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Rock Band was great, but developer 
Harmonix is doing anything but 
rest on its laurels with the sequel. 
Redesigned instruments meet an 
all-new interface as well as the 
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pages full of info in our early look 
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ers? Marvel Ultimate Alliance 2 
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sive first look right here. 
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CHANGING 
CONVENTION 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

When the Electronic Entertainment Expo was first 
unleashed on the world back in 1995, I couldn't have 
been more excited as a gamer or journalist. After 
years of being a •me too• addition of the Consumer 
Electronics Show, this was the game industry's first 
chance to shine on its own. 

For the decade that followed, E3 did as it was asked. 
It gave the industry a spotlight to show its stuff. Sure, 
E3 wasn't perfect and had plenty of flaws for game 
media pundits like myself to point ou~ but at the end 
of the day, for good or ill, it got the job done. 

As time wore on, however, the show changed for the 
worse. As cliche as it sounds, it went from being "about 
the games" to a giant booth showdown, where skate 
parks, loud music, and "celebrity" appearances were 
the order of the day. The real show happened behind 
closed doors in cramped meeting rooms, or at press 
conferences before the show even started. 

Everyone in the industry knew it was time for a 
change, and the ESA listened and reformatted the 
show last year into its current incarnation known as 
the E3 Media & Business Summit. Sadly, the new show 
still doesn't do what we need it to, which is showcase 
gaming as the entertainment giant it is today and will 
be for generations to come. 

I'm more than willing to give the ESA a mulligan 
for 2007 (a redo for those unfamiliar with the term). 
However, taking E3 back to the Los Angeles Convention 
Center is not the answer and everyone in the industry 
knows it. Numerous game companies have made their 
displeasure known, most notably Activision, which is 
not only skipping the show but went as far as to drop 
out from the ESA all together. 

E3 isn't dead, but it needs to find itself soon before 
the show loses its worth altogether. This isn't just one 
man's opinion, either. Game publishers and developers 
echo these same sentiments to Game Informer all year 
long. The time has come to stop running off the cliff 
like a bunch of lemmings. Activision was willing to go 
out on a limb to demand change. Let's hope the rest of 
the industry is bold enough to demand more of video 
gaming's premiere showcase. 

Cheers, 

Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platlorm, Driving. 
First-Person Shooters Interests: Six Feet Under (Late To The Party, 
I Know), Weeds: Season 4, Euro 2008 (If Only The Dutch Had Won) 
Dislikes: The Pas.sing Of George Carlin (His Comedy Will Indeed Be 
Missed), E3 In Los Angeles (Can We Hu11Y Up And Move It To Las Vegas 
Already?) Current Favorite Games: Melal Gear Solid 4: Guns Of The 
Patriots, World Of Warcraft. War craft Ill, Rock Band 2, Guitar Hero: World 
Tour, Guitar Hero: Aerosmith, Rock Band 
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Reiner » reiner@gameinformer.com 
Handle: The Rag,1g Gamer Expertise: RPGs. Mlon, F~-Perm Sbxter5, Stralegy, Spatt, F~ 
lnl!ffll5: Mab1g A Car Purchale Based Soletf On 'Mlether It Was In Trmslrxme,s Or Nci 
Q Now OM Barrude), Krc.w,g ~ The Fllcli Cylon Is And Usrlg This Info To 81.Jd(mai 
People (You Don't Want To KrcN, H1il1BuyMe Omer And I 'MJn'tTelYou) Dilille: People 
Pretending That Metal GearSolid 4's 9.ory ~ Makes Sense (Yes. It Has 'Mlrds, But Th.ts 
As Much As rm GMng You) ClllftM Fawarilir Gnes: Metal GearSohd 4 WlS Of The Pabm, 
Gnd. Grand Theft Auto r-1, Guitar Hero: 'Mlr1d Tour, Rock Band 2 

Matt>> matt@gameinformer.com 
Handle: The Onginal Gamer Expertise: F~-Peoon Shooters, ActlofyPladorm. Poo'{ 

I Act,,enture. Actiory'5ports Interests: The Lakers Getting Destro','ed In The Finals, KG 'Mn111f18 
'' A Title. Leaked Tracks From Chinese Democrocy, Fmally Seeing Last Yea(s Hot M<Mes (Juno, 

No Counlly For Old Men), l¾ied: The life Md rmes Of The l¾ied Wtdl Of The ~ 
By Gregoiy Maguire Dislikes: Rn I~ Things That Fall Th~ Pl. The Last MlllUle, Bo 
Diddley Dying (RI.P.} Current Fawrite Games: Top Spin 3, Kung Fu Panda. Guitar Hero: 
Aerosmllh. Rock Band 2, Portal 

Kato>> lcato@gameinformer.com 
Handle: The Game Katana Expertise: Sports, Raoog. AcllOn/Mlenture. Ac!JorVRPG 
Interests: Watching Everp1e Tiy To Ray Oiflhanger Fa The Sega CD -Also KrcNn As Escape 
From Crap Mountai\ Custom Daiy Queen Blizzards, Blanw,g Jeff Cod Fa Al Kr.ds or Stuff 
(The wt l!es To Just Take It}. •2541 • - un Hart Dislikes: Getnng Hf Wilh T'Ml Slap!llOls In 
The Same Spot - The Spot Wilh No Paddiig Ne,y The ~ Cup, The lnMable Conve&,n Of 
1-h/ DVD CollectJon Into Btu-Ray Cunent Favorite Games: Metal Gear Sohd 4: wis Of The 
Patnots. NHL 0'3, RFA 0'3, NCAA Footbal 0'3 

Adam >> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, F1151.f'eool Shooters, Fighbng 
Interests: Glen Cook's Many 'Mlrks OfFantasy (Partruarty Fooed Steel Heat And The Blad 
Company), Pushing I-hi Rock Band Slcills Even Though rm No Mi ler, Those Rare Momeri's 
When I-hi Cats Aren't Being Bastards Dislikes: The Wool Morning Ever (Broken Bike. Brnken 
Shoes. Glass In Foot - Don't Ask), Flllding A Solid Layer Of Dust And Cat Hair Between 1-h/ 
Heatsink And Fan, Mediocre Baseball Current Favorite Games: The New Ycrl Times 
Crosswords, Portal Half-Life 2, FreeCol. Peggie. AudlOSUf, nan Quest 

Joe>> ioe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs. Adverru-e. Mlon, Strategy, Puzzle 
Interests: The /Jes Of Lod;e Lamora By Scott Lynch, Getnng ~ And Al Of The Gu1d 
Leaders In Radiata 9.ories. Spore Creature Creation, The Search Fa The Perfect Nied AJl1c 
SaooMch Dislikes: Eerily Que! Chilese Buffets (Tum Some MuSIC: On Or Somedwlg), 
Battlestar '0'3, MGS Cutscene Haters, Mief's Spoony Bard Mash NcXes Cunent Favorite 
Games: Metal Gear Solid 4: wis Of The Patrm, Raciata Slones, Fllcli Fantasy rv. Trat.ma 
Center: Under The Knife 2. Castle Crashers. Spore Creawe Creator 

Miller>> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, AcllOn/Adventure, Platform. 
First-Person Shooters, Music. Puzzle Interests: Dream Theater In Rock Band 2, lwcrm;s 
(The Comte), I-hi New Rancor. The Mississippi HeaaNaters In Itasca Par1I. The Seldom Seen 
Kid- Bbow Dislikes: No Release Dates Fa Do,,.nloadable Games (See 1h15 Month's Impulse}, 
Mouse Traps Where There Are No Mice Current Favorite Games: Rock Band 2, Odin Sphere. 
Castle Crashers, Final Fantasy r-1, G@nd Theft Auto r-1, Grid, Age Of Conan: Hyborian Adl'entures 

Bertz >> mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expertise: Frst.f'eool Shooters. Sports, Mlon. RPGs. Slrategy 
Interests: KG Winning HIS r~ NBA TIiie Q Knew You Had It In You Big D.J,yg!), Bon Iver-Fa 
Emma. Faever k}O. Hell's Angels By Hunter S. 1hon"4)S0l1. <li Jager (Best Bar In Mmeapa15) 
Dislikes: KG Not Winning HIS r~ NBA n1e In Sota {Nice Job Mcfai?. The Torn Wal.S TOO' 
Slopping The Gty I lJve In Yet Agai1 (W Playrig HMd To Gel!), T rn Russer! and George Cain 
R.1.P. Current Favorite Games: Battlefield: Bad Company, NCAA Footbal 0'3, Unchirted: 

i....;;:;;;...- Drake's Fortune. NHL 0'3, Glilar Hero: Aerosmilh 

Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: AcllOn/Adventure. Acbon/RPGS. 
Platlorm. Survival Horror. First-Person Shooters Interests: /n6ooa JonesMd The Lost 
Crusade (StiU The Best}, The lnaediJle Hulk, Bachelor Parties That lnvooe Guns (OI WhatMJ 
Type}, Traveling Dislikes: Traveiog Four Times A Month (Tums Out That Makes It Harder To Gel 
All YourWcrl Done}, I-hi Trial Of Metal Gear Abstilence. Not BetngAllowed In The Y.1:Jmen's 
Restroom Current Favorite Games: Grand Theft Auto r-1, Marvel Ulbmate Alliance II. Fusion. 
Dark Void, Melal Gear Solid 4: Guns Of The Patriots, Wood Of Warcraft. CivihzatJon RevoUion 

Bryan >> bryan@gameinformer.com 
Handle: The Game(s Advocate Expertise: Ac!Jon/Adventure. RPGs. Survival Horror, Fust
Person Shooters. Music Interests: New Journey Singer Amel Pineda ('Mlle He Will Never lJve 
Up To The Legacy Of 9.eve Perry, He Cer1ailty Has 'The \ocej, Playrig ·Arr,/ W~ You Wn II" 
In Rock Band 2 Dislikes: N<i Bei,g Able To Marathon MGS 4 0t.mg The First Weekend Mer 
Release Due To Grrumstances Beyond I-hi Control Cunent Favorite Games: Rock Band 2. 
Metal Gear Solid 4: Guns Of The Patriots, Castle Crashers. Trauma Center: Under The Krlfe 2. 
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Holo-Monocle 
Look at your enemy and 
become him. Then mess 
with his mind. 

Cuff Link Bombs 
Every secret agent needs 
bombs. And linked cuffs. 
Done and done. 

1stant melon prot 
ing and those sec 

secrets. 

Tie-A-Rang 
Danger lurks at every formal 
shindig. For that, a razor-equipped 
boomerang bowtie, naturally. 

Jet Boots 
The only thing sneakier 
than sneakers. 



1/, .. 

Olllng The Machine 
Why the simpering two-page apology for 
the Madden series in issue 182? It may 
be a fixture of the industry, but 1t 1s known 
worldwide for its repetitiveness and lack of 
innovation. Maybe if EA didn't paint them
selves into a corner every year, they could 
actually take time between titles and start 
introducing new features. They haven't 
really got an excuse, as hard as you've 
clearly tried to give them one. 

Jason Phillips 
Indianapolis, IN 

We'd love to see the Madden series 
become everything it could be, just like 
you. But EA's interests as a publisher 
aren't always in synch with EA Tiburon's 
as a developer. It's safe to say that no 
one ever wants to make a disappointing 
game. Sometimes a developer wants 
more time to try new ideas, while a 
publisher wants to get a game to retail 
on schedule. For EA, this regimented 
release is especially important with the 
Madden series. Why don't they take a 
year off to experiment and implement 
new features? Simple: Because from a 
financial standpoint, there's no point. 
The franchise is a cash cow, and it will 
sell in huge numbers either way. 

The Main Ingredient 
Come on, guys. Don't be the latest 
bunch of Rockstar yes-men. Sure, Grand 
Theft Auto IV is great. In fact, it's awe
some. But let's face the facts here: If 
you have Samuel L. Jackson and James 
Woods in San Andreas, then you'd better 
follow up with someone else that people 
know. Rockstar cut corners, and it's a 
shame considering they fly the biggest 
flagship of them all. 

Tl Flic/cinger 
Knox, IN 

Hold on! An! you saying that a game's quality 
and success is best measured by the caliber 
of celebrity voices it includes? Well aap. 
All this time we've been writing our reviews 
based on gameplay, entertainment. graphics, 
and other relevant things. Instead of using a 
numerical scale, maybe we should rate games 
on a celebrity spectrum, assigning appropriate 
names corresponding to quality. Dane Cook 
is obviously the new I, but we'll have to get 
back to you on the rest In the meantime, we'll 
just stick with our current system that takes 
into account the elements producers, design
ers, artists, and programmers spend hundreds 
of hours to develop and implement 

//////////////,,, '.' 
The Classics 
I am 17 years old, and all my friends make 
fun of me for being a retro garner. I prefer to 
play Earthbound and Breath of Fire on SNES 
rather than current RPGs, and I also play 
Super Mario World instead of Super Mario 
Galaxy. I find older games simpler and more 
enjoyable - does this make me weird? 

