex Lieu, vice 
president of creative development at 42 Entertainment 
"Lately, I've been on a rampage to ban the word 'marketing' 
from what we do also. What we really focus on - the idea 

■ Nine Inch Nails' > 
new album. Year 
Zero. has an accom
panying ARG. These 
are just two of its 
several websites 
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• the company was founded on - is 
: that we create entertainment experi
• ences. It's why the word 'entertain-
: ment' is in our company name~ 

ARGs are far more than mere 
: promotions. Tie-ins can help to 
• raise awareness or capitalize on an 
: already existent fanbase, but that 
: alone is not enough for an ARG 
• to be successful. The story needs 
: to be engaging, the puules need 
• to be challenging, and the play-
• ers need to be rewarded. In short, 
: regardless of what products an ARG 
: might be connected to, quality is 
, still the deciding factor. 'The smart-
: est way to ensure you have an 
, audience is to create a compelling 
: and intriguing story and experience," 

................................. . . . . 
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-ALEX LIEU 

knowledge base, these projects 
have the potential to appeal to 
players spanning an unprec
edented number of demographics. 
Whether it's music, games, books, 
or television, an ARG has the ability 
to infiltrate all sorts of media and 
tap into the enthusiasm of these 
communities around the world. 

"The fact that everything is 
possible, and that anything that 
people can see, hold, or inter
act with becomes a canvas we 
can use to tell a story ... that's 
the best of all worlds for us," 
states Lieu. "Really, that's what 
differentiates the entertainment 
experience of tomorrow from 
the entertainment experience of 
today." Or, as Weisman succinctly 
puts it: "The concept is that we 
really only develop for one plat
form: the globe." ■ ■ ■ 

Smith asserts. 
'That's cer
tainly my phi
losophy - to 
create an 
amazing product that 
will spread on its 
own merits~ 

NOW PLAYING 

If you're interested 

Go to Game Informer Online to check out our complete O&A 
with ARG legend Jordan Weisman, plus an interview with the 
Perplex City Season One winner Andrew Darley. 

Given the advanc
es in media and 
technology in recent 
years, the ARG expe
rience promises to 
become even richer 
with time. Unbound 
by a single format 
and able to rely 
on a diverse player 

in checking out the 
ARG phenomenon 
for yourseff, you'll 
need a place to 

start One option 
is Mind Candy's 
Perplex City Season 
1wo, which will offi

cially kick off soon 
(the new cards are 
already available). 
Ahemately, if you're 
anxious to get right 
into deciphering, 
you can check out 
42 Entertainment's 
Year Zero, a series 
of websites tied to 
the Nine Inch Nails 
album of the same 
name. To get a wider 
sample of ARG offer
ings out there, we 
recommend a visit to 
the Altemate Reality 
Gaming Network 
(www.argn.com). Get 
out there and join the 
hive mind! 

■ Alex Lieu (top) and Jordan Weisman (bottom) 
of 42 Entertainment 





LOOSE TALK 
Hot Gaming Gossip 

MADDEN CURSES VICTIM 
BEFORE COVER? 
Nobodylnow,wllod,NRpl,'/ff oaoon1110bttNllnd 
onMaddonNR09nntytM, b«<wtun ldlyouono 
who onl. Brldy Quin 1.oo5e W. hm '-d 1h11 lhe 
ClM4Mld 08. who~ ltl from btq 110pt1v .. 

pd I0 - 2lnd II lhosApil's NR ~ ~ 
EASpo,1sby._,.1 p,Hrlft...,,.hool,dbylhe 
publish« IO wlldl ht had P<""""'r <OIM-1 

EA'S KNOCKOUT KING GOES FOR ANOTHER K.O. 
Kudo Tsunoda from EA hm madt quoit I namt lor lwns<4f by resurr-., lhe Knod..-~ bou1s 
._..,.., AafllNip,1.1.oo,e Tai hm '-d lhllTS!mdoand ~•• ...... 1 ""'fi&l,l,nsl"""' "'°""" at lhe Ow.aso !llldio lhll wil be clue ..rty nnt year. llo wonl as lO_lhe _ wil _ 

IO - on Aafll NisJII and Def Jom. 

Cot,....,..,,, dol fJnai us at bm,d@~a;m tn/~1 bt~ ""1 

NAME THAT GAME 
Test Your Sight 

Thanb to V..C. M<Mahon"s 1Jttdyego. c, °"" 
to forget lhal lhe WWf (and lhe IK<™d THQ 
game) wasn1 ~ lhe Ott(Wf"1ir,g ""11 II 
to,m A f,w Yf"" ,ao, Acclaim - ol al compa 
mes - had a wresd,ng senes that p<oduced lhr .. 
games. Ftatu11ng htroes 1kt Hulk Hogan. Andro 
the Goan\ and Rowdy Roddy Piper, th• hand11se 
brought wresd,ng fans back to the -J,,,y days. 
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Real Results that Get Noticed. 
The new Bowflex Xtreme® SE home gym is built to provide fast and 

easy total body results right in your own home. Compact enough to 
fit any workout space, it performs over 65 gym-quality exercises 
- as many as an entire health club filled with machines. 
All this for just $20 a month* - less than half the monthly dues 
of a typical gym membership! 

Power That Lasts. 
Over 1 million Bowflex® customers know 
that nothing else compares to 
Genuine Bowflex® Power Rod® 
technology for professional-level 

performance and proven results. 

Call (800) 701-9157 today! 

LOOK AT ALL YOU GET: 
• ALL NEW Advanced Ab Station 
with Built-In Lumbar Support 

• Built-in Lat Tower and Squat Station 

• Adjustable Upright Seating and 
Upper & Lower Pulleys 

• 7-Year Limited 
Warranty 

• No-Time-Limit Power 
Rod® Warranty 

• 100% Satisfaction Guarantee1 

• Leg Attachment Included 

., BOIAIFLEX 
Be Strong. Be Fit. Be Bowflex. 

CALL 800.701.9157 
www.BowflexWeb.com 

of your total M inimum M onthty Paymenl will depend on 1ddib0nal purchases and account balances. See Cardholder AgrHmert and 

Nautilus, Inc. All nghts resaived. Bowflex, tht Bowflex logo, Bowflex Xueme. and Powor Rod are erlher r191Stered ueda!Nrts 0< 
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The video game industry is faced with a number of difficult questions and many ways to look at them. In Game 

Informer's debate section, we attempt to analyze these scenarios from different angles. Like a typical debate club, 

our editors have been assigned to defend a position whether or not it agrees with their personal views. In this 

edition, we discuss the viability of less violent, more drama-focused games in the mainstream market. 

CONFLICT AND VIOLENCE ARE ALWAYS going to be a big 
part of games. Even before pictures were flashing on screens, 
we've had thousands of years of games that emulated war-
fare - a little chess anyone? There's a basic human instinct 
to observe cause and effect, and it just so happens that the 

various forms of beating someone senseless are a great study in the concept But can games 
offer anything else, free of the boundaries of violence or even competition? Is there a place in 
the market for an interactive romantic comedy, or a tense political thriller, minus the need for 
boss fights against fire-breathing dragons? Perhaps for the first time, the hardware on the mar
ket offers the freedom to create lifelike emotion, realistic movement and faces, and produc
tion values that rival Hollywood films. A widening market of consumers includes a spread of 
both women and older adults - audiences that have traditionally opted for less violent fare in 
their entertainment choices. And if those growing audiences want to join us poor souls raised 
from boyhood on first person shooters and martial arts tournaments, the more the merrier -
Halo and Mortal Kombat aren't going anywhere. But just like this summefs theaters will have 
Transformers and Spider-Mon 3 sharing space with Knocked Up and Ocean's 13, is it so hard 
to believe that games might offer similar variety? We're certainly not the movie industry, nor 
are we just like books, theater, or music. But like those very different mediums, games are just 
as capable now of communicating heartfelt relationships, terse arguments, and sidesplitting 
comedy. Unlike other media, games are now able to do so within an interactive context that 
includes branching story paths and artificially intelligent characters that react to your actions in 
real time. Knowing tha~ the question seems less about whether drama can become a viable 
genre, and more about when it's going to take off-MILLER 
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~5 £ ANYONE WHO DENIESTHEIMPORTANCE cl ""'Y ic 
video games is an idiot. A compelling plot adds context to '~ (1' j 11 ., .,m.,;., acd ~kes the '"""'°" ~• mm'"" fo, 
the user - but dramatic sequences are not enough to hold a 
game together. I appreciate the occasional title that forsakes 

the standard space marine or barbarian to explore more mature themes, but titles like 
these can never cohere into a mainstream genre. Without the requirements of quick think
ing, dexterity, and precision, what's left? Dialogue, cutscenes, and a lot of left analog stick 
movement. It might be interactive, but can you call it a game? What we've seen from these 
"drama games· so far - even the good ones like Phoenix Wright and Indigo Prophecy - is 
simple gameplay used as a vehicle to tell a story. By sacrificing solid mechanics in favor of 
plot exploration, these games effectively turn their back on the interactivity that makes video 
games unique as a medium. Drama can give significance to on-screen action, but can't 
replace it. I'll use my favorite boss fight as an example: the battle against The End in Metal 
Gear Solid 3. Even in a series renowned for its rich, complex narrative, it's the gameplay 
that makes this fight memorable - it's the fact that you feel hunted, hiding for your life and 
taking any shot you can get. The whole set-up involving an ancient sniper is just an excuse 
to make the player utilize those game mechanics. Without them, your only real participa
tion would be advancing text boxes. No matter how compelling the tale a game tells, that 
kind of minimal interaction can't compete with the big dogs for mainstream attention in an 
entertainment medium built on the concept of active participation.-JOE 
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DATA FILE 
More News You Can Use 

CROTEAM GETS SERIOUS 
s.rious Sam devoiopor C,ot,om is IUITW1J up 
with C..rn,coa lor a nm-a,,vl'( bllt USlnl 
lht S1Udio's s.rious Enp,t l . Th, lamt ""' 
exp«t<d unll 2009. 

THE NINTENDO MONOLITH 
Ninlendo has bcxJgf,I 80 pe«tnl ol Xfnosasa 
and Bat,n ICaitos (-) dMloptr Monolilh 
Sollware. Alll1ough lht x.nosasa-ond<d 
soontflhan e,p«l<d, ~ INS mo,o giffl 
lht Wii some good RPG C0111M. 

FINAL FANTASY VERSUS 
Th, Fonal Fa,usy.....,,. a,ntinues ID spin 

off in diff..-.nl di-Klions, !hos limt ... figto,g 
game lor PSP calod FNI Fantasy: Dlssidia. N. 
SquareEnix's rtctnl Mnl on Japan • showed a 
~ailer lor lht lidt lhal lfftlnd Sephirolh and 
Zidane dukin1 • OUI. No ,....,_ dale was giYo,, 
for Dissidia. 

PSl HAS STRANGLEHOLD ON 
COLLECTOR'S EDmON 
Midway's Stranglohold is firlaly coming MINS 
summer for lht PSJ, l60, and PC. PSl ownm; 
"'1o want 10 P<t down an oddilional s10 lor 
lht Coil«ID(s E<ition wil g,t a bonus - a copy 
of lht stminal film Hard 8oil,d on lht samt 

81-disc as !ht game ...W. 

ESA'S NEW HEAD CHEESE 
Th, ESA has annoonc<d lhal Mitt Gallagher 
(former mistant secr,wy of cornmerct for 
communic.ations 
and chief lelecorn
munications 
and policy 
advisor lo lht Bush 
administration) 
will take over from 
presidenl lloog 
Lowenstein. 
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PAIN 
This PlayStation Network title debuted at the 
even~ and features human-based Burnout-like 
carnage where you launch one of four charac
ters from a stationary catapult at an environ
ment full of stuff to crash into. Of course, your 
score is determined by how much mayhem 
you cause. Pain will have a number of single
player and multiplayer modes. The game's 
price hasn't been determined yei although 
Sony says that additional environments and 
other content will be available after its holiday 
release. Fellow Network titles High Velocity 
Bowling, Go! Puule, and Super Stardust HD 
were also in attendance. 

SYPHON FILTER: 
LOGAN'S SHADOW 
Syphon Filter: Dark Mirror was one of our 
favorite PSP titles last year, and Gabe is back 
this fall in Syphon Filter: Logan's Shadow. 
The game's plot accuses Gabe's longtime 
partner Lian Xing of being a double agent 
after she goes missing. Logan's Shadow adds 
underwater comba~ blind fire from cover, new 
melee actions, and interactive God of War-like 
moments to Gabe's arsenal. 



FOLKLORE 
This game was called 
Monster Kingdom: 
Unknown Realms at Tokyo 
Game Show last year, and 
is developed by Genji: 
Days of the Blade's Game 
Republic. The action/ RPG 
has you battling and 
absorbing the magical 
powers of 105 creatures 
(at times using the Sixaxis 
motion controls), which 
are then used in battle 
accompanied by some 
cool visual affects. No 
release date has been 
given for Folklore. 

S 
ony invited us to its state-of-the-art, $6 mil-
lion motion-<apture studio near San Diego to 
let us get some hands-on time with a selec-
tion of first and third-party PS3 and PSP titles. 
LittleBigPlanet Lair, Heavenly Sword, Warhawk, 
Eye of Judgement Ratchet & Clank Future: Tools 

of Destruction, Uncharted: Drake's Fortune, limeShift, Devil 
May Cry 4, and more were at hand. Along with the games, 
Sony made a couple of announcements, induding news 
that Warhawk will be available via both download on the 
PlayStation Network and at retail. The copy on store shelves 
(which doesn't have a price yet) will, however, indude a 
Bluetooth headset 

After running through a demonstration showing how the 
studio uses 88 cameras for its motion-capture process in 
series such as SOCOM, Sony unveiled two new games for 
the franchise. SOCOM: Confrontation represents a departure 
for the series because the Slant Six-developed title is online 
only (it will be available in stores and online). Sony showed 
off some very early footage of the 32-player title, and the 
game features different choosable international special 
forces units, customizable appearances Qnduding for dans), 
Sixaxis functionality, and more. Downloads are planned after 

its November 
release, indud
ing new modes, 
units, weapons, 
etc. 

Slant Six (who 
worked on parts 
of Syphon Filter: 
Dark Mirror) is 
also handling 
the PSP title 
SOCOM: Tactical 
Strike. This 

October game is also new territory for the series because it's 
more like Brothers in Arms than an FPS. Your SEALs are split 
into alpha and bravo pairs, and you must strategically deploy 
them with a variety of commands. Suppressing and barrage 
fire, order queues, unit-specific abilities, customized loadouts 
and upgrades, and more will be at your disposal in either the 
single or the multiplayer (Ad-Hoc or Infrastructure) modes. 

For a preview of God of War: Chains of Olympus, check 
out our coverage on page 77. 

I 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
LINUS CHEN CRAIG 
Creative Director/Producer,CEDARQUIST 
Mortal Kombat: West Lafayette IN 
Armageddon • 

1 Metal Gear Solid 3: 1 Diablo II - PC 
Snake Eater - PS2 2 Resident Evil 
21CO- PS2 4- PS2 

3 Final Fantasy 3 Halo 2 - Xbox 
Ill - SNES 4 God of War - PS2 
4 Half-Life - PC 5 Telengard -
5 Soul (alibur - DC Commodore 64 

Send Top rrves and a photo af yourself to: 

Game Informer Magazine/Top Five 
724 N 1st St 4th Fl 

Minneapolis, MN 55401-9022 
email: topfJVe@gameinformer.com 

( attach digital picture) 

TOP TEN 
Lists ... Everybody Loves Lists ... 

Top 10 Video Game 
Fixtures To Add When 
Remodeling Your House 
10 Green pipe leading to a coin-filled basement 

9 NPCs. They don't move or make good conversation, 
but they fool robbers into thinking someone's home 

8 Dozens of breakable boxes with goodies inside 

7 The Dark World/Twilight Realm. This one could 
be tricky 

6 An enemy spawn point positioned directly over a 
spike pit Hours of entertainment that puts a home 
theater to shame 

5 Miniboss room, preferably guarding the master 
bedroom 

4 Sniping points surrounding the high-probability 
snack theft areas 

3 A jungle level (this is a must) 

2 Save points for when you're about to do something 
stupid 

1 Bottomless pits 
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XBOX 360. 



As a new feature, Game Informer will be scouring 

the leaderboards in search of top gamers to find the 

best of the best. uncovering the person behind the 

handle, and learning his or her strategies. So, if you 

get a pesky message over Xbox Live or PlayStation 

Network from GamelnformerMag, please don't 

delete it You could be the next featured gamer. 

Bandle: Vaca 27 
Age:20 
Hometown: Aurora, Illinois 

Sometimes I wouldn't 
sleep at all just to 

stay on top. '' 
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I 
n the month of April, there was no one 
better at Warzone mode in Gears of War 
than Vaca 27. The dedicated fanatic, whose 
real name is Daniel Vasquez, has slain 
more COG and Locust horde than most of 
us can imagine. 

Not surprisingly, Vasquez had to invest a little 
time to get there. "Yeah, there was a lot of practice 
involved," he says. "Many days I'd only get four 
hours of sleep. Sometimes I wouldn't sleep at all 
just to stay on top~ He has even taken some time 
off of work to participate in the Gears of War 2007 
Global Xbox Live Tournament 

Vasquez has to get up in the wee hours of the 
morning to make it to his laser operator job at 
6:00a.m. Though this duty may sound potentially 
awesome, he describes it as relatively mundane. 
"I have to make sure the letters and graphics on 
credit card applications are aligned, and that the 
application fits in the envelope," he says. "I make 
around 70,000 to 80,000 applications a day:' 

His favorite match type, Warzone, is basically 

a standard deathmatch mode with the ability to 
resurrect fallen teammates. Vasquez favors this 
mode because he feels that the competition is 
the strongest. The sniper rifle is his weapon of 
choice due to his penchant for headshots, and he 
loves the map War Machine for its advantageous 
sniping locations. 

So what is it about Gears of War that inspired 
his dedication? ·1 knew since the beginning it was 
going to be a big hii and I love first-person shooter 
games," Vasquez says. "But I wouldn't call myself 
an expert yet There are a lot of good players out 
there that I would like to face. Once I beat the best 
players, then I can call myself an expert.• 

The modest gamer recommends that players 
spend plenty of time in player matches before 
entering the cutthroat ranked games. He also 
stresses the importance of practicing with all of 
the weapons instead of just focusing on one in 
order to be prepared for any situation. But most 
of all, Vasquez says, "Don't let the trash talk get 
to you!" ■■■ 





a 
D Realms got its start in 
the shareware market 
almost 20 years ago as 
Apogee. Best known for 
its premier character, 
Duke Nukem, and the 

legendary delays since his last 
appearance (see sidebar), 30 
Realms has been lending its 
development expertise to hand
selected projects off and on since 
the early '90s. Wolfenstein 30, 
Descent (before it was sold to 
Interplay), Max Payne, and Prey 
all came to life with the help of 
30 Realms - both financially and 
creatively. The strange thing is, 
with the exception of Prey, you 
won't see their name on any 
of the game boxes. So how will 
a company with this low of a 
profile become what it calls "the 
Jerry Bruckheimer of the game 
industry?" 

'We generally don't mind stay
ing behind the scenes, and really 
that's probably the best way for 
us to handle things; says Scott 
Miller, 30 Realms co-founder and 
head of the company's Projects 
division. "Generally how it works 
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is either we'll approach a team 30 Realms 
with an idea or they'll approach carve 
us and we end up reworking their : out this 

• idea, trying to blend in all of the Hollywood 
things that we learned over the equivalent 
years. We're really trying to focus of the "pro-
on having a gameplay hook, a ducer" role 
storytelling hook, and a technol- in the first 
ogy hook - just trying to have place? 
these epic games~ The 

Aside from the creative back seeds of 
and forth that 30 Realms enjoys 30 Realms 
with the developers it works Projects started back in the early 
with, the company also provides '90s when co-founders Scott 
funding to get these projects off Miller and George Broussard 
the ground. This in turn allows saw some interesting games 

• up-and-coming developers to coming out of Softdisk. It turns 
bypass the traditional publishing out that they were created by 
model. 'When you're working John carmack, John Romero, 
with a publisher, generally the and several other key members 
publisher has full ownership and of the team who would later 
you're just kind of treated as a form id. Apogee was able to get 
contractor," Miller says. The stan- the team to create Commander 
dard 30 Realms Project deal is Keen for them during off-hours at 
a 50/50 IP split on the game in Softdisk. Needless to say, Softdisk 
development. "That way the team wasn't pleased that another 
is really motivated and everyone publisher had a game made at 
has ownership in it," Miller says. its offices. In order to avoid legal 
"And when people have owner- • entanglements, it was agreed 

• ship in something they're going to : that id would get to keep the 
do their best work." But how did • Commander Keen IP, but they 

would have to make 12 more 
games for Softdisk. 

During this tenure, id 
developed a 3D engine and 
implemented it in games like 
Catacomb 30 and Hovertank. 
Miller saw the potential in the 
jump to 30 and asked id to 
make a 30 title for his company. 
"Unfortunately, they could not 
devote the time to pursue such 
a game because of their ongoing 
commitment to Softdisk," Miller 
says. "Recognizing that a 30 
game needed to be made for 
shareware while the iron was hot, 
I proposed the following deal to 

• id: Apogee would secretly make 
• a game for Softdisk and put the 

id logo on 
it, and this 
would give 
id the time 
they need 
to make a 
30 game 
for Apogee 
to release. 
This is 
exactly what 
happened, 

Apogee made a game called 
ScubaVenture, which went to 
Softdisk, and id made Wolfenstein 
30 for us." 

Wolfenstein 30 went down 
in FPS history and boosted both 
id and Apogee to high-profile 
status. The windfall allowed 
Broussard to focus on bringing 
the Duke Nukem franchise to 30 
while Miller searched out a new 
promising game to bring into the 
fold. The company got together 
with Parallax and started work 
on Descent. Partway through 
development, however, rising 
costs forced 30 Realms to sell its 

• stake in the game off to Interplay, 
effectively cutting off 30 Realms' 

l 



chance at a repeat performance. 
Descent ended up being one of 
Interplay's top titles. 

After Duke Nukem 3D explod
ed onto the scene in 1996, 3 D 
Realms searched out a new 
project. It had previously worked 
with Finnish developer Remedy 
on a racing game called Death 
Rally and the team was anxious 
to make another title. One game 
called Dark Justice caught their 
eye. "It was sort of top-down 
isometric kind of 3D game where 
the ceilings were gone and you 
just saw [the character] walking 
around in rooms and shooting,• 
Miller remembers. He saw poten
tial, but had some different ideas 
with the direction. "'We want 
to do what we did with Duke 
Nukem and focus on a lead cen
tral character," Miller said to the 
Remedy team. •so we developed 
the character of Max Payne, went 
full 3D, went with a whole mod
ern day New York story. Basically, 
we were really involved with the 
design of the game and helped 
them shape what became Max 
Payne.• 

Samuli Syvahuoko, co-founder 
of Remedy, reflects on 3D 

Realms' input 
on Max Payne. •1 
still recall when 
Scott Miller visited 
Finland in the late 
'90s. We were 
playing around 
with an idea that 
the bullets in the 
game would actu-

• ally be modeled 
and they'd physi
cally fly out of the 
guns, as opposed 
to weapons being 
instant-hit (like 
they used to be). 
To demonstrate 

• to Scott that the 
bullets were actu
ally flying in the air, the game 
was slowed down. When Scott 
saw this effect, he immediately 
thought it needed to be incor
porated into the core gameplay 
somehow. And after a while, bul
let-time was born.• 

Remedy and 3D Realms split 
IP ownership and royalties 50/50. 
Both companies made tens of 
millions off of the series and 
eventually sold the rights to Take-

• Two for $48 million. Syvahuoko 

went off to found mobile games 
company Fathammer in 2000, 
and 3D Realms started looking 
again for a new project. Human 
Head approached the company, 
interested in working with them 
somehow. 'We had previously 
worked on [Prey] in the '90s and 
it was just kind of sitting dead for 
us,' Miller says. 'We decided to 
resurrect it and [Human Head] 
liked the idea so we handed over 
all of our design materials. Not 

only tha~ but we decid
ed to rework the design 
for how the game had 
been brought up to that : 
date, which was back 
in 200 l.' Prey met with 
critical success and sold 
over a million units 
worldwide. 

After selling 
Fathammer in 2006, 
Samuli Syvahuoko got 
back into console and 
PC gaming with his 
new company, Recoil 
Games, and pitched 
3D Realms on what 
eventually became 
Earth No More, a game 
based on disaster genre : 
films (see page 40). 
Syvahuoko says the 
reason he wanted to 
work with 3D Realms 
again was because of 
their attitude towards 

developer at a 
time~ Miller says. 
"Now we're decid
ing that there's 
really no reason 
why we only have 
to work with one 
external team.• 
Three other unan
nounced projects 
are in the works, 
and the company 
hopes to have up 
to eight total when 
they're running at 
full steam. 

Though find-
ing developers 
interested in the 
Projects system 

hasn't been all that tricky. The 
lure of creative control, IP owner
ship, and bargaining power when 
it comes time to shop the game 
to publishers is tough to deny. 
Miller also points out that most 
of the developers 3D Realms has 
worked with have gone on to 
great independent success. '[It's] 
like Remedy with Max Payne, 
now they're a fully independent 
studio that can call their own 
shots and develop their own proj
ects,' Miller says. 'They've now 
got a super high profile deal with 

design and free-flow- Microsoft [for Alan Wake - Ed] 
ing creative structure. and had they not worked with 
'It all came down to a • us and gone the normal route of 
decade-old relationship trying to get work with publishers, 
of mutual trust and 
respect,. Syvahuoko , I really doubt that would have 

• happened~ 
says. ' If you have But 3D Realms' focus on 
two very creative and new IPs and smaller developers 
professional parties doesn't mean they're opposed 
working together seam- • to revisit past franchises. After all, 
lessly, you are bound to • don't they still share the nghts to 
achieve great results~ Prey with Human Head? "Yeah, 

Start1ng with Earth there's definitely a hint there,' 
No More, 3D Realms is • Miller says. ,1 can't announce any
taking their Projects dlvi- • thing now, bu~ yeah, you're on 
sion to the next level. • 
' In the pa~ we've the right trail.' 
only focused on work
ing with one outside 



/Continued from page 39/ 

P 
icture some of the big 
disaster movies and thrill
e,s in recent film history. 
Aliens, IM:lr of the Worlds, 
Terminator 2, 28 Days 
Later, The Thing. All of 

these movies are linked by epic 
action, major threats to humanity, 
and ensemble 
casts that may 
not always get 
along due to the 
extreme circum
stances. At this 
point in gaming, 
there really hasn't 
been a sufficient 
counterpart 
to this genre. 
Newly formed 
developer Recoil Games (run by 
the co-founder of Remedy) is out 
to change that with the help of 
3D Realms and their revamped 
Projects program. 