Daniel Skinner 
Cordova, AL 

Don't let your moron friends get you down, 
Daniel. There's nothing wrong with appre
ciating the classics, and it never hurts to 
know your roots. A film buff watches old 
movies, a bookwonn reads old literature, 
and a true gamer can appreciate the titles 
of a bygone era. However, those games 
you're playing are fro1en in time; as awe
some as the SNES was, it isn't getting bet
ter anymore. If you want to be where the 
innovation is happening, you11 have to start 
migrating over to current releases. Don't 
worry - the 16-bit era will always be there, 
perfectly preserved and ready to be enjoyed. 

It's Not Real 
It is good to see that Jaime Grieserner has 
a sense of humor, because there is no way 
that any intelligen~ self-respecting person 
would describe a version of Zelda like he 
did without it being a joke. Making a Zelda 

game without the puzzles is like making a 
Halo game with depth - it car.l't happen. 
The thinkers, we have our Zeldas, and you 
sub-normals have your Halo trilogy. Let us 
keep these two concepts forever separated. 

Vincent Demitn 
via email 

When Jaime Grieserner described Link 
walking into the room with the Darknuts 
and the Stalfos in his What If entry, I was 
kind of excited. But then I hear about 
simplifying the story and taking away the 
puzzles. What!? I hope he realizes the 
vast majority of time 1n a true Zelda game 
is spent in dungeons solving puzzles. I 
enjoyed the What If section in the previous 
issue, but this was ridiculous. 

Matthew Dollar 
via email 

Zelda's garneplay has always been defined 
by three main components: story, action, 
and puzzles. Without the puzzles, it's just 
a hack n' slash. Without the epic story, 
all we have is another generic dungeon 
crawler clogging store shelves. Don't 
get' me wrong - Jaime Grieserner had 
some good ideas in his What If. They just 
wouldn't make for a good Zelda game. 

TJ. Reilly 
via email 

Yikes. Hell hath no fury like a Zelda fan 
scorned. Here's the thing ... What If is 
purely hypothetical - that's what makes 
it interesting. It would be a lousy sec
tion if developers just said they would 
make games exactly like the ones you've 
already played. We can see it now ... 
Jaime Griesemer's revised Zelda: "Link 
gets a sword, arrows, and has to press 
switches to open doors in a bunch of 
elemental temples:' You've done that 
already! Questioning the things that are 
held sacred in a series is the only way 
to really see it from an entirely new per
spective. Whether you like what you see 
is clearly a different matter. 

They Just Wanna 
Donna Mei-Ling Park's article in issue 182, 
' Girls Just Wanna Have Fun; had me 
pumping my fists in the air. Males tend to 
look down on female garners in contempt. 
Even females who are not garners tend to 
look down upon us, because they view us 
as immature or boyish. I am sick and tired 
of it. I'm almost afraid to bring my Game 
Informer to school to read because some 
guys in my class will look at me and say, 
"Why are you reading that? You're a girl." 
Just because we wear makeup doesn't 
mean we don't like blowing people up, too. 

Kristina Woehlke 
via email 

I work at a game store, and I am proud to 
say I am a female garner. The article writ
ten by Donna Mei-Ling Park basically put 
everything I encounter at work into words. 
Countless times I've been asked that pierc-
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ing question: "Do you actually play video 
games?" Customers will even skip over me 
and ask a male co-worker a question. 'A/hat 
am I, the cleaning lady? I work there, too! All 
I'm saying is: Donna, I feel your pain, and I 
just hope more girls get into the business 
and express their love for video games. 

anonymous 
via email 

I remember sneaking around my home 
after work while my kids were in bed - I 
couldn't wait to play Zelda, Castlevania, 
or SimCity. I'm now a 52-year-old serious 
gamer and grandmother, and I just wanted 
to say "way to go" to Donna Mei-Ling Park 
for her article. Girls and grandmas just want 
to have fun! 

Nila Ha/big 
Annapohs, MD 

Not only do girls just want to have fun, 
some of us just want to have fun without 
all the fanfare and hype around girl gamers. 
k; much as I can relate to the senti-
ments of the article, I still can't help but 
cringe every time I see a girl gamer article. 
Bringing unnecessary attention to the issue 
only fuels the fire. So we play games ... big 
deal! Let's stop talking about it. 

Tora Dragert 
via email 

"Explosive· is a good word to describe 
the response to Donna Mei-Ling Park's 
opinion piece. It's kind of telling that 
such a basic message - women play 
games and don't deserve to be judged 
because of it - resonates so strongly 
with the gaming community. As nice 
as it would be to just embrace the fact 
and move on, it seems clear that many 
male gamers are having trouble coming 
to terms with their female counterparts. 
Video games are a form of entertainment 
to be enjoyed by all, regardless of gender 
or age. If you think otherwise, it's time to 
grow up. 

Accepting Imitations 
I was excited to read your take on Guitar 
Hero: World Tour, but I couldn't help but 
think that you forgot something when you 
wrote the article. You seem to somewhat 
conveniently ignore the fact that Harmonix 
came up with the idea of individual instru
ments, DLC, customizable characters, and 
a more realistic guitar. Neversoft is hardly 
"changing music games forever; as your 
cover claims. Guitar Hero: World Tour is just 
a rip-off. 

Bryan Meixner 
via email 

We love Rock Band. We have a nice big 
blowout on Rock Band l on page 40, 
and we appreciate what Harmonix has 
done for the music game genre. However, 
just because they made the first full 
band game doesn't mean that they have 
exclusive rights to the concept As Rock 
Band's only major competitor, did you 
expect Guitar Hero not to step up to the 
plate? Even though the general concept is 
the same, both games have distinguish
ing features that will appeal to different 
types of gamers. Plus, with two great 
band games out there packed with awe
some songs, everyone wins. 
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BILLY WILSON 
Spoiler alert: The 
smoldering wredage 
in the baaground is 
Olacon. Wait, he was a 
robot? You never know 
when Hideo Kojima's 
involved 

WIEHOUIAN 
•u r fhey 1o1· 

EWA HILL 
Baby Kratos' teddy bear 
has several years of make
shift stitching and stuffing 
replacement ahead of it 

REGAN HALL 
The best part about 
this knit Katamari baU 
(which is now perched 
on Bryan's desk) is that 
it's magnetic. picking up 
paper dips and promo
tional pins left and right 

(t) EIICKNEPP 

CORRECTIONS: 

Award yourseH a thousand points if you 
remember Time Killers. You get a bonus 
thousand if you actually played it! 

In issue t83. descriptions of Projed Ong,n·s gameptay were m:staienly attributed lo Loz Doyle. 
They should have attnbu!ed lo the game's lead designer. John Mu,key. We apologize for lhe eiror. 





• 

mj~~m CONNECT Breaking News, Views, And Technology From 
The Cutting Edge Of Gaming 

Em 

THE ONLINE 
OVERVIEW 

Last month we polled readers about their perceptions of pub

lishers and developers, and we had so much success that we 

went back to gauge your reaction - over 1,400 people strong* -

about what some would say is the most important frontier in 

gaming: online. 
GI POLLS YOUR OPINION 

WHICH OF THE 
FOLLOWING HOME 
CONSOLES DO YOU 

OWN? 

HOW MANY HOURS 
DO YOU PLAY VIDEO 
GAMES ONLINE PER 

WEEK? 

Xbox 360 

PlayStation 3 

Wii 

Xbox 360 & PS3 

Xbox 360 & Wii 

PS3 & Wii 

All three consoles 

7-10 
22.7% 

33.8% 

16.0% 

18.6% 

6.7% 

19.1% 

6.4% 

14.5% 

0-2 
21.5% 

3-6 
22.5% 

UNLIMITED ENABLED 

Take a look at the full slate of this month's questions 
and check them against your own opinions in our 
Unlimited section. 

·The total number of respondents for the survey was 1,429 Game Informer subscribers, but the number of respondents for each question varies. All questions contain an uncalculated margin of error. 
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GITTING CARDED 

HOW OLD 
ARE YOU? 

10 and under 

11- 15 

16-19 

20-25 

26-30 

3 1-40 

Over 40 

.1% 

11.3% 

22.4% 

22.0% 

14.4% 

18.9% 

10.9% 

• PlayStation 3 owners are 
most likely to be between 31 
and 40 years old, as compared 
to those who own an Xbox 
360, the majority of which are 
between the ages of 20 to 25. 

• Respondents who were 
over 25 indicated that their 
friends (and the systems they 
owned) were less likely to 
influence their buying choices 
when compared to those 
25 and under. Similarly, the 
percentage of those polled 
over 25 who said that they 
never bought a game for its 
multiplayer content was three 
times larger than those who 
were 25 and under. 

• Gamers over 25 were more 
excited by further PSP integra
tion with the PS3, while those 
25 and under listed the Home 
social network as the PS3 
feature they were most enthu
siastic about. 

• Gamers 25 and under were 
more likely - by 10 percent -
to use their Wii or PS3 to surf 
the web. 

CHECKING THE X BOX 
Not surprisingly, the Xbox 360 - with its acclaimed 
Xbox Live service and deep catalogue - holds the 
lead in a variety of online categories. More of our 
respondents had 360s than any other console, pre
ferred Xbox Live as a service, and used the system 
for their downloads. 

WHAT SYSTEM DO YOU 
DOWNLOAD CONTENT 

FOR THE MOST? 
(Among those with all three systems) 

Xbox 360 67 .3% 

PS3 

Wii 

21.8% -

10.9% -

• A vast majority of those 
polled - 74 percent - own an 
Xbox 360. 

• Even those who owned all 
three consoles indicated that 
the Xbox 360 was the system 
they downloaded content for 
the most, 67.3 percent of the 
time. Likewise, PS3 owners 
rated Xbox Live as the online 
service w ith the best feature
set 74.7 percent of the time. 

• Xbox 360 owners were 
slightly more likely (59 per
cent) to consider which sys
tem their friends played on 
when deciding which console 
to purchase a multi-console 
game for when compared to 
PS3 owners (50 percent). 

······················· ·········••••••········••········· •····••·•••·•••••••••••• ••••••••• ••••• ••••• ••• ••• ••• •••••• ••• ••• ••••• ••• ••••• •••••••• ••••••••••••••• ••••• ••••• ••••• •• •• •••••••••••• ••••• •• • 

THE LOWDOWN ON DOWNLOADS 

IF YOU HAD THE 
OPTION, WOULD 

YOU BUY A GAME 
IN DOWNLOADABLE 
FORM INSTEAD OF 
A RETAIL COPY? 

Yes 

No 

26.9% 

73.1% 

WHICH DOWN
LOADABLE GAME 

PLATFORM ARE YOU 
MOST ENTHUSIAS

TIC ABOUT? 

Xbox Live Arcade 50.5% 

PlayStation Network 28.9% 

WiiWare 20.6% 

• No matter which console is 
owned, the percent of respon
dents that say they occasion
ally download content for one 
of their consoles is relatively 
the same, around 40 percent. 
It was not surprising, then, 
to find that the majority of 
people said that the promise 
of downloadable content only 
sometimes influenced whether 
they'd buy a game. 

• Despite the fact that almost 
a third of Xbox 360 owners 
say they look forward to the 
discussed Netflix integration 
(whereby you'll be able to 
download movies in your 
Netflix queue to your 360), 
65.5 percent have not bought 
and downloaded a show or 
movie to their 360. 
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DATA FILE 
More News You Can Use 

iPHONE OPENS FOR GAMES 
Applo has laooched its Aw Statt for lhird-patty 
il'hont - .. and s,g,·, SUpff Monkey 
BaA is available for S9.99, lfaturing th< series' 
paltnl tilt-based gam,play on Offl too IMls. 
EA is promising Sport for th< il'hont as well, 
and other companies art also offering gamtS 
via the store. 

CRYSIS ADDS WARHEAD 
TO ARSENAL 
DMloptr Ctyttl< has putltd ""~ th< curtain 
on Crysis Wa<htad, th< finl expansion pad for 
th< PC lillt. Tho game folows Strgtant "P>yd,o" 
Sykes on th< other side of th< island in a parallel 
tim<frarnt of th< original gamt. Crysis Warhead 
appears on store shelves this fall. 

LOTR ONLINE FOR CONSOLES? 
lord of th< Rings Online dev,loper Turbine 
rectntly received a cash infusion, which CEO 
Jim Cl'O'lliey says will be used to expand th< 
plattorms th< company currently supports, 
among other things. No specific titles or systems 
have been announctd, allhoogh th< dev,loper is 
currently looking for s,nior engineers with Xbox 
360 or PSJ experienc,. 