Earth No More opens in a small 
New England town recently quar
antined due to a mysterious out
break. Poisonous red vines have 
been spreading quickly, simultane
ously strangling and terraforming 
the environmen~ not to mention 
mutating nearby plant and animal 
life. The develope,s are saying 
right up front that this so-called 
spore isn't from outer space; in 
fa~ they're trying to stay far away 
from sci-fi diches. '[The spore] is 
the result of man's ongoing and 
abusive tampering with nature her
self," says 3D Realms co-founder 
Scott Miller. "Just as when man 
discovered the power of the atom, 
we had a choice to use that power 

: for good or otherwise. 
• Sadly, man always 
: chooses 'otherwise'. It is 
• using that same blue-
: print that the spore came abou~ 
• and now humankind must face 
: the results of its foolishness.• 

The lead character happens 
to be at this 
ground zero 
along with four 
other characte,s • 
that he will team 
up with along 
the way. 'The 
primary thrust 
of gameplay 
surrounds the 
nucleus of this 
human interac

• tion, which is the ensemble cast," 
: says creative director Raphael 
• van Lierop. "Each character in our 
: cast is fully realized, with their 
• own back-stories, pe,sonalities, 
: motivations, and secrets. Each 
• character brings their 
: own pe,spective to the 
• experience, and a lot 
: of the gameplay and 
• storytelling is driven by 
: the conflict that arises 
• when these personali
: ties and pe,spectives 
• clash. Each cast 
: member has their own 
• arc, and nobody will 
: be unchanged by the 
• events that unfold dur
: ing the game. So you'll 
• get to see real charac
: ter growth, something 
• that is core to enjoying 
: a book or movie, but 

er do 
something we rarely get to see in 
a game." 

With all of this interaction and 
dialogue, it's easy to assume 
that you'll be staring at a lot of 
cutscenes. But Earth No More 
will have none of them - at least 
not in a traditional sense. The 
game will utilize a conve,sation 
mechanic that will supposedly rival 
Mass Effect. 'We are developing 
a truly interactive dialogue system 
that lets you either remain passive 
to group conve,sations or partici
pate as much as you want, and 
with whomever you wan~• Miller 
says. If you let the conve,sations 
run their cou,se without any inpu~ 
however, you will suffer some 
unspecified consequences in the 
following levels. 

The development team is spe
cifically moving away from what 

• they call the "lone hero," while 
also avoiding a squad-based direc
tion. Playe,s will work alongside 

• allies in a manner more along 
the lines of Half-Life 2 rather than 
Rainbow Six, with everything from 
puzzle solving to attacks. 'We' re 
going to design almost every 
weapon in the game to where 
it's going to have a sort of col
laborative mode to i~" says Miller. 
One gun called the Linker works 
like a reverse proton pack from 
Ghostbusters. Playe,s are encour
aged to cross the streams and 
focus attacks together to gain extra 
attack power against more impos
ing enemies. Another possible 
scenario has one character carrying 
a charging device that strengthens 
the weapons of those around him. 
This pe,son won't be able to equip 
a weapon himself, so he'll have to 



rely on others to protect him. 
The good guys aren't the only 

ones who can team up, however. 
Enemies are being designed to 
complement each others skills as 
well. For example, a certain plant 
enemy will shoot out poisonous 
spores that hook into you and 
are more of an annoyance than 
anything else. Later on, however, 
these spores will also serve as 
a tracking beacon that will help 
other enemies sniff out your posi
tion. Another bird-type enemy is 
relatively weak on its own, but it 
has the ability to call in reinforce
ments. The developers want 
every enemy to somehow gain 
an advantage by grouping with 
another. 'We' re going to develop 
as many [of these relationships] as 
we can, several dozen, to where 

one enemy on its own is sort of 
dangerous, but two or even three 
enemies in combination becomes 
really, really tough," Miller says. 

This doesn't even figure in 
the most dangerous enemy of 
all - one controlled by another 
player. In addition to the ability to 
play through the entire campaign 

• via online co-op, Earth No More 
will allow players to jump into oth
ers' games posing as an enemy. 
"The idea is that as smart as we 
make computer Al, human [intel
ligence] is still more unpredictable 
and might be able to come up 
with more clever tactics than what 

this human-controlled opponent 
might start doing things that are 
totally unpredictable based on 
how you've seen these enemies 
react before." 

You can go after specific friends 
or just jump into a general queue 
that will drop you into a random 
game instantly as a Stalker. 
Players can only enter parts of 
the game that they've already 

• beaten themselves, and will earn 
Achievements and Home trophies 
for taking down heroes. After dying 
as a Stalker, you'll be thrown into 

• another person's game in what 
will hopefully be a smooth transi
tion. Up to two Stalkers at a time 
will only be able to encroach on 
certain areas of a players game 

infected enemies, though we don't 
know much more than that at this 
point. 

Recoil and 3D Realms admit 
• that they're ta lking about Earth 

No More a little earlier than the 
industry standard, but it's all part 
of the plan. "Most games prob
ably announce with 18 months 

• of release I imagine, at the worst 
two years. We're announcing this 
I guess maybe a year early, but 

• I'm not really too worried about 

• we can come up with," Miller says. • 
"You might run into an area where 
there are three enemies and you 
won't know that one of them is 

• controlled by a human. Suddenly 
so you don't have to worry about • 
people interfering with key story 

scenes or boss 
battles. Plus, you 
can just turn the 
Stalker feature 
off if you'd 
like. Standard 
multi player 
death match 
modes will also 
be available, 
pitting survivors 
against spore-

it," Miller says. "Our plan is to 
kind of go quiet for the next year 
and not keep beating people 
over the head with something 
that's still so far out, but I think it 
still is exciting to let people know 

• what's coming." ■ ■ ■ 





fol' those of you who 'ie purchased an Xbox 360 Bite and need a trans
fer cable to bring over your noJl.mOVie data from yoor previous 360 
hard drive, Mkrosoft's web site is offering to send you a free cable. 

Gaming legend and space flight enthusiast Richard Garriott recently took famed astrophysicist 
Stephen Hawking (who is normally wheelchair-bound_ du~ to ALS) up into th~ atmosph~e 
aboard the Vomn Comet. a plane that simulates what it's hke to float around on zero gravity. 

GOOD 
After years of hinting. Teano finally revealed that both 
Tecmo Bowi and Rygar are making a return. The infamous 
football game is set to appear in 2008 for unknov.n 
platforms, while Rygar and his diskarmor shield swing into 
action on the Wii. For more on the dassic Tecmo Bowl, 
ched< out Classic GI on page 112. 

EA's Spore has been delayed indefinnely, while the PS3 version of 
THQ's Saints Row has been canned entirely. The only good news out 
of this is that THQ says that developer Volition has begun won< on a 
Saints Row sequel which will appear simultaneously on both the Xbox 
360and PS3. 

It's sad to bid adieu to the a eat or of the 
PlayStation. Ken Kutagari, who is retiring as 
chairman and group CEO of Sony Computer 
Entertainment. But let's face • - they guy has 
be<ome a liabilny with his crazy comments. 
Taking over his spot is current president 
Kaz Hirai, while Kutaragi remains as a 
seniot' technology advisor. Oh, as ~ in a last 
hurrah, Kutaragi has already started talking 
about PlayStations 4, s, and 6. O'oh! We're 
going to miss you Ken, you aarv Japanese 
executive you. 





PRESIDENT, WORLDWIDE STUDIOS, SONY COMPUTER ENTERTAINMENT 
>> Coming from a background in garage development. Phil Harrison has risen through the ranks to 
become one of the key players in Sony's PlayStation empire. As head of the company's worldwide studios, 

Harrison is responsible for shaping Sony's in-house software on all its platforms. << 

PSP has entered the market and established 
an installed base, but software sales are not 
strong. What do developers need to do to cre
ate PSP content that's more compelling? 
Well, whether you're talking about PS2, PS3, PSP, 
or any platform, it's to play to the strengths that the 
technology has and the differences that that tech
nology represents to the consumer. I think we've 
done that successfully in some titles and those 
have proven to be very successful. We can always 
do more to exploit the portable nature of PSP; we 
can do more to exploit the mobile, Wi-Fi, web con
nectivity of the machine. You can look at titles that 
have done that very well - Monster Hunter Portable 
in Japan is a great example. This is a title that has 
really taken advantage of what PSP is aboui and it 

• sold over one million units. I wouldn't agree that the 
software sales have been unsatisfactory, but I do 
agree that we can always do more to take advan
tage of the machine's capabilities. 

You're beta testing the Home online service 
right now. Will it have all the features that 

But I think dearly the functions of communication 
between users are what people love. That's not 
necessarily a surprise, but we'll look to increasing the 
sophistication of the methods of communication. 

Do you expect Home to be launched some
time this year? 
We have said thai if the beta trial is successful, 
that the service will go live in October. I'm only two 
weeks into that beta period right now, but nothing 
has changed our outlook. 

One area in which Sony has succeeded in the 
past is platfonn exdusives. But recently. many 
traditional PlayStation exclusives have gone to 
Xbox 360 as well - Virtua Fighter, Grand Theft 
Auto, and Devil May Cry, for example. Is there 
anything you can do to combat this trend, or 
is the era of exclusives coming to an end? 
Well, from a third-party exdusive point of view, that 
doesn't fall under my remii because I'm looking 
after Worldwicle Studios and our first-party output 

different titles. What we did at GDC was announce 
that we were taking large portions of that technology 
base that were easy to support and sharing that with 
our third parties, in a program we call PlayStation 
Edge, which is taking the highest performing low
level libraries that we have on the platform and mak
ing them available for all developers. 

PlayStation 3 has been positioned as a very 
powerful, high-end machine. One problem you 
have right now is that we haven't seen any 
games thus far that look like they couldn't be 
done on Xbox 360. When do you think we'll 
see games hit the market that showcase the 
PS3 over and above what the 360 can do? 
Well, I would take exception to your analysis. I think 
we do have titles that illustrate the point of differ
ence that PS3 brings, both in terms of gameplay and 
unclerlying game technology. There are things we're 
demonstrating onsaeen in games like MotorStorm, 
Resistance: Fall of Man, and Formula 1 that cannot 
be done on any other system. All three of those 

I hope that LittleBigPlanet and Home will be recognized 
for their little steps in the right direction. 

have been talked about and shown so far 
when it launches? 
And some more. We're obviously in a beta trial right 
now, so it's very difficult for me to make very defini
tive statements. Part of the purpose of a beta trial 
is to work with an extended audience of real users 
in the community to find out what works and what 
doesn·i what they like and don't like. Some things 
that we thought were really important have resonat
ed less strongly with users and the inverse - things 
we hadn't considered important the users love .... 
We're starting to see some really valuable feedback 
from the user base. We' re very pleased with the 
progress so far and the way the technology and 
infrastructure is scaling out I think by the time we get 
to September, we'll be able to make some definitive 
statements as to exactly the content that's going to 
be in the deployed service day one. 

Could you give an example of something you 
thought would be important but has been 
ignored by the users? Or vice versa, something 
you thought was a minor detail but they are 
really excited about? 
It's too early to really share those details. I don't 
mean to evade your question, but I don't think 
we've gotten all the answers we're looking for yet 

But obviously, I'm looking at the platfoon as an 
entire portfolio. And yes, I'm always concerned to 
make sure that consumers can buy the best games 
and get the best game experiences to validate 
their system purchase. [But] as long as the games 
they get are greai [consumers] don't care if they 
are third-party or first-party .... What I do believe is 
that the investments we have macle in Wor1dwicle 
Studios globally - U.S., Europe, and Japan - will yield 
the best quality software and the highest quality 
experiences that are dearly going to be exdusive to 
the platform .... We have a larger platfoon-<ledicated 
development resource than our competitors com
bined. So all of that goes towards the fact that the 
best games with the best technology are coming 
exdusively to [Sony] platforms. 

You'd announced that Sony was going to 
share technology and resources between all 
their worldwide studios for PS3 development. 
To what scale is that occuring right now? 
Every game on PS3 has some clegree of shared 
technology internally. There are no games that are 
islands in our portfolio. We have a common online 
functionality, we have a common sound engine, we 
have a common graphics engine, we have a com
mon low-level rendering, which are used variously by 

are launch window titles. Now, it's always danger-
ous to Judge any system by its launch lineup .... You 
only have to go back to the games that launched 
PlayStabon 1 and PlayStation 2. If you took those few 
dozen titles and analyzed them, you would never 
have imagined that either of those formats would 
have gone on to sell over 100 million units each. 

From an American gamer's perspective, more 
and more of your triple-A titles are coming 
from the U.S. and Europe, where in the past. 
more of them came from Japan. Does that rep
resent a shift of power within Sony? 
I think that it was a conscious strategy to build strong 
development organizations in every geographical 
area of operations. Because - as we've seen with 
the music business and the film business - locally 
produced repertoire accounts for a large percent-
age of local sales. If you look at the music business 
in France, about 75 percent of the records sold in 
France are from French artists. And, although the 
games industry is probably more global than any 
other form of entertainmeni in order to grow the 
industry, we have to create local entertainment expe
riences. That doesn't mean we've de-emphasized 
Japan. We have this reasonably successful billion-dol
lar IP called Gran Turismo that you might be familiar 

(Continued on page 46) 
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I I 
Harrison begins down th< road 
to video g•me stardom with • 
Comrnodo<e 64, • Christmas 
present from his parents 

Inching Along ◄ 
After some initial forays into :g 
progrillllming, Harrison, wort- OI 
ing as an M1ist •nd animator, ... 
helps • friend ol his older 
sister create Insect Insanity, a 
game featuring an animated 
inchwoon 

Going Pro 
Eschewing college, Harrison 
embaRs on a career as a 
~-• video game desiJner 
and consultant 

In the Mind 
After rnaing some contacts in 
th< induslry, H•rrison lands 
• pennanent position at th< 
burgeoning Europe•n b<anr:11 
of deYelopef Mindsc•pe 

Major Leagues 
Harrison joins Sony lmagesoft. 
.....,, he ~ charged with 
worl<ing with European dev<I· 
open on SNES and Genesis 
cfemopment 

Mystety Project 
Harrison ~ recruited by Sony 
to -1< on a mysterious 
"Computer EnCtt1ainment 
Project"whichMntually 
becomes th< PlayStation 

Next Big Thing 

The onginal PlayStation 
rete...., mwns Sony. 
major playff in th< wor1<™<le 
console scene 

Big Developments 
HMrison k promoted to VP ol 
tllird-party rel•tions and R&D 
forSCEA 

Worldwide Live 
Harrison ~ tapped to head 
Sony's newwor1<™<1e studios 
structure . ...,...;,,g d...top
ment in all lfflitories 

PS3 

Sony launr:lles th< much
anticipated PlayStation 3. 
which instantly selfs out th< --
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PHILHARRISON 
CONTINUED ... 
(from page 45) 

with. That's obviously a major force in the market whenever 
that title is shipping. Any rteration of the Gran Turismo fran
chise has become a global event Our Everybody's Golf series, 
known as Hot Shots in the States, has been very successful 
And a title that is corning out in 2008, called Shirolcishi [a.k.a. 
'Mlrte Knight Story], which is an amazing RPG [with] very rich 
and deep online features, I think will be a global hrt as well. 

But it does seem that we aren't getting as many new 
I Ps from Japan lately. Is that more of a timing issue? 
I think it's partly that and partly taste and preference changes 
around the world. If you were asking me this question from 
a Japanese perspective, you would be referring to games like 
Shirokishi, Genji, and Everybody's Golf. I think we've been 
very fortunate, ho.Never, to have these big IPs corning out 
of the U.S. and Europe, certainly what the U.S. has achieved 
with SOCOM, with Ratchet & dank, with Jak & Daxter, with 
Resistance: Fall of Man. We've had phenomenal success in 
the action category. In Europe, [we've been] recently more 
focused on social gaming categories like SingStar and Eye Toy, 
all $100-200 million franchises - but MotorStorm came out of 
Europe as well. 

Mr. Kutaragi has announced that he's stepping down 
from his day-to-day role at Sony. How much does that 
affect you? 
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Well, it's obviously a big deal when the founder 
and creator of the business decides to retire. 
That's a moment you can't ignore in an 
organization's history. But when we started Sony 
Computer Entertainmeni we could fit the entire 
company in a boardroom in order to have a 
meeting. There are now Oler 5,000 people in 
the company worldwide, and it's a very differ-
ent beast than rt was when he started. Clearly, 
he's put in place a management team he felt 
comfortable with taking the business fOfWard. 
When he stepped up to the position of chair
man last year, he really took an active decision to 
move crNaY from day-to-day management of the 
operations of the business. So, from that point 
of VteN, it's not really a significant change to my 
working life. I'll miss the opportunity to interact 
with him and to work with him. He's an incred
ibly stimulating and demanding person to work 
for. But he's still going to be around; I don't think 
we'll escape him that easily. [Laughs] I hope you 
quote that as a 1augh" at the end! 

Your announcement of LittleBigPlanet 
caused a lot of excitement. How much 
emphasis do you place on this more casu
al, online gaming category moving forward 
for Sony over the next five years? 
I think it's going to be - not just for Sony, but 
for the industry - one of the primary movers 
of our business. The idea of empowering the 
audience of garners and alk:Mling them to cre
ate, express, and share their creativity with other 
users is going to be an incredibly core part of 
the growth of our industry. I'm absolutely con
vinced of this. I don't think in 10 years from now 
we'll recognize the business we're in. But I hope 
that LittleBigP1anet and Horne will be recognized 
for their lrttle steps in the right direction. Did you 
see the GDC presentation [on LittleBigPlanet]? 
One of the incredible things was that you were 
in a room full of 5,000 game developers ... and 
we actually had to stop for about 30 seconds 
while people were clapping. To get that kind of 
unprompted, emotional outpouring for me vali-
dated the entire strategy. 

I think that the Wii taps into some of the 
desires from consumers that LittleBigPlanet 
does - a smaller, but unique gaming expe
rience. Were you surprised at how success
ful the Wii has been so far? 

Nintendo clearly knows what they are doing. 'Mlenever 
Nintendo introduces a platform, the world takes notice. 
There's no denying that But I think the question is will the 
gameplay mechanics they've introduced stand the test of 
time? I don't mean that as some sort of veiled criticism; it's 
just a question mark. I'm interested in seeing how that goes, 
because we have experimented with some of those game 
mechanics ourselves wrth Eye Toy - and social gaming with 
Buzz and SingStar. 

Right now, you're behind both Wii and 160 in North 
America. When do you think you'll start turning the 
comer in terms of installed base and how will you 
do that? 
Well, in terms of gaining ground on installed base, we've seen 
the grcmth in the March sales. PS3 was the only console to 
have an increase in sales. We're very happy with the momen
tum we have globally. We're still in a situation where our sup
ply chain, from factory to warehouse to retail. is not full. We'd 
like to have more unrts in the marketplace than we currently 
have. But we're happy with the way we're starting out Clearly, 
we have a long way to go. 

1he continued success of PS2 is amazing, Are you wor
ried it's stealing momentum from PSl? Is there such a 
thing as a PS2 that's #too successfur for Sony? 

(Laughs] I'm laughing on two counts, one because it's a funny 
question and two because I remember being asked the 
same thing when we launched PS2. Sixty percent of the sales 
of PSone happened after the introduction of PS2 in Japan. 
So we believe that PS2 has a very strong few years ahead 
of it It's by no means a surprise to us. PSone continued to 
be the world's number-one selling console for two or three 
Christmases after the introduction of PS2. The market moves 
to new demographics and more price-conscious consumers 
and also geographically to more developing game markets. 

So, in your mind, it's a fairly separate set of consumers. 
I don't believe anyone walks into a game store with $600 in 
their pocket and wonders what console to buy. 

Since El of last year, Sony has taken a few hits in 
the press. Do you think you've been treated fairly in 
the press? 
I can never answer that question, because there are times 
when obviously I think we haven't been treated fairly.·Bui 
other times, I think we have been responsible for setting 
expectations a little too high and letting our enthusiasm for the 
business get ahead of us sometimes. 

What was your reaction to the announcement of the 
Xbox 160 Elite package? Do you see it as a threat to 
PS3 or a vindication of your higher-end strategy? 
Well, I was surprised that it did not indude an HD-DVD player 
functionality in the machine as standard. So I guess that says a 
fair amount about how our friends at Microsoft view the HD
DVD/Blu-ray disc movie value and contribution that is made 
to these consoles. Just this week, analysts are saying that Blu
ray disc as a movie format is going to be strong in influencing 
PS3 hardware sales. We're like, "Yeah, we know - that's why 
we put it in there~ It was the same with electing to put DVD 
in PS2. It was perhaps not so meaningful day one, but it got 
stronger as a contributor to the decision to purchase as the 
format went on. I think the same will happen with Blu-ray disc. 

If you had to assign Sony a letter grade based on how 
you've executed on the PSl so far, what would that 
grade be and why? 
(Pause] That's a great question. Sorry, we're all out of time! 
[Laughs] If you were to ask me that same question in the 
middle of 2000 or early in 1996, and I choose those dates 
carefully because that was just a few months after lauch of 
PSone and the launch of PS2, my answer would probably be 
the same. 'Mlich is: could do better, will do better. 

But so far, would you say and A? B? 0. 
Can I use plus and minus? 

Sure. 
Well, what criteria would you ask me to analyze the launch by? 

Not necessarily just the launch, but just the overall 
performance in terms of hardware, software, market
ing - an overall grade thus far. 
If it's everything induding what the platform represents for the 
future and the value and achievement from a technical point 
of view, I can't give us anything less than an A Now in terms 
of what that means for the future, I think we are delivering an 
incredible piece of technology into people's homes that will 
become validated through software and services for the next 
number of years. That's when things get really exciting. 

As a follow-up, what would you say for a grade in 
terms of communicating your plans and hopes for the 
PlayStation l to your audience? 
I think there was a period from E3 2006 through to October 
2006 when we didn't do a good enough job. But I believe 
that what we're seeing now with great communication about 
the forthcoming software lineup, delivering on our promise of 
frequent free firmware updates, and what we're doing with 
our online services have more than made up for that period. 





WHO NEEDS 5.1 ... 

... WHEN TWO 
SPEAKERS 

SOUND THIS 
GOOD? 

JBL WIRELESS 
CONTROL 2.46 & CSS1O 

•••••••••• 
PRO Bass sounds great on these speakers. Of course, 
price might be a problem for some, but you may not 
need to buy the subwoofer depending on the setup 
you want 
CON The treble is a little soft, and the sound feels 
limited at louder volumes, but worst of all is that the 
sound isn't very clean and the wireless range isn't 
very good. 
$349.99 {2.4G) $429.00 (CSS10) • www.jbl.com 

KLIPSCH PROMEDIA ULTRA 2.1 
•••••••••• 

PRO The Ultra is quick and easy to install, and the 
speaker sound is crisp and clear throughout play. 
CON This sub occasionally sounds a little distorted 
and rumbly, and the system also lacks a control pod 
or remote. 
$179.99 • www.klipsch.com 
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LOGITECH X-540 
•••••••••• 

PRO The X-540's most impressive feat is that it sounds 
this good and is this cheap. If you are working on a budget 
these are the speakers to get The welklesigned control 
pod only helps the X540's case. 
CON Some of the treble output wasn't very strong, and 
while these sound great loud, the quieter effects feel a 
little flat 
$99.99 • www.logitech.com 

ALTEC LANSING FX5051 
•••••••••• 

PRO Good strong bass is almost overpowering. The individ
ual speakers are very sleek and small, and produce strong 
overall surround sound. 
CON These speakers do produce a slightly audible hiss 
when nothing else is going on; it's not terribly annoying, 
but it's there. Also, the control pod is a little confusing. 
$249.95 • www.alteclansing.com 



--MICROSOFT RAZOR RECLUSA 
We wanted to review this board a few months ago in our keyboard 
roundup, but it wasn't able to make it to the party. Still, with the 
Reclusa's nice backlit keys, comfortable padded wrist pad, two USB 
ports, and slew of customizable keys, this would have made a formi
dable addition. We just wish it had some headphone and microphone 
jacks and the keys had a little more grip to them. 
S69.95 • www.microsoft.com/hardware 

&Ill 
HELLBOY ANIMATED: 
BLOOD & IRON 

•••••••••• 
Real Hellboy fans know that Abe isn't the high
pitched cake-boy found in the movie. In fact, 
real Hellboy fans know that the comic series 
is a creative look at humanity's dark history 
intermixed with its even darker legends. That's 
why real Hellboy fans might appreciate this 
animated film staring to vocal talents from the 
movie: Ron Perlman, Selma Blair, and John 
Hurt. Hellboy creator Mike Mignola even had 
some input on the film. 
S19.98 • www.anchorbayentertainment.com 

' Final p,oduct may vary slightly from image shown 

flN411JulJII4!J 
WETA LIMITED 
THE RAYGUNS: 
DR GRORDBORT'S 
INFALLIBLE AETHER 
OSCILLATORS 
Emulating the best in antiquated science 
fiction, Weta (yeah, the guys behind The 
Lord of the Rings and King Kong's spe
cial effects) have crafted some truly desirable conversation pieces. Starting in June with The Goliathon 
83 Infinity Beam Projector, you will be able to purchase these beauties. The F.M.O.M Industries Wave 
Disrupter Gun and ManMelter 3600 Z:X. are to follow in July and August These are perfect for your next 
trip to some far-flung space planet filled with giant war-waging bugs. 
S690.00 • www.wetanz.com/holics --ATI RADEON HD 2900 XT 
All's first Direct)( lO<ompatible video card is finally on the market. and its reception has been lukewarm 
at best Though this card can compete with Nvidia's GeForce 8800 GTS in performance, it does so 
at a roughly $75 higher price. Furthermore, the noise output from the unit's fan is loud enough to be 
intrusive. 'Nhile this isn't a bad card, we'd recommend avoiding this card until some refinements can be 
made given the strength of the rival Nvidia 8800 series. 
S429.99 • ati_amd.com 

STAR WARS 
POCKETMODEL TCG 
For thousands of years people have been playing cards with normal 
flat cards. Boring! Finally, Wizkids has come along with an interest
ing new twist to the trading card game formula, previously seen in 
Pirates of the Barbary Coast. With Pocketmodels, you punch pieces 
out of a durable styrene board and then build your own fleet of 
model Star Wars ships. Each pack comes with four to six buildable 
ships, six game cards, and two mini dice. 

$4.99 per pack • www.wizkidsgames.com 

GAME INFORMER 49 



T 
here's an old saying, •control your 
own destiny, or someone will control 
it for you.• Who said that? Was it 
Buddha? Tony Robbins? Jack Welch? 
Well, whoever it was, they were right 
on the money when it comes to the 

games industry. Just when Sony and Microsoft 
were gearing up their vast corporate machines 
to daule us with more horsepower, more polys, 
more particles, and more everything this next 
console generation, Nintendo decided to have 
its own little party on the side - which became a 
party everyone wanted to attend. 

The Wii shocked us all with its radical innova
tion and utter refusal to play the •bigger, faster" 
game. It was little, it was cute (I love that com
mercial!) and it focused on something novel. .. 
the player. More to the point, it focused on the 
controller, and this brilliant point of attack was the 
secret to its success. 

After all, how many times can you really press 
the same old button configuration over and over 
and feel something new? In fact, how many 
times has the average player pushed those trusty 
X, 0, A, or B buttons during their gaming career? 
Well, I decided to find out. One Orange County 
statistician estimates that the average l 5-year old 
game veteran has pressed a controller button 
over 18,670,000 times! That's a lot of cheese for 
one lab rat. 

Tracking a player using God of War PS2, they 
registered the average input at approximately 
88 button presses per minute. That's 88 x 60 
minutes x 12 hours, or a grand total of 63,360 
button taps to complete the game. Pavlov's dog, 
eat your heart out! For fun, I decided to extrapo
late that craz:y number for all the games I've 
ever played - say approximately a conservative 
16 games per year to completion (not including 
party and screw-around games). The number 
came out to 1,013,760 button taps every year. 
My thumb's getting sore just thinking about it. 
And since I've been vigorously beating on my 
controllers since the Atari 2600 days, that gives 
me a grand total of 26,357,760 button taps. 
To put this into perspective, if I began in Los 
Angeles, CA, and I moved eastward a mere 4.5 

feet for every button pressed over the years, 
I would have completely circumnavigated the 
world by now. 

As I began to research this issue in depth, I 
came to realize that interface fatigue was at the 
core of many gamers' lowered interest levels and 
score rating reductions. Yes, the games them
selves may be lacking, but so was how people 
played them. I mean, how many new ideas are 
there left for unique inputs to the same old stan
dard controller? 

Going back to the Wii's new controllers, obvi
ously people were reacting to the new input 
innovation. It was fresh! It was different! In the 
last few years it's no accident that games with 
unique input devices have been at the top of the 
positive reviews, buuing word of mouth, and top 
sales. Games like Nintendogs, Brain Age, Guitar 
Hero, SingStar, and of course games like Wii 
Sports and Zelda: Twilight Princess are just a few 
of the examples of hits that relied on new ways 
for gamers to play. There are many more such 
opportunities out there, and we game designers 
and developers need to add industrial design to 
our repertoire. 

For example, who said that FPS games (a huge 
genre) must suffer through terrible controls when 
translated to the console joystick? Who made 
that rule? Remember Virtua Cop? Why can't the 
consoles actually lead a genre in control systems 
instead of being a weak imitator? FPS players 
deserve better, and they'd love you to death for 
solving the issue. 

I know, I know, new controllers aren't a new 
idea - the Namco NeoCon, Mattel Power Glove, 
and DK Bongos are just a few examples that 
come to mind. But what's different about this 
new breed of controllers is that they are sparking 
new game ideas from the controller itself, and 
not the other way around. And this influx of inno
vation is coming at a time when the audience in 
clamoring for something more. Unique controllers 
are beginning to offer radically different experi
ences, and these can go far beyond the simple 
button mashing rote action which we have all 
grown maybe a little too accustomed to. 

I teach a class in Game Design at USC's 

School of Cinematic Arts, and I am amazed at 
the innovation in control specs my students are 
often proposing. (Some I can't even talk about 
yet - you'll see them later this year coming out 
of the USC Game Innovation Lab). One game 
prototype at USC had a table with sensors and 
a projector overhead shining the game screen 
down onto the table. As you physically grabbed 
the table, the sensors registered the tilt and sent 
the projected objects "sliding' across the table
top. Imagine a digital party game of Hungry, 
Hungry Hippos! It was lots of fun, and all because 
it offered a unique way to play. Even more inno
vative controller interface concepts are on the 
horizon. NeuroSky is developing a biofeedback 
game device using EEG readings of concentration, 
relaxation, and anxiety as an interface. Imagine a 
wizard game where your actual mind powers acti
vated spells. One way or another, it's coming. 

However, new control schemes for novelty are 
not the answer. What we want to see are more 
innovative control ideas in tandem with great exe
cution. Games like Loco Roco, Elite Beat Agents, 
Okami, and others are pointing the way to a crop 
of fresh, new control experiences for the future. 

Simply put, new control specs (in this case, 
the tactile and audible experience) offer a whole 
new level of relating to games, and as a game 
designer, that's great. It expands my opportunities 
for play. It helps make games more physically 
engaging and emotionally powerful. It gets past 
the old button mashing hardcore trap. It opens 
new doors to new ideas, and it makes games not 
only fun to play, but fun to make as well. Don't 
get me wrong, I'm not saying button games don't 
have their place - just ask any hardcore GoW, 
Madden, or Soul Calibur fan. But I am saying that, 
as developers, we need to encourage and invest 
in even more interface risk. ■ ■ ■ 

E Daniel Arey is a 2(}-year veteran of the games inoustry. He was senio, 
designer and Cteative director at Naughty Dog tor 10 years, and is cuflenfty 
president and CCD of VisionArey Ente!lainmenf. 

The views and opinions expressed on this page are ~rictly those of too author 
and not necessarily those of Game lnfoone, Magazine or its ~H. 

If you work in the industry and would like to share your opinion. contact senior editor Matt Helgeson at matt@gameinlormer.com. 
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"'W• joke that this thing has ,nore pixel shadirs nmning on It titan 
ObliYion did. We really wanted it to feel like this old beat up, retro 
device that yolfhave strapped to your wrist.,"' expl.!ins Todd Howard. 
The Pip-Boy 3000 is as close to a menu system that Fallout 3 has to 
offer. lhree red buttons on the wrist-mounted device are yo.;, tabs 
between the majorsaeens. The first is your character's stat page. 
where you c.an check skills. health. and other personal details. 1he 
second button pulls up an inventory of items, and also includes the 
option to repair damaged items or scavenge old ones for parts. The 
third button is a data screen - here you11 find maps, quest logs. photos. 
and the like. Beyond tl)at. the Pip-Boy also serves as a sort of radio. 
Detecting radio signals being broadcast across the wasteland. you11 be 
able to tune In any of the surviving radio stations. Some broadcasts will 
occasionally reveal new quests. Other times, the radio stations serve 
as a way to listen to the 20-some 1940s and 'Sos tunes that Bethesda 
has licensed. 
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T 
he Oirorudes of Riddick: Escape from Butcher Bay is 
one of the most criminal om1ss1011s from the Xbox 360 
backwards compatibility hst. But it may have done 
some good after all. •unfortunately, we don't have 

any control over Microsoft's decision in this regard, and there 
are some fair reasons why it may not be possible; says lead 
designer Ian Stevens. 'The fact that Escape from Butcher Bay 
wasn't going to be backwards compatible helped us to decide 
that we should create Assault on Dark Athena~ This revamped 
version of the original game includes loads of new conteni 
and it will appear on a PlayStation console for the first time. 

Every major player from the original game has returned 
too, including Vin Diesel, Tigon Studios, Starbreeze, 
Universal Studios, and producer Pete Wanat 'With Assault 
on Dark Athena we're going back to each and every part of 
Escape from Butcher Bay and recreating the conteni • says 
Stevens. 'The actual environments and locations, characters, 
weapons, the lighting - they're all getting reworked and 
enhanced.· 

In addition to the graphical redux, an entirely new chapter is 
being added that picks up at the end of the first game. After 
escaping, both Riddick and Johns encounter the Dark Athena, 
a massive mere ship. Multiplayer will also be included this 
time around, remedying one of the few complaints about 
the original game. Though no one is willing to talk details on 
this feature just yei we imagine Riddick's mix of gunplay and 
melee combat will translate well. For everyone who didn't 
play the PC 'Developer's Cu( of Butcher Bay, all of the com
mentary content will make it into Dark Athena - probably with 
some new insights as well. 

Starbreeze and Sierra hope to take advantage of the posi
tive reputation Butcher Bay has accumulated over the past 
several years to introduce it to a new audience. But does 
this investment in the franchise signal a true sequel in the 
future? 1hat's really up to our audience; says Stevens. "If 
the reaction to Assault on Dark Athena is good, that can 
only help future possibilities. Your continued support is 
everythint ■ ■ ■ 





T 
he year is 2020. International relations are at a crisis 
point due to dwindling natural resources, the subsequent 
stock market crashes, and a new arms race between the 
United States, the newly formed European Federation, 

and a re--energized Russian bloc. Matters are sure to get worse 
as the US. prepares to launch its new space station, Freedom 
Star - a military base capable of deploying troops anywhere in 
the world within 90 minutes. Welcome to Tom Caney' s latest 
techno thriller, EndWar. 

\Afiereas the maestro of politically charged military novels has 
taken a backseat in recent years for the Splinter Cell, Rainbow 
Six, and Ghost Recon sequels, Tom dancy is taking a proactive 
approach with EndWar, consulting with the Ubisoft develop
ment team over every major plot point and gameplay element 
Ubisoft hopes the result will be a real-time strategy game that 
brings the frenzied experience of guiding a massive war effort to 
consoles in a revolutionary and easy-to-use way. 

The EndWar campaign begins with a linear prelude, allow-
ing players to participate in the buildup to World War Ill from 
the perspective of all three factions. Once the handshakes are 
traded for hand grenades, players will take control of a custom
izable army to carve out their careers as military commanders 
within the North Atlantic theater of war. 

Unlike traditional real-time strategy games, EndWar doesn't 
bother you with petty concerns like political decision-making 
or resource gathering. Your sole responsibility is to create and 
maintain a war machine capable of striking your enemy with any 
means necessary, induding tactical nudear strikes, city sieges, 
special forces-led sabotage, or straightforward assault. Holding 
strategic points allows you to accrue command points, which 
are used in battle to bolster your battalion by calling in reinforce
ments, collecting valuable intel, or ordering air strikes. If you suc
cessfully complete your objective, you will be awarded credits to 
use between skirmishes to upgrade your army. 

Before each battle, commanders handpick the units they 
wish to deploy. Your choices will indude the unique mix of 21st 

century fighting forces, including rifle and anti-tank platoons, 
armored vehicles, gunships, and artillery. Units will collect experi
ence with each successful campaign, which in turn can be used 
to improve precision, speed, range, or the way the unit gains 
experience. As with all of the Clancy games, the Ober-deadly 
arsenals are based on real-world technology being developed 
today. This indudes new instruments of death like satellite 
strikes, soldier exoskeletons, and high-energy microwave and 
laser weapons. 

EndWar trades in the standard 2D eagle eye perspective for 
a new commande(s eye view, which thrusts you into the thick 
of the action with your grunts, tanks, and artillery units. Ubisoft 
claims units will move and attack like trained fighters, mean
ing you can expect them to use cover, stealth, and real-world 
tactics while assaulting their target Using this perspective, you 
can seamlessly switch views between your varying units on the 
battlefield or back out to the tactical battle HQ screen, which 
offers the classic top-down view. Given the console's relative 
lack of buttons compared to the PC (which has always been 
the preferred platform for RTS games), Ubisoft has developed 
a voice command system that will allow you to bark orders at a 
stream--0f.consciousness speed. 

As you would expect. one of the main features of the latest 
Clancy title will be its online mode. The most notable aspect is 
the persistent online world campaign, where players will deter
mine the outcome of the war together. This campaign, which 
can last for several days or weeks, will only conclude when one 
faction controls an overwhelming majority of territories. At this 
point Ubisoft will initiate another campaign. Online matches will 
support up to 12 players and feature co-op, allowing teams to 
divide armies and responsibilities. 

Though EndWar sounds promising and the Tom Clancy brand 
hasn't had a bad debut ye~ we're curious to see if the gameplay 
is truly revolutionary. If the voice commands work well and the 
combat delivers an immersive experience, this could be the first 
must-own RTS game ever to grace consoles. ■ ■ ■ 





T 
he Project Gotham 
series has been known 
as the more btte-sized 
racer 1n companson to 

the sim-based, serious Forza 
Motorsport franchise. While the 
kudos system is something we've 
all had fun with since developer 
Bizarre Creations debuted it 
in Metropolis Street Racer for 
Dreamcast back in 2001, what 
the game gives you in quick 
and intense racing it gave up in 
sustained depth. For PGR 4, how
ever, the game hopes to tum the 
comer and deliver both without 
compromise. 

The cornerstone of this PGR is 
a new career mode. Here your 
driver won't just be a kudos
based creation making their way 

up the menu chain. Instead, your 
driver will actually cultivate a fan
base that will grow as you have 
success. Although we have yet to 
get our hands on the game, an 
early video of the title showed 
off new bystander models 
beside the track that were excit
edly jumping around as the cars 
went by. Bizarre Creations hopes 
that this new approach to your 
career will create a more emo
tional response from gamers in 
every aspect of the title, bucking 
the norm where racing games 
have as much personality as 
reading the parts catalog for a 
Chevy Nova down at the local 
AutoZone. That's not to say 
that PGR 4 will stray from the 
Kudos system that put it on the 



map. Instead, the feature is being 
updated, and the Al drivers will 
take a cue from your stylish driving 
by being more willing to bust out 
some sweet moves of their own. 

The franchise's change of attitude 
is occurring on the track as well as 
off. Project Gotham Racing 4 fea
tures a new weather system, allow
ing a sudden snow or rainstorm to 
develop during a race. Apart from 
simply being a cool feature, this 
could make things interesting if 
you're a driver with the wrong tires 
on during a storm. It's unknown if 

this feature will only be available 
on certain tracks throughout the 
game's IO global locations. 

In a genre where drive trains are 
more the stars of the game than 
the drivers, it's nice to see this 
series attempt a slightly different 
direction instead of the same-old 
mix of cars and tracks - something 
that well-established franchises like 
Gran Turismo and Forza should 
take heed of. Hopefully, it works to 
the point of being a foundation for 
the future. ■■■ 



B 
lowing things up isn't the only way to destroy them. 
Instead of blasting a structure apart, what if you 
could radically alter the very ground underneath 
it? What if this kind of terrain modification were as 

easy as throwing a grenade? This is the core gameplay con
cept behind Fracture, a futuristic third-person shooter from 
LucasArts and MechAssault developer Day 1 Studios. 

Set in the year 2161, the world in Fracture has been rav
aged by natural disasters, leaving the face of the planet 
irrevocably changed. To add to the problem, the U.S. has 

been split, both geographically and 
ideologically, into two halves. The west 
is obsessed with dangerous genetic 
research, the east with high-tech weap
ons and cybernetics. As Mason Briggs, 
a demolitions expert from the easi it is 
the playe(s job to use powerful terrain 
deformation technology to take down 
the western rebels and end a civil war. 

At first glance, Fracture may seem like a familiar 
shooter, but that can hardly be said once you 

witness Briggs' grenades in action. By lob
bing a tectonic grenade, the earth around 
the blast rises upward and creates a hill 
that can be used as cover. Alternately, you 
might throw a subsonic grenade to make 
a crater underneath the wall of an enemy 
base, allowing you to burrow under and 
launch a surprise attack. There are other 
types of grenades as well, with effects like 
creating a tall stone pillar, an explosive 
tornado, and even a giant boulder to send 
careening toward your foes. 

The important thing to note about ter
rain deformation is that it isn't a gimmicky 
tool to be used sparingly. Practically every 

moment on the battlefield will revolve around your ability to 
create and adapt to these kinds of environmental changes -
especially considering that your enemies will have access to 
the same technology. This means that a typical battle has 
the earth twisting and heaving around you, transforming the 
ground under your feet into both a weapon and a threat. 

When most gamers think of LucasArts, their minds are 
filled with visions of a galaxy far, far away. While the com
pany is certainly proud of that heritage, it also realizes that 
it is important to promote new gaming properties in addi
tion to leveraging successful licenses. This philosophy led 
LucasArts to publish Pandemic's Mercenaries in 2005, and 
it is a driving force behind the partnership with Day 1 that 
promises to make Fracture a thrilling futuristic adventure that 
could change the third-person action landscape. ■ ■ ■ 



I f you thought that you would have to wait until God 
of War Ill to see Kratos in action again, you're in for a 
surprise. Following the release of God of War II for PS2, 
it was revealed that the Ghost of Sparta's adventures will 

continue much sooner than gamers suspected in the form of 
the handheld prequel Chains of Olympus. 

Created by Ready at Dawn, this PSP title aims to incorpo
rate all aspects of the God of War formula into a portable 
package. Considering the amazing success the studio had 
in translating the console experience to PSP with last yeafs 
Daxter, gamers should expect another epic and action
packed adventure - only smaller. The key features like 
flailing blades, powerful magic, and mythological foes are 
present in full force, with a few 
added surprises as well. Sony isn't 
going into specifics just ye~ but 
there will be new weapons, attacks, 
and puzzles to challenge players. 

In a demo shown at a recent Sony 
even~ we got a taste of how Chains 
of Olympus will measure up to the 
legacy of its predecessors. Kratos 
stands atop a fortress in Attica, 
facing an army of Persian ships. After 
fighting through swarms of enemies, 
he blasts oncoming ships with a 
flaming ballista, then squares off 

against a massive Cydops. Ensuring that the massive scale of 
bosses in previous games (like the Hydra and the Colossus 
of Rhodes) isn't lo~ Kratos eventually finds himself sinking 
his blades into an enormous reptile's head that has burst 
through a wall. 

While it looks like a lot of fun, Chains of Olympus isn't 
exactly shaping up to be the next evolution of the series; 
we'll have to wait for the inevitable PS3 entry for that 
However, it will provide a lot more action along the lines of 
the first two games, and that alone should be enough to 
make gamers pay tribute to the gods. Just don't get carried 
away and sacrifice any goats. ■ ■ ■ 



G 
ame Informer has been a long-time supporter of the 
Tony Hawk series. Many a team member has not 
only played every single iteration, but has inhaled 
every trick and challenge from beginning to end. 

And so it is from this perspective that we have to bring up 
some qualms with the direction this entry is headed, even as 
we delight in some of the new content 

According to Joel Jewitt. president of Neversoft, the game's 
creator, Proving Ground "is the largest and most compelling 
Tony Hawk game ever.' After a recent visit to the Neversoft 
studios to see the game in action, we can easily agree that 
Proving Ground offers a sea of new content and ways to 
play Tony Hawk. Unfortunately, we just can't help but get 
that gnawing feeling in the back of our minds that the series 
is trying too hard and not finishing up on previous ideas. 
There were some great pieces to Project 8, but some of 
the game felt unpolished and we were looking forward to a 
follow-up that would get the time and care needed to really 
refine the gameplay and challenges. Instead, the series once 
again makes a complete change of direction. 

To be fair, we haven't played Proving Ground yet (we 

were only allowed to watch), and hands-on 
gameplay is the most important factor of any 
Tony Hawk title. There are also a number of 
improvements and additions still to be made, 
so in the end, Neversoft may prove us wrong. 

One of the goals of Proving Ground is to 
make the world more immersive, so the 
players will take on all the single-player and 
multiplayer challenges from inside the game. 
Being able to seamlessly enter a multiplayer 
game from the career mode is a huge addition 
and should get more gamers playing online 
(also, the PlayStation 3 version will support online play this 
time around). 

In the single-player experience, you can explore three 
different paths - Career, Hardcore, and Rigger. Completing 
challenges will reward the player with new abilities. For 
example, you can unlock the new Nail-The-Grab and Nail
The-Manual moves, which are nice twists on last yeafs Nail
The-Trick maneuver. 

The Hardcore route gives players a kick boost that can 

eventually be used to knock people down. The boost seems 
to be the biggest addition to Proving Ground, as it gives play
ers a new way to keep their speed up, which any Tony Hawk 
player knows is the secret to big combos. 

The Rigger path leads you to new ways to affect the 
environmen~ allowing the player to climb objects, and 
transform and introduce props into the game to make better 
skating lines. 

Taking place in a much more vibrant and realistic world, 
this Tony Hawk visits some classic skating haunts including 
Philadelphia, Washington, D.C., and Baltimore. While Tony 
Hawk's worlds are never truly realistic (and who would want 
them to be?), the environments do have a very grounded 
feel this time around. We didn't see any over-the-top envi
ronments like amusement parks or car manufacturing plants. 

There are also new minigames, including one titled 
Hawkman, where you have to follow a specific line defined 
by a long series of dots. Think of it as Pac-Man with a Tony 
Hawk twist Since the dots can hover on or above a skate 
line, it forces the player to do specific maneuvers at certain 
heights. This mode looks highly addicting and challenging. 
Also, Proving Grounds introduces a video editor feature, 
which lets you create your own skate videos. You can set up 
various cameras for each shoot and then edit the footage 
before you share it with friends. 

While we may have our concerns about polish when it 
comes to this series, Neversoft has always delivered highly 
entertaining products. We look forward to all the new inno
vations in Proving Ground. Let's just hope that Neversoft 
pays as much attention to the details and the challenges as 
they do to new twists that they introduce each year. ■ ■ ■ 



W 
ith the Tony Hawk franchise 
basically melting away the other 
extreme sports ent1t1es, one 
would think that publishers 

would shy away from trying to horn in on the 
market Does EA actually have a chance? Will 
the game fare better than the awful Street 
Sk8ter? With a focus on realism, creativity, and 
community, Skate could snare a few Tony 
fans - and gamers who may 
have given up on the genre 
altogether. 

Take everything you thought 
you knew about skateboard
ing games and flush it down 
the toilei because with Skate 
you're starting over. Skate 
focuses on three major tenets: 
skating, creating, and sharing. 
There are no lengthy grind 
lines, spinning on fire hydrants, 
and no launching into the air 
looking for a secret tape. You 
are meant to feel like you 

are performing an actual trick, with most 
controls mapped to the analog sticks and 
shoulder buttons. The left stick controls the 
skater and the direction you want to go, and 
the right stick handles the board. Gone are 
the days of magically motoring about on 
your skateboard. 

To ollie, you press down on the analog 
stick and flick it upward. Do that same move-

ment backwards, and you nollie. Variations 
on these basic principles allow for heelflips, 
pop-shuvits, or rotations. You won't earn new 
tricks as you progress, so each skater will 
have access to the complete move list from 
the outset Although this new-fangled control 
scheme works quite well, it's obvious that it's 
going to take practice - and a lot of it. 

The meat of the single-player game 
revolves around com
pleting different chal
lenges. Everything is 
open-ended, and EA 
has 10 separate chal
lenge types including 
racing, jam contests, 
and skate demonstra
tions. Your goal is to 
get famous and get 
as much magazine 
coverage as possible. 
By performing sick 
tricks in front of pho
tographers, you move 

from the back pages to landing your mug on 
the cover. 

Skate will have a separate online progres
sion system where, through competing 
against your friends, you'll progress from an 
amateur to a pro. \Nhile multiplayer will be 
there, the community seems to be one of 
the game's defining elements. As you play, 
you'll be able to capture approximately 30-
45 seconds of video from your replay. Then 
you can manipulate that footage, add effects, 
and then upload the video You Tube-style to 
the game's official website. 

Even though EA is trying to infuse realism 
into skateboarding videogames, the result 
isn't a dry skating sim. It's still fun, and the 
sense of accomplishment from grinding a rail 
or landing after a 360-degree grab is just as 
rewarding as a million-point combo. EA has a 
number of challenges with switching up the 
tried-and-true formula we've grown to love 
in Tony Hawk games, but from what we've 
experienced thus far, we have to say that it's 
on the right track. ■ ■ ■ 



T 
he king of the console wrestling 
ring returns this year to hold onto 
its title. Granted, it doesn't have a 
lot of competition, but that doesn't 

mean THQ isn't trying to keep its wrestler in 
top shape. As any coach will tell you, if you 
want to stay on top you need to have the 
right moves. The stilted animations of past 
Smackdown! vs. Raw titles just won't 
cut it anymore. "SVR 08 will mark 
the beginning stages of an anima
tion overhaul," THQ's creative 
manager Bryan WIiiams tells 
us. In addition to new grapple 
and strike animations, WIiiams 
states, "Navigational movements 
will steer dear of the mechani

and feet sliding 
... f.M>r of 

who will more closely resemble their real life 
counterparts. I give you my guarantee that 
SVR 08 will the best animated wrestling title 
ever released.' 

So SVR has the moves, but does it have 
the brain to use them? ' I'll be the first to 
admit that SVR 07 definitely had its fair share 

of faults and annoyances, chief among 
them being the Al," acknowledges 

Williams. We've earmarked the 
improvement of our Al as one 
of our number one priorities'.' 
This year also marks the arrival 
of a new submission system. 
Instead of using meters and 
button mashing to overcome 
your opponen~ SVR 08 will 
have a more natural control 

scheme that makes use 
of the right analog 

stick to apply 
and relieve 

pressure during submis
sions. With the newly 
overhauled animations, 
players will be able to 
ascertain a wrestler's 
current submission state, eliminating the 
need to display that info in a meter. Players 
under submission won't be helpless; they 
will be able to use their own right analog 
stick movement to try and escape their 
opponent's grasp. "This will create a com
pelling back and forth tug of war dynamic," 
says Williams. "The goal of the new Struggle 
Submission System is to create an intuitive, 
compelling and, most important of all, fun 
gaming experience that will replicate the 
back and forth nature inherent in actual sub
mission style wrestling." 

Also new this year, fighters will benefit 
from eight unique fighting styles: technical, 
high-flyer, powerhouse, submission artist, 
hardcore, dirty, showman, and brawler. Each 

fighter will be assigned two different styles, 
but what makes this system even deeper is 
that each one has a primary and a second
ary ability. "For example, the primary ability 
of the powerhouse fighting style is Rampage 
Mode, which increases the strength level 
of powerhouse superstars and also grants 
them a momentary boost of invulnerability, 
making them a truly formidable force within 
the squared circle; notes Williams. The 
secondary ability of the powerhouse style is 
something called the Irresistible Force, which 
allows players to forcefully and aggressively 
kick out of pinning situations. With all these 
new moves, SVR 08 shouldn't have any 
trouble wrestling its way into several players' 
homes this November. ■ ■ ■ 



Rayman Raving 
Rabbids 2 
> STYLE l TO 4-PlAY'ER ACTION > PUBLISHER UBISOFT > DMLOPER UBISOFT PARIS > REl.£ASE FALL 

RABBIDS INVADE EARTH 

W 
hen you've made a third-party 
game on \Nii that actually com
petes with Nintendo's offerings, 
a sequel is a no-brainer. This 

time around, the Rabbids aren't just coming 
for Rayrnan's fantasyland, they've got their 
sights set on planet Earth. Naturally, these 
demented tourists want to fit in with the 
locals, so they'll don parody costumes of 
several pop culture icons like Spider-Man, 
Darth Vader, Jack Sparrow, Naruto, Mario, 
Hany Potter, SpongeBob SquarePants, and 
more. The minigames are much more mul
tiplayer focused this time around so gamers 
will now be able to play as any of these cos
tumed Rabbids in addition to Rayman and 
his bevy of costumes. 

We tried out several of the new mini
games and can attest that they're just as 

weird and fun as ever. One has players 
chomping on carrots, swinging around a 
long veggie/ spit rope, and dropping the 
loogie into an unsuspecting Rabbid's mug 
of •worm juice~ A baseball game requires 
you to drum the remote and nunchuk up 
and down to make a Rabbid run around the 
bases and then swing the remote like a bat 
to smack the bunny into homerun territory. 
A waiter game has you competing to deliver 
massive toppling sandwiches to a portly 
Rabbid with a mustache and monocle. 
Another game involves nding mechanical 
bulls for points. Here players must emulate 
the motion instructions onsaeen to get the 
most bucking bounces possible. 