SPORFS GOD HAND 
As a wt afttadywtrenl anxious for Spore's 
impending Jal release, EA has just released 
Spore Creature Creator for S9.99. Get a jump
start on ueating your Spore specimen, take 
picture and make movies of it. and send them 
to friends A free version featuring a pared.dol,n 
creator is aiso available. 

OTHER TAKE-TWO SUITORS? 
EA's buyout offer for Rockstar parent company 
Take-Two is still under consideration, but 
business website Forbes says Frend, publisher 
Ubisoft and Adivision ~ be also in th< 
running. 
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XBOX 360 
(Results taken from anyone indicating they have a 360) 

IS THE XBOX LIVE FEATURE 
SET WORTH THE MONTHLY 

SUBSCRIPTION FEE? 

Yes 

No 

71.4% 

28.6% 

WHICH OF THE FOLLOWING 
XBOX LIVE FEATURES - IF 

AVAILABLE - WOULD YOU BE 
MOST ENTHUSIASTIC ABOUT 

Netflix Integration Web Surfing 

27.3% 27.8% 
Clan/group Exclusive DLC 
online chat 

25.4% ] 19.5% 

• Sixty-three percent of those that owned 
all three systems - and thus could play 
some titles online for free on their PS3 
or Wii - still said that Xbox Live was 
worth the monthly fee. 

PLAYSTATION 3 
(Results taken from anyone indicating they have a PS3) 

HAS PS3'S FREE ONLINE 
MULTIPLAYER INFLUENCED YOUR 
DECISION TO USE YOUR PS3 FOR 

ONLINE PLAY? 

Yes 

No 

70.8% 

29.2% 

WHICH OF THE FOLLOWING PLAY
STATION NETWORK FEATURES - IF 

AVAILABLE - WOULO YOU BE 
MOST ENTHUSIASTIC ABOUT? 

The Home In-game XMB 
social network Access 

24.6% 26.4% 
Further PSP Trophies 
Integration 

23.8%] 25.2% 

• Over 70 percent of PS3 owners said 
they'd either probably or definitely 
spend some time with Home. 

Wii 
(Results taken from anyone indicating they have a W1i) 

DO YOU LIKE NINTENDO'S 
FRIEND CODE SYSTEM? 

Yes 

No 

35.2% 

64.8% 

WHICH OF THESE Wii 
CHANNELS DO YOU USE? 

Forecast Channel Photo Channel 

15.1% 2.0% 
Everyone Votes WiiShop 

Channel Channel 

16.3% 42.4% 
News Channel None 

7.1% 17% 

WHICH OF THE FOLLOWING 
WIICONNECT24 FEATURES - IF 
AVAILABLE - WOULD YOU BE 
MOST ENTHUSIASTIC ABOUT? 

A hard drive for 
downloads 

39.2% 
Full in-game 
online chat 

22.8% 

Doing away with 
Friend Codes 

24.8% 
More Wii 
Channels 

13.2% 

• Despite the fact that 39.2 percent of Wii 
owners polled said they would be most 
enthusiastic about getting a Wii hard 
drive, only 34.8 percent said the system's 
lack of one prevented them from down
loading content for the console. 



6 Spider-Man 2 
(PlayStation 2, Xbox, 
GameCube) 
Of all the comic book characters 
in the video game fold, Spider
Man has had the most success. 
Spider-Man 2 is the first game 

·ten· connect 

that taps into his web-5winging potential. Leaping off sky
scrapers and zipping along the city line proved to be the most 
exhilarating aspect in any Spidey game, and it has become 
the cornerstone of all Spidey games that have followed. 

7 X-Men: The Arcade 
Game (Arcade) 
Cooperative play seems like a 
fairly new term in gaming, but 
X-Men: The Arcade Game was 

1 Marvel: Ultimate Alliance 
doing this well before it became 
a popular buzzword. This 
breakthrough coin-op supports 
six-players on a gargantuan multi-screen display, and allows 
players to control Wolverine, Cyclops, Storm, Nightcrawler, 
Colossus, and, for whatever reason, Dazzler. The mutant may-(PlayStation 3, Xbox 360, Wii , Xbox, PlayStation 2, PC) 
hem is delivered through a typical brawler context, but stands 

Raven Software rewrote the 
book on action/RPGs with 
X-Men Legends, and perfected 
the formula with Marvel: 
Ultimate Alliance. A huge cast 
of characters battle their way 
through a massive story that 
stretches from Atlantis to the 
far reaches of Asgard. The game 
features a remarkable single
player campaign, but as a four
player cooperative adventure 
it soars above all the genre 
games that came before. 

2 The Incredible Hulk: 
Ultimate Destruction 
{PlayStation 2, Xbox) 
To create this winning formula, 
THQ took one of the most furi
ous protagonists in comic books 
and gave him to one of the best 
open world developers in the 
industry. The result is Radical Entertainment's The Incredible 
Hulk: Ultimate Destruction, an explosive smorgasbord of fall
ing buildings, smashed cars, and flying tanks. 

4 Marvel Vs. Capcom 2: 
New Age of Heroes 
(PlayStation 2, Xbox, 
Dreamcast, Arcade) 
The idea of Iron Man fighting 
Mega Man is kind of silly, but 
when you apply Capcom's 
arcade pedigree to the mix, it becomes an instant clas-
sic. New Age of Heroes is the fourth and final installment 
in the Marvel Versus Capcom series, and it's easily the 
best. Three-on-three tags, snapbacks, assists, and a hand
ful of well-rounded new characters (including Cable and 
adamantium-less Wolverine) make it a must-play for comic 
and fighting fans alike. 

3 City of Heroes (PC) 
This comic book MMORPG 
wasn't based on an established 
comic book series, but it let 
you create a character that 
looked exactly like your favorite 
established comic book hero. 
The character creation tool is so 
flexible Marvel sued NCsoft over who would govern char
acter likenesses in video games (the case was eventually 
settled out of court). City of Heroes also flies high with its 
gameplay, from its vast array of superpowers to its varied 
comic book locales. 

_ out for its beautiful animation and amazing special attacks. 
Why Konami hasn't ported this to a console yet remains one 
of the world's greatest mysteries. 

. 8 Turok 2: Seeds of Evil 
(Nintendo 64) 
Turck 2 has earned its place 
in the history of games for its 
violent weapons ( most notably 
the skull-hollowing cerebral 
bore), but it also deserves to be 
remembered for its dynamic FPS 
action and adventurous level designs. The comic made few 

. ripples, but this game definitely put Turck onto the map, mak
ing it a more popular franchise to play than read. And did we 

: mention that it has a weapon that de-brains dines? 

• 9 The Darkness 
(PlayStation 3, Xbox 360) 

. The Darkness is technically a 

. first-person shooter, but it deliv
ers the unique sensation of 
remorse when you shoot some
one. It's not that you don't want 

. to harm them; you just want to 
do it in more creative ways. Why use a gun when you have 
a twenty-foot tentacle that impales people at your disposal? 
The Darkness captures the mood and sharp writing of the 
comic, and delivers devilish action the likes of which FPS has 

• never seen. 

1 O Alien Versus 
Predator (Arcade) 

5 The Adventures 
of Batman & Rob1'n Most people don't know that 

the conflict between two of 
(Super Nintendo) Hollywood's most recognizable 
Spidey continues to find sue- killers started in a Dark Horse 
cess, but the caped crusader Comics miniseries. This amazing 
can't seem to catch a break. story gave way to a number of 
His last great venture came 14 memorable video games, even a great one for Jaguar. The 
years ago in Konami's Super best AvP game, however, could only be found in arcades. This 
Nintendo game, The Adventures of Batman & Robin. Final Fight~ike brawler was created by Capcom on the CPS-2 
Although it's based on the art style and universe created for : board and released in 1994. It delivers a deep, special-attack 
the cartoon, this game portrays the Dark Knight perfectly by heavy combat system, awesome blood-splattering action, and 
tapping into his martial arts, gadgetry, and brooding person- the choice to surt up as two different Predator characters (a 
ality. His famous rogues gallery is also used thematically for hunter and a warner) or Colonial Marines (Lieutenant Linn 
the level designs. and MaJOr Dutch). On top of the chest-bursting fun, it offered 

. an interesting story that expanded upon the AvP mythology. 
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ith the advent of CD-ROM as the 
primary media for games, designers 
began writing more involved stories, 
delivered through computer-gener
ated cutscenes or [shudder] b-mov
ie quality full-motion video. While 
this was a step in the right direction, 
in recent years the power of con

soles like the Xbox 360 and PS3 Is allowing game creators 
to merge gameplay and storytelling into a more .cohesive 
whole, resulting in dramatic storytelling that responds to the 
player's actions in real and often shocking ways. 

With so much ink being spilled about recent successes 
like Mass Effect and BioShock, it's tempting to proclaim a 
new golden age of game writing. In fact, some in the media 
have gone so far as to say that games are quickly surpassing 
Hollywood in terms of pop culture storytelling. However, 
statements like this ignore the torrent of cliched 
drivel that still pours out from our consoles each 
year. Recently, we spoke with some of the 
industry's top writers to talk about not only how 
far the industry has come in terms of 
storytelling. but also how far it still needs 
to go. 

By speaking with talented writers, it 
quickly becomes apparent that "good 
writing" for video games is a concept as 
diverse as games themselves. In addi
tion, the art of crafting a game story Is 
one that's quite different from writing 
in any other form of media. For most, 
the interactive nature of games isn't just 
something that informs the story; it's 
the very foundation of the process. 

'Good video game writing enhances 
and complements gameplay, and 
vice versa. Reading a book, watch-
ing a movie - those are both passiv~ media," observes 
Bethesda's Emil Pagliarulo, who is currently working on 
Fallout 3. 'With a game, I can alter that story depending on 
my actions. So the player is always an active participant. 
Good video game writing needs to recognize that. A strong 
narrative is important, sure, but equally important is the way 
the player interacts with that narrative~ 

Susan O'Connor, whose past work includes writing credits 
on BioShock and Gears of War, is more succinct: "Player 
action defines the story. What I do, I am. Good game stories 
amplify those game mechanics and give them meaning.• 

Marrying gameplay and story can be accomplished in 
a number of different ways, as evidenced in recent years 
by many of the top titles. In BioShock, players are drawn 
into the world through clues left to the player through bits 
of dialogue, taped evidence, and the environment itself. In 
Mass Effect, cutscenes become gameplay through a system 
that allows players to select responses and guide the con
versation. In Grand Theft Auto IV and Oblivion, traditional 
cutscenes and dialogue segments coincide with the player's 

in-game actions to shape the outcome 
of events. 

While there are many valid 
approaches to tackling next-generation 
game storytelling. it's clear that devel
opers and writers must work more 
closely than in years past in order to 
assure that the story serves the needs 
of the gameplay and vice versa. 

For BioWare's Drew Karpyshyn, who 
has worked on Mass Effect and many 
of the company's other projects, game 
writing is a balancing act of maintaining 
a strong narrative theme while making the myriad changes 
necessary to complement the gameplay. "Our writers work 
very closely with the artists and technical throughout the 

project," he reveals. 'We have full-time [writers] on a 
project from day one right up until we ship. Wrth 

any collaborative project there is constant revi
sion from everyone involved. Sometimes there 
are technical limitations that require changes in 

art, writing. or design. Other times ideas 
simply evolve as the project goes on; 
they are iterated on and refined to 
give them more emotional impact and 
more resonance with the gamers. It's 

an integral part of the process, which is 
why you need to have writers involved 

with the project throughout the entire 
duration.• 

While all the writers we talked to 
seem to agree that more and better col
laboration is in everyone's best interes~ 
there are differences in how they view 
certain aspects of storytelling. In recent 

years, the trend has been to move 
away from long CG cutscenes in favor of 

player-controlled content or in-game sequences that grant 
the player some freedom over how to view the action. 

"I'm tired of people trying to tum video games 
into movies. I'm tired of losing my HUD, and 
sitting through 20-minute cutscenes, and play
ing games that are little more than interactive 
stories," comments Pagliarulo. "Why should 
we so desperately try to be something 
we aren't?" 

Others take a more mixed view. 
"There are a lot of advantages to in
game narrative. It gives the team more 
leeway to iterate on the story - to try 
ideas, see if they work, and change 
them if they don't. Cutscenes are 
labor intensive, so you have to lock 
the script early. That can cause prob
lems, obviously. But cutscenes are still 
opportunities to surprise the player. 
Player takes action X. expecting result 

Y, and the cutscene delivers a surprise 
instead. Surprises are part of the deep 
pleasures of storytelling.· observes 

O'Connor. 
Games are also capable of delivering 

story through experience, even with 
very little exposition or dialogue -

something no other medium can do. 
"Call of Duty 4, for me, epitomizes 
great video game storytelling. because 
the story is told through the medium, 
through the gameplay. There's very 

little dialogue, only pre-scripted charac
ter interaction, but when that story hits a major beat, you 
know it," observes Pagliarulo. "What better way to feel the 
impact of a character's death than to be that character 
during the moment of execution? And the nuclear bomb 
scene? I think for Infinity Ward, it took a lot of guts to give 
me a five-minute gameplay segment where I don't actu
ally do anything except crawl around, view the destructive 
power of man, and then die. That was probably the stron
gest, most memorable story moment for me of all last 
year. It was just superb~ 

While it will likely be awhile before games reach a level 
of writing consistency and quality delivered in other forms 
of media, it's clear that we're in an exciting time. Games 
sit at the confluence of a number of encouraging trends -
technology that's better able to express emotion and subtle 
forms of storytelling. an increasing number of studios that 
actually care about telling quality stories, and an audience 
that sees games as a vehicle for experiences greater than 
just mowing down random enemies with a machine gun. 