Ubisoft is shooting for approximately 60 
minigames this time around. Most of them 
will be completely new, but fan favorites 

like the music and plunger shooting 
sequences are returning with a few 
undisclosed new twists. Thankfully, this 
sequel will only appear on the \Nii and 
DS this time around instead of getting 
shoehorned into consoles and control 
schemes that it wasn't designed for. 
We' re guessing the Paris team got an 
intimidating visit from our funy white 
friends on this issue. ■ ■ ■ 



P layers say that once the whistle blows and the game 
starts, everything else - the sore ankles, the bad 
record, and even the fear that you'll be arrested for 
running a dog fighting syndicate out of your house 

in Virginia - disappears for three hours on a Sunday. Game 
Informer recently put on the pads with an early copy of All
Pro Football 2K8, and we're glad to say that some of our 
doubts as to ha.v engaging 
this non-license game could 
be evaporated quicker than a 
John Elway pass. 

APF's use of over 240 past 
NFL players is a very effective 
way to build your team. To 
start you choose two gold, 
three silver, and six bronze
tier players. Some may have 
special icon abilities 0ike 
Mr. 3rd Down, Loose Ball 
Magnei etc.) and some 
may not Either way, you're building a strong foundation of 
stars who will be your go-to-guys on the field. Any football 
fan worth their salt will recall a good majority of these play
ers, and best of all, they are as we remember them. Otto 
Graham never knew a facemask that had more than one 
bar, and The Snake, Ken Stabler, still has his shaggy do 
that makes him look like one of Waylon Jennings' cocaine 
buddies. The rest of your team is filled out with made-up 

players. You can assign vague attributes to these guys, like 
choosing whether your comeibacks, for example, are cover 
comers, balanced, or run-stoppers. 

On the field, superstars make themselves known. In 
one game we lined up as Joe Montana across from The 
Fridge - girth, neck roll, and all. Knowing that he could clog 
up the interior running play we just called, we quickly audi

bled away from him. Whether 1t' s 
these kinds of tactical decisions 
or heanng players talk to each 
other by name over the Field 
Pass feature, this isn't JUst a non
license football game, this is foot
ball at the highest level played by 
its greatest stars. 

The evolution of NFL 2KS's 
gameplay serves APF well, 
and improvements are 
evident from the get-go. 
Defenses are stout in their 

execution of zone coverage, quick to break on the 
ball, and responsive to tip balls and easy INTs. Players 
will be able to use the right stJck to help them make 
tackles. If pushed in the right direction, an otherwise 
out-of-place defender will reach for an arm tackle or 
try and slow down the runner until a gang tackle can 
be made. On offense we've witnessed QBs throwing 
ducks, receivers one-handed grabs, and even a high-

light reel two-foot toe drag at the back of the endzone. The 
game is still early and needs the normal tweaks and balanc
ing. but it's clear that developer Visual Concepts hasn't just 
been sitting on its hands during the prolonged of/season. 

What license? In our time with the game, APF's star power 
and gameplay strength were enough to stop us from worry
ing about whether the teams where real. Besides, some of 
the game's 32 stadiums are pretty cool, such as the Detroit 
Firebirds' Wayne County Stadium, which features a giant red 
phoenix. You can assign any stadium to your created team, 
and there are a number of customization features available. 
To be clear, these are more about tweaking the details of 
your uniforms, helmets, and accessories such as their stripe 
patterns, color, numerals, etc. than they are about changing 
the logos or identity of your team. Still hung up that this isn't 
the NFL? You won't be for long. ■ ■ ■ 



Madden NFL 08 
> STYLE I TO 4-PLAYER SPORTS (2-PLAYER VIA PLAYSTATION NETWORK. PS2 ONLINE, OR XBOX UV£) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON > RELEASE AUGUST 14 > ESRB E 

CHECK DOWN? 

A 
couple years in from 
its next-gen debui the 
Madden series is still 
trying to find its sweet 

spot If it were a new head coach 
in the NFL, this third year would 
be put up or shut up time. While 
there's no chance that Madden 
is fired if it doesn't take gamers 
to the promised land, with rival 
developer Visual Concepts 
ready to present its own take on 
football in All-Pro Football 2K8, 
improvement is needed. 

In a very early Xbox 360 
build we played, the game 
felt more responsive than in 
previous years, and boasted 
well-implemented new anima-
tions and hit stick functionality (which produces some 
dramatic high and low hits). This seems to be the hallmark 
of Madden 08 - little changes made to tighten things up 
with few major offerings. For instance, the pre-play audible 
system has been streamlined, giving you a few extra pre
cious seconds before the play clock hits zero. Also, the 
between-play presentation is improved; it no longer just 
shows players milling about like brain-dead zombies. Finally, 
the improved player models have thankfully booted the 
buffed-out kickers. 

The game's new on-field features play more to gamers 
who dig a little deeper into the game, but aren't necessary 
for those who just pick up and play. An icon system now 
highlights the big-name players who can make a difference 
on each team. Players designated as 'weapons" will have 
one of 24 icons under their feet before the snap. Players 
can gamer multiple weapon designations at a time, and 

can lose them as their skills change or decline. 
These icons can be a little distracting while 
you are setting up before the snap, but they 
are helpful in seeing where you can engineer 
mismatches by utilizing your weapons on the 
field and can be turned off if you find them too 
bothersome. 

One potential advantage you could use 
involves the new wide receiver controls. These let you take 
control of a WR during a play and determine what kind of 
catch they make. Tap the Y button at the correct time and 
your receiver will try to make an aggressive, dramatic catch. 
Conversely, holding down the Y button will tell your WR 
to put a premium on catching and securing the ball after 
the grab is made. Defenses have a new option to try and 
corral these dangerous receivers. At the line before a play, 
you can single out a WR you want your defense to key on. 
However, in our time with the early build of the game, it 

wasn't exactly clear how this changes your defensive cover
ages - which can now be assigned to individual members 
of your defense. 

It's hard at this early stage to gauge what the sum effect 
of these changes will be, and EA isn't talking about that 
franchise mode just yet. But barring some major surprises, 
it looks like the 08 installment of Madden will tighten things 
up and make it simply a more fun experience on the field. 
This might not sound like much, but the way the franchise 
has been going recently, it's no small matter. ■ ■ ■ 
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PLAYSTATION 3 I XBOX 360 I PLAYSTATION 2 

NCAA Football 08 
> STYLE I TO 4-PLAYER SPORTS (PSJ, XBOX 360), I TO 8-PLAYER (PS2) (2-PLAYER V1A PLAYSTATION NETWORK OR XBOX LIVE. UP TO 4-PLAYER V1A 
PS2 ONLINE) > PUBLISHER EA SPORTS > DEVELOPER EA TIBURON > RELEASE JULY 17 

THE SCHOOL ROUSER 

L 
ast year's NCAA was like that year 
you take off of college to go hiking in 
Europe. Okay, maybe absinthe wasn't 
involved, but the game definitely 

checked out and wasn't entirely all there. This 
was no doubt caused by being its first year on 
the next-gen campus, and for '08 it's already 
clear that this game isn't going to be making 
the freshman mistakes of getting lost on the 
way to class or have its wet laundry thrown 
out the window. 

From the moment you get your hands on 
the controller, you can feel how NCAA 08 
is going to be a different experience. The 
game is running at 60 frames per second, 
and it simply looks and feels smoother. 
Add in nearly 800 new animations, and 

NCAA seems to have gotten its act together 
on the field. In our time with the game 
we witnessed cool new gang tackles, cut 
blocks, and some dramatic results using 
the revamped hit stick, which lets you now 
choose between going high or low for a 
tackle. Any big plays you produce on the 
field will give your player a confidence boost. 
String enough of these together and the 
players around him will also start feeling it. 
Any sweet tackles and jukes you produce 
within the game can be recorded as a photo 
or video and played in the main menu lobby. 
This hub also serves as the trophy case for 
your rivalry, bowt, and national champion
ship trophies. 

Wins on Saturday don't come by accident, 

and now you have 
some in-depth tools 
for building a dynasty 
that should make fans 
of this mode really happy. The recruitment 
pitches you can make to prospects have 
expanded from four to fifteen, and the whole 
process in general is improved. Recruiting 
a player is now a conversation - one that 
ebbs and flows and changes with the play
ers' moods. Every school has been rated 
in a number of selling points such as 1V 
exposure, fan base, program stability, etc. 
Talking to a player about these topics and 
spending time learning what they want is a 
back and forth process that enables you to 
vary the intensity of your pitch according to 
the situation. 

If you really want a blue chip recruit, you 
can make promises to the player involving 
playing time, redshirting, what kind of season 
you'll have, and even whether you'll recruit 
other players at that position. Not only will 
the player call you on your BS if you try 
to write checks your butt can't cash, if you 
break your promises during the season the 
player might transfer to another school. Your 
prestige rating will also take a hit. Locating 
the perfect players for your system is now 
easier thanks to an excellent new search 
engine function and a new recruiting board. 
If you only want to browse receivers with 
sub 4.4 forty times, simply select this in the 
search engine. 

If Dynasty mode isn't enough to get your 
wristbands sweaty, the Campus Legend 
mode finally makes its next-gen appearance. 
This mode has also received an upgrade 
over last year's current-gen version. You start 
out playing for your high school squad during 
the state tournament. Depending on your 
performance, you'll get offers from colleges. 
Picking the right one is importan~ because 
you can no longer manipulate the depth 
chart to make yourself an instant starter. If 
playing time means a lot to you, maybe you 
want to sign onto a lower-level school so 
you're taking snaps from day one. If you do 
start lower on the depth chart, you can make 
your way up the ladder by gaining points 
in practice. The mode's calendar system 
returns, and it contains optional risk vs. 
reward night events (like playing basketball 
with friends, which could result in an injury or 
a boost in agility). During gameday, the new 
sim option allows you to fast forward to only 
those times your character is on the field. 
You can also choose to go through the mode 
as an already existing player if you don't want 
to work your way up the depth chart. 

Given the new content, changes, and 
hopefully a little extra tweaking before 
release, this NCAA title could be worth stay
ing an extra year in school for. ■ ■ ■ 



PLAYSTATI0N 3 I XB0X 360 I Wii I PLAYSTATI0N 2 

FIFA Soccer 08 
> STYU I TO 7-l'lAYER SPORTS (PS3), I TO ~VER ()(BOX 360, W.) I TO 8-PIAVER (PS2) (UP TO 10-l'IAYER VIA PlAYSTATION NETV«JRK 
ORXBOX lM, 2-l'lAVER VIA 'Ml ONLINE OR PS2 ONLINE) > PU BUSHER EA SPORTS > DEVELOPER EA (NINJA> RELEASE SEPTEMBER 25 

NEW FEEL FOR FIFA? 

A 
!though the FIFA franchise Is notorious 
for changing .,.,;idly from year to year, this 
upcoming installment hopes to build 
upon 07 as well as make some necessary 

improvements. 
Bolstering the small number of leagues in last 

yea(s FIFA, 08 will now indude 30 worldwide 
leagues and 15,000 real-life players. Also, the new 
Be a Pro feature makes it even more exciting to 
play as your favorite squad. This mode lets you 
take control and play as a specific player in one of 
seven positions. Of course, your camera perspective 
will change to accommodate your play (induding 
a zoomed-in shaky cam for when you lay on the 
sprint button). The mode goes so far as to take into 
account how you play that position. If you aren't 
good with the ball and try too many dangerous 
passes, your teammates might be less indined 
to give you the ball. Your coach will also give you 
position tips to help make sure you're effectiively 
performing your role out on the pitch. 

Last yea(s FIFA made some strides with its ball 
physics, and now the development team wants to 
extend their work to include the different variables 
that affect how the ball comes off your foot. This 
includes what foot a player is better with, how he 
receives the ball, etc. This is a good idea, but fans of 
the series know that the franchise hasn't always suc
ceeded in this area, and we hope that player interac
tion In general is improved. ■ ■ ■ 



Time Crisis 4 
> STYLE I OR 2-l'lAYER AC110N > PUBUSHER NAMCO BANDAI 
> DEVElOPER NAMCO BANDAI> RELEASE NCMMBER 

THE MAN WITH THE ORANGE GUN 

T 
,me Cnsis 4 is getting the full treat
ment when 11 comes home to PS3s 
later this year. For the first time, the 
line between first-person shoot-

ers and light gun games will be erased, 
all thanks to the latest version of Namco 
Bandai's GunCon. Notice the dual analog 
sticks? Players will be able to roam stages 
freely while blasting away with light gun 
precision. Captain v.llliam Rush, who was 
unplayable in the arcade version, will star as 
the main character of this new Full Mission 
Mode, which includes a combination of origi
nal and new stages and a new final boss. 

Director of the lime Crisis franchise, 
Takashi Satsukawa, explains the hybrid 
control style. 'The left analog stick controls 
the movement of the characters, while the 
right analog stick allo.vs for camera move
ment • Satsukawa says. 'The combination 
of the two will allow players to freely move 

about the field as well as maintain a good 
view of their surroundings~ Buttons on the 
GunCon 3 will allow for additional actions 
like jump, zoom, reload, and weapon swap. 

Arcade purists can enjoy the original game 
as well with the addition of widescreen 
support Also, new technology integrated 
into the GunCon 3 will overcome previous 
CRT-only limitations, allowing full support 
for plasma and LCD TVs. Objective-based 
Crisis Missions return with a focus on bat
tling a biological threat For the uninitiated, 
these missions have 
traditionally tasked 
players with killing 
a certain amount of 
enemies, earning 
a specific amount 
of points, beat-
ing a time limit, 
etc. Players can 

also unlock new weapons through skillful 
shooting. 

Namco Bandai is not talking prices just 
yet but we speculate that the game and 
GunCon bundle will be somewhere in the 

$70 to $90 range. The 
company also won't dis-

cuss the possibility of an Xbox 360 version. 
However, with Namco Bandai's previous 
PlayStation-exclusive franchises like Ace 
Combat and Katamari making the jump, 
we'd be surprised if the Microsoft faithful 
didn't get in on the action at least some 
time down the road. ■ ■ ■ 



Sword of the New 
Worltl: Granado Espada 
> STYLE MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME> PUBLISHER K2 NETWORl(,IELEPHANT 
ENTERTAINMENT> DEVELOPER IMCGAMES > RELEASE JULY 10 

JOIN A THREESOME 

W 
ho hasn't sat in town for hours, 
waiting for a tank or healer to 
be available to dive into the 
dungeon you're interested in? 

For that matter, who hasn't wanted to be 
able to shell out a few bucks for the privi
lege of rolling a unique, overpowered char
acter class? Sword of the New World, under 
development by the fine Korean minds 
behind the successful MMO Ragnarok 
Online, has solutions to these problems 
and more. 

Rather than putting you in the body of a 
single avatar, this title has players control
ling three characters at a time. Each of 
them has only a small handful of abilities 
and powerful Al to handle basic tasks, 
though, so it shouldn't get too overwhelm
ing to control. This crew will evolve and be 
customized in normal MMORPG fashion 
on your trip up to the level cap of 100, at 
which point large-scale PvP becomes the 
new hotness (though K2 informs us that 

there will be raid-style PvE progression for 
level-capped players as well). 

During the leveling process - the por
tion of the game we got a good look 
at - the gameplay is much more akin to 
Diablo II than World of Warcraft. Players 
will be rounding up dozens of mobs for 
high-speed, efficient area-effect slaughter. 
Having three characters makes this process 
fast and entertainin& with gorgeous particle 
effects flying around everywhere. 

Special character classes, PvE-only con
sumables (potions that can, for instance, 
increase your experience gain or regen 
rate), and cosmetic items will be available 
for real-money purchase, though the pub
lisher insists that these are entirely optional 
and will not affect PvP balance at all. Sword 
of the New World is a different type of 
MMO, to be sure, but this Korean import 
looks like it could make a legitimate show
ing in the U.S. ■ ■ ■ 



PLAYSTATION 3 I XBOX 360 I PC 

Devil May Cry 4 
> STYU l ·PIA\'1:R ACTION > PUBLISHER CAPCOM > DMLOPER CAPCOM > REUASE WINTER 

BRING IT ON 

W 
ith the recent announcement of Devil 
May Cry 4's multiplatform status, it 
seems that this title is a hot topic of 
conversation. However, instead of talking 

about console fanboys, it might be better to focus on 
the way the game's pieces are coming together to 
form an over-the-top, adrenaline-fueled adventure. 
We played the latest PS3 build (a 360 version was 
still MIA), and it definitely feels like classic Devil May 
Cry action with some new twists. 

Nero's possessed arm, called the Devil Bringer, 
is still a decisive advantage in combat, but its other 
uses are quickly becoming more apparent. In addi• 
tion to positioning enemies, the arm can be helpful 
for navigating the environment - whether it's grab
bing out-of-reach power-ups or assisting in superhu
man leaps. It also facilitates finishing techniques 
against tough foes (like the fire demon Serial), 
delivering incredibly powerful attacks when they 
are weakened. 

While the Devil Bringer is great tool, it isn't the 
most effective way to do damage. Nero still uses 
his gun (the Blue Rose) and his sword (the Red 

Queen) to dish out the real pain. As in previous 
games, players will be able to hold a button to 
charge up powerful gun blasts, but now a similar 
mechanic exists for the sword. By "revving" the L2 
button, you can imbue the Red Queen with addi
tional power that causes the weapon to burst into 
flames on its next strike. While cool, this technique 
doesn't feel like it replaces the Devil Trigger, though 
whether or not Nero will have that ability has not 
been revealed. 

There was only one element of the demo that 
raised a red flag for us: the abundance of outdoor 
environments. We fought on piers, snowy moun
tain plains (where the Frosts from DMC 1 made a 
reappearance), and in city streets. Battles in these 
areas were still fun, but we still have flashbacks to 
the unimpressive outdoor combat in DMC 2. To 
be fair, that was the only thing that reminded us of 
the infamous entry in this series. Everything else, 
from the silky smooth combat to the puule solving, 
seems to take Devil May Cry's stylish formula to the 
next level. ■■■ 



PSP 

Silent Hill Origins 
> STYLE I-PLAYER ACTION > PUBLISHER KONAMI > DMLOPER CLIMAX> RELEASE FALL 

A LITTLE SCARE 

I f you save a 
creepy young girl 
named Alessa 
from a fire in the 

town of Silent Hill, 
your number one 
concern should be 
getting out of there 
as soon as possible, 
because scary stuff 
is bound to happen. 
However, Silent Hill 
Origins is a prequel 
in the classic survival 
horror series, so you can't blame Travis 
O'Grady for not knowing the town is bad 
news - he is a trucker, after all. 

Dogged by a troubled development 
history, this handheld horror title appears 
to be back on track, though changed 
from its original form. The game will no 
longer try to incorporate the over-the
shoulder camera popularized by Resident 
Evil 4, instead relying on a traditional 
third-person fixed perspective. Going 
back to basics, Origins will focus on 
translating classic Silent Hill gameplay to 
the PSP, including improvised weapons, 
haunting puzzles, and weird half-naked 
twitchy nurses. 

It appears that Origins will be one con
sole experience that won't take much of 
a hit in its move to handheld. In addition 

to impressive visuals (the lighting looks 
especially nice), the control scheme also 
feels natural. Players will move with the 
analog stick, center the camera by tapping 
L, and hold R to initiate combat mode. 
Since Travis' weapons all degrade with 
use, the notion of ammo conservation 
applies to melee attacks as well as guns, 
so sometimes it may be better to run 
than waste all of your katana swings. 

Gamers who have played the other Silent 
Hill games will notice several connections 
between Origins and the future events in 
the haunted town, including recognizable 
characters like Dahlia and Dr. Kauffman. 
It's not Silent Hill 5, but Origins is a title to 
watch if you like survival horror, or if you 
don't have enough ways to scare yourself 
while riding public transportation. ■ ■ ■ 
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Our crack (or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 
two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 
important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Ninja Galden Sigma Resident Evil 4 

THE SCORING SYSTEM 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outslandil1g. A 1njy elite title that is nearly perlect in """'Y -,. This sa,re is given 
out rarely and ondicates a game that aimot be rnssed. 

~. Just shy ol gamng nirvana. this score is a hl!V' reaJfMlelldabon beaiuse 
the game re-,,ewed is head-anckhoutde aboYe 11s rompetJIJOn. 

Very Good lnnovatJYe, but perhaps not the nght choice for everyone. This score 
llldicates that there are many good things to be had, but a,guably so. 

Average. 1he game's features may wortc, but are nothing that 1!1/eO aisual playe,s 
haven't seen before A decent game from beglllfMng to end. 

Lmted Appeal Although there may be fans ol games receiv,ng this sa,re, many will 
be left yearoog for a more rewarding game e,cpenence. 

Passable. It may be obwlus that the game has lols of potenlla( but its most 
engaging features could be undeniably flawed Of not integrated into the expenence. 

Bad. ~ some thongs may wori< as planned, the maJOOIY of this title either 
malnabons to varying degrees or it is so duU that the game falls short as a whole. 

Painful tt there IS anytilllg that's redeeming ,n a game of this caliber, it's boried 
beneath agora,ng gameplay and une-..en execuoon in its features o, theme. 

Broken. Bas,caly ~ This game is so tnsufficient ., execuoon that any value 
would be denved 11 extremely smal quanbties, d at all 

~ Crocolate cake. Look out! It's po,soned! 

Call of Juarez 

Odin Sphere 
Don't scrap your PS2 just yeti This 
new action/ RPG from developer 
Vanillaware is an experience you won't 
forget. Odin Sphere hooks you imme
diately with its striking visuals and sto
rytelling. but the battle mechanics and 
clever systems will have you playing 
until all of the pieces of this compel• 
ling tale fall into place. 

Nett: Due to the fact that Ninja Gaiden, 
Resident Evil 4, and Tomb Raider Anniversary 
~ already appeared in previous Iterations, 
they ~ been withdrawn from consideration 
for Game of the Month. Also due to a lade of 
worthy titles, we did not award a Handhetd 
Game of the Month. 

> Concept: What new ideas the game brings to the table and how 
well old ideas are presented. 

> Graphics: How good a game looks, taking into account any flaws 
such as bad collision or pop-up. 

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol
ume down? 

> Playability: Basically, the controller to human interface. The less 
you think about the hunk of plastic in your hands, the better the 
playability. 

> Entertainment: Flat ou~ just how fun the game is to play. The 
most important factor in rating a game. 

> Replay Value 

Hip - You11 still be popping this game in five years from now. 

lllodenlely Hip - Good for a long while, but the thrills won't last 
forever. 

Moderate - Good for a few months or a few times through. 

lllodenlely 1.- - After finishing it. there's not much reason to give 
it a second go. 

1.- - You11 qutt playing before you complete the game. 
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The Lord of the Rings Online: 
Shadows of Angmar 
Even the most cynical of haters is going to have trouble denying the skill 
with which developer Turbine has brought Tolkien's fantastic world to 
life in this otherwise by-the-numbers MMORPG. The sense of wonder 
and exploration that permeates every square foot of this online realm is 
truly outstanding. Hopping on the leveling treadmill yet again is a blast 
thanks to the amazing ambience and solid execution found here. 

For our newer readers, here is a glossary of terms and aaonyms that commonly appear in the maguine. 
Video game veterans should move along (these aren't the droicls you are looking for). 

TIW:, 1\ wllt'rt LI hr{' 1k., down multi pl,11 
form K,IITH'\ )o ~,h1•r1t..,.,•, you \t'I' thl\ 
lo~o llw11 I\ 11nport.1nt multi ,y.,ft'm tnfor 

m,1tIun n ~.m1111K th 11 product 

Content su"'1ble 

orly '"' aduls. 

lOIOi -A resolooon speaficaoon used lor HOl'I. 
1080rSlandslorres<lU>Orlof 1920r1080porels. 
The.,. me.J\S Jhat Ille wJeo. berng ,nJerlac,d 

410p - ProgressM! 5CNVW1g lhs opc,on ("p"• 
progress,,e1 crea1!S a p,c11Jre 5f1PW wrth double 
lhescantr.esofaCXln\ll!nll0nal"1eflac!d 
p,cllJre, 480 (I • r.terlaced), 10 ae.Jle a 
nobCeabtt sharper rnage The 480p rnage 
offeis t.;,e p,cllJre res<lU>0rl and eilmates 
wtualyaln>JOOn;wlllaasr1a640x4llOporel 
resouo, ~ 

72Gp -A 1e50U10n ,peaficatJon used tor HOIV 
720p stands tor resofulm of 1280<720 porels. 
The •p• me.J\S Jhat Ille wJeo." progress,.,e 
format 

octioft - AJermweusetorgamesli<el)evjMilf 
U'/and~Joe 

Id hoc - A 1)1)1! rJ wueless connecllOn thai 
CX>MedS )OJ wrth ocher players 11 '(WI 
rmmediaie Yl0"1y 

ICMtlbn -A term we use lor games li<e Myst 
and Escape From MM<ey l5land 

Al -Mrfrcial lr<el,gence. Usualy used 10 refer 
10 how wel Ille a>rrj)Uter reacts to a tu-nan 
opponent 

bloom - AA effea lhai smJates Ille ,of\ blurred 
priboplrghtrefleclr,gollof...taces 

boord - A 1'1111 we use tor games li<e Jeopardy! 
and Mano Paf1y 

ml ....... -A lednque used ID.,_ 30 
renderedoqem that reserri>le ~ 
nna110nc,ls 

u - Elearonc Et1erlannert EJl)O. The world's 
la,gest <XllMl1ll0n tor wJeo games 

fi&hllnl -A lffln we use tor games li<e Mor1al 
KMi>at and Dead or NNe 

lint-,.ty - A pne made by a CXll150le 
manufacllJle(s mmal de,eloprnert teams 
e,rd151Ydytor IISown syslel11 

FMV -1\j Molm Vrdeo. Usualy relers ID an 
anmaled a; -

FPS - Frames Pe Semnd. How many anrnatron 
hames happen 11 one seard. Also used ID 
denole F"rst-l'l!rson Shoolers 1i<e Halo, Doom. 
and Cal of !Mt 

fr-• - The frames rJ anrnotron used ID 
aeate Ille tlJ5l0fl rJ <nOYernefll 

'"'"'""41 -A pne's morus and~ 
CIA - Game Boy Advanc2 
GC - GameCube 
HDIV-H,;, Oefnaor\ Tele-.,so, 

iolrailnldln-A 1)1)1! of wreless connec110n 
that uses Ille Jnten<t 10 """"1 woh ot,er 
piayers<M1 ior1drsaaras 

.-1<-~11,pdown-lle 
SlalOal1"' llakb's Gale Dlr\Aln:e 

ISP --Seria ~ The(l)f11)af1'(N 
pRMdes )CU woh aaJ!SS ID lhe inten<t 

jlaios -Graphal Ines NIRJll!l"l.,t,,n 
lheyshwdbe ...... 

LAN - Loai- Ndvm. Corneorc mn...-
0< """°"5 """'9 Wft1 I smal spa ID 
,.,,, ~ between 1horn. PkMdes 
~-pr,epl,y 

MMO - Meillely MrJlrpllj<f Orh. Usualy 
applied ID~-we use lhs lffln tor 
games..,,,,.,_._ nut<JS<r orhV<ldds 
il:e E,eiOJJe,t and Wedd rJ Waroalt 

ONldon W. - Phanlom ~ames fob, an ol,,ea 
10r-,e lheffT1)le5101 rJ <""'5ksi-l 

My ,-__ - Let me show )OU !hem 
_..... ........ -Agr..,i.al tednque" 

-.l1ldl a !Hes sm a>nllrrC 30 rnformatJon. 
"'90led by i,;. ~ of! Ille sulacr, g 
v..apped .....i. low-,es mode 

NPC -~ Owaclor 11-0S<! people 
and Clllatlffl)CU se,wonciefrrlaou,d 

11 games that are r<ll berng anroled by arual 
tunans 
...--- llqsli<esmokeorspa,u 

CJ-.!11reakrne 

plllfora -A""" we use tor pnes ii<,~ 
Mano and Clilsh llan<icoot 

,.,... -l\llen oqem onsaeen sudderly 
- l'flll(ally ciJe ID poor cnw ciotan<r 

PSZ -SooyPlaySW,r,2 
,... -A 1'1111 we use tor games Ile Telns and 

1'11,oPop 
..... -A""1l...,usetorpnesli<eGran 
uomo and Mano Kan 

II'(; - ~Game.A pne that rMll.es 
d,araa,,~t!vcughailedr,gand 
~ porllS. A ierm..., use tor games li<e 
Fm Fantasy and Xer-csag;, 

.,_ -A ierm we use for games li<e buga 
andGtadus 

.-ts - A 1'1111 we use tor games li<e 
Madden Nft 

......., -Atermweuseforgamesli<el.a 
P\alleandl'nlnlM5sron 

__,.., - Some1lq made tor. CXln50le by. 
(l)f11)af1'f Ollw,r than .... CXln50le maruaCILffl 
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PLAYSTATI0N 3 I XB0X 360 

Spider-Man 3 
> STYU 1-PlJ\YERACTION > PUBUSHEJI ACTMSKlN 
> DEVELOPER TREYARCH > RELEASt MA'! 4 > ESRB T 

THE FUTURE OF MOVIE GAMES 

S 
1milar to the alien symbtote that dings to 
Peter Parke(s skin, the Sptder-Man 3 film 
utilizes the game as a host. delivering the 
same story arc, the voices and likenesses of 

the actors, and an overall tone alon to its silver screen 
counterpart. Just as the black suit manifests the 
dark side 1n Spider-Man, the film taints the game by 
imposing its ill-fitted structure. 

It's not that director Sam Ra1mi and his saiptwrit
ers dropped the ball with Spider-Man 3. As you play 
through the game, it just becomes painfully dear 
that this story was intended for one entertainment 
medium and not another. While some plot points 
lend themselves nicely to interactive moments, such 
as the subway battle against Sandman, most of the 
movie content feels forced. Some scenes are artifi
cially lengthened, and others are completely ahered. 
'Mlat's the point in making a movie-based game if 
it's not even going to be true to the film? 

Thankfully, Spider-Man 3 IS different than most 
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mov,e games in that the poorly implemented movie 
content only accounts for a small fraction of the 
experience. Developer Treyarch has penned its own 
story that extends beyond the movie and makes up 
the majority of the game. Rarely are developers cred
ited as skilled writers, but the new material Treyarch 
created is far more compelling and exciting than 
anything the film lends. In particular, the Scorpion 
subplot is deserving of its own silver screen treat
ment Not only is this misunderstood villain's story 
fascinating. it's emotionally complex and a perfect 
compliment to the film origin stories of Green Goblin 
and Doc Ock. 

The gameplay accompanying the original content 
created specifically for the game is outstanding. In 
the previous Spider-Man games, there weren't many 
substantial missions. Most goals consisted of beat
ing the tar out of a handful of thugs in a matter of 
seconds. In Spider-Man 3, the missions are lengthy, 
greatly varied, and loaded with cinematic moments. 

\Mth these elements 
in place, the experi
ence no longer feels 
centered solely around 
the web swinging. 
As brilliant as that 
mechanic is, there's so 
much more to Spider
Man, and you now get 
to experience it. 

The brawling 
mechanic is still amaz
ingly fast, but it's not 
the button-mashing 
affair it used to be. 
Acrobatic combos 
abound, a slowdown 

mechanic allows for easy countering. and you'll even 
be treated to flashy finishing moves that play out like 
God of Wa(s timed button sequences. The black 
costume further adds depth to the combat In the 
normal red and blue sui~ Sp1dey is graceful. In the 
black sui~ his moves are fueled by power and the 
appetite to destroy. 

New York Gty plays a much larger role in this 
sequel as well. The action that unfolds on the heavily 
populated city streets is only half of the experience. 
Players will now get the chance to explore some of 
the city's interiors, as well as the underworld. These 
new locales make the city feel more alive, and also 
add layers to the gameplay. For instance, web swing
ing through the tight sewer system requires a differ
ent skill than on the open streets. 

Spider-Man 3's greatest strength isn't how accu
rately it captures the essence of this hero; it's the 
game's ability to keep you in a state of wonder. You 
never really know where Spidey will be headed next, 
or what challenge you'll be tasked with upon arrival. 
Variety really makes this game stand out above the 
others. Whether you are averting a bank robbery, 
defusing a bomb strapped to a skyscraper, or taking 
a break from your superhero duties to sky dive, your 
spider sense continually buzzes with excitement 

The game also does a great job of illustrating 
what steps can be taken to make the game just as 
powerful as the film. History has proven that simply 
retelling a movie in the framework of game usually 
doesn't work. On the other hand, as Spider-Man 3 
clearly illustrates, content that expands beyond the 
film can be tailored to fit the video game experience 
perfectly. Hopefully more developers and movie 
studios pick up on what Treyarch has accomplished 
with this game.-REINER 

BOTTOM 8 
LINE 

> Conctpl: Nol lJSI a game of 
web~ This sequel off~ 
lengttr,, ITllSSIOllS, an amanng sro,y, 
and vanety galore 

> Graphics: The character models 
look a bttle too much like plast,c, 
bit you gotta 1cM! the detail that 
wert Into the <J:f. The lighting 
that shre <Ne< 1 5 qurte impres
s,,e. too 

> Sound: Most of the YOice actO<S 
do a decent Job with their lines, and 
the soundtrack goes hand-in-hand 
with the ,nteose action 

> Playabilily: You really do get 
the feeling that you are Spider-Man. 
Web swinging 5 as enthralling as 
afwa),, and the enhanced missions 
and combat ~em e,qJeftly play 
off of Spodey's other abilrues 

> CJ11lnai1•110nt Treyarch has 
created some amamg new content 
that Sp,dey fans absofulely must 
see. It's too bad the 111ter,;peool 
mcMe content tlvows a kill< 11 the 
e,penence 

Second Opinion B.75 

Sr,ce AdMslorl started 
ma"'1g good Spoder-Man 
games. d1lldrel no longer 
need to fllill lhetl' C0m1C 
boolt fiRlSleS by jumprlg 
off the roof wearing Spoder
Man undoes (jonior htgh was 
a little l1lOfl! a..tward for 
me than most). ACIMsion's 
game ~ more comlCbooky 
than the m<Me. and that ~ 
a good thong SlflCe some of 
the lllO\lle'S sto,y btts feel 
a little hamstrung. Don't 
!el that bug ){XJ too much 
though, because II doesn't 
affect the gameplay, and a 
lot of the new content ~ way 
l1lOfl! awesome than the 
IWlieSIIJf ~ Sv.,ngu,g 
around the cl;/ rlM! gels 
old and the combo system is 
1111. Unlike past games. I no 
longer JUSl mashed buttons, 
bu1 was adualy nerested 11 
leamtng Jll¥tf of the sllckJy 
animated combos. The timed 
button pre500g MnlS didn't 
feel Oli of place here - some 
e11er1 achleYe a God of War 
level of awe. On the Olhef 
hand, some of the anima
tions loof,. rushed to meet 
the IWlie's deadline, and 
vefY occasionally the camera 
spazzes out Bui those are 
mmor complaints for what 
is not only the best Sptdey 
game to date, but the new 
benchmart for superhero 
movie games.- BEN 



·~ The 50-mpg" Civic Hybrid from Honda. Reverse your thinking. (gJ 
honda.com 1-800-33-Honda Civic Hybrid shown. 

*Based on 2007 EPA mileage estimates: 50 combined, 49 city/ 51 highway. Use for comparison purposes only. Actual mileage may vary. <C:>2006American Honda Motor Co., Inc. 



PLAYSTATION 3 I XBOX 360 

The Bigs 
> STYU I TO 4-PIAYER SPORTS (UP TO 4-PIAYER VIA PIAYSTATION NETWORK OR XBOX LM) 
> PUBLISHER 2K SPORTS> DEVUOPH BLU[ CASTLE GAMES> RELEASE JUNE 25 > ESRB E 

PLAYING WITH A LITTLE JUICE 

I 
s this game supposed to 
be a biographical recre
ation of Jose Canseco's 
life? Not only does every 

player look like he's been pop
ping 'roids since the day he 
was at his mothers teai you'll 
actually see fly balls bounce 
off of players' heads for home 
runs. The only elements miss
ing are the occasional bar 
fight and a night in Madonna's 
penthouse. 

Gamers are certainly familiar 
with juiced up baseball experi
ences, but unlike Midway's 
now-deceased MLB Slugfest 
series, this title is still true to 
the rules of the game. You 
won't see fights breaking out 
on the basepaths or pitch-
ers with the ability to throw 
physics-breaking screwballs. 
The Bigs is more of an exag
geration of the real sport - a 
nice change of pace for the 
zany arcade-style sports genre. 
Fastballs have more zip and 
movemeni and curveballs that 
originally would have broken 
12 inches now have a drop 
of 20. Fielder reflexes have 
been honed to cat-like levels, 
which allows for bullets to be 
snagged, and any wall in the 
park to be scaled. 
Sluggers are even 
deadlier. If a ball is 
served up as meai 
it'll likely reach orbit 
These elements 
come together to 
create an entertain
ing baseball pack
age that pushes 
players skills. 
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The only aspect of the game 
that has been altered is its 
length. Rather than playing a 
full nine innings, the default is 
set to five. Naturally, this leads 
to much shorter games, but 
there isn't a drought of scor
ing. The turbo system, which 
allows players to add some 
juice to certain actions, is bal
anced perfectly for the shorter 
five-inning game, with players 
usually saving their big plays 
for the final nail-biting inning. 

The gameplay is simple, 
but nicely polished, and effec
tive in setting a fast-paced 
experience. Unfortunately, this 
bite-size formula also passes 
into the game modes. Rookie 
Challenge is a bare-bones 
and uneventful affair that only 
takes you through 25 games. 
Home Run Pinball, as amusing 
as it is, will likely bore you in a 
few hours. 

The Bigs delivers engrossing 
arcade-styled gameplay, but 
there's little here that you can 
really wrap your mitt around. 
There's a good chance that 
you'll grow disinterested in this 
game faster than you threw 
Jose Canseco' s book into 
the trash.-REINER 

BOTTOM 7 5 
LINE ■ 

> C-. Fun, over-lhe-lop 
baseb.11 ihat ~ SUIJ)ll,lllgi'f true 10 
1he real game 

> Gnplllrs: Most of 1he player 
models look bloaied ralher ihan 
muscular. The animation isn't 
exactly llu1d, e,ther 

> Salad: Rfl)etJll'le annotJl(ffi 

and lrttle m 1ermS of Sladium llOISe 

> PllyallMy: Sunplostic play\'alh 
an exaggerated flair. Pitching and 
baiting requi-e htde mo,e 1han a 
button press, yet are SUl]lOSlf18ly 
erte,1aining 

> Eaillli-A great game 
for short sessions, bui lhere is little 
here that you can really invest a 
lotof bme in 

> Replay ,,._, Moderate 

Second Opmion 7.5 

Dusty Baker wwd be a 
~ manager 11 The Bigs; 
111 this dumbed-dov.fl ver
sion of basebaU, cloggmg 
t,.i the basepaths with pesky 
~ rather than 
shooting for the fences Mil 
'rotded-tlp sluggers trutt is 
d boneheaded moYe. For 
all the <M!t'-the-top antics, 
this is the XFL ol baseball 
1tles just like Slugfest before 
it The mechanics are solid 
enough - hell, the defensive 
gameplay isn't arr; more 
broken than this yea(s 1rue 
sins- btt the game of 
baseball loses nearly all ol its 
charm when all semblance 
of balance or strategy gels 
dl.ded out the window. 
Nonetheless. The Bigs c.an 
deliver some erRflai111er11 
as long as~" not lr/irlg to 
det;e too deep, particularly in 
two-player mode. - ADAM 

PLAYSTATION 3 I XBOX 360 

Pirates of the Caribbean: 
At World's End 
> STYU I OR 2-PIAYER ACTION > PUBLISHER DISNEY INTERACTM STUDIOS > DMI.OPER EUROCOM 

> RELEASE MAY 22 > ESRB T 

YO-HO-OH-NO! 

I 
f this game held true 
to the Pirates of the 
Caribbean films, the 
dissipated Captain Jack 

Sparrow would be nearly 
impossible to control. His 
love of rum would mean 
that he could never walk a 
straight line. His manipula
tive approach would lead to 
most objectives being solved 
by other characters that were 
tricked into it. If handled 
properly, players would walk 
away from this game feel-
ing both filthy and morally 
crushed. While there is a 
hint of drunken stupor to the 
game's version of Captain Jack 
Sparrow, he's mostly a likeable 
buffoon who suckers proud 
swordsmen into embarrassing 
deaths. This is very much the 
PG version of one of cinema's 
most dynamic characters. 

The game spans two full 
motion pictures, recapping 
the events of both Dead 
Man 's Chest and At World's 
End. There are a number of 
memorable action sequences 
from both of these films, but 
the game doesn't offer one 

memorable second. Captain 
Jack's antics are certainly 
amusing, but the swordplay 
is so detestable that you 
actually feel bad for the 
enemies. After swinging their 
sword a few times, their Al 
tells them that they have to 
slump over and basically fall 
asleep, allowing the player 
to end their life without any 
resistance. From start to finish, 
this is how every swordfight 
is won. The platforming 
segments are equally dull. 
Whether you are playing as 
Captain Jack or any of the 
other playable characters 
like Will Turner and Elizabeth 
Swann, hardly any joy can be 
derived from gameplay this 
repetitive and easy. 

The only area where this 
game really shines is in its 
visuals. Developer Eurocom 
has pulled out all of the stops 
to bring out the highest level 
of realism in the character 
models and lush landscapes. 
This game may put a twinkle 
in your eye, but it's quick 
to follow it up with a razor
sharp cutlass. - REINER 

BOTTOM 6 
LINE 

> Concept A "5Wlly 1mpressi-,e 
m0Yie game ihal delivers ihe most 
mundane gameplay possible 

> Graphics: All of lhe characters 
look exactly hke lheir mcMe 

counte,par15. The scenery 5 

dMne, and die bghling effects are 
so realistic ihai ihey can play lricks 
on your eyes 

> Sound: AA adl'eniurous score 
that is bad<ed up by decent \Klice 
\',Olk by imposters of 1he actors 

> Playability: Tap, lap, lap, lap, 
kill. Tap, lap, lap, ~II. Tap, lap, lap ... 

> Enttl1lllnment: The unin
spired action ru,ns ihis entire 
~ 
> Replay Value: Moderately Low 

Second Opinion 6.5 

f I could only use one WOid 
to describe Prates al the 
CariJbean. ii MlUld be 
"slow." The animations are 
sluggish, the combat moves 
di a snail's pace, arid Mil 

though this is uJlled Al 
Wol1d's End, tis a hi>ema
lion-inducing~ to get to 
lhe third movie's C01Ur1. 
Animal con1)arisonsaside, 
1he graphics are !llming -
il'seif9(tomi5taliethein
game models for re.ii actors 
from a distance. The fightilg 
looks pretty good too, espe
oally the Clll.llll!ralladts. 
on-one fencing~ do 
a nice job ol bre.ikilg i,.i the 
aaion, btt Mil they don't 
feel very robust. I just wish 
the ewironmentl fell a ll1le 
more like the bus1l,ng cities 
from the i1lCMe5 ralher than 
the dell animalronic bad
~ ol the ride. Sa<ly, I 
donleveri kr!ON if lshoud 
rerommend this ID movie 
fans. especiat( with the 
wealth al solid plalfonne5 
out there right now. -BEN 



PLAYSTATI0N 3 

Ninja Gaiden Sigma 
> STYlf 1-P!AYER ACTION > PUBLISHER TECMO > DEVELOPER TEAM NINJA > RELEASE JULY > ESRB M 

THREEPEAT 

N 
inja Gaiden has always been 
one of those games that 
the hardcore crowd likes to 
notch across their belt and 

then hold over everyone else's head. 
It's true that Ninja Gaiden provides a 
formidable challenge when it wants 
to, but it has somewhat unfairly devel
oped this aura for being a game that 
devours gamers and spits them back 
out This is kind of unfortunate, since I 
know some people have chosen not 
to play the game simply out of fear, 
and anyone who enjoys some good 
action should give this title a try. 

Even three years after its initial 
release, Ninja Gaiden still has the 
moves that inspire awe. The action is 
fluid and intense, and you still get to 
upgrade your weapons to learn new 
combos. Those who have played the 
game before will be impressed to 
see new cutscenes, combos, ene
mies, and bosses. There are even 
new missions featuring Rachel as 
a playable character. The new dual 
katanas are pretty fun to use, even if 
I found a few spots where it is better 
to just use one of the original weap
ons instead. 

Of course, one of the biggest 
changes is the graphical overhaul. I 

went back to play a little bit of the 
original game, and was surprised to 
see how much the graphics have 
changed. It's a graphical power
house. 

As great of an experience as this 
is, I do have a few problems with 
the game. The biggest I consider 
to be a design flaw that could 
have been fixed with a continue 
system or better save point spacing. 
Developers, I don't care how hard 
you make a game, but when I die, 
please don't make me replay the 
last 10 easy minutes to get back to 
the point where I need to practice. 

A few other holdovers from last 
gen make this game feel a little 
outdated, like odd load points, con
fusing level layouts, enemies that 
respawn when you turn a corner, 
and a bad camera. That last one 
actually baffles me since the camera 
is a little worse now than it was in 
the original. This may sound like a 
huge laundry list of complaints, but 
they are all fairly minor, and when 
you are in the middle of a killer 
combo or pulling off some slick 
ninja moves, they just float away. 
Now can we please have a sequel 
now, Tecmo?-BEN 

BOTTOM 9 
LINE 

> Concept Remake lhe classic 
Xbox actJon IJtle (agam) with 
even more stunning graphics 

> Graphla: Considering rt 
could have been a quid port. 
rt ~ impressive how much time 
lhese artlSls must have put into 
ihos game lo redo lhe gJaphi<s 

> Sound: The YOOCe act,ng ~ a 
htlle cheesy, bot you don't play 
ihos game for sto,y 

> Pl,yMNlily: Mulbpfedifficuldy 
seruogs should hopefully ease 
umid playffi mto lhe game 

> Ent~ Wllh actioo 
ihls mtense you'll probably lower 
yo<K cholesterol leYel 

> Replay v .... : Moderate 

Second Opinion 9 

fl'sthtwlec>111111!~ 
lel1 d Lucas' special edilion 
Star W.ws releases. 1lis isn' 
a new pne IPt lllrf 5lrekh 
d the imlginalion. lis, how
Mr, a renalre d oned 
the smocdlesl aclion pnes 
Mr191!1&d.lmlllicaly 
rechllnpticsmal:tan 
.... ~look-
ing 111111! sin al tht 
i.w-. On the olher hand, 
il's deballlllewh!hrfle 
newNb,qsnenlsto 
~ nl-enmies 
add IIIICh Ill fie lomuL 
Fn Ntlld Ill the lllci
llllldjidM!litllildll!l
forme.flft• .. 
a cerllil man55IO~ 
diary jluneyllll's inler· 
qJled I Ille bl by fie ner• 
milnclamiasllnS. 
Yt11hlhllsaid.nobocfrdoes 
nqasquile le Team tiie
nlfle Plllihing IJlllles 
IIIIIMlililthtnelll!!I 
...,_.IOtismodsn 
dllllcwan'tlallO,-e 
-flelllCllllldaed 
lllildlrpnas.---.m 

W..doyou9!1""81you 
*• PS2 pnt. ilaa!e 
tht!Nlt-nlpcltt 
mm.nllidon!alle 
shodctf motion all1lm1 \tlu 
auesssn-a ~ .-i 
Broadp1,a ... 5m, 
1he Show hl!n, piled 
~11tisaer-
tionllrnillonolherlhln 
belet'_..,lhellCld 
anqpildqand~ 
mechris tuts tlis title 
ralher l>lcl,, and there iR 
dplentydtineswlmtht 
dm&M!IJ blelb down. 
Soo(s ba!ebal lranclises 
in belll!rwpelhln il'sbeel 
11 for)'M'S. lu ldWs 
abolaaymr behind rilllllC 
Spo11s'sns.-MWI 



PLAYSTATION 2 

Odin Sphere 
> STYU 1-PlAYER ACTION/RPG > PUBLISHER AllUS 
> DEVELOPER VANILIAWARE > REUASE IMY 21 > ESRB T 

SPIN YOU RIGHT ROUND 

T 
here is a certain type of 
gamer who has already been 
looking forward to Odin 
Sphere for months - the 

type who is drawn, as if by instinct, 
to a Japanese action/RPG sporting 
a stylish design. This kind of person 
has been Atlus' bread and butter 
for years, but it would be a mistake 
(not to mention a shame) to limit 
this title's appeal to such a narrow 
audience. With breathtaking visuals, 
innovative storytelling. and frenzied 
action, no true gamer should over
look Odin Sphere. 

The tale that unfolds is one of 
war, love, duty, and friendship with 
five protagonists at its center. Since 
you must play through a character's 
entire arc before starting another 
(in a prescribed order), it feels as 
though the rurtain is con
stantly being drawn back, 
revealing surprise after 
surprise about the heroes 
and their motivations. The 
result is a wonderfully 
written story that starts out 
cool and gets more intrigu
ing the deeper you go. It 
even calls to mind George 
R. R. Martin's fantasy 
series A Song of Ice and 
Fire, giving gravity to key 
moments by tying them 
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together from multiple perspectives. 
\Nhen you aren't watching the story 

sequences, you'll have your hands 
full on the battlefield. Each level is 
comprised of a network of cirrular 
nodes, and each node is a side
scrolling 2D loop. At first, combat 
will seem deceptively simple, relying 
primarily on a single attack/guard 
button and a jump. As you progress, 
this setup evolves into an intricate 
procedure laced with strategy, rely
ing more and more on the items in 
your possession. Standard attacks 
will always be your first defense, but 
powerful items ( created through a 
dever alchemy system) can instantly 
tum the tide in a fight by halving 
damage, poisoning foes, or engulfing 
them in flames. Given the game's 
demanding difficulty, learning how 

and when to use items is sometimes 
the only path to victory. 

Odin Sphere's story, systems, 
and combat mechanics are easy 
enough to describe, but the game's 

biggest strength is the way it 
rultivates a sense of wonder. 
Fantastic artistic design fuses 
with addictive gameplay to 
form a world that constantly 
impresses, despite some 
repetition and technical 
shortcomings. Odin Sphere 
is in the same league as 
games like Shadow of the 
Colossus and Killer 7; it isn't 
perfect, but it delivers an 
experience you just won't find 
anywhere else.-JOE 

BOTTOM 8 5 
LINE • 

> Concept 2D combat isn'I 
aways old-school ... espeoally 
when combined v.ith an inven
tive story structure and striking 
artistic direction 

> Graphks: Captivating and 
surreal The rut-out style charac
le,s, lhough not exactly lije-like, 
stiD leel alive 

> Sollnd: Solid YOOCe acting and 
a fitting epic sco,e 

> Playability: Combal ~ usu
ally fluid, but slowdov,,i occurs 
al hilariously iloppoltune 
momeflts. like pivolal boss fighlS 

> Enltnainmtftt AA impec• 
cably balanced mix of story, 
combat. and side lasl<s. A little bii 
of frustralioo worts its~ m 100 

> Rtplay \/al~: M-Oderale 

H there were a festival dedt
cated to iWI house video 
games. Coo Sphere Mll'1 
most certalll1y be lhe talk cl 
lhe show 8olh a remarbb1e 
vm cl~ and a 
speti1<ing experience, It 
bolcly defies lhe conven
tions cl gaming to delivef 
an adl.<eriue !hat con
Slandy has~ saying. ·rve 
neverpi¥darrttllingltke 
this before.. The civefgent 
approach to strA'( telling. 
imsual iWI style. and logic
defying ciau"/20 baale
field wil bkM your mind. 
The game doesn't succeed 
~ on its experimen-
tal qua1ilies, however. The 
combat svstem is as simple 
as jamrrq on lhe attad 
button and oa.asionaly 
fimg off a spel, ht.( its !Wilt 
speed, razor-w,p ~
and datnilg size cl many 
cl lhe ~ make it an 
ined1austille blast. Stretdles 
cl near game-breaking slow
d!Mrl do mar this amazing 
quest at the least opportune 
cl lines, ht.( as frustral. 
iig as It.I is, it shouloo't 
del!u '/00 from runoog (U 

and picb,g~111isrMfu. 
IJOllaly epic.-llEINER 

PS2 QUICKIES 

PLAYSTATION 2 

.hack//G.U. Vol. 
2: Reminisce 
> STYLE 1-aAYER ACTl0"'1U'G 
> PUIUSIIDI NAMCO BANDAI 
> DEVBOPO CYl!ERCONNEC!l 
>IIEUASI MAY8 >1Sa T 

-

This 1S pretty simple: 
~ you hked the boring 
archaic gameplay in the 
first volume of the new 

.hack trilogy, you can look forward to 
more of that junk here. Plcking up where 
lhe first left off (newo:>metS beware), !he 
plot remains mildly interesting despite 
lhe stilted dialogue and stale st01Y1elling 
Vl,l1h only a few mino, tweaks (and a card 
game!), this enby in lhe series delivers 
lhe same repetitive dungeons and 
formulaic combat of lhe original. That's 
probably .-mt fans of the series want, 
but the fact that they play these games in 
lhe first place doesn't reflect very well on 
lheir preferences.-JOE 

PLAYSTATION 2 

Tony Hawk's 
Downhill Jam 
> STYLE 1 OR HI.AYER RACING 
> PUIIJSNO ACIM~ON 
> DlVEIOPDI SUPERVl~N 5rUDIOS 
> IIEUASl MAY 8 > ESU EIO> 

II This game is a 
skateboarder's v.<JISt 
nightmare. It's a 20-foot 
plummet onto a lineage

ending metal pole. It's not even worthy 
of being endorsed by Barn Margera. By 
no means is it an extension of the highly 
revered Tony Hawk series. This stand
alone racing game, which originated on 
Viii, doesn't push players to hone their 
skateboarding skills to create amazing 
runs. It's all about barreling down a hillside 
with nothing more than shoddy gameplay 
and a worthless Irick system at your dis
posal. By CDUpling lhe most forgiving ba~ 
ance meter ever created with uninspired 
track designs, I found that it's possible to 
win races by grinding for thousands of 
feet uninterrupted. At the most, this game 
is great for punishing ill-behaved children. 
They will think that you just bought them 
a new Tony Hawk game, but in reality, 
you've handed over a punishment worse 
than anything else out there.-REINER 



PLAYSTATI0N 2 

Tomb Raider Anniversary 
> STYU J-PlAYER ACTION/PlATFORM > PUBLISHER EIDOS > DMLOPER CRYSTAL D't'NAMICS 
> RElfASE JUNE 5 > ESRB T 

YOU CAN GO HOME AGAIN 

W 
hat a wonderful 
world we'd be 
living in if e,Jery 
remake were han

dled with this much care. Okay, 
so maybe it's not solving world 
hunger, but it's certainly setting 
a high bar for others to meet in 
the realm of reinventing classic 
games. Balancing the almost 
impossible tasks of deliver-
ing nostalgia-laden moments 
against giving players updated 
and modem gameplay, Tomb 
Raider Anniversary does both 
with aplomb. Mixing classic and 
modem elements, it brings old 
players what they want and 
gives new players what they 
need to join in the fun. 