·1 think the industry as a whole has always valued qual
ity writing. but now it's become expected," says Pagliarulo. 
"In the early days, good game writing was so rare, it really 
stood out in players' minds. Everyone remembers the witty 
dialogue in The Curse of Monkey Island, because it was 
so unlike anything else at that time. Doom is a classic, but 
it had no discernible story. You can't really get away with 

doing that today - gamers would cry foul. Just look at 
GTA IV. The series has actually become less about 

crazy sandbox gameplay, and more about explor
ing characters and relationships~ 

For Karpyshyn, we've only begun to see 
the fruits of what new development 
technologies will bring to bear in the 
art form. "In many ways, video games 
are in the same place movies were in 
during the 1920s. Technical advances, 

such as sound and later color, changed 
the movie experience. It took time 
for screenwriters to adapt to these 
advances and develop the 'language 

of film: Similarly, video game writers are 
just now starting to build and develop 
our narrative language.· ■ ■ ■ 
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UGLY 
The PlayStation n e,clusive software roster has 
taken a couple of shots to the face, as Sony has 
killed Eight Days and The Getaway. There are also 
rumors that Heavenly S"°'d 2 is now dead. The 
company says other first•party games will fetcl off 
of their corpses and utitize the resources that woukt 
have goo, to those games. Cannibal~ .... yuml 

GOOD 
Activision ;s planning to release Guitar Hero: 
Metallic, sometime before March J I of next year 
likely after Guitar Hero: Worfd Tour this holiday. 
We'v, heard Neversoft is using rutting-edge 
technology to make sure that the drum tracks for SL 
Anger songs sound like soggy drumslid<s pounding 
on wet paper bags. 

UGLY 

UGLY 
Two gamers in C.lifomia have filed a lawsuit 
against Electronic Arts for its rnonopo6stic. 
"blatantly anticompetitiv, conduct" in the way 
n manages its Madden NFL franch~-the only 
footbaU game on the mar1<et du< to its e,dusivt 
license with the leagu<. SurJ,risingly, 6iD Betidlick 
was not mentioned anyv,t,ere in the lawsuit. 

GOOD 
Having already portrayed Howard Hughes. 
Leonardo DiCaprio is ready to step into the shoes 
of yet another aazy bearded genius - Atari's Nolan 
Bushnell (shown). The actor has au.died his name 
to a screenplay recently picked up by movie studio 
Paramount. We're sure DiCaprio has been at parties 
where people are doing blow in hot tubs. so ~ 
sounds Iii<, he's already done hi, res,arch. 

Adventure game Limbo of the Lost was pulled from retail and onine sales cnannels after its publisher, Tri 
Synergy, was told that the game's deYefopers stole erMronmental assets from games as famous as Elder 
Scrol~ IV: Oblivion and Thief: Deadly Shadows. That's just the tip of the iceberg. as Limbo of the Lost has also 
pinched from mo,ies and a slew of other sources. Check out the comparison shots at,o,,,e. 
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NOKIA 
RESETS FOR 
GAMING 
NEW TITLE PANS VIDEO 
GAME HISTORY 

T he N-Gage is the punch line to any number of gam
ing jokes, but phone maker Nokia 1s not gMng up 
on its troubled platform. Starting thts summer, Reset 

Generation will be available for PCs, the N-Gage, and select 
Nokia phones. 

The characters of Reset Generation are takes on dasstc 
video game characters and archetypes, 1ndud1ng recogniz
able jabs at Sonic the Hedgehog, EverQuest, and Mano. The 
game itself 1s a puzzle/ tum-based strategy mtx whereby you 
lay down Tetris-like pieces on the game board. The obtect 
1s to capture one of your opponent's pnncesses. You move 
across the blocks you've already put down, and bonuses 
and penalties will be applied depending on their formation. 
Capturing a princess requires power-ups, stringing together 
combos, utilizing special attacks, bombing out foes' squares, 
and more. 

Reset Generation will be offered as a free browser
based widget on PCs, and the N-Gage version costs $10. 
Cross platform play will be available, and other features 
such as profile pages on the Reset Generation website, 
leaderboards, the ability to replay any match, and other 
amenities round out the experience. 



CJ 
ne of the best games I've played this year Is Braid for Xbox Live Arcade, a title that I praised 
a couple of months ago in this same column. A dozen people have asked me since when the 
game is coming out. and I just shake my head and shrug. Microsoft may let us know about a 

release date more than a day ahead of time, but I doubt it. It's not just Live Arcade at fault here. At a recent 
press event Nintendo suggested that it wasn't particularly interested in pushing Wii Ware titles through mar
keting - in its opinion, that's the job of the press. All three of the major console download services seem as if 
they're wandering aimlessly, trickling out information on the games only days before they release, and assum
ing word of mouth is all they need. Out here in the real world, it just seems disorganized and disrespectful. 
Small developers pour their heart and soul into these titles, and sometimes even they don't know when their 
games are coming out until it's too late for them to create a buzz or purchase advertising. It's an inexcusable 
way of doing business, and all three console makers need to do better. 

I feel strongly about the issue because of 
the amazing work coming out of some of 
these smaller development houses in recent 
months - exemplified by the work of devel
opers like The Behemoth. Castle Crashers 
has been in the works for a long time, but 
the wait has been worth it. Up to four play
ers can bash their way through this latest 
release from the makers of Alien Hominid. 
In response to the orders of a blustering 
king, you and your buddies head out to 
save princesses, kill monsters, and leave 
behind a wake of destruction. The initial vibe 
of the game calls to mind frantic sessions 
of Golden Axe, Double Dragon, and Ninja 
Turtles, but Castle Crashers is more involved 
than those early arcade classics. Experience 

points and treasure let you increase abili
ties and specialize into unique roles, like 
the melee strongman or the group magic 
user. Clever (and hilarious) bosses are 
peppered throughout the game, but 
your most skilled enemies are your 
allies; the game encourages an end
le:;sly amusing interplay of co-op and 
competitive play. After a big battle, 
you'll often have to beat your fellow 
knights senseless to win the right of a 
kiss from the grateful rescued maiden. 
Whenever the game hits Live Arcade 
and PlayStation Network, it deserves 
your attention. 

Those same two platforms will play 
host to some piratey goodness in the 

form of Plunder. For years it was a badly 
kept secret joke that Bungie might make 
a pirate game. While the acclaimed studio 
still hasn't made the leap, its multiplayer 

download connect 
designer for Halo 2 and Halo 3, Max 
Haberman, seems more than ready to be 
the scourge of the seas. His new team at 
Certain Affinity has crafted an addictive hex
based real-time strategy title where you lead 

your own swashbuckling 
crew into battle. The 

deceptively simple 
premise has you 
sailing a ship 
around the map, 
conquering port 
towns and sink
ing opposing 
teams of pirates. 
An enjoyable 
single-player 
campaign whets 
your appetite, 
but the game 
takes off in 
the cutthroat 
multiplayer ses
sions. There's 
a constant ebb 

and flow to 
the battle as one 

team or another holds 
resources and rules the seas before being 
overthrown. Four people can play together 
on a single console, but as many as eight 
salty gamers can jump into an online match. 

The verdict is still out on Sony's latest 
venture into horror; I finally got a chance to 
try out Siren: Blood Curse this month. 
While based in the same Japanese village 
as the PS2 Siren game, Blood Curse is an 
entirely new tale about an American TV 
crew investigating the strange and terrifying 
disturbances surrounding the town. They 
crash their van (gasp) and are separated, 
and players adopt the roles of the seven 
survivors as they strive to survive against 
the zombie-like shibito infesting the area. 
The game is reminiscent of some of the 
old Resident Evil games, and in the level I 
played, it took a while to get used to the 
controls. Amid oppressive darkness and 

creepy Japenese music, I found 
myself sneaking my way past 
some walking dead, inevitably get
ting spotted, and then frantically 
beating them back with a handy 
farm implement. The game in its 
entirety will have 12 episodes, 
each about one to two hours 
long. No word yet on pricing or 
timing, but this brief glimpse left 
me intrigued. ■ ■ ■ 

The classic and ...U.loved original ~ making its w~ to Xbox li,t Arcade. The 
re-release looks amazing, and stil delivffl the same perfect timing and yari,d 
character< that fans rememlJer. 

1',1ii1e not yet confirmed for ""fV console - Sffiices, this unusual twist on 
the fairy tao -1d will show up ioon on the PC-my~-•· As the nasty 
rnh dw.vf named Grmn. you1 - through classic stories likt Little Red Riding 
Hood, spreading your filth and stripping away the Disney-like sanitization of modem 
children's talts. 

The remake of this 1988 NB classic should bt a blast. Of al the new fearures, the 
most txdling ~ the lwo-pfaytr CO<>p option. w the ...... of - additions -
~om music lo new bos1es - also mat, this a must-play when ~ releases. 
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LOOSE TALK 
Hot Gaming Gossip 

DAWN OF DEAD 
RISING SEQUEL 
Ma,iqlOll'Gl8wcl,cl5h 
r,p,lfflandttnnosrad<tl!O I 
-llmtlDlun,,owt .... 
bttn ""llffi<dthll(,pco,n 
hlsn1 amouncod a s,qllOI IO 
O.ad Rlsins urd ,_ Word 
• that the company • pr..,.,.. 
a.ad Risins II and ont of the 
wo,ds btint us,d to d<scnbt rt 
~ "tpisodic." Whelhtr !hat rdm 
to chapt,n of the game bttng 
downloadable o, available at 
alowerpric•atrota,1,o,dlhat 
portAin, to the structlKt of the 
gamoplay ~ unMOWO. 

SONY'S PSP/PS3 
BLOCK 
Wt al woh that Nin,,,do W0IAd 
-lfw~dMioporslD 
Ldz,Masand-lloi!Nue 
mor•lrttly, lufromwhilwt 
i-. Ninlfflclo .,,, the only 
company wet,• bgl1l 1J111 on the 
roin5. I.DOit T .. has hoard Iha! 
Sony.-,. ..... PSJ ...... 
~ 1111,pabng loallffl wct, the 
PSPhanchld. Ono~ 
wt talod to was dismay,d Iha! 
lhty couldn1 havt playffl unlodc 
cards in a PSl game Iha! could 
then bo downloadod and usoable 
in the PSP kttation. 

MORE ON PS3'S NEW CONTROLLER 
A few months ago WI' told you a rumor WI' hoard about Sony woning on a mocion-<onsing c....i l"""'g 
controflor. Now ther•'s mor• !alt about this now ct,.ic•. whim apparently has the ability to s,parat, onto two 
parts, boCh of whodl wil havt ~ c,pabil,tios. W this controlo, •., far ilonc., •_,,,to be, 
hopofuly wt'l olfioaly hoar about rt soon. 

•.A•7 ~• ,..,. cf,qrt:,I ~H•tt' ,, iv 111.iWe rht ... tw.Cld..ty fOf .,, lCbcrc 
U ... t c:~ nw,1ibl•11, •'Id thl• prn19 fOf .tit,..... <en~ 
C)lrfll",'fl A" t\.t f1o W:U be••~ in pl ,.. oft~ Q·"M't'IN pt tlJtf'! 'fOU 
~ fo1-rt •"Id Qt\'e i':IU oJ mi.t h n••tt ltl~, .. f"~ .-ntm.,lrd. ••l'ld tufty 
t..lffl~Abte prtKMl t "f , ,,.J ro ,,-,1..,.., "'ho you ltf,. o,,hnr: 

MICROSOFT'S Miis 
Whil, we all wak fo, Sony to finally rdoa,. Home, its online social netwon hub allowing playffl to cr,at, 
their own avatars and Mn~ Micro,oft isn1 sleeping on its own idoas. Acco,ding to info yannd fro,n • 
marteting ,.,.arch firm. Microsoft • planning on offoring a -• this fal calf,d Avatar that w,1 alow 1amers 
to a,at, N"tondo M1•l1ko chmctm that wil sit II place of yow icon on yow Garnereird. bo usoiblo in 
games, and act ., yow onlino PfflOOI. 