As PS2 games go, this return 
to Lara's first adventure is no 
slouch in the visuals depart
ment The detail on Lara is 
remarkable, and the environ
ments are suitably awe-induc
ing. Unfortunately, like in the 
original game, there's more 
repetition of wall and floor 
tiles in many areas than I'd 
like to see. I also found myself 
frustrated with the camera 
more than once. One of the 
brilliant things in the recent 
Tomb Raider Legend game 
was the camera, as it twisted 
and turned to lead you to the 
right angle. Sadly, that fea-
ture seems less pre,Jalent in 
Anniversary, and it slows down 
the sense of speed and quick 
platforming. In addition, some 
odd environmental collision 
issues feel a little sloppy. 

Even with these technical 
foibles, the positively brilliant 

level designs are the highlight 
of the show. Completely rede
signed puzzles truly make this 
a totally different experience 
than the original, requiring 
quick reactions and careful 
observation. Few puzzles are 
hard enough to halt progress -
just enough to make old and 
new players afike pause and 
think. Newer mechanics, like 
perching on top of poles and 
grappling across long dis
tances, add to Lara's repertoire 
of actions. At the same time, 
grizzled PSone veterans will 
without a doubt encounter 
brief flashes of remembrance 
as they move through par
ticular oddly shaped hallways, 
dive past familiar traps, or 
encounter massive dinosaurs 
in a certain hidden valley. It's 
pure nostalgia - minus the 
horrible polygonal graphics 
and wretched grid-based 
movement 

More recent players of 
the franchise will find that 
Anniversary moves at a slower 
pace than the action-packed 
le,Jels of Tomb Raider Legend. 
Instead, this remake takes 
players through long stretches 
of fascinating exploration 
punctuated only occasionally 
with brief bursts of action. 
It's a more deliberate pacing, 
but one that still feels right 
since it stays so true to the 
original in tone. That first 
Tomb Raider game garnered 
a lot of attention in its day. Its 
remake is a worthy tribute to 
that success.- MILLER 

BOTTOM 8 5 
LINE ■ 

> Concept: Return Jo 1.ara·s origi
nal advent..-e Wllh dramatic ieYel 
redesigns and modem Jed, 

> Graphics: Lara lools great 
and enviorrneRs il'e bog and 
~ but some lit repfUl()n 
isa downer 

> Sound: Gre.11 il1bert soood 
effects and boef snatthes of 
melody eYOke the fel'i of that 
~game 

> Playability: Camera 15111 
at,,,ays as fnendy as rd like. but 
OCherMse the game plays as 
smooch as Mer 
> &lltlt-.•nent A genooe 
tr&Jt to those ..tio are famioar Wllh 
the orig,nal but a g,&Jt pl.ff Mn 
for new ga~ 

> Replay Valut: Moderately High 

Second Opinion B 

This lhis llllll' flfts ,_.,. 
tlq lhal-promised 
longtime fiSlS ~ fflPi 
pieriy d nerd moments as 
they~ con1)1etely 
~ puzzles and 
enemes from their garnong 
yruh. and 1hose who OMr 
pla'l'd Ille original have a 
reai-ac11on lllffl' for a 
sy51e1nwidlanf'll!f-shmk· 
ing release list The -
adrenaline dodge woos wel 
on bcses, !xi is eltlrely 
sq,pableonreguarene-
11115. Despite small dwtng 
issues and occasional wetrd 
shadow effects. pmeplay 
and preseitallon is tight on 
Ille whole. Mrwffidry surely 
doesnl break - ground 
in Ille lranchise, b1H d pay 
$30 for a solid e,q,enence 
ll"f time.-llRYAN 

The Hot Shols franchise 
emfs ., Ille ~ axnry 
cU> sport by doog ,,tiau 
does so Ml 11 IJ)I - meld
sw a Cftllriill WIUIII • 
widtewig.~ 
c1eepprnep1ay.1-verv 
plea5el byths game's solid 
OO<Ollt acllon; in fact, ., 
some respects ll's more chal
lenging than Vinua Terns 
or Top Sp11 lhe SWW1g 

medlanic5. which~ 
conect IITq over pre-load
ing ~ ~ R honed 
to pe,fedlon. As a last-gen 
flalll', • doesni have lhe 
sAy smoodl anrnabonS and 
__. b'allSD'.lllS !hat vr 
3 offffi. but ll's • darm fine 
tennis lille. The ortf knod< 
a,nt ii is a lad d vanety; 
don\ erpecl rooch in lhe Wllf 

d eJlras or~ S1i. 
lor S30 this is a ,eat vakJe 
lor PS2 owners.-MATT 



Wil 

Resident Evil 4 
> STYl£ l·PIAYER ACTION > PUBLISHER CAPCOM > DE\lllOPER CAPCOM > RELEASE JUNE 19 > ESRB M 

RESIDENT GREATNESS 

R 
esident Evil 4 is like Michael Meyers or 
Jason Vorhees - the dassic horror villain 
who just won't die. Right when you think 
it's finally safe to tum your back and focus 

on your next quest for survival, it pieces its shat· 
tered skull back together, grabs a pitchfork, and 
continues its blind quest to hunt you down. But 

100 GAME INFORMER 

unlike the cliched slasher stars of the 
'80s, this is one zombie we're not 
tired of seeing brought back to life. 

Over two years after its initial 
release, Resident Evil 4 is still the benchmark in 
the survival horror genre. For those of you who 
missed the boat, here's the recap: The game 

picks up six years after the resolution of Resident 
Evil 2 and 3. The U.S. government has success
fully shut down the Umbrella Corporation, and 
brash young Raccoon City cop Leon Kennedy has 
taken a job with the Secret Service. When the 
President's daughter is abducted, Leon travels to 
a remote European village to investigate her last 
known whereabouts. There he stumbles upon 
a village where the population, known as Los 
Ganados, is governed by a parasite that takes 
over their bodies, making them act like zombies 
equipped with smarts and motor functions. In 
addition to the standard plot, Wii gamers can play 
through the Separate Ways storyline introduced 
in the PS2 version featuring the bodacious secret 
agent Ada Wong. 

Now to the question everyone is asking: How 
are the Wii controls? For the most part, the transi· 
lion from a standard scheme to the motion-sens
ing controls is successful. Players will navigate 
using the analog stick on the nunchuk and aim 
with the remote while holding in the B button. 
The one hiccup in the controls is the aiming. You 
cannot scroll the screen by moving the reticle to 
the edge of the screen like with most gun-based 
games on the Wii. Instead, you must use the 
nunchuk to re-navigate the screen. The result is a 
rather clumsy scheme that can get you in trouble 
when Los Ganados are hunting you from more 
than one direction. Perhaps because of this prob
lem, I noticed the boss fights were toned down in 
difficulty compared to the previous versions. 

As improved as the Resident Evil 4 controls 
were compared to the tank-like schemes of its 
predecessors, they still aren't ideal. The final ver
sion of the game would have been the perfect 
time for Capcom to polish the controls with new 
features that nearly every game now takes for 
granted - like strafing and being able to shoot 
your gun while moving. Unfortunately, Leon still 
isn't capable of performing these basic moves. 

Minor complaints aside, Resident Evil 4 still 
stands as a must-play game for anyone who 
hasn't done so already. It will only cost you $30, 
so what are you waiting for?-BERTZ 

BOTTOM 9 5 
LINE ■ 

> Concopt: Slash Los Ganados 
m the face wrth Wii motKJO 
controls! 

> Graphics: Hardly improved 
from the last-gen versions, but 
stJII better than the average 
Wi1 ~tie 

> Sound: As creepy and haunt· 
mg as ever 

> Playability: Wi1 mot1011 
sensmg controls work effecwefy 
101 the most part, but can be 
ullWleldy ,n lrantK ~tuations 

> Entertainment: If you haven't 
played th~ classic game yet. the 
time ~ now before we officially 
revoke your gamer card 

> Replay Value: Moderately 
Low 

Technically this game has 
been available on Wri (via 
backwards compatibtl,ty) 
since the system launched, 
but this IS probably the ultJ. 
mate version of Resident Evil 
4. Gameis get one of the 
best games to ever hit the 
GameCube with all of the 
exclusive content that made 
• onto the PS2. Budmg 
convenbon, RE's controls 
might actually be better on 
the Wii. Now you can i!IITI 

you- guns by poa,ti,g the 
Wii remote at the screen 
and attad with Leon's kn~e 
by slashing at the air. The 
graphKS don't seem as stun• 
ning as they once were, but 
they still outshine much 
of the Wii library. The only 
thing that bugs me about 
this Vffi!OO IS the !Mgeting 
rebde that - annoyingly- is 
always onscreen. 'Mlill was 
wrong with the laser sight? 
tt you somehow missed this 
game before, don't let that 
happen again. Tweaked con· 
trols might not be reason 
enough lo warrant a replay 
for the rest of you. but then 
agam, maybe the fact that 
this is stiU an awesome game 
is enough.- BEN ----~ 



Wii 

Mario Party 8 
> STYLE I TO +PLAYER ACTION/BOARD > PUBLISHER NINTENDO > DEVEWPER HUDSON SOFT> RELEASE MAY 29 > ESRB E 

GETTING BETTER ... SLOWLY 

I s there anything more pathetic than a grown 
man reviewing a Mario Party game? Well, I 
guess I'm going to find out The task of review
ing a new title in this series is what's known as 

a •no-win situation~ Either you, A) decide to push 
aside your usual standards of game design and 
deem this mess a perfect party game for tots or 
B) come across as some bitter, snooty old journal
ist who's going around popping balloons at a kid's 
birthday party. Let's see what's behind door number 
two, shall we? 

First off, I would like to say that there's nothing 
wrong with Mario Party that couldn't be fixed. In fact, 
Mario Party 8, the first of the series to appear on the 
Wii, does manage to be more compelling than the 
last couple editions - if only because motion-based 
gameplay still has that fresh, novel feeling that's 
made so many of us embrace the Wii. While many 
of the minigames aren't exactly the most creative 
contests in the history of video games, they are by 
and large more engaging than those in past titles. 
The Wii is great for stuff like this, and it does serve 

to make these brief sequences at the same time 
more fun and more intuitive. 

Because the Wii is so tailored to these types 
of brief but entertaining bits of gameplay, I think 
there was an opportunity for Mario Party 8 to break 
this series out of the tedious rut it's been plowing 
for the last few years. Unfortunately, this chance 
is wasted. 

Mario Party's problem has never been the 
minigames; it's the atrociously paced board game 
that you have to slog through to get to them. Sadly, 
this fault has not been righted - although a few 
steps have been taken in the right direction. 

Simply, the board game elements of Mario have 
never impressed me enough to make the entire 
experience compelling. While not as often as in the 
past, winning sometimes feels like a matter of sheer 
luck. I appreciate the fact that board games do rely 
on chance, but a good one usually makes you feel 
that your strategy plays an equal role. Not so here, 
as certain spaces and scripted events will arbitrarily 
dump you back several places for no apparent 

reason. While I like the new "candy' items that allow 
you to do things like swap positions with your oppo
nents, the board is so random that you never feel 
like you've really gained an advantage. 

The best thing they've done here are the options 
to skip over your CPU opponent's minigame turns 
and increase the speed of the scrolling text (i.e. 
making it faster to skip through this crap and get 
to the your next contest). However, it's a chore 
to endure the constant trial and error involved in 
beating the boards. In an age of the Internet and 
2oo-channel digital cable, I just don't have the 
attention span for this. Mario Party should be about 
fast-paced fun, which is why I prefer to get my 
kicks with the spastic, oddly humorous Rayman 
Raving Rabbids.-MATT 

BOTTOM 7 25 
LINE • 

> Concopt: Anodler version ol 
the long-nml,g actiocyboard 
game, this trne With Wii motion 
cootrols 

> Gnphics: Nintendo's mar
acter des,g!,s iM1JfS shine. but 
i's ool a huge step up tNer the 
GameCube Mario Party games 

> Sound: Not ,rue!, 
here - some folgettable music 
andnovoic~ 

> Playllbility: Wi controls 
make these miiigames slightly 
more interesting 

> Enttruinmtnt: Lots of 
people love this senes. I am oo1 
one of them. but this Wii \ffilOO 

might be the best so far 

Mn> and lriends hM iw
lablvbrou;tlla pa(yD 
Ninendo's lale!I console. 
~- lheaddilion 
d motion anllis has not 
SMdlhe!d!li15'1ies. 
Sift, ii adds-oplions 
tor dMloper Hudson D 
~willlinlhewri
ous minipnes, tu most 
dlhemiRstl'lfJ'(kie
w.wm- especillrmr..-ed 
D lhe pd limes Milablt 
mRa,,nsi-.Rabbils. 
The "ellra" nnpnesmion 
is~d!a!nlm'jllll 
a11 ~ ii and cudlhem 
tlSfandNIII.R~ 
Mi as a chnl!r. llawMr, 
lht same old bosd flll' 
rtSB11 al lht CIR d MP 8 
wil hM 'jllll ._. al lhe 
ailil..-.•sandliill. 
orlt!llilsemeooemycu 
al phanewi.'jllllwal lor 
ycuun.Andlstlcisllrr 
lhetm,yteliarnonkd 
a. stl lhat it lal!5 D wi1. 
I llldenlandN llisS!IIS 
has ils In and Ninendo 
.-SD!IDDils lomul, 
tuwl!lllllebolt, .. 
111hr a pnewilh Mn ii 
111e•c1oesnt hMwide
sami 5IIR)Olt in lliscllr 
lllll41t?-IIYM 
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In some WilfS I think 
Mercu,y Meltdown has 
improved on the Super 
Monkey Bal lomua. I Ile 
breakins ~ the mercury 
i.ib and mixing t bad 
fllSellier wilh different colol5 
in order to sot,,e some of 
the puzzles. It also pr0llides 
a really good challenge. 
Almost too good a chal
lenge; the later levels are 
fairt, unforgiving, Making 
that - is the fact that 
~ •e no checkpoints 
willlin a leYel so you re.iltf 
,_ to praClice to get some 
of them ~ I tool me 
an hour of retnes to finish 
one of them. My biggest 
problem with this game is 
that ils tilt contJOls some
times don1h!el l'espon5M! 
l!flOUWI. Meltdown wil only 
appeal to a specific crowd, 
lu that aowd should have 
a good lime.-BEN 

Wil 

Spider-Man 3 
> STYU I ·Pl.AYER ACTION > PUBLISHER ACTMSION > DEVELOPER VICARIOUS VISIONS > RELEASE IMY 4 > ESRB T 

FLUSH THIS SPIDER DOWN THE TOILET 

M 
y arms are sore from 
web swinging, I have a 
headache from fighting 
monotonous rounds of 

thugs, and I'm frustrated that in an 
"open world" I don't have more con
trol over my destiny. I guess it's not as 
fun to be a superhero as I've always 
thought Spider-Man 3 on the Wii isn't 
just a shoddy port of the PS3/360 
version; it's an entirely different game. 
Sadly, I would have preferred the 
shoddy port. 

As an action game, Spider-Man 3 
is just barely passable. You string 
together combos primarily by shaking 
the Wii remote back and forth. The 
timed button pressing events that I 
enjoyed in the PS3/360 version are 
few and far between, and when they 
show up they are watered down to 
alternately shaking the Wii remote and 
the nunchuck. Web swinging still feels 
pretty good, but I wouldn't take it over 

a standard controller setup. 
The Wii version's linearity takes a 

lot of fun out of the game. Whole 
strings of side story missions on the 
PS3/360 are reduced to single events 
on the Wii, making the game quite a 
bit shorter. Conversely, the game feels 
artificially lengthened with its repeti
tive crime fighting missions. Some 
of them are even downright strange. 
Spidey has to stop a group of thugs 
from punching a truck. Okay. Wait 
a minute! Why is a group of thugs 
punching a truck? 

The Hero upgrades, where you use 
experience points to gain new moves, 
is probably the only area where the 
Wii version is better than (what I have 
started calling) the real Spider-Man 3. 
If you only have a Wii and really need 
a Spider-Man fix, go find a cheap copy 
of the GameCube's Spider-Man 2 and 
save some money.-BEN 

BOTTOM 6 5 
LINE • 

> Concept Take Spider-Man on 
1'53/360, rearrange all the parts, 
and lrim away ils more exciting 
elements 

> Graphics: I guess Jh5 5 v.hat 
last-gen 5pidey looked like; I 
remember • more fondly 

> Sollnd: ~ely unim
pressive 

> Playability: The motion 
con~ols work without any fuss. 
Ak~ng the Wii remote to ~ing 
webs 5 cool, but the lhrill wea" 
off quickly 

> Entortainmont: The few fun 
elements can't save lh5 game 
~om bei,g too repetitive and 
boring 

> Replay Value: Moderately Low 

Second Opinion 6.25 

Back in the he','day of 
mrni<s, MirYel released a 
monthtf book taled KfJ« 
f?This comic.-red PM)lal 
rmnenlS in a hero's life and 
showed how cf6fflt the 
flmewwdbe. TheWi\'e"· 
sion of Spider-Man 3 appears 
tobe~wilhaKfl« 
"'scenario in mind. Wiat a 
Spider-Man moved to Akron, 
Ohio1 fl& this game painft.dly 
shows, the wall crav.le(s life 
has been reduced to~ 
ping petty crimes in a life. 
less town. He everi delM!rs 
papers. The molion-based 
web sqing works wel. 
lu the remainder of the 
gameplay is as simplistic as 
can be, and often painfully 
boring. I applaud Aaivision's 
decision to create a new 
\'e"sion of Spider-Man 3 lot
the Wii, lu l needed more 
than one flll gameplay 
medlanic.-REINER 



XBOX 360 

Call of Juarez 
> STYLE I-PLAYER ACTION (UPTO 16-PLAYER VIAXBOX LNE) > PUBLISHER UBISOFT > DMLOPER TECHLAND > RELEASE JUNE 5 > ESRB M 

A LICK AND A PROMISE 

T 
aking into account all its infamous 
renegades and legendary shootouts, 
Westerns should mesh perfectly with 
video games. Yet somehow we're 

still waiting for the pixilated equivalent of Clint 
Eastwood to steal the show. Call of Juarez is 
the latest hombre to draw its pistols, but it's no 
Josey Wales. 

Call of Juarez's biggest strength is its 
unique plo~ which places you in the role of 
the hunted - Billy Candle, a rogue accused 
of murdering his beloved mother - and the 
hunter - Reverend Ray, a preacher with a 
dark past guided by a vengeance-fueled belief 
that he is God's wrath incarnate. The game 
smartly implements many classic western 
action scenarios to keep gameplay fresh, 
including stagecoach chases, train robberies, 
saloon shootouts, and high noon gun duels. 
While many of Billy's missions task you 
with using the clumsy stealth mechanic 
to sneak though areas populated with 
dangerous foes, the Reverend focuses 
solely on spreading the piercing word of 
God to banditos via smoking revolvers. 

The first-person perspective works 

adequately for gunfights and exploring the gor
geously rendered Wild West, but not all of the 
game mechanics are so successful. Outside 
of the poor stealth elements and awkward 
fistfights, the most annoying mechanic is easily 
the mandatory auto-save, which can interrupt 
the action at the most inopportune times. For 
instance, during an epic shootou~ the game 
saved while I was a mere heartbeat away 
from death. 

If Call of Juarez skipped its forgettable 
multiplayer and adopted a sandbox world 
more like Oblivion with fleshed out areas to 
explore and side missions, it could have been 
the gunslinger I've been waiting for all these 
years. As it stands, it's a respectable if unam
bitious title that should tide over Western 
fans until the holy grail of six shooters rides 
into town.-BERTZ 

BOTTOM 7 25 
LINE • 

> Concept Hunl yourself fo, a 
oime you didn't commrt in the 
OldWe!A 

> Graphics: Environments and 
lighting straight out of an Albelt 
llieoodt painting 

> Sound: T)llkal ~ghlS and 
sounds of classic westerns, right 
down to the hilariously bad acting 

> Playabalty: AuteKaVe hicrups 
during gameplay diminish an 
otherwise solid experience 

> ~ Epicshoot
oots and a well-0afted sto,y 
almost make you fo,get the 
game's linearity 

> Replay Value: Moderaie 

Second Opinion 7 

\\1ieripdose)'Olft11$ 
nlttnol•1.-r. 
llffle shwdbt, ppmbl
lit,seeYIIIISllricliwhone
bldtaaosslhe .... or 
chwins)'OIJ*m!IISII 
I ltilfl noon stnldf. 0, 
of Jun! islo1de1hll,c1& 
sic momensjustlalllt!e. 
\ howew, p,tand ollhe 
811nflarlalesf8Mpic 
momenls-la~ 
ralllesnllrmnlslllllql 
tasemn111ap1esso1c1 
nn.1i.111e--. 
.._iupadel.nllap• 
fllllllSvillallllt-.m 
lhe ply ~•lhe era. 
~ . ...
-~lliseiperi-
81D!mll ... immer-
.. 1he ... justdoesn\ 
bMnuflofapwrhml. 
nllhefist5'Dnsobld 
-.i lhe>f appe.-m be tieR 
lor a,nic relia cal of .lun! 
fDJl'Sin Clll1C!P, iucnas 
lsfllel in em.ion, fsd 
worth a look. IMjisl go im 
l~ tllat lwl yank 
Ollsomeleelh.-B& 
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Forza port 
> STYU 1 OR 2-P\AYER RACING (UP TO 8-P\AYER VIA XBOX lM OR SYSTEM LINK) 
> PUIU5HU MICROSOFT > D£VBOPU TURN 10 STUDIOS > RllWE MAY 29 > ESIIII E 

SEARCHING FOR SPEED 

T 
he Forza series is classically known as 
Microsoft's answer to Sony's Gran Turismo 
series. The franchise has certainly filled the 
sim-racer spot in the publishers lineup, 

but is that all Microsoft wants to accomplish? There 
are actually some key differences between the two 
rivals, but if Forza's not careful, it will follow in Gran 
Turismo's tire tracks in a way it shouldn't 

In my mind, the one key addition to the series 
is that Forza 2 uses damage. Not just visually, but 
in a way that impacts your driving. Sometimes you 
get into a small scrape that creates a slight pull on 
your steering. Other times you'll be blocking your 
opponents all across the track because you've lost 
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power after a nasty collision and you're just trying to 
hold on until the finish line. It's been done before in 
racing games, but it's nice to see it in a sim title like 
this - particularly because it's something that Gran 
Turismo has been too chicken to do. 

Apart from this feature, Forza 2 makes its mark 
because as a whole it's an all-around well made 
title. The graphics and track backgrounds jump out 
at you as you stream by, there are loads of cars to 
unlock. and the career progression does a great 
job of rewarding you and keeping you going. This 
last point in particular is no small matter, as Forza 2 
adheres to the same basic menu-<lriven career path 
that we've seen before. Given this potentially boring 

format it's nice that 
you're continually unlock
ing new cars and new cir
cuits to race. I particularly 
like getting manufacturer 
discounts to encourage 
me to buy new rides. 

Despite the damage 
capabilities, the wealth 
of cars available, and the 

remarkable increase in the number of upgrades 
and visual customization options in comparison to 
the first Forza, I feel that this game is a solid racer 
that still lacks the difference-maker that would bring 
it to the next level. Unlocking cars is great but it 
doesn't take long before you tire of doing the same 
routine. Racing, of course, is what it's all about but 
where's the personality? Where's the great track 
selection that doesn't make you feel bored within 
a few hours? Where's the career mode that's less 
like flipping through a car catalog and more like 
participating in an actual career? When is a sim-
racer like Forza 2 going to turn track telemetry into 
something your average racer can understand and 
use? Hell, even compatriot Project Gotham Racing 
gives you your own virtual garage - a small feature 
that connects you to your progress in a very big way. 
At least this game hits a home run on the online 
front. Letting players auction off their cars to others 
is simply awesome. 

Now that the Forza series has mastered the foun
dation of the genre in a way that makes it every bit 
as good as Gran Turismo, the race is on to see who 
will pull ahead and who gets left behind.- KATO 

BOTTOM 8 25 
LINE • 

> Concept: The series lakes 
steps in the right direction, with
out any earth-wnenng moves 

> Graphics: The sense of speed 
ISli'I amazing, but peds along the 
tracks are now animated, and the 
game's dearly made the leap to 
the next geoeratioo 

> Sound: At least n doesn'l have 
the aap-jau of the Gran Turismo 
menus 

> Playability: The real-time 
best line indicator ~ great as n 
helps your breaking and accel
eration lhrough lurns 

> Entertainmtnt: The syslern 
needs a solid ~m-racer. but lhe 
genre needs a revolution 

> Replay Value: Moderately 
High 

~ ~ COfl5lder 
)Ql5ellaCBJalracilgfan 
or a lwdcore ge.ir head. 
oner~ strap )Ql5ell irto 
Forza 2, ~ wool want to 
~ this incrediJle racing 
experience behind inil the 
final chedeted flag is Willled. 
11s btggesl sttenglh is finely 
tuned gameplay. Nol only 
l'<ilt ~ find yotmf leaning 
to the side and holding your 
bfeath as~ rip through 
a tight hairpin, ~'II v.ince 
\\flell ~ see haN realistic 
the vehiaJlar damage is. In 
most racilg sirns, the <.alS feel 
like reitals. You race them 
urd ~ can get something 
faster. In Forza 2, ~ may 
never want to ride in any
ding Olher than your lir5I 
car. This bood IS dMloped 
through an addiaiYe RPG-like 
eleme!i. Much like chaacteis 
11 Final Fnasy, your <.ars 
gain experience and !Ml up. 
On the flip side, car rus may 
,ow attached to thew ride for 
the !Ml of CU5lomlZatlon that 
they ptA into it. No matter 
haN ~ look at it, 1his game 
fires on al cytindeis and 
delivers the next-gen racing 
experience garneis ha¥! 
been WcJiting for. -REINER 



PC 

The Lord of the Rings 
Online: Shadows of Angmar 
> STYLE MASSIVELY MULTIPI.AYcR ONLINE ROLE-PLAYING GAME> PUBLISHER MIDWAY > DMLOPER TURBINE > RELEASE APRIL 24 
> ESRB T 

HEROES OF MIDDLE-EARTH, ASSEMBLE! 