Also btw1i cons,dorod o I s.ns,a.._,. ,._ ,arne cal<d Lips that f<atum two-mo<>, lO sonp. 
and an onfino """ tt lhat's not enough. you can also uso yow own CDs and havt the same roduco the
'° you can ""I ...,., 

(,d,om,,-riol£malu,at""-"kt1;~a,mand,..1bttlo,n 

NAME THAT GAME 
Test Your Sight 

J.KI< Wado may look"-• an mtatoon of a t!wd-rate 
Baldw,n brother. but ho's actu.,Dy worth someth,ng. 
As the star of this game, Wi,rl, o a bounty huntOf who 
wakes up in the ntar luttre 'Mth amnesaa ~ soon 

gets back to Llk/ng "'50S, and tho garneplay o splrt 
up among actJon, stealth, and mota<cyde sequences 
The gamo also ,nclodes ,om, nKo touches like stealth 
kills, puzzles. and a good variety of weapons Tho trtle 
ongmally came out on ll!eamca,t (and ,ncludod ,om, 
sto,y,<l!Mng FMVs). and a port - a..iod fa< the 
PS2. Unfortunately, llS sequel w.s 1es, wol rocOMd 
than the ong,nal 
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In our first two installments, we explored original game soundtracks and the gaming 

cover bands that riff off of those themes. This month, we delve deeper and take a 

look at the wider world of video game remixing. Live cover band acts are only a small 

segment of this ever-growing group of artists. Hundreds of musicians now remix 

existing game music, and much of their work is available free on the Internet. To get 

a comprehensive look at this thriving community, we spoke with David Lloyd, better 

known to many as djpretzel. Lloyd runs one of the most respected and comprehen

sive video game music sites online, OverClocked ReMix (www.ocremix.org). We asked 

him about some of the specifics of the site, and what's exciting about the remix scene 

What You'll Find On 
Ove!Clocked ReMix 
• O.,er 1,500 Remixes, 

all available for free 
download 

• 5 13 ReMix artists 

• Information about 
creating your own 
remixes 

right now. To read the full text of our interview, check out this month's Unlimited sec- • Interviews with ReMix 
tion at www.gameinformer.com. artists and original com

posers 

What can folks expect to find at your web
site, OverClocked ReMix? 
First off, everything's free - registering for the 
forums, downloading the MP3s, and we've also 
got a free BitTorrent distribution if you want to 
grab everything all at once. I think most initial 
visitors will want to see if their favorite game has 
any mixes. So, for example, if you're into Mega 
Man X for SNES, you could search for mixes 
of that game and at the moment you'd get 14 
tracks. We've got Zelda jau, Final Fantasy techno, 
Castlevania metal - you name it 

How do you decide what pieces of music to 
post on the site? 
We feel like the best way to honor game com
posers and their work is through interpretation, 
not just performance. We feel like arranging this 
music shows how flexible and powerful it truly 
is. To ensure that this standard is upheld, and to 
free up some of my time for improving/develop
ing the site, we started a judge's panel of about 
10 people, usually ReMixers themselves, to vote 
on submissions. 

Are there challenges or concerns about 
copyright that you ever have to deal with 
when working on remixes? 
In over seven years, we've never received any 
legal threats, cease & desist letters, or anything of 
that nature. Knock on wood! Seriously, though, 
we are very careful to never charge for the 

music itself or make profrt through its distribu
tion. Basically, the only money we make is from 
shirt sales, donations, and advertisements, and 
that barely covers the cost of hosting the site in 
the first place, so if anyone ever sued us, they 
wouldn't get much. Really, it's not much different 
from fan art or fan fiction, both of which most 
game companies have realized is really just free 
advertising for their products. 

We hear you're doing some cool stuff with 
the Street Fighter franchise right now. Can 
you tell us about that? 
We're making history! A while ago we released 
an album of ReMixes from Super Street Fighter 
II called Blood on the Asphalt - you can check it 
out at http://sf2.ocremix.org. Anyways, Capcom 
liked it quite a bit and contacted us about using 
some of the tracks in their upcoming remake for 
XBLA and PSN, Super Street Fighter II Turbo HD 
Remix. So of course we said yes, and actually 
ended up doing the entire rem1Xed soundtrack for 
the game, with some new pieces being created 
in addition to modified versions of tracks from the 
Blood on the Asphalt album. As far as we kncNv, 
this is the first time a major game company has 
reached out to the game remixing community 
and used their arrangements in a major game 
title, and we're proud that OJerClocked ReMix 
was involved. 

• O.,er 150,000 fellow 
visitors every month 

Other Recommended 
Sites 
• Remix.Kwed.Org 

(http://remix.kwed.org/) 
Great remixes of 
Commodore 64 games 

• Dwelling of Duels 
(http://dod.vgmix.com/) 
Game arrangement 
competition site with an 
emphasis on live perfor
mances & musicianship, 
featuring some amazing 
rock/metal pieces 

• SquareSound 
(http://www.square
sound.com/) 
Extensive resource for 
fans of Square music, 
with fan arrangements, 
album info, and frequent 
competitions 

• VG Frequency 
(http://www.vgfrequen
cy.com/) 
Blog covering the VGM 
fan remixing/arrange
ment scene, with news, 
links & editorials 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

~ DEVELOPER 
BRANDON JAMES 
Owner/President Nerve 
Softwlre (Enemy Territory: 
QuaeWmXbox360) 

1 M.U.LE. - Ai.i 400 

2Doom-PC 

3 X-Com: UFO Defense - PC 

4Rei-PS2 

5 ko-PS2 

READER 
RAMON JOHNSON 
Tuscon, AJ. 

1 Super Street Figllter II - Genesis 

2 0togi: Myth of De.-s - Xbox 

3 Super Sllli5II Bros. - N64 

4 Resident Evil 4 - PS2 

5 Red Dead Revolver - Xbox 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine/fop Five 

724 N Isl St 4th fl 
Minneapolis, MN 55401-9022 

email: topfrve@gameinforrner.com 
(attach digital pidure) 

TOP TEN 
L1sts ... Everybody Loves Lists. 

Top 10 Things Bryan 
Shouted Playing 
Cliffhanger On Sega CD 
10 How dare they make me hold a controller like this! 

9 You've just got to do tiny jumps ... ARG! Even those 

don't work! 

8 Cmon! Dynamite and snow farts!? 

7 Awww! I clocked my face on the top of the triangle! 

6 The way the graphics are ... you can't. .. you .. 

[trails off] 

5 What? Cave?! Health?! I'm only ha~ way? 

4 What the f- is this?! You can't even see him. I don't 

even know what to do. 

3 1 hit the button! You heard me hit it! 

2 The whisker forest is what gets me. I made it 

through a hundred feet of this s-, and now it's all 

going down the crapper! 

1 It just keeps going! For-ev-er! 

Namo That Gamelvr9Ner Heachner 
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BLUE IN THE FACE 
lrs been over a year and a half since Sony launched its P53 and it sHII hasn't released an official Bluetooth headset. 

Whars a trash-talking, Internet-ready gamer to do? We round up some of !17e best third-party Bluetooth headsets 

and run them through the gaunHet to see which one deserves your hard-earned green. 

I : Datel Bluetooth Wireless Headset 
""' ......... . 

Pro: The Datel's one-hour charge bme got us right into the 
gaming aCIJOn, and 1t sounds good. Plus the price 1s nice. 
Con: The short charge comes at the cost of a six-hour bat
tery hie. Add ,n the dysfunctJonal button layout. poor mic 
quality, and an earpiece that Sits loosely on your head, and 
you have a set for cheapskates only. 
Sl9.99 • COMiunkies.com 

LI: Motorola Motopure H I 2 
'" ......... . 

Pro: Motorola's offenng comes with two slick rechargeable 
magnetic bases. The set looks smart, is super small, and 
has a great noise reduction mic. It's also so comfortable it's 
almost nonexistent. 
Con: Cons1denng the HI 2's price, we expected more from 
the unit's sometimes-fuzzy audio and six-hour talk time. 

$119.99 • .motorola.com 

2: Logitech Cordless Vantage 
' " ........... . 

Pro: The Vantage knows what ,s most important 11 a headset: 
cnsp, dear sound and a decent nocse-cancel1ng mtC. 0.-er 
twelve hours of game tJme isn't bad, either. 
Con: The \IOlume knoo roJd be studier, and 115 odd head
band design not only feels a itde flimsy, but saneoines makes 
the earp,ece shde aroo.m. F\15 the lnt's buDc. ru,s counter to 
the standard ·sman and sleek" Bluetooth philosophy. 
$79.99 • - ~itedi.com 

5: PDP Metal Gear Headset 

•••••••••• 
Pro: This set's etght-hour battery life and decent sound repro
duction are nice, but its best feature is hard to beat It makes 
you look like the Video game industiy's oldest badass. 
Con: Snake's headset would have SCOfed far better 1f ~ 
weren't for the terrible m,c pickup that makes you sound like 
one of the adults from a Charlie BrOINn cartoon. 
ss• ~ • --pc1p.COM1 

3: Mad Calz Bluetooth Headset 
... , ......... . 

Pro: Mad Catz's set is bas,cally a good speaker in a small 
package that fits easily aver the ear. It's so lightweight that 
it's hardly nollCeable. 
Con: This set's biggest fault 1s the earpiece, which sits a 
httle high on the ear and isn't easily adjustable. Considenng 
the cornpetmon, barely more than five hours of game time 
1sn't good. 
$50.,-, • .madc.aa.com 

6: Plantronics Voyager 520 

• ••••••••• 
Pro: The voyager wins with the headset trifecta of comfort, 
solid notse reduction, and good audio output The eight-hour 
talk time is reasonable and it even comes packaged with 
multiple charge options. 
Con: On top of being a little large, this unit also isn't very styl
ish. The max volume might be a little low fOf some people, 
and 115 finrly volume nub sometimes slides off your finger. 
S!l9.95 • plantronics.com 
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toys 

ARTFX THEATER INDIANA JONES 
AND THE RAIDERS OF 
THE LOST ARK STATUE 
If you are like us, then you likely felt nostalgic 

after seeing Indiana Jones and the Kingdom 

of the Crystal Skull. Well, what better way is 

there to assuage nostalgia than by throwing 

money at the property's creators? Our sugges

tion is this beautiful new ArtFX statue taken 

from what is likely the most iconic scene from 

any of the films. 