I t's impossible to talk about The Lord of the 
Rings Online without bringing up World of 
Warcraft, and not just because WoW is the 
800-lb. gorilla in the room. Huge chunks of 

LOTRO's design are culled entirely from the WoW 
playbook, but that's generally for the best. WoWs 
pre-endgame experience is the best of this style 
of gameplay to date, and LOTRO successfully 
emulates that within the universe detailed by 
Tolkien's novels. If you're looking for a brand new 
style of MMORPG with fresh ways of interacting 
with the world and your fellow players, do yourself 
a favor and ignore this title entirely. But those 
who want a new gameworld to explore within 
the proven framework of a traditional MMORPG 
should look no further. 

So if LOTRO is structured similarly to and plays 
just like WoW, why bother with it? Mainly because 
the leveling experience is absolutely outstanding. 

Through a combination of good pacing, clever 
writing, and the undeniable ambience provided 
by Middle-earth, the storytelling in this game 
is leagues beyond anything else in the genre. 
I actually cared about helping out the belea
guered residents of some town, because they 
felt more like real people than faceless quest and 
loot dispensers. A good variety of content - solo 
quests, Deeds (both exploration and hunting
based), and more epic group-required adven
tures and instances - does an excellent job of 
allowing players to experience different things or 
simply stick to gameplay styles they prefer. 

The basic systems that MMORPG players 
expect out of a full-fledged game are executed 
well here. Combat works well, though it feels 
too loose to be truly excellent. Group dynamics 
between the different classes are interesting, but 
nowhere near as complex or involving as WoWs 

byzantine synergies. The classes themselves are 
different enough to provide a compelling amount 
of variety while maintaining the LOTR setting. 
Crafting can be rewarding, though not nearly to 
the level of a more freeform game like Star Wars 
Galaxies. Guilds are a convenient way to form 
a base of fellow players you get along with, but 
aren't much more than a private chatroom. Travel 
is handled with a mix of teleporting back to hub 
locations and taxi-service stables that generally 
keep tedium low without making the gameworld 
feel tiny. 

Turbine has done anything but reinvent the 
wheel with Lord of the Rings Online, but that's 
not a problem in and of itself. Whether the com
pany will be able to generate enough endgame 
content to retain its playerbase is still up in the 
air, but the game experience out of the box ranks 
very highly within the MMORPG genre. LOTRO's 
version of PvP, Monster Play, could be very enter
taining for a long time if communities spring up 
around it. WoW burnouts, LOTR fans, and anyone 
looking for a nice grind up through some levels 
will be well served here.-ADAM 

BOTTOM 8 5 
LINE ■ 

> Concept Adapt Wood of 
Waraaft gameplay to Middle
eanh v.!lie staying as fa«hful as 
possible to Tofkien's ideas 

> (nphic:s: This lool<s great on 
a ~ machine, but more 
irr4>ressive is how well t plays 
v.th surprisingly nice visuals on 
mid-tolowffi:IPCs 

> Sound: 'Mr; do the human 
females sound like they're star
ring in an AO-rated game v.llen 
they're in battle? 

> Playability: The OYerall 
interface is decent, but some 
advanced functionality like macros 
and guild management functions 
are SO<ely lading 

> Entertainmont: tt storytelling 
ande,plorationarel\l\atd!M! 
you to pay a subsaiption fee, this 
is your best Ol)OOn to date 

> Replay Ylllue: Moderate 

Second Opinion 8.5 

You woulml know ii from 
Pele! Jaclson's films. lu 
dwaM5 are actually good 
for somelhins besides comic 
relief. Unlettered by lies lo 
lhe movie lie~ The Lord 
of lhe Rings Online does a 
fantastic job aealing a fresh. 
expansive. and addictive 
vision of Tofkien's Middle
eanh. The level grind is 
auipnentedbyaclMl'Deed 
systen Iha! gives playel5 
bonuses (like .ies and 
Slat boosls), lu often the 
sheer bwy dthe pme is 
enou;i11>drM!e,iploralion. 
A sholllge of traditional 
casli!ls (1hal's realy more 
da~ 
Radatla!tdlilg)-be 
a am-di for some. lu 
lhe ciees in the aame re 
perfecdy wilh the nr,1hofogy. 
The or'iy rd{silyone 
is lhe Minsln!I. who takes 
line between ~ ID 
Slrumcuadama&ingrl 
on a hR, demoo111idil8 !ht 
ptR destruclNe power of 
rrusic. • would be so much 
fl.II to gank these losers- it 
is IOO bad Iha!~ lffllll 
more opporlll1ilies for 
you IO squn off aaainst 
ulher charld!rs in Pl.f. 
L011lOllll'{bepiesed 
flllmaWr/11~ 
lu Tllbine has~ 
adapled and eipanded 
the MMO lomua inlo an 
ermtairqilCM!fflftwilh 
its own idenlly.-JOE 
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PSP 

PaRappa the Rapper 
> STYlf 1-l'\AYER MUSIC (2-l'IAYER VIA AD-HOC) > PUIIUSHO SONY COMP\JTER EtITTRIAINMENT 
> DEVB.Of'EII SONY COMPUTER EtITTRIAl"-MENT JN'Nl > m£ASE JUIY 17 > ESU E 

YOU (STILL) GOTTA BELIEVE 

Y 
ears before the coun
tJy was hooked on 
Gurtar Hero, a scrappy, 
rapping puppy named 

PaRappa came to our shores 
and laid the groundwork 
for much of \Mlat has now 
bec.ome the music game 
genre. Like many of you. I have 
nothing but fond memories 
of the little P}lf, and I was very 
excited when I ~ that II was 
being released for PSP. 

Honestly, It's aged a lot more 
than I had hoped 'Mlile the 
basic play mechanics are still 
wori(able, the OMOeen icons 
and voice tnggenng feels a 
bit stJff compared to Guitar 
Hero. It's also a fairly bare
bones port; no new songs 
were added aside from some 
moderately well-done remixes 
of the game's onginal tracks. 
'Mlile multiplayer functionality 
is nice, I really question the 
usefulness of non-Internet PSP 
networking. How often do you 
come across someone else 
that happens to be in your 
area playing the exact same 
title as you? It's also extremely 
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short I was shocked when I 
~ the final credi1s rolling after 
only a couple hours of play. It 
seemed a lot longer back then. 

However, PaRappa's saving 
graces are the things that will 
ne\'er age - the infectious 
visual style and the amazing 
songs. Even after all this time, 
most of the ecfrtors at GI can 
spout off PaRappa lyncs from 
memory, and for good reason. 
Quite simply, these are some 
of the most fun and expertly 
vvritten video game songs 
ever. 'Mlile a cartoon canine 
rapper rould have easily been 
aindescending and smug, 
PaRappa succeeds in capturing 
the innocent, playful spirit of 
Prince Paurs early work with 
De La Soul. Add to this a vivid 
cast of memorable characters, 
and you have a title that won't 
faij to charm even the grumpi
est gamer. This is a ciassK in 
my book. and rd love to rate 
rt higher than I am l-l<Jv.Jever, 
nme marches OI\ and by 
today's standards PaRappa isn't 
the top dog anymore.-MATT 

BOTTOM 8 
LINE 

> c-ept A no-fnls reissue 

of the lllUSIC game that put the 
genre ,n the map m the US. 

> r.npl,ics: The odd. Paper 
~ VISUals and quny 
ch.naer deslgJ,s hold up amaz
a,gjy 11d for a pne thal's a 
decadtold 

> s..t: Whle there are 
no,_ songs. the~ 
sou1Clrad IS one of the gr-
111 ganq l"ISUlfy 

> Ployailily: Theonsaeen 
ll1lerface isn1 as usefu as Gular 
Hero\ bu you1 soon get nglt 
bacl:nothe~ 

>~t . 1ot: Whle 
PaRappa slXMS 11S .igt 111 some 
respeas. ts d a <harmer 

> l,plly v.ut: Moderate 

Second Opinion 6 

111s eame's like a song !hat 
used to be big bad fl the 
day, btt "'1en you hear ii 
now you Gill believe people 
ac!Uatf lied 11. There's a 
reason bis donl listen to 
Nerd Rap like t'1ls on the 
Fttcn Slree! Mal. and !hat's 
because IIS my1lm and 
rhymes ,ft al~ up. 
The phrasilg for the raps is 
~-tothepon 
of 5mMlg up lhe nalu-
ral myttmyou expect and 
~ fl a rrusic pne. Also. 
PaRappa's OIMl poor \l0ICl! 

51:is donl prowle ,:,ext 
enough feedlad to ~you 
lay down your ines fl tine 
IWh the scrolling gameplay 
bar. Add 111 the faa that t'1ls 
game 0IYf gr,es you SIX songs 
(IWh the tv,o remoo5 not 
being that valuabfe). and t'1ls 
tllle's 0IYf for tho5e dur1)S 
"'10 ~ MC Sl:al K.it 
was cool -lCAJO 

PSP 

Driver '76 
> STYU 1-PlAYER ACTION (2-PlAYER VIA AO-HOC) > PUBLISHER UBI SOFT > DMLOPER SUMO DIGITAL 
> RELEASE MAY 8 > ESRB M 

CAN YOU DIG IT (A GRAVE)? 

I 
f Ubisoft execs were 
smart, they would have 
left Drive(s bludgeoned 
remains in the abandoned 

lot where they found it The 
company must have a big 
heart, because resuscitating this 
maligned franchise isn't going 
to yield much more than good 
will from former owner Atari. 

We're all familiar with the for
mula by now: Take the Grand 
Theft Auto concep~ drain the 
game of any innovation, and 
release IMlat amounts to a 
repetitive string of boring street 
races, car chases, and get
awir'(S. No amount of funk or 
retro style can make this game 
play better, though Ubisoft cer
tainly tried. 

Driver '76 does i1s best to 
create a facsimile of 1970s 
New York Gty, induding four of 
the five boroughs and a section 
of dirty Jersey. IMiile the game 
may feature the notable archi
tecture of Gotham, it captures 
none of the city's spint; the 
streets are so barren it looks 
like the American version of 28 
Days Later. 

If the boring gameplay and 
empty city don't make you flee, 
the awful plot and wincingly 
bad dialogue may provide 
the final straw to join the 
missing NYC populace in the 
Hamptons. The game moves 
i1s plot along with comic book 
style cutscenes, but even 
in this hokey context your 
charactefs primary motivation 
(score a date with the Triad 
boss' daughter) doesn't really 
seem worth all the murders, 
car boosts, or gang wars you 
have to suffer through to 
reach your goal. To top it off, 
the dicMd dialogue takes 

jokes that weren't funny in the 
'70s and turns the dial to 11. 
How many times do we have 
to hear bad cop and donut bits 
in one game? 

Speaking of the boys in blue, 
Driver '76 is home to the most 
incompetent police force to 
ever grace a video game. If 
the heat is on your tail, you 
don't need to be a profes
sional criminal to shake them. 
I lost the squad cars on several 
occasions by simply driving to 
my mission destination. IMien 
that didn't work, I relied on the 
foolproof technique of pulling 
over, waiting until the cops got 
out of their cars, then driving 
awwy. These cops make Ronnie 
Dobbs seem like a criminal 
mastermind. 

The best feature of Driver 
'76 is definitely the retro 
soundtrack, featuring '70s 
musicians such as Funkadelic, 
Marvin Gaye, David Bowie, and 
Blonde. Also to Its credit, Driver 
'76's driving and shooting 
mechanics work well, however 
recyded and sterile the content 
maybe. 

Gamers who can't get 
enough of this genre may 
find a few hours of fun, 
but for the rest of us, we're 
better off skipping the '70s 
altogether. - BERTI 

BOTTOM 5 
LINE 

> c-ept Ptelend the Driver 
franchise IS d relevant by 
releasing a relro edition 

> Graphia: New Yoo City ~ 
barren. Everyone must have 
went to lhe Hamptons in '76 

> Sound: Great '70s soundtrack 
tries its best 10 overcome lhe ter
rible jol(es and dialogue 

> Play•bility: Oriwlg and 
shooong Y«rls, as they should 

>~Nol~ 
you ldr.e perlonmg fetch llllS-

5101\S 111 barren alles 

> Replay v.lut: Low 

Second Opinion 6.5 

Orill'er 76 off8s more c:I the 
same 111 aerre rMTf c:1 us 
oft rNCttlD see some new 
tdeas em,ge from. 111s isnl 
lhelille1hal's~to
tho5eprayl!l5,511Cl!the 
msuprisingneiorlsareaf 
from the sane~~ 
seen for )"ilS. Wme, starting 
each WJQI>• from a 1Dp down 
map meoo efininales lhe 
sensec:la~openv.xtd 
almost enlfflf. I lhe enenies 
you faad (mafff mps. 
semtf pd!. and lelow 
New'tlllt ne'er-do-wels) 
had more~ '/00' 
desperal!Cil'dla!eslliWll 
seem a lillle more. we1, des
peral!. As ii is, dis is a very 
playable enualion c:I the 
pop!B~ 
-.,P-.,Cil'llMlig 
lomui. !xi Wl1lll a '70s 
ltd SOlldrad for added 
llavor. 'l'ou up for some 
more crf that7-MIUER 



PSP 

Innocent Life: 
A Futuristic Harvest Moon 
> STYU 1-PlAYER SIMULATION> l'UIUSIIEI NATSUME > IIEVO.OPEI ARTEPIAZZA > 11£1.EASE MAY 15 > ESD E 

ROBOT MARRIAGE BAN 

H 
arvest Moon diehards have 
had a new farm to tend 
almost every year for the 
last decade. Here players 

have tended to crops, raised live
stock, traded gifts with townspeople, 
and swindled ladies into marriage. 
Innocent Life contains plenty of farm
ing and livestock elements, but new
comer ArtePiazza has forgone the 
traditional wooing aspects in favor of 
exploration. 

In somewhat of a Dr. LighVMega 
Man relationship, main character 
Life 1s actually a robot created by Dr. 
Hope. The good doctor senses an 
anger in the town's nearby volcano 
due to the people's over reliance on 
automated farming technology, so 
he tasks Life with farming in the old 
way to open up new paths in the 
natural world, chill that cra'l:>/ deity 
ou~ and try to become a real boy. 

Things start out extremely slow, 
with players simply water
ing plants and sleeping 
for the first in-game week. 
Almost all progression 
is crammed into Life's 
Sunday tune-up with 
Dr. Hope, where he'll 
hand out a new tool or 
a townsperson will burst 
in with a task that needs 
solving. I don't know if 
I've ever seen such a 
regimented delineation of 
storytelling in a game, but 
somehow it did manage 
to keep me playing for 
' just one more week• 
instead of turning off the 
PSP and leaving work 
on time. 

Once you get deeper into the 
game, a typical day consists of har
vesting some crops, saying hello to 
your cows and sheep, checking to 
make sure your helper bot watered 
all the crops and cleared out weeds 
and dog poop, and going back to 
sleep. \Mlile this satisfies the grind
ing impulse, gamers who lack this 
gene will lose interest quickly. On 
some fortunate weeks, players will 
be able to run off to check out new 
landscapes, bust some rocks with a 
hammer, find treasure chests, and 
meet new people. However, most 
of these missions can easily be 
handled in the first few days, forcing 
you into the farm-sleep-farm pattern 
to get to more new stuff. 

Innocent Life is a good fit for the 
PSP, working well in short bursts or 
long doses, but too many elements 
drag down the pacing and prevent 
true agricultural greatness.-BRYAN 

BOTTOM 7 25 
LINE • 

> e--,t Take Harvest Moon 
into !he future lillle removing 
some lenets of !he senes 

> Cinfliks: Cartoony, yet ~an
qu4 and effecwe 

>S..: RMallgllroesn-1 
W(h farm anrnal noeses 
> l'llyaaly: Expectedly ~mple 
,ntenace. lhoogh !he loose analog 
conllOfs result ,n plenty of misdi
rected seed toss1n11, watenn11, etc. 

>E1111111M1111:St,lladdictive, 
but I can already hear Pll1SC5 
ay,ng foul 

>..., I/au: Moderate 

Second Opinion 6.5 

With aH of the plarMg. water
in& and harveslm& ii would 
be~ to ffllSl.ake Innocent 
Life for a real Harvest Moon 
same. Like \'OIi' crops after 
a winter storm. 1hal percep
tion qudJy wAhers and dies, 
leaw!gottfclisappo,ntmeri 
Once \QI get a helper robol 
(v.tio takes care of most cl 
your~farmstuff), aH 
lhal's left is some weak e,q>lo
ration, cooking. and other 
tlungs that aren't enough 
to keep \QI busy. The dis
tance cl \'OIi' farm Imm the 
town means \QI,_. gel 
a sense for the charaClers or 
COIOOU1lly, and- I never 
thought rd 581 lhls-1\flere's 
the c0Ur1sh,p7 The lftle 
rob<Mgonisl deserves kJYe 
too! Innocent Life is a simple 
and manageable game 1hal 
mit' imre;t those loomg 
for somdhing low-key, 1M it 
IIJSI doesn't dangle enough 
in frort cl \QI to realy make 
the~ rewarcing.-JOE 

HANDHELD QUICKIES 
PSP 

Final Fantasy: 1111111 
Anniversary Edition 
> STYLE 1-PlAYER ROLE-PLAYING GAME> PUBLISHER SQUARE ENIX> DMLOPER SQUARE ENIX 
> REI.EASE JUNE 26> ESRB EIO+ 

H 
ere we go again! In case 
you missed it on your 
NES, PSone, or GBA, this 
is your chance to play 

the Final Fantasy that started it all. 
With sharp re-done visuals, the PSP 
incarnation of this dassic isn't quite 
a po~ but it's not a remake, either. 
There's a new end-game dungeon, 
but the gameplay is the same as ever. Pius, without the added bonus of Final 
Fantasy II thrown in (unlike the previous versions), the game's bare story and 
characters stand out like a Chocobo in the chicken coop. This is the best version 
of this game out there, and every RPG fan should experience the original Final 
Fantasy at least once. On the other hand, if this would be your fourth or fifth time 
through, don't kick yourself for passing on this gussied-up rehash.-JOE 

NINTENDO DS 

Dynasty Warriors OS: 
Fighter's Battle 

IIDI 
> STYLE 1-PlAYER ACTION (UP TO l-PLAYER VIA WIRELESS) > PUBLISHER KOEI > DMLOPER KOEI 
> RELEASE JULY 24 > ESRB EIO+ 

A 
nother month, another Dynasty game 
to review. Maybe it's not really that 
bad, but it feels that way sometimes. 
At first I thought this Dynasty might 

actually be fun. The Battle Deck system seems 
like a fresh way to power up your character 
and add allies, and the game isn't bogged 
down by an impossibly dull story (it's still dull, 
just not very present). However, Dynasty's old 
faults - poor Al and monotonous battling - are 
readily apparent Because it works, all you'll 
do is input the biggest combo over and over 
again until you can unleash a Super Musou 
attack. Bosses fall to the same formula. It's like 
repeatedly punching the same math formula 
into a calculator.-BEN 

NINTENDO DS 

SNK vs. Capcom 
Card Fighters OS 

1111D 
> STYU 1-PlAYER PUULE (2-PIAYER VIA WIRELESS) > PUBLISHER SNK PlAYMORE 
> DMLOPER SNK PlAYMORE > RELEASE APRIL 24 > ESRB T 

I 
t's been a long wait for fans of the origi-
nal SNK Vs. Capcom card battling game 
(released on the now-dead Neo-Geo 
Pocket Color). It's just a shame that this 

new DS iteration is so absurdly unpolished. 
Players will be more horrified by the many typos 
and horrendous localization than the legion of 
brainwashed card fighters, from the constant 
"You win! Congratulation!" to the strange card 
descriptions "This Martian is hard to fathom with 
his pee, poop, poo-wah." However, the battle 
system is solid and it's fun to find cards like Nelo 
Angelo and Miles Edgeworth. Be warned of an 
impassable bug on the second playthrough 
found in every retail copy (SNK has said they 
will replace the defective carts, though this still 
hasn't kicked off yet). - BRYAN 
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T0P.20 TOP 10 JAPAN 

listings Based Upon NPD Data For April 2007 Based On Units Sold 
Rank TIiie System 

Flul FNtasy TICtlcs: TIii W. of Ille llNI PSP 

Rant TIiie L Mo, Sy,tem Score Release Pnce 
FINI flllaly D: "'-I W1111 DS 

WU Sports Wii 

1 Pokemon Diamond N/A DS 8,25 04-07 $35 DS 

DS 

Wii 

2 Pokemon Pearl N/A DS 8,25 04-07 $35 Wii 

3 Super Paper Mario N/A Wi1 95 04-07 S50 
DS 

4 Wii Play w/ remote 4 Wii 7 02-07 S50 

5 Guitar Hero II w/ guitar 3 360 9,25 03-07 $89 

6 Guitar Hero II w/ guitar 11 PS2 9 11-06 $80 
TOP 10 GI 

L Mo System 

N/A PS2 

7 Spider-Man 3 N/A 360 8 04-07 $60 Wil 

N/A PC 

8 Spider-Man 3 N/A PS2 N/A 04-07 $41 
N/A 360 

4 PC 

9 God of War II 1 PS2 9,75 03-07 S50 
N/A PS3 

2 PS2 

N/A PS2 

10 MLB 07: The Show 9 PS2 8,75 02-07 $40 N/A PS2 

N/A WII 

11 The Legend of lelda: 
20 Wii 10 11-06 S50 

Twilight Princess 

12 New Super Mario Bros. 12 DS 9,25 05-06 $35 

Thl! ~ sfN:'.lfkPrls 

13 MLB 2K7 8 360 8,5 02-07 $60 TOP 10 PC 
Rank TIiie L Mo, Price 

14 Spectrobes 7 DS 6,5 03-07 $30 1111111,e: 
N/A $51 

15 Ghost Recon Advanced 
2 360 8,75 03-07 $60 

Warflghter 2 

2 $37 

3 $24 

4 $48 

16 God of War 13 PS2 10 03-05 $20 5 $35 

S1•2:S-.. 1 $28 

17 Tiger Woods PGA Tour 07 15 Wii 6,5 03-07 S50 
Sias 2: CllelntlN Sblff N/A $19 

: N/A $60 lalE4ltlol 

18 Gears of War N/A 360 9.5 11-06 $61 
10 $10 

I TINt Elder Scrolls IV: Slllverlq Isla 9 $28 

, ., .. 

19 Diddy Kong Racing 6 DS 7 02-07 $31 

20 Mario Kart OS 19 DS 8.5 11-05 $35 

~~ .... -, .. . ... . ~ . , 
~ 

I j 

"' ' : -- .. . '"' ' 
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I ARCHIVE 
Red Steel 
5oric and the Secret ""'85 
Sponge8ob Sq.J,rePants: 

Oeature from the Ktusty Kral> 
SSX Blur 
Super Monl<ev a.a: a.nan, 8litz 
Super P-_Mano 
Super Swing Golf 
T,ger Woods PGA Tour 07 
TMNT 
Tony HaYNs DownhiU Jam 
Trauma Center: Second Opnon 
WaocJNare: Smooth Mows 
Wi Ploy 
WiSpons 
Wing Island 

Armofed Core 4 6.5 Af,,-07 PLAYSTATION 2 
Blaz,ng Angels: Squadrons ol Viv.II 7 Feo-07 
CaH ol Duty 3 8.75 Jan-07 
Def Jam: Icon 7.75 Mar-07 
Eide, SaollsJY: OblMon. The 9.5 Af,,-07 

Ant Buly, The 
As Tonel,co: Melody ol E1emi, 
Asen, Foo<boU: Rood to Glo,y 
As1hur And The Invisibles 

HAR. 8.25 IMf-07 As...,_ Ins 3: Grand Phontasm 
·~~tRound3 9 Jan-07 
Folmula One: Ola"- Edmon 8 Af,,-07 
Full Auto 2: Battlelines 7.5 Jan-07 

ATV Ofho,d Fu,y 4 
BuNy 
Burnout Oominatof 

Godfather: The Don's Edition, The 7.5 Mlf-07 
Madden Nfl (11 7.75 Jan-07 

Chulip 
OownolMan, 

MajOt leogu< 8asebal 2K7 8.5 Ma<-07 
Malvel: Ul1imate ~ 9.25 Dec-06 
MotorStorm 8 Af,,-07 

&agon 
F,mly°"f 
G'-IOder 

NSA 2K7 8 Jan-07 GodolW,r ll 
NBA Street Homecourt 8.75 Mar-07 
Need "" Speed: Carbon 8.5 Dec-06 

Grand Theft Auto: Vke City Stones 
Ciu0r Helo n 

NHL 2K7 8.25 Jan-07 
Re51S1an<e; Fall of Mao 9.5 Dec-06 

Juslice leogu< Heroes 
l.umwles Plus 

Ridge Racef 7 8 Dec-06 
Sonic the Hedgehoti 6.75 Jan-07 
Tony ,_, Project 8 8.75 Jan-07 

Marvel: Ullimate,'Jl~na, 
Med,! of Honor: Vongu,rd 
MeettheRobonsons 

Untold Legends: o.d< IGngdo,n 8.25 Jan-07 MLS 00: The Show 
1/wtua f',gt,te, 5 8 Mar-07 
Virtua Tennis 3 7 IMf-07 

Mor1.ll Kombat: Anmgeddon 
MVP 07 NCAA 8'seba0 

XBOX 360 
Ne<d for Speed: Ca<bon 
Nft Street 3 

Armofed Core 4 6.5 Af,,-07 l'NmasySCMU<welse 
BattiestahOOS: Midway 6.5 Ma<-07 
Bullet \'>Itch 6 Ma<-07 
Call of Duty 3 8.5 Dec-06 

Raw Dong<, 
ReseNoorllogs 
Ro.,eGaluy 

College Hoops 2 K7 8 Feo-07 
Command a eenq.,., 3: 

Tt>eriumWars 8.5 Jun-07 
Cl>d<down 8.5 Ma<-07 

Sego G<ne5is Colleclion 
Shoelcl,The 

~~: 
o,nce o.nce R~ Un....,,. 7.5 Af,,-07 
Oe6d or AJive >:treme 2 7.5 Jan-07 
Def Jam: loon 7.75 Mar-07 
E,nh Defense Fotce 2017 8 IMf-07 
Elder Saols IV: si_..,, ~ 11,e 9.5 "'1-07 
Eragoo 6.25 Feo-07 
F.EAR. 8.5 Dec-06 

Shoning ForQ! EXA 
Sings<arl'op 

~~.S.~SEAl.s 

Sop,anos: Rood ., ~ The 
Stat Trek Encounters 
Thrillville 

FIFA Soccer 07 7.25 Dec-06 TMNT 

:;r::2 
2 Af,,-07 

8.5 Oec,!16 
Ghost Reoon Adv,nced W,rfigt,ter 2 8.75 IMf-07 
Ciurtar Hero II 9.25 Af),-07 
LOst P\aoet: Extreme Condmon 8.25 Feo-07 