S 131.99 • www.entertainmentearth.com 

EIIII 
Wii FIT BATTERIES 
Is your Wii Fit board running out of juice before 
you do? Don't slack off just because you don't 
want to bike to the store and pick up batteries; a 
couple of options are out there to help keep your 
Wii Fit board running. While the lntec unit has a 
longer battery life, with almost 40 hours of charge 
time (opposed to Nyko's 30), the Nyko brand 
has the advantage of a longer power cord and an 
adjustable AC jack, making it easier to recharge 
while you play. 
$19.99 • www.nyko.com 
$19.99 • www.intedink.com 

~~~{J!f!'!_aBoar~-
geabte /JOI.Ir Wii Bat d 

~ anceeoard 
/If" =-

-cu 
.c 
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ID ·-"D 
cu 
E 

/. 

/ 
/. 

Spaced: 
The Complete Series 
Before Simon Pegg was making cinematic hilar
ity with movies like Shaun of the Deod and Hot 
Fuzz he was making small screen hilarity on 
the BBC. Spaced, a sitcom about two twenty
somethings tiying to survive life in a London flai 
is available for the first time here in the States. 
$59.00 • www.bbcamericanshop.com 

Robot Chicken: 
STAR WARS 
Adult Swim's stop-motion show that holds 
nothing sacred took on Star Wars with a half
hour special, and it's finally coming to DVD. 
Check out our interview with series creators 
Seth Green and Matthew Senreich in our 
Unlimited section this month. 
$14.97 • www.williamsstreet.com 

Batman: Gotham Knight 
Animatrix style, Gotham Knight features six ani
mated vignettes about DC's coolest superhero. 
This collection boasts stunning artwork from 
some of the industry's top studios and the writ
ing talents of Josh Olson (A History of Violence), 
David S. Goyer (Batman Begins), Alan Burnett 
(Batman: The Animated Series), and award
winning comic scribes Greg Rucka and Brian 
Azzarella. Check out our interview with producer 
Bruce Timm in this month's Unlimited section. 
$34.99 • -wamervideo.com/babnan
gothamknight 
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I 
n 1926, the General Mills Corporation cre
ated the first commercial jingle, a song called 
'Have You Tried Wheaties?" sung by four 
male vocalists live on a Minneapolis radio 
station. Within a week, the company's ad 
manager realized that 30,000 of the 53,000 

cases sold nationwide had been bought in the 
Minneapolis market General Mills soon went nation
al with the act that had become known as 'The 
Wheaties Quartet• The move single-handedly saved 
one of America's most enduring brands, invented 
direct marketing. and launched the first-ever radio hit 
to sing about the joys of fiber. 

In 1971, Coca-Cola premiered their latest 
global ad campaign built around a brand new jingle. 
Immediately, listeners began to call radio stations 
requesting to hear the commercial again and again. 
Within weeks, "I'd Like To Teach The World To Sing" 
was recorded by two separate pop acts and quickly 
became a Top l O hit around the world. The spot 
itself was recently voted the * l television commer
cial of all time. If you're over 40, you probably still 
remember every word. 

In 2003, Disney began actively promoting a child star 
named Miley Cyrus - a.k.a. Hannah Montana - across 
Disney-owned platforms that included The Disney 
Channel, Radio Disney, Disney theme parks, Walt 
Disney Records, Hollywood Records and a fashion line 
via Disney Consumer Products. Following her sok:k,ut 
70-0ate live concert tour last year, Walt Disney Pictures 
released the Disney Digital 3D concert movie Best Of 
Both IMJrlds. It grossed $3 l million in its first week on 
just 683 screens. 

The point is this: Music has always sold product, 
whether it was war bonds, Elvis movies, Chevy 
trucks, or presidential candidates. Conversely, product 
has always sold music, be it gramophones, Top 40 
radio, iPods, or a Sims ringtone. But for nearly a 
century, recorded music had been the proprietary 
realm of a traditional record business. Today, the bad 
news is that the traditional record business is dead. 
The good news is that the traditional record busi-

ness is dead. And with terrestrial radio and television 
becoming as marginalized as CD sales, a worldwide 
consumer base will now tum to the only growth 
media that matters. 

When I was a teenager, 'interactive music' meant 
using my Allman Brothers' Live At The Fillmore East 
album to clean my weed. But the teens of today 
are the first generation to have fully grown up with 
digital technology. That means they've never known 
a world without computers, lnternei or cell phones. 
The Digital Generation is now 88 million strong and 
growing. and they can't imagine their lives without 
video games. 

Music video first appeared in 1981, and since then 
an entire generation has been raised with an expec
tation of visuals attached to audio. When I was work
ing at MTV during its formative years, I remember 
attending a focus group in which a 15-year-old was 
asked about videos compared to songs on the radio. 
His comment back was, 'A song only becomes real 
to me when I see ir I still think about the implica
tions of that kid's statement You should, too. We are 
now continuing a trend already in motion for 20-plus 
years, a trend already indelibly ingrained in future 
generations. These are generations raised on video 
games as a major entertainment source in their lives. 
For these generations, the song may only become 
real to them when they play it And if you want to 
experience the ultimate convergence of music and 
videogames first-hand, I urge you to play Rock Band 
with a 12-year-old. 

This may be the best time in the history of the 
industry for new music to get mainstream exposure 
via video games. A recent poll of core gamers ages 
13 to 32 revealed that 55 percent of them learned 
about a new artist after hearing a song in a video 
game. Over one third downloaded a song because 
they heard it in a game. More than 20 percent pur
chased that artist's CD. Now consider that an average 
of 2.5 people play each game sold. That game is 
then played an average of 50 hours per player. On 
the game software, songs rotate and are identified on 

screen at least twice per hour of play. Our Madden 
NFL 08 game sold more than 7 million units. That 
means that any given song in that game was heard 
and identified more than one billion times. 

According to a recent Nielsen Soundscan study, 
for the first time last year nearly hatt the teenag-
ers in America bought no CDs whatsoever. And 
despite NARAS' sincere but misguided 'Just Say 
No' approach to P2P, consumers overall paid for 
less than 42 percent of the music they obtained. 
However, we also live in a world where MySpace 
delivers new pop stars, Rock Band can single
handedly revitalize the Molly Hatchet catalogue, and 
iTunes has now surpassed Wal-Mart as the number 
one music retailer in America. Though the busi-
ness has evolved, music itsett will always create an 
emotional connection with the listener. That emo
tional connection will always drive product desire, 
whether it be a song on Grey's Anatomy, or a track 
on Madden 09. Today's new paradigm is no longer 
about music getting a piece of the action, but about 
music being a piece of the action itsett. 

The re-think surrounding global digital entertain
ment starts now: The video game industry can -
and should - assume the responsibility for a new 
music model that proactively encourages fair use, 
creative freedom, and financial opportunity for artists, 
developers, and gamers alike. As the age of music 
customization fast approaches, our solutions across 
all platforms should be as innovative as the games 
themselves. And as the world of iPhone 3G 2, Wli 
3, PlayStatian 4, and the Xbox 5000 dawns on the 
horizon, our technology needs to evolve hand-in
hand with integrity. From this point on, music must 
always enhance the video game experience and vice 
versa. And though partnership is key, the new para
digm is ours to create. The future of both the music 
and video game industries depends on it ■ ■ ■ 

The views and Ol)inions expressed on ltlis page are stnctly lhose ol ltle aurhor 
and not necessanly lhose of ~ lnfonne, Magazine or ,ts statt. 

If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 











The Second World War is at its height. 'lbile Allied forces haT • 

atlll has its boot on the throat of mainland ~urope. However, the Fuhrer deaaildll ,i;:_othing leas 

tlllln global domination. inter Heinrich Himmler's feared Schutzstaf!el 'or SS)•an,lll'i~a plan• 

t.o master an occult force known only as the Black Sun. With this mystari.,.. po911r a'burce 

l\lt._dlaposal, no army on iarth could stand in the Reich's path. No agJ'_but the 111W' whO 

stalled the expansion of Hitler's Thir1 Reich, the Nazi war mac lne 

t • 
atlrgl:•handedly shut down Himmler's Obersoldat program and thwarted l\.a•,:,aurrectloa •q; 

~t auperhuman king Heinrich I, that is. Once again, the world require• tba plrt.u,.i.r • 

• 
• 

of spacial agent B,J. Blazkowicz. 

• 

• I ' 

• . • 

t 



In 1992r Wolfenstein 3D marked 
the beginning of ~rat-person 
shooting as we know 1 t. 1naddi11ootothat 
small feat, id Software's seminal title also introduced a mythos that 
has endured countless technical advances, competing products, and 
FPS paradigm shifts. 200 l's Return to castle Wolfenstein revived the 
franchise, retelling the saga of heroic Army Ranger BJ. BlazkOV>11a and 
his exploits foiling sinister Nazi plots. Today, developer Raven Software 
continues the tale under the simple moniker Wolfenstein. 

With a history of working with id's technology and franchises -
notably in the Hexen series, Jedi Knight II, and Quake 4 - Raven is 
a trusted name in FPS circles. Even so, Wolfenstein ranks as one of 
the studio's most ambitious projects to date. The previous two games 
dabbled in the occult, but Wolfenstein embraces it with relish. BJ. has 
access to powers far beyond a Panzerfaust or Tommy gun (though 
those have their place in combat as well), and faces threats that require 
ingenious use of both. As id Software executive producer Kevin Cloud 
puts it, "[We're] taking these darl< fantasies the Nazis had and bringing 

them to life~ 
Wolfenstein finds BJ. working alongside insurgents in the fictional 

German city of lsenstadt. This Nazi-occupied burg 1s the game's pnmary 
setting and, like a real city, is filled with back alleys, accessible sewers, 
and traversable rooftops. Rather than following the linear structure 
that most action-oriented FPSs cleave to, Wolfenstein allows players 
to explore the city at their leisure - though the threat of hostile Nazis 
lurks around every corner. Most areas are accessible via several different 
routes, and lsenstadt features plenty of hidden treasure and secret areas 
to find. The meat of the adventure, however, 1s in the missions that BJ. 
can obtain from the resistance safehouses that pepper the city. 

Thwarting Nazi schemes takes many forms. Some quests will have 
players traveling within \senstadt itself, never seeing a loading screen. 
Others send you to separate mission-specific areas. As you progress, 
new sections of the city will open up and grant access to more adven
tures and places to explore. However, \senstadt itself evolves along with 
you. Both set-piece and randomly generated Nazi activity will impede 
you at every turn, which Raven hopes will immerse players in the 
experience of being a resistance fighter behind enemy lines. "This is a 
Nazi-occupied city, and they're going to send reinforcements. So there's 
always going to be fighting on some level," explains Raven's creative 
director Eric Biessman. "But you can dean out an area for a little bit and 
do some exploration, and eventually the Nazis will come back in'. 

This open approach to designing \senstadt is already working in 
practice. In addition to showing us a few missions, Raven went back and 



played through those scenarios multiple times, each time taking 

a different path and encountenng new challenges_ It's very 

lelling that a title With no set release date already has its key 

concepis im~ and running in-game. 

Taking down Axis soldiers With WWII weapons is a time

honored gaming tradition, and l'.Wenstein's take on rt is as 

promlSing as anything to date_ Unlike p,a,ious titles, BJ. will 

often have allies 1n his struggle against the Reich. The A/ on 

both sides is well aware of lsenstadt's open /ayou~ and will 

attempt to suppress and flank using whatever paths are avail

able to them ff BJ. takes an Unexpected tum down an alternate 

route, the enemies wiU react accordingly. Though you won't be 

able to break the rno,ale of enemy units and send them fleetng 

the A/ la<es many things into account Says Biessman, "It's a 

little more hidden behind the scenes. [For example], ff you loll 

the officer ~ maybe hJS squad won't reaa as well." 

Using the envrtinment to your advantage, employing differ

ent weapoos ~ for each SltuatJOn you find yourself 

"'- and maintainr,g awareness of fluid combat dynamics are 

., ~ to, sunnwig the Wehrmachrs assaults. There 

will even be a ba$1C stealth mechanic, though we weren't able 

lo see • firsthand_ This core gamep1ay gives every indication of 

being a sol,d_ entertaining FPS "'1penence - but l'.Wenstein has 
much more to olfe,_ 
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Thia being an alternate-history 
WWII in wnich the Reich's obsession 
with the occult is paying all-too
real dividends, BJ.willfacechallengesfarmoredeadly 

than mere ten-to-one odds against trained soldiels. Himmlers 55 has 

found a way to harness the energy source they call "Black Sun; and though 

their understanding of rt 1s still limrted, 1mpossibt,, dangerous applicatlonS 

are already in service. "They know it's a superpov;er, and they know that~ 

they can just use it to rts full advantage, they can tum the tide of the war," 

B<essman notes. 
Black Sun draws rts energy from a dimension dubbed the Shroud, an alter

nate realrty that overlays our own. 'We love the OCOJlt and the weird science 

and what we can do wrth that, so we decided to push rt even more, and 

that's how we came up wrth the Shroud. It's the window into all the ocrult 

stuff !0< BJ.," B<essman states. M. some point dunng his quest (Raven wasn't 

forthcoming wrth the details), BJ. gains the abilrty to enter and manipulate this 

enigmatic realm. 
I>,, he shifts into the Shroud, the world takes on a radically different aspect. 

The light changes to an eldritch greenish hue, and raging chaos surrounds ouc 

hero. Shingles fly off of roofs. Loose stones and trash whirl skyward fr0<n a flat 

sunace. A howling maelstrom dominates the sky, sudcing the detritus up to 

an unkflo!Nn fate. Monstrous creatures appear, threatening BJ. wrth torments 

beyond mortal comprehenslOO. However, this terrible realm is not wrt1-oot 

its advantages. 
The Shroud has many effects beyond rts impressive graphical flair. BJ. 

moves faster, and Raven hinted at other poss,ble differences m the way the 

world works. More importantly, BJ. has access to several powers while in the 

Shroud. We were only shown one - Mire [see s,debar, page 35] - but ellOfl 

this single abilrty fundamentally changes the gameplay. By slowmg time and 

stunning nea!by foes, a single touch of a button turns unavoidable death into 

certam victo<y. A rechargmg meter constrains the use of these powers (though 



BJ. can enter and leave the Shroud at wil), but that's not lhe 
biggest limiting fact()(. 

Ooud notes, •As the game progresses, the Shroud is ~ ! 
more and more disrupted by the Nazis' aclMties and ~ 
[increasingly) violent and hostile.• Primarily, these thr• • 
monsters seen only 1n the Shroud. We were shown* 
Shroud creature that BJ. enoounters. This bee-lilce 
,ty floats around collecting energy from the gk,wing lhlt 
appear on the ground in the Shroud. These 11111110t in= 
but shooting one that has filled up on Shroud energy 
torrent that fnes any nearby people. 'M-ule this colledor is more of 
help than hindrance, you'll encounter more senous perils in this 
shadow realm later m the game. 

Another aspect of the Shroud is that certain barriers Ml be 
passable while shifted. Clever players vwl be able to use this to 
unlock ahemate paths to their goals, but the unique mechanics 
of the Shroud aren't used in a brain-busting way. it's an action 
game; It's about fighting Nans Ind discovering strange new 
thtngs.• Biessman explains. 'Thae's exploration and dlSCQYery, 
and the Shroud is part of that Wiat you see 1n the Shroud is 
different than what you see 1n reality, so we can open all these 
other doors.• 

Weird soence also plays a large part m Wolfenstem's setting. as 
the jetpack-nd1ng NaZJS wielding cha1nguns we saw can attest We 
didn't get a glimpse of any more bizarre pseudo-science beyond 
tha~ but Raven's 1ntenbon to ma1nta1n the senes' tradition would 
seem to 1nd1cate that there 1s a lot more where that came from. 

"We really want the story to be what's driving the player; 
declares Biessman. This purported renewed focus on story is 
no )Oke. Raven has expanded its offices and hired a whole new 
OnematJcs team in order to raise the level of Wolfenstein's 



stoiytelling. Every element of the design pushes ln that direction, from 

the open structure of lsenstadt to the development of BJ'.s powers 

and the evolution of the enemies you face. All of these elemeflts 

come together to create a sense of progresoon thr~ the quest 

As you get deeper into the story and doser to the Black Sun ~•s 

heart. several things happen. The rank-and-file Nazis will g111e wliy 

to tougher, elite troops. The Shroud will become more da~ 

as nastier creatures begin appeanng. BJ. will gain new supemab.lral 

powers and deadrier weapons. This 1s all standard fare for a first

person shooter, but Wolfensteon will also allow players to upgrade 

their capabilltles via treasure. 

Raven was unwilling to discuss the details, but the developer did 

reveal that both Shroud powers and weapons can be ,mproved by 

giving the stolen Naz, gold you liberate to certain NPCs. 1/.tiethef lhts 

will be for all weapons or just special guns like the particle beam, 

and if you'll be able to upgrade basic abilities like health and n.m 

speed, 1s still unknown. Even so. it's an exciting addrtion that offers 

a more tangible reward to seeking out hidden rooms and taking 

on sidequests. 

Continued on page 37 
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Continued from page 34 

There are many questions about the game left 
unanswered, but this first glimpse is more 
than enough to spark interest in thtS supernatural thnller. 
Wrth several departures from FPS tradition layered 
around a so/rd core combat mechanrc, Wollenstern 
aims to be anything but another breezy action FPS, and 
Raven's triple-A pedigree lends credibility torts many 
daims. However much truth there may or may not be 
to the many OCOJlt CDnsj>racy theories about Himmler 
and the SS, exploring this dark fantasy promtSes to 
be a gnpping adventure. As wrth any title rd Software 
is involved in, there is no release date yet set for 
Woffenstein - but a ~ person wouldn't expect rt out thrs year. ■■■ 
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I 
n the relatively short time since its 
conception, the Call of Duty has held 
relationships with multiple developers 
at once - some fleetin& some long

term. Despite this lack of stability, the Call 
of Duty name behind Infinity Ward remains 
rock solid, reaching a pinnacle last year with 
Modem Warfare. 

Regardless of this success, doubt has 
begun to cloud enthusiasm for many Call 
of Duty fans. Original creator Infinity Ward 
has shared the franchise with the team at 
Treyarch, a developer introduced to the 
series through expansion packs and spin-off 
titles under the Call of Duty umbrella. This 
leaves some gamers apprehensive about 
them taking on the next full-blown Call of 
Duty. If you are one of those concerned 
fans, let us assuage your doubts - Call of 
Duty: World at War looks good. Damn good. 

And it should. Treyarch is building on 
the foundation set by the Modern Warfare 
engine, but the studio has been given an 

unprecedented amount of time to work on 
the title. The team of Call of Duty veterans 
believes they are making the best FPS of 
the year. While we can't verify that claim 
until we get our hands on it, the value of 
the technology, extra time, and their familiar
ity with the series is apparent 

Unlike Call of Duty 4, World at War sticks 
with the World War II timeframe, trading 
Germans for Japanese and dismal trenches 
for lush jungles in the Pacific Theater. 
Because of the Bushido code honored by 
Imperial Japanese, the Call of Duty rulebook 
established in previous games had to be 
thrown out the window. Japanese forces 
focused on infiltration and ambush tactics. 
Banzai charges, ambush attacks, and even 
kamikaze fighters made the experience 
incomparable to anything American forces 
faced in the European Theater. 

While the major campaigns follow the end 
of the war in the Pacific, World at War also 
explores the closing acts of the European 

theater. The European campaign details the 
struggles of a very angry Russian army that 
has finally pushed German forces out of 
their country. The mood is one of revenge 
and desperation as German forces fight 
frantically to keep the battle from inching 
closer to their homeland. The new enemies, 
locations, and tactics create a much darker 
and grittier game experience. 

On the technical side, the game looks 
fantastic - as impressive as the visuals of 
Modem Warfare. Everything has been amped 
up thanks to the CoD 4 engine. Realistic 
physics, destructible environments, and 
even small considerations, such as trajectory 
changes when firing into water, help give the 
impression of an already polished product. 
New weapons such as the flamethrower -
which can be used both as a weapon and 
a tactical tool - will undoubtedly affect how 
players approach battle. When demonstrated, 
the flames burned all foliage in its path, 
scorched the ground, and spread based on 

wind patterns and undergrowth. 
Everything came together seamlessly in 

two exclusive missions we had a chance to 
view at Treyarch headquarters. The first - a 
mission on the Pacific campaign - utilized 
.50 caliber machine guns on either side 
of a PBY Catalina boat plane to take out 
the Japanese merchant fleet below. This 
segment showcased some of the mas-
sive destruction possible in the game. The 
second level we saw took place on the 
European front. This time, the endgame 
was to aid a wounded sniper on a mission 
to take out a German head honcho, all the 
while avoiding attention by strategically 
using airplanes to mask the sound of the 
rifle picking off guards. 

Infinity Ward and Treyarch's volleying of 
the franchise isn't likely to end soon, but if 
World at War is as good as it appears to be 
so far, perhaps gamers won't have to fear 
Call of Duty games that aren't made by 
Infinity Ward. ■ ■ ■ 





I f you've been to a showing of Timur 
Bekmambetov's Wanted in the theater, 
you might have found yourself confusedly 
looking down at your hands and wondering 

where your controller was. From the stylized, gun
focused action to the slick premise, it seems like 
a prime contender for the video game treatment 
Fortunately, this fact hasn't gone unnoticed. Since 
early last year, Crin's Barcelona studio (under the 
direction of Universal Pictures Digital Platforms 
Group) has been crafting a game that embraces 
the film's extreme gunplay. Talking with execu-
tive producer Pete Wanat it's difficult to not get 
pumped up. 

'Toe story of the game begins, literally, right 
after the movie," reveals Wanat. 'Wesley's stirred 
up the hornets' nest a bit. He thinks he's put the 
kibosh on it. Wesley has a moment to breathe at 
the end of the film, and the game starts off with a 
bang. Doors are being kicked in, and someone's 
trying to kill Wesley.' 

Even though the story will branch off from the 
film's version of events (rather than Mark Millar's 
original graphic novel), the team is still intent on 
integrating concepts from both sources. 'Toe 
game definitely takes elements from both the 
movie and the comic book together," Wanat 
admits. 'We're certainly very cognizant of the Mark 
Millar source material, and we're obviously fans of 
Timur and what he's done in the film~ Therefore, 
most of the game's visual style is drawn from 
Bekmambetov's fi lm, but fans of the comic will 
notice some special nods, like the inclusion of 
Wesley's leather suit. 

While the story of a flourishing assassin is 
interestin& the real core of Wanted's gameplay 
will (unsurprisingly) be found in the shooting 
mechanics. Wesley isn't your typical run-and-gun 
hero; he has the unique ability to curve his shots, 
so it appears that his bullets are defying physics 
as they fly from improbable angles for the kill. 
For the player, this ability will be controlled via an 
analog stick. When you curve a bullet, the action 
will slow down momentarily as you guide an on
screen arc representing the path the bullet will 
follow. You can use these few seconds to aim 
your shot around corners, behind dumpsters, and 
past any other obstacles that would otherwise 
stand between you and your prey. 

"Shooting becomes a kind of chess game," 
explains Wanat. "Can I aim it around a post? Can 
I hit the enemy behind cover? In most games, 
where you have to time your shot to hit a guy 
right as he ducks out of cover, in ours you can 
just wing the bullet right around the thing and -
BAM! - he's dead." Just because you can blast 
your enemies wherever they hide doesn't mean 
that you won't use cover yourself. In Wanted, 
using the environment is not only important for 
protection - it enhances your combat senses. 
Wesley enters a state of heightened awareness 
(similar to Max Payne's bullet time) if he moves 
quickly between cover. This mechanic, currently 
called cover chainin& is the dev team's solution to 
representing an assassin's preternatural ability to 
catch foes unaware. 

"Obviously, there's a lot of cover stuff happen
in& and we wanted to expand on it Where other 
games tend to be big hulking steroid guys taking 
cover, we wanted to be super-fa~ quick, bam
bam-bam!" Wanat tells us. "Wesley isn't a behe
moth - his agility is what gets him through things." 
This sort of kinetic gunplay is what Wanted is all 
about, and when you throw in the distinctive visu
als, stylish combat, and the whole bullet-bending 
mechanic, this game is looking like an incredibly 
promising shooter - and we don't even feel 
compelled to throw in the "for a movie-licensed 
game" addendum. ■ ■ ■ 
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A 
ta Capcom event starring Street Fighter IV and 
Resident Evil 5, it's hard to walk away thinking 
about any other game. Dark Void not only managed 
to impress, it looked like the game of the show. 

Developed by Airtight Games, a new studio started by the 
makers of the entertaining Xbox and PC fl ight combat sim 
Crimson Skies, Dark Void is a shooter that lets you step outside 
of the cockpit without saaifidng the flying sensation. 

The story revolves around a pilot named Will, who crash 
lands inside the Bermuda Triangle and stumbles into a dark 
plot involving an ancient alien race called the Watchers. These 
aliens trap Will in a mysterious world called the Void. The rest 
of the game deals with Will's reluctant journey to become a 
hero, the interesting people he meets, and his quest to escape 
this strange land. 

The game uses many traditional third-person shooter ele
ments, but when Will acquires a jetpack, Dark Void's gameplay 
gets interesting. Airtight has created what it is calling a vertical 
cover system. Using his jetpack, Will can traverse sheer vertical 

diffs and grab onto any abutment for oover. Hanging from the 
side of a rock face, Will then fires into the sky as his opponents 
crawl down the walls after him, adding an interesting new 
dimension to standard shooter gameplay. 

The new vertical action is complemented by Airtight Games' 
phenomenal animation and camera work. There's a real sense 
of height and vertigo as Will makes his way up the craggy diffs 
in the Void. He won't be stuck hopping from ledge to ledge 
through the whole game; eventually Will learns to fly. With the 
assistance of an upgraded pack, Will takes to the open skies 
like the Racketeer. 

Will's jetpack gives him the option to tackle Dark Void's chal
lenges in many different ways: He'll fly along the diff taking 
oover at every edge, or he could go full out into the open blue, 
skyjacking enemy crafts and using them against each other. 
As the game progresses Will continues to upgrade his jetpack. 
gaining abilities that make him a more adept aerial threat 
Though Dark Void is still at least a year ou~ we already have 
high hopes. ■ ■ ■ 
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■ This is the Oreadnaught.. a 
giant w~llung mech buried 
under San Franasco 







Upload your 
remarbble goals 
online - like 
Gaborik1s amazing 
one-handed 
deke - so your 
friends can marvel 
at your skills 

PLAYSTATION 3 I XBOX 360 

NHL09 
> STYll 1 TO 4-PI.AYER SPORTS (UP TO 12-PI.AYER ONLINE) > PU BUSHER EA SPORTS 
> DMLOPER EA CNW)A > RELEASE SEPTEMBER 9 

THE QUEST FOR THE CUP 

N 
HL 08 was the best hockey game since the Genesis glory years when 
Gretzky and Lemeiux were lighting the lamp. But EA Canada has no 
intention of NHL being a one-year wonder like the last few Stanley Cup 
winners. With the laundry list of improvements 09 offers, we may be 