Tokobot Plus: 
Myslenes ol the Ka,,iwri 

v.lnn,ng EIMn: 
Pro Evolution 5occe, 2007 

WWE 5maddown vs. Raw 2007 
M,jot Le,gue 8'sebaU 2K7 8.5 Mar-07 
Ma<wl: lAorolto l\lance 9.25 Dec-06 
Monster Madness: 

GAMECUBE 
Ant Buly, The 

Battle for Suburbia 7.5 Jun-07 
NBA StJeet Homecourt 8.75 Mar-07 XBOX 
NCAAO7Marc:hMadness 7.75 Feo-07 Er,gon 
Ne<d for Speed: Ca,bon 85 Dec-06 F,mly°"f 
Phant,syS,.,,U<we!se 6 Jan-07 
Raymon Raving R,bb,ds 7.25 Jun-07 
samurai Warriors 2: Emplles 4,75 Af,,-07 
Sonk the Hedgehoti 6.75 Jan-07 
~Oll..Double ... 9 Dec-06 
Star Trek Legacy 7.75 Jan-07 

Jusbce leogu< Heroes 
Ma<vel:~Allilllce 
Mortol Komb,t: Anmgl!<idon 
Ne<d "" Speed: Carbon 
Re5eM>orOop 
Thnlllille 

Supe<m,nRetums 6 Jan-07 
TMNT 7.5 IMf-07 
Tom 0.nc(s Rainbow si. \fe8IS 9.5 Jao-07 
l1ony Howl.', Plqe(I 8 9 Dec-06 
UEFA Champions leogu< 2006-20(11 7.5 Af,,-07 
\lttua Tennos 3 7 IMf-07 ,,,,. 1'111,t, 8 Jan-07 

\\l~ne~~: 5occ., 2007 8 Mar-07 

Ant Bully, The 
S.ttiestahOOS: Micw,oy 
CcnvNnd a Conquer 3: 

TibenumWars 
Darl.MessfoliolMliiltt&Mag,c 
~ Saolls IV: Stwe,;na 1'les. The 
F.EAR.: Extr,aior, Pcint 

WWE 5maddown vs. Raw 20(11 8.75 Dec-06 Gott-.c 3 
Heroes ol Amnloted Emp,,es 

Mt Bui~. The 6.5 Feo-07 
C,11 of Duty 3 7.25 Jan-07 
Chtcken little: Al:.e in Action 7.25 Jan-07 
Cooi,og Mama: Cool< Off 6.75 IMf-07 
llragonb,D Z 8odol<,; T- 2 6 Feo-07 
Elebits 7 Jan-07 
Exotelrudc 7.75 Jan-07 

~Mna:e Magic V: 

Infernal 
Lord ol the Rx,gs: 
TheS.ttlefor-11-
Rose of the ~ The 

Moelstrom 
Mediev,I II: Total Wo 

fa, Cry Venge,nce 4.5 Mar-07 
Godfothet: lll,dhand Edobor\ The 6.5 IMf-07 
Heatseel<er 7.5 Jun-07 
l(orOonpa: Marble Mama 8 IMf-07 

~
of Zelda: 

""ihtl'nflcess.The tO Jan-07 
M.lddenNFl(ll 7.75 Jan-07 
M,Nei: Ult.mate Al1iMce 8.25 Jan-07 
M<d,I of Honor: v,ngu,rd Mlf-07 
,....., Slug Mthology 7.5 Jan-07 "°"'' Kombat:Anmgl!<ldon 7.5 Jun-07 
Prince of Persia: Rival Swords 8.5 Mlf-07 
R,\fflanR,v,ngR,bb,ds 8.5 Jan-07 

7.5 Jan-07 
5.5 Af,,-07 

6.75 Feo-07 
8.S Af,,-07 
6.75 Jan-07 
9.,5 }<IOffe 
8 Feo-07 

6.5 IMf-07 
7.5 IMf-07 
5 Jan-07 

8.5 Jan-07 
7.75 Ma<-07 
7 Af,,-07 

6.5 Jan-07 
Mlf-07 

6.5 Feo-07 
6.75 Feo-07 
6.5 Af,,-07 
6.75 Mar-07 
6.5 Jun-07 
7.5 Jln-07 
8.5 Dec-06 
8 Af,,-07 
3 Af,,-07 
7 IMf-07 

6.25 f«>-07 
5.5 Jan-07 

6.75 Mar-07 
9.]5 ~-07 
7.75 IMf-07 
9 Oec-06 

7.25 Dec-06 
7.5 Af,,-07 

9.25 Dec-06 
6 IMf-07 
7 IMf-07 

8.75 Af,,-07 
8.25 Dec-06 

7 Ma<-07 
8.5 Dec-06 
7 Feb-07 
6 Jan-07 

4.5 Jun-07 
5.75 Jan-07 
9 Jan-07 

8.5 Jan-07 
Ma<-07 

7.75 Dec-06 
7.5 Af,,-07 
8 Mlf-07 

6.5 Jan-07 
6 Feb-07 

7.25 Jan-07 
7.75 Dec-06 
7.5 Mlf-07 

7.25 Dec-06 

8 Ma<-07 
8.75 Dec-06 

6.5 f«>-07 

6.25 Feo-07 
5.5 Jln-07 
7.25 Dec-06 
9.25 Ooc,06 
8.25 Dec-06 
8.5 Dec-06 
5.75 Jan-07 
7.75 Dec-06 

6.5 Feo-07 
6.5 Ma<-07 

8.5 IMf-07 
9,25 Doc-06 
9.5 J,fK-07 
8 Dec-06 
5 Feo-07 
6 Feo-07 

Feb-07 
Jun-07 

Ne,eM;nterN;gt,t,2 
l'NmasySta<U<welse 
ReseMl<Dogs 
S.TALK.E.R.: Shadow of Chemob)l 
Sod Mee(s Roilro,dsl -Siar" W«s Empft M War. 
f0lces ol Corn.¢on 

Sup,...., Comroand<r 
Tnan Quest 1mmort,1 l1yone 
V,nguo,d: 5'ga of Heroes 
wam.mmer40.000: 

Down ol w,, - o.d< Crusode 
Wo!tdolW..Oall, 

Booq 

NINTENDO OS 
Brain Busler Pume Pak 
(akeMa<1i, 
Dealhx.andthe 

Science Fair of Doom 
Diddy Kong Racing 
llWler Dash 
E1Nn Odyssey 
Final F,ntasy F,bles: 010COOO T,les 
Final F,ntasy 1t1 
Gonpey 
Honeycari> Be,t 
Hotel Dusk: Room 2 t 5 
lzun,: Legend ol 

theUnen'4)1ovedN'"t' 
K,ri,y Squeak SqJ,d 
Kon,mi °""" Senes: Ascade ""' 
Konducn 
lost In Blue 2 
wwl(rigt,ts 
Meteos: [l;soey Magk 
Phoenoc ,..;ght: 

A1:.e Astt,mey Jusba! Fot Al 

"""'-

Pokbnonlllimond/Peall 
Puzzle Quest 
Ch,lengeoltheW.rtords 

Quid<spo( 
Spearobes 
TmeAl:.e 
TcucholtheDe,d 
Tnonabe 
Wano: Mast"° of Otsgut~ 
YosN's lsl,nd OS 
Zendoku 

300: March To Glory 
Al:.e Ccmb,t X: 

SluesofDecepoor, 

"r!',..~ofOlaos 
Me< 8ume<: 8l6d< Fela>n 
&ooktownHi8f, 
Cal of Duty: Roads to \olctoly 

Capoom Puzzle -0-ConCamaae 
Coded Alms: eom.g,or, 
ru,e 
Dungeon Siese: l1yone ol l>p:,/ 
F\JI Auto 2 
C...,,0,Mon~ 
C,and Theft A<llo: \loo City Stones 
Gun Showdown 
Gunpey 
Gutumon: A MonstlOUS AdventuN! 

~ ol Heroes Ill: 
oftheOcffl\ The 

wow,osJI 
MAC.H. 
Marvel Tioding Ca<d Game 
M!et,lc.eo,s_cld;l'oNl!l,O!» 
-!Gngdo,n--
Mort,I - Und\ooned Puzzle Quest: 

o,,11enge of the w,o1ords 
~& Oook:_Size-
Sod _,, Plmel 
SOCOM: U.S. Navy SEA1.s 

Are Team &avo 2 
5onoc Rivals 
Sta< W"5: lethal Alli,nc, 
v..,....,,.,.. 
Worhamm<r. Battle for Alu1\II 
-The 

GAMI BOY ADVANCE 
FinalF,masyVAdvance 
fNl"-VI-

8 
6 

5.75 
8.25 

8 
6 

7.5 
9 
8 

7.5 

8.75 

!!.7.S 

8 
6.5 

7.25 
6 

6.5 
8 

7.75 

3.5 
7.75 
7.75 
6.25 
6.5 
8 

7.75 

8 
6.5 

8.25 

8.25 
7.5 
6.5 
6.75 

7 
6 

7.25 
8.25 

6 

6.25 

8.25 

6 
7 

6.75 
6 

7.5 
7 

6.75 
5.5 
8 

7.25 

8.5 
7.75 
7.75 

7 

6 
9 

6.5 
7.5 
.9 
6 
8 

8.25 
9 
8 

7.5 
6.75 
6.5 
4.5 
7.5 
8.5 

Dec-06 
Jan-07 
Jan-07 

IMf-07 
Dec-06 
IMf-07 

Dec-06 
"'1-07 
"'6/-07 
Af,,-07 

Dec-06 

-07 

Af,,-07 
IMf-07 

Jun-07 
Ma<-07 
Jun-07 
Jun-07 

IMf-07 
Dec-06 
Dec-06 
IMf-07 
Ma<-07 

Af,,-07 
Feo-07 
Mlf-07 
Feb-07 
IMf-07 
Af),-07 
IMf-07 

Jan-07 
Af,,-07 

Jun-07 

IMf-07 
Af,,-07 
Af,,-07 
Jun-07 
Jun-07 
Af,,-07 
IMf-07 
Dec-06 
Jun-07 

Af,,-07 

Dec-06 

Jun-07 

IMf-07 
Jun-07 
IMf-07 
Af),-07 
Af),-07 

Mlf-07 
Jun-07 
Jan-07 

M¥J-U1 
Doc-06 
Dec-06 
Dec-06 
Dec-06 
Af),-07 

Ma<-07 
Oec-06 
M,y-07 = Ma<-07 
Feo-07 

Mlf-01 
Af),-{11 
Af,,-07 

Jan-07 
Feo-07 
Feo-07 
Ma<-07 
Feo-07 
"'1-07 

Jan-07 
/,p-0} 

£C'!. l 
,1 r/W!J tJ/ ~J];fil UJuJ 1:~ 

1Takea 
combinauon 
of online and 
on campus 
classes torn 
vour litestvle. 
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Attention All Cheaters! 
Cheat codes, by their ve,y nature, are in 
many cases buggier than Virginia in August. 
So unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and back up your save before using 
any codes. 

On a lighter note, you con send your codes 
to secretaccess@gameinformer.com for a 
chance to be featured here and win a prize! 

· MULTI-SYSTEM 

Def Jam: Icon Cheats 
At the start screen enter these codes. 

PS3 
Unlock Yung Joe • "It's Going Down" -
Down, 0, X , Right 
Unlock Fat Joe - Down, Q X , Right 

360 
Unlock Yung Joe - •1rs Going Down• -
B, Up, Right, Left, Y 
Unlock Fat Joe - Down, B, A, Right 

PLAYSTATION 3 

Fun Auto 2 
In the Settings menu, go into extras then 
cheat codes to enter these codes. 

Unlock S<eptre and Mini-Rockets -
I0E6CUSTOMER 
Unlock Vulcan and Flamethrower -
5FINGERDISCOUNT 

Wii 
Super Paper Mario 
Experience Trick - In need of some more 
experience? After you finish Chapter 5 head 
back to 5-4 to the pipe on the ceiling that 
keeps sending out Sapiens (the Flower 
headed enemies). Use Bowse(s flame 
breath to kill them and they will continually 
spawn. If you stand on the block just 

left of the pipe, you will kill the Sapiens 
faster, earning nearly 10,000 experience 
every minute. 

Infinite 3D - Here is another tip that 
will help preserve your health and save 
some headache. If you beat Ropside Pit 
of 100 Trails twice, you get Mario's Card, 
which allows you to stay in 3D as long as 
you want. 

Internal 
While playing. press escape and enter these 
codes to get some cool effects. 

Change Aura to Infernal - IFDAURA 
Full Ammo - IFUAMMO 

Get Pistol - lFGDGUN 
Get Plasma Gun - IFGPLASMA 
Increase Damage - IFMDAMAGE 

'Cl Droid' 
(location unknown - last seen eating 
carrots from Mr. McGregor's garden) 
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•:::::• Where The Past Comes Alive 

VIDEO GAME 

GRIDIRON'S 
GREATEST 

MOMENTS 

Football on the 2600 

Atari Football 

INTELLIVISION'S 
NFL FOOTBALL 

ATARI 
Atari was instrumental in the early days of video 
gaming, and it made sure football was there too. 
In 1978, the company released Atari Football into 
arcades - a game which, despite its gameplay 
problems, was ahead of its time. The first game to 
feature a trackball, Atari Football was a horizontal 
arcade cabinet that came in two and four-player 
versions; it literally replicated the Xs and Os of 
football in a decent form for the times. The track
ball induced blisters and pinched skin, but it also 
produced some fun times. Atari's home version of 
football for the 2600 was a shameful affair whose 
three-on-three gameplay was a block-headed trav
esty, but at least 1982's RealSports Football was 
somewhat better. 

Mattel used sports (and Harvard sportswriter/ 
pitch man George Plimpton) as the main weapon 
in advertising its lntellivision home console 
against Atari's 2600, and 1980 saw the debut of 
lntellivion's NFL Football. The game presented a 
sideways field view complete with a full 100-yard 

Super Pro Football 

field and gameplay that induded interceptions and safeties. The system's keypad controllers 
allowed players to call nine offensive and defensive plays, and the platform's superior specs 
enabled a visual leap from the blobs of the 2600. Its follow-up, Super Pro Football, would 
appear in 1986 with individually programmable routes for receivers. 

The evolution of video game football is synonymous with the develop
ment of video games themselves. Advancements in platform technology 
have always allowed fans to enjoy America's favorite sport (take a hike, 
baseball) in bigger and better ways. So grab your one-bar Kevin Butler 
helmet, dust off your Apple II, and grit your teeth for Game Informer's 
ten-yard fight through some of the greatest moments in video game 
football history. 

4TH & INCHES 
After the great video game crash of 1983, 
systems like the Commodore 64 tried to 
fill the void, but few football titles stood 
out or gained much prominence. Titles 
such as Accolade's 4th & Inches for the 
system did, however, move the sport for
ward upon its release in 1987. The game 
marked the first time each team had 11 
men, and also introduced players of dif
ferent skill levels whose names could be edited. Also making its debut was formation
based play calling, which has become the industry standard. 

TECMO BOWL 
Tecmo Bowl for the arcade ( 1987) and NES 
( 1989) is where some gamers' love of foot
ball begins and ends. With only nine players 
per side and money plays that assured a TD, 
other football games were arguably better, but 
Tecmo Bowl was the first football title to cap
ture the imagination of most gamers. Perhaps 
it was due to the fact that Tecmo Bowl was 
the first title to have a deal with the NFL 
Players Association, putting real life players 
such as Mark Duper, Bernie Kosar, Lawrence Teano Bowl 
Taylor, and Walter Payton at your disposal. 

All 28 NFL teams appeared in 1991's Tecmo Super Bowl, and the game made other 
strides by adding full-length regular season and playoff schedules, season statistics, 
injuries, and full 11-man squads with substitutions. Tecmo released other Tecmo Bowls, 
but they failed to catch on as much as these first two, which continue their legacy with 
user-created roster upgrades and continued accolades. 



THE PC PROS 
As football ewJNed in orrodes and on home con
sc/es, the PC used its power to great advantage. ue
oting a simulation-based category of football games 
that were ahead of their time in terms of sophistico· 
tion. Gomes like Front Office Football stressed more 
coodling, general monogemen, and frondlise man
agement than on-field twitdl ability, and this brand 
of numbels-bosed football is still preferred by some 
Perhaps the most popular one bock in the day was 
Front Page Sports: Football from Sierra. The game 
was buggy, but complemented its gomepfoy with 
extensive /rondlise management options, ueoting a 
depth that is the norm todor 

MADDEN VS. THE WORLD 
When the first Madden title from EA 

appeared in 1989 for the Apple 11, 
video game football had certainly 
evolved, but its identity was dis
sipated over various series that 
rarely survived more than a few 
inceptions. Madden changed that. 
For better or worse, the game 

came out every year, and while this 
is often cited as a detriment these 

days, it enabled the franchise to build 
momentum, create competition, and propel the sport to 
where it is today. 

The franchise took off with the '92 installment on 
Genesis (which included the infamous ambulance for hurt 
players), and the series would go on to make the case for 
the system versus the SNES. The Genesis boasted that 40 
percent of its software sales were sports titles. Madden 
'94 on the console was a giant breakthrough because the 
series acquired the NFL license, with the Players license 
coming a year later (except for the SNES version). During 
this time, the property was strong enough that the game 
engine powering Madden was spun off by EA to create 
Bill Walsh College Football and Mutant League Football - a 
title whose landmines, referee bashing, and exploding 
body parts still make it popular. The game's over-the-top 
style of football resonates in Midway's arcade sensation 
NFL Blitz ( 1987), a series that continues to this day on 
home consoles. 

While Madden was building momentum, the seeds of a 
rivalry between it and Sega were being laid. Sega published 
Joe Montana Football in 1990 for the Genesis, and the 
series made some waves with Joe Montana II Sports Talk 

Madden NFL 95 

TV SPORTS FOOTBALL 
Cinemaware was once known for high-quality 
graphics (and franchises like Defender of the 
Crown), and this multi-platform game didn't 
disappoint TV Sports Football was a leap forward 
for the sport, featuring full playbooks (including 
reverse plays and sending a man in motion), 
penalties, fluid animation, and a cursor pass-
ing system that predated Madden's QB Vision. 
Although the game didn't utilize any NFL licens
es, it was alluring not only because of its graph
ics, but its presentation. In accordance with its 
moniker, TV Sports Football had a TV broadcast
like style featuring a presenter, mini cut-scenes 
during the action, and a halftime show. 

Joe Montana II Sports Talk Football 

classic gi feature 

NFL GameDay 98 

Football in 1991 because the game was the first title to use 
digitized speech for its play-by-play commentary. For the 
follow-up, NFL Sports Talk Football 93, 500 voice samples 
were employed along with the NFL license. Sega would 
continue to support football games under the simple "NFL'.' 
moniker, a situation that would be important at the end of 
the decade. 

By now it was a well-established maxim that to boost a 
new system's sales, you had to offer a good football game 
with it - a practice that continues today. This was particular
ly true for Sega's Dreamcast in 1999, which debuted with 
Sega's return to the field in the form of NFL 2K from Visual 
Concepts. The newcomer wowed with its graphics and 
gameplay, and created an instant competition with Madden 
strong enough to effectively create a two-horse race. This 
fact, along with a changing video game sports environ
ment, ultimately pushed out other franchises such as NFL 
GameDay, Konami's ESPN NFL PrimeTime, Acclaim's QB 
Club, and Microsoft's NFL Fever. 

The dawn of the PlayStation era in 1995 enabled new
comer NFL GameDay to make a name for itself on Sony's 
new system. The title made good use of the console' s 
graphical prowess (for the time), and the controller enabled 
players to guide their players with precision. The series built 
on this debut in 1997 and seemed to overtake Madden 
(thanks in no small part to a gaffe on EA's part. See sidebar 
for more). GameDay utilized a new 3D graphics engine 
for GameDay '98, trumping the sprite-based Madden. The 
Madden franchise would recover, however, hitting a golden 
era where many of the genre's staples were introduced: 
Franchise mode (added in 1998), eye-catching animations, 
improved Al, and more realistic touches. 

The 2K series had increasing success on the PlayStation 
2 and Xbox, pushing the presentation envelope and even 
trying out first-person football in 2003, but the franchise 
would end with ESPN NFL 2K5 once EA secured the exclu
sive rights to the NFL and NFL Players Association licenses. 
Visual Concepts is planning a return with All-Pro Football 
2K8, but it remains to be seen if football's future will ever 
be as rich and varied as its past. 

FOOTBALL FRENEMIES 
Madden hos been a cons/ant for hem, consoles since its 
inception, but the Stries hrt a bump v.f>en Modden NFL 96 did 
not r~ on the new PloyStotion. The game "'1S plonntd 
but kept getting delayed un61 Mntuolfy, in January 1996, the 
title "'1S scrapped. Bock then, EA relitd on ootside develop-
"' - sud, OS The T"" Tow,rs' Stormfront Studios. or Modden 
veteran Scott Orr- and the PloyStotion version of Madden 
NFL 96 "'1S being done by future NFL 2K dMloper and ri;ol 
Visual Concepts. After this debrxle, EA handed the senes to 
Tiburon (whidl it Mntuolly bough(), whidl "'1S formed by 
Steve Chiong - 0 fOlmer Visual Conap/S employee. 

TIiis Month In Bllnlng History 
On July 12, 1990 Video game h/S/or; was mode 1n AmerKo 
v.f>en Nintendo released RPC Final Fantasy for the NES 
Developed by Squoresol( the &tie "'1S sort 
of a lost gasp for the 01l1ng developer, and 
""' to be the ""'n song for one HlfO/lobu 
Sakogudli /rs SU<cess naturally prompted 
Sakogudli oot of his early ret,rement and 
birthed a frondlise that is S}OOf)ymous "'th 
the genre today. 
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::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: ..JUN. 1B 

uc ear win er 1s ac . an we cou n 
interviews with the Fallout team to learn 
touted franchise. 

Fallout 3: Part II All-Pro Football 2KB 
Still craving more Fallout news? Send your questions about : Does your favorite gridiron legend make the cut? Find out 
the red-hot title to askmiller@gameinformer.com and he'll : by scanning the complete list of former NFL greats sched-
do his best to provide you with the answers. : uled to make an appearance in 2K's new football franchise. 

Alternate Reality Games 
Want to learn more about this cool 
interactive medium? Read our Q&As 
with Jordan Weisman from 42 
Entertainment, and Andrew Darley, 
the winner of Perplex City. 

GI Places: Bethesda 
Welcome to our special online 
edition in which Miller assumes the 
role of Robin Leach to take you on 
a guided tour of Bethesda's amazing 
studio via a photo essay. 

ALSO ONLINE THIS MONTH: 
Game Informer Online 
embarks for the unknown: 
the new and improved EJ_ 
Read the latest news about 
the newest titles at the cool
est site_ For those of you who 
missed the meeting, natu
rally that would be ours .. . 

PLUS: 1 f . 
Check o~ more I , . 
sireenshots of StarCraft II. 



..... OVER ••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• ••••••••• :•:: .. :•: "You Rock!" 

VIDEO GAME TRIVIA 
After a long winter of being shut in playing video games, you might feel like 
you should run outside and get some exercise. Sadly, most of those games 
you've been playing have ill-prepared you for the dangers of the outside world. 
Take this quiz and compare your score below to find out which summer per
sona you'd be wise to avoid this year. 

1 Many fans recall Mega Man 2 
as one of the high points in the 
long-running franchise. Tbe lit
tle robot hero of the ,ame had 
a lot of weapons at his disposal 
in that installment but which of 
the following wasn't an option 
until a later game in the series? 

A. Metal Blade 
B. Gemini Laser 
C. Quick Boomerang 
D. Leaf Shield 

3 Tbe landmark anime series 
Robotech saw a revival in 2002 
through a new game in the 
franchise. The first in the series 
released for PlayStation 2, 

Xbox, and GameCube. What was 
its subtitle? 

A. Invasion 
B. Crystal Dreams 
C. The Macross Saga 
D. Battlecry 

4 2004 saw the release of Dog's 
Life, the tale of Jake the iras
cible dog and the many stories 
that surround him pooping and 
peeing throughout the game 
world. Which of the following 
was not an area in which Jake 
could mark his territory? 

A. Clarksville 
B. Mount Snowball 
C. Lake Minniwahwah 
D. Boom City 

5 You remember You Don't 
Know Jack. don't you? Which 
one of these guys wasn't a host 
of the series at one point or 
another? 

A. Buzz Lippman 
B. Steve Stevenson 
C. Cookie Masterson 
D. Josh •schmitty" Schmitstinstein 

6 2007 marks a big change 
in the way E3 will be con
duded, with a smaller size and 
more seled attendees. What 
year was the first Eledronics 
Entertainment Expo? 

A. 1994 
B. 1995 
C. 1996 
D. 20XX 

7 Quake was a big success for 
id Software after the earlier 
release of smash-hit Doom. But 
what development studio made 
the later installment of the 
series entitled simply Quake 4? 

A. id 
B. Square Enix 
C. Raven 
D. Treyarch 

8 Super Mario Bros. 2 had 
a hard time growing up - it 
tended to get beat up a lot after 
school, and it never managed to 
kiss a girl. But it still had some 
pretty sweet enemies. Which 
one of these didn't show up for 
the first time in that game? 

9 Crimson Skies: High Road 
to Revenge was an awesome 
Xbox game, but its protagonist's 
moniker didn't exadly inspire 
one with excitement What was 
his name again? 

A. Ethan Drake 
B. Jack Archer 
C. Nathan Zachary 
D. Millard Fillmore 

10 Have you ever P.layed 
Beyond Good & Evil? 

A. Yes, that game rules! 
B. No. I have shamed myself, my 

father, and my father's father 
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BREAKDOWN 
99.rt. of the entries we received for the Infernal caption 
contest contain one of the following words: 'mojo," "viagra," 
'yoga," or 'balltap' 

10,000 Slightly fewer than this number of PS3s sold in Japan 
during one week in May 

1. 75 Mllllon copies of Pokemon Diamond and Pearl were sold 
in the U.S. during April 

63 unique games were available on Xbox Live Arcade at the 
time of this writing 

7 dwaives are in that one story about Snow White. We thought 
you should know 

* Trivia Score & Rank * 

0-1: 2-3: 
MaddenQuane,badi A True Guur Hen> 

4-5: 6-7: 
Web-Slinger ANinllendog 

8-9: 10: 
Burnout Driver Lara CIOlt 

'-"deo Game Trivia Answers: I. 8 2 C 3. D 4. 8 5. 8 6. 8 7. C 8. 0 9. C 10. A 





GAMEON 
Helio now available at select 
GameStop locations. 
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DON'T CALL US A PHONE COMPANY. 
DON'T CALL IT A PHONE:" 
Hello offers the most advanced mobile service 1n the U S. With exclusive devices like 

the shm Heat and Dr,ft and the shape-shifting Ocean Hello let's you expenence mobile 

,n a whole new way Be connected like never before on the nation s largest high-speed 

3G networ< and take advantage of cutting-edge features like GPS-enabled Google Maps'M, 

3D and mult1player mobile gaming, Buddy Beacon1M, Gifting and Begging of content, 

MySpace® Mobile and a whole lot more Get your hands on Helio now at select GameStop 

locations 

V1s:t wvvwgamestop.corn/helio for fllore 1nformat1on. 
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