witnessing the start of a dynasty. 
The skill stick control is at the center of the NHL renaissance, and this year further 

improves the revolutionary control scheme. Star players like Sidney Crosby and 
Alexander "The Grear' Ovechkin can now dominate inferior opponents with one
handed dekes. Defensemen can finally counter with their own suite of skill-stick 
tools like the quick poke or stick lift to prevent one-timers or passes across the 
goalmouth. The intended result is a more balanced game where well-timed defen
sive parries can offset killer offensive moves. The revamped strategy also lends the 
game another level of realism with the new dump-and-diase tactic, an NHL staple. 

EA has gone back to the drawing board to rework the neglected Create-A-Play 
feature to indude breakouts and assignments for every player on the ice. This 
mode was tough to get the hang of for noobs, so EA has added a video tutorial to 
teach people the ropes. Each NHL team also comes with its own set of plays that 
reflect their real world playing style. This year also reintroduces the oft-requested 
offensive and defensive line changes for the first time on next-gen consoles. 

One of the few big flaws in NHL 08 was the almost non-existent checking 
system; hard hitters like Zdeno Chara rarely delivered epic open-ice hits, and knock
ing a player off the puck seemed to take an act of providence. This year features a 
drastically improved way for doling out justice; over 100 new checking animations 
and a new collision system means bruisers like Dion Phaneuf can decapitate unsus
pecting forwards with punishing blows. The new emphasis on hockey's more vio
lent nature carries over to dropping the gloves, as the fighting has been completely 
rebuilt to deliver more realistic fisticuffs. 

All of these welcome additions add up to our most anticipated sports game of 
the year. The NHL may be having a hard time attracting more fans, but with this 
gargantuan feature se~ EA's next hockey title sure shouldn't ■ ■ ■ 
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The new Be A Pro mode 
offers positional tips so 
you can learn to play 
hockey the right way 

With too more goalie 
animations. saves should look 
even more realistic this year 

■ Calgary Flames 
defenseman Dion 
Phaneuf is the 
cover athlete for 
NHL09 

:• previews 

-
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A
fter seeing a promising demo some 
months ago, we were finally given 
the chance to get our hands on the 
wheel of Midnight Club: Los Angeles, 

and came away very impressed. 
k, the title suggests, the three-<ity structure 

of Midnight Club 3 has been abandoned in 
favor of one giant metropolis, in this case 
an "interpretation" of LA that manages to 
capture the spirit of the sprawling urban 
center without being geographically accurate. 
Honestly, it's quite thrilling to see in action. 
While the level of graphical realism and the 
speeds at which the game moves will blow 
you away, the rest of the game wisely builds 
on the foundation of previous entries. It's 
not so much a dramatic reinvention (why 
fix what isn't broken?) as a summation of 
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Midnight Club's considerable strengths, 
packed with improvements both large and 
small to please longtime fans. 

While it's not in the title, DUB magazine 
is still onboard to provide guidance on car 
customization features, which exceed even 
the options in Midnight Club 3. From scissor 
doors to undercar neon in the color of your 
choice, you can craft cars that are literally one 
of a kind with kits, rims, and parts from most 
of the major manufacturers. Interiors are now 
fully modeled (for the new cockpit gameplay 
view), and can be color-matched and altered 
with a host of gauges, dashboards, seats, 
and wheels. You'll also be able to custom 
create vinyl overlays and share ( or possibly 
sell) them online with friends. While we don't 
have a full list of cars, this build was packed 

to the gills with classics new and old, indud
ing the Lamborghini Gallardo, Chevy Camaro 
Concepi Chrysler 300, '70 Challenger, and 
even the legendary frat boy motorcycle the 
Kawasaki Ninja. Fans will also be pleased 
to note that the game's special power-up 
abilities Zone, Aggro, Roar, and the new EMP 
(electromagnetic pulse) can be assigned to 
any vehicle this time around, meaning you 
won't have to forgo the car of your dreams 
because you don't like its designated ability. 

1he races are largely what you've come to 
ex~ although longer and more intense 
than before given the larger amount of real 
estate at Rockstar San Diego's disposal. In 
addition to the familiar checkpoint races, 
there are also new "Landmark" contests 
where you race between real-life LA locales 

■ As you un see. the 
game features an •ma.zing 
selection of cars 

without the aid of checkpoints. For instance, 
we tore a 1 O<knph path between the Santa 
Monica Pier and the legendary Chateau 
Marmont Hotel. 1here's a ton of content 
here, and the game has been designed so 
you'll see more of it in the way you choose. 
Since races are unlocked via ·rep· points 
instead of straight wins and losses, players 
will be able to skip particularly frustrating 
events and even create "playlists· of their 
favorite events. 

With a great feature sei insanely fast racing 
action, and the challenging yet approachable 
control that has been the hallmark of the 
series, Midnight Club: Los Angeles is shaping 
up to be not only the strongest entry in the 
series thus far, but one of 2008's best racing 
experiences. ■ ■ ■ 



T 
he question on everyone's mind: 
Can there be a better Bond than 
GoldenEye? In its first stab at the 
James Bond license, Activision 

hopes it can top one of the classic first
person shooters in video game history, 
and developer Treyarch has been given 
the license to kill. 

The game follows the story of both Casino 
Rayale and Quantum of Sa/ace - since the 
movies take place only an hour apart. In 
fact, you can choose to start with either 
movie, and both will be represented in 
the game equally. The intense, quick
moving free-running scene at the begin
ning of Casino Rayale is in the game, 
with Bond's moves executed through 
contextual button presses. The game 

surveys exotic locations and diverse 
terrain such as London, Bolivia, Miami, 
and Venice - the site of the final scene 
in Casino Rayale. In the demo, we wit
nessed Bond's struggle to save Vesper 
Lynd by picking off henchmen while the 
building slowly sunk. 

Quantum of Solace - crahed using 
the Call of Duty 4 engine - has a differ
ent gameplay tone than the hit shooter. 
While some scenes, notably one we 
witnessed in a upscale European bath 
house, featured waves of enemies, 
Bond will also be utilizing stealth and 
cover in combat to take out smaller 
batches of rented muscle. Players 
can sneak up on hired toughs and 
dish out an elbow to the head or a 

silenced bullet to the temple. Similarly 
to Rainbow Six Vegas, the predominant 
first-person camera will zoom out to 
third-person as Bond leans against 
cover - which degrades with damage. 

The team at Treyarch explained that it 
is approaching the title as a launch of 
a new franchise - with the intention of 
getting it right the first time. Since it's 
Activision's first shot at one of video 
games' more up-and-down franchises, 
we certainly hope that this game can 
mirror the turnaround that Bond has 
experienced in theaters. ■ ■ ■ 



ST E GTH 

PLAYSTATION 3 I XBOX 360 I PC 

Bionic Commando 
> STYLE 1-PIAYER ACTION (UP TO KrP\AYER ONLINE)> PUBLISHER CAPCOM > DMLOPER GRIN > RELEASE TBA 

SWINGERS' CLUB 

C 
apcom's been plenty gener
ous with details on the sin
gle-player aspects of Bionic 
Commando, and now it's 

finally talking multiplayer. Developer 
Grin is taking inspiration from Quake 
Ill Arena's fast and straightforward 
gameplay style. Instead of crafting a 
bunch of wild new match types, the 
team is sticking with old standards 
like capture the flag and deathmatch 
and relying on bionic enhancements 
to shake things up. 

Up to 10 players can choose from 
different brightly colored armor 
designs, similar to Halo's Spartans, 
and swing into action. The map we 

saw was quite large and included 
plenty of skyscrapers and decrepit 
raised highway roads. While we 
didn't get our hands on the multi
player, the demo looked absolutely 
hectic, with troops swinging every
where and guns firing from every 
direction. These aerial swing tricks 
are a great way to get around and 
dodge gunfire, but they can also 
make aiming difficult. The develop
ers hope this constant trade off 
between accuracy and mobility will 
keep things compelling. 

Many moves and weapons from 
the single-player game make their 
way over to multiplayer as well. 

Shoot an enemy with your grappling 
hook and you can pull yourself in for 
a dropkick or just remain attached 
as he clumsily attempts to swing 
around the city with a new passen
ger in tow. If an adversary is below, 
you can perform a ground slam that 
knocks him back - preferably off the 
edge of a building. Group match
making and in-depth stat tracking is 
promised as well. 

Capcom still isn't giving up any kind 
of release window outside of this 
fiscal year. On the optimistic side this 
could mean fall, but it also leaves the 
company breathing room to stretch it 
out to March 2009. ■ ■ ■ 



PLAYSTATION 3 

BioShock 
> STYLE 1-PtAYER ACTION > PUBLISHER 2K GAMES 
> DMLOPER 2K BOSTON> RELEASE OCTOBER 

CAN'T STOP SPLICING 

I f you had just escaped a crumbling underwater city filled with 
genetically mutated maniacs, what would you do? For anyone 
who has played BioShock, the answer is obvious: jump right back 
in. The PlayStation 3 re-release of our 2007 Game of the Year 

will give some gamers the chance to experience Rapture for the first 
time, and give others incentive to descend into the depths yet again. 

The PS3 translation has all of the features of the Xbox 360 
and PC iterations, including their post-release download
able options like new plasmids and the ability to tum off 
Vita-chambers. Additionally, the widescreen problems 
some gamers experienced immediately after 
BioShock's initial launch won't be an issue on the 
PS3. The idea is to create the definitive version of 
the game without negating or overwriting any of 
the established story elements. 

In addition, 2K Games says it is planning 
new content unique to the PS3. No details were 
available as of press time, but we do know thai 
contrary to Internet rumors, no new Big Daddies 
will be added. Shucks. The game will have some 
functionality tied specifically to the PlayStation 3's 
unique capabilities, though. If we had to guess, it is probably related to Home's mysterious Trophy system, which Sony has 
been tight-lipped about recently. This silence may not last for long; with E3 just around the corner, you can expect more 
details out of 2K and Sony regarding the enhanced features of this exceptional game. ■ ■ ■ 
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W 
orld War II games are 
mostly run-and-gun explo
sion tests, but developer 
Replay Studios hopes 

to change things up with stealth and 
subterfuge. Main character Violette 
Summer is loosely based on actual 
war hero Violette Szabo. "She's a 
woman that lost her husband at 
age 21 , just weeks after having their 
baby," says creative director Sascha 
Jungnickel. "She joined the SOE 
[Special Operations Executive, the 
British spy network - Ed] and took 
part in several missions in France 
before being captured. To us, Violette 
Szabo is an archetype of an unbreak
able spirit'' 

While the real Violette met an 
untimely end during the war, the fic
tional character narrates the story from 
a hospital bed through flashbacks. 
Spanning several missions throughout 
Europe, Violette works behind enemy 
lines to weaken Nazi forces. "The mis
sions in Velvet Assassin are designed 
to showcase what an individual is 
able to do against an omnipresen~ 
overpowering system," Jungnickel 
says. "For example, Violette's mission 
in Warsaw is to find three allied agents 
and deliver them cyanide to prevent 
the Nazis from interrogating them. In 
another mission she tries to prevent a 

massacre on civilians. There are also 
classic sabotage missions where she 
has to blow up a fuel and ammo stor
age or take out a Nazi ~eader]. The 
biggest explosions will be seen in the 
harbor of Hamburg, where Violette 
marks the targets for British bombers~ 

Since Velvet Assassin is told as 
a flashback, Violette being killed 
would contradict the game's prem
ise. So, in a similar vein to Prince of 
Persia: Sands of Time, players can 
give her morphine to fix "incorrect" 
memories. A surrealistic visual filter 
appears on screen and time slows 
to a crawl allowing for easy kills and 
counters. Legal disclaimer: morphine 
does not fix all of life's problems, 
kiddies. ■ ■ ■ 
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PLAYSTATION 31 XBOX 360 I PC 

Far Cry 2 
> STYLI I-MYER ACTION (UP TO 16-1'1.AYER ONLINE) > PUBLISHER UBISOFT 
> DEVELOPER UBISOFT MONTREAi. > RELEASE FALL 

AFRICA IS THE NEW NORMANDY 

W 
ith high profile games like Far Cry 2 and 
Resident Evil 5 set 1n fictional African countries, 
we may be seeing a new trend emerging for this 
mostly untapped backdrop. 'We chose [Africa] 

because it's really iconic as a visual universe,' says art direc· 
tor Alex Amancio. In the general vein of A Fistful of Doi/ors, 
you go about escalating tensions between two rival factions 
in order to get to the arms dealer stoking the flames of civil 
war, The Jackal. 

Our demo began with a charge from the APR faction to 
destroy a UFLO radio tower used to transmit propaganda 
and tactical information. On the way over, we got a call 
from fellow mere Frank asking us to stop by his safehouse 
beforehand. Once inside, he asked us if we'd blow up a 
pipeline run by a section chief illegally selling water to a 
neighboring country. Frank is actually one of eight select• 
able avatars at the outset of the game. Each of the seven 
characters you don't pick will become NPCs in the game 
that you can choose to help out, ignore, or simply kill. 
Ubisoft hopes this will create drastically varying experiences 
for players. 

"Let's say one of your friends is playing the game,' 
Amancio says. "You're talking to him about this mission 
that Frank just gave you to blow up the pipeline. He's like 
'Frank? \Nho the hell's Frank? I never met him: Or 'Frank? 
That guy I killed in the first five minutes? Wait a second. 
That pipeline? No, I defended that thing:• 

Amancio decides to help Frank out and drives a Datsun• 
esque car down a dirt road toward the camp. Just outside, 
he stops to attach an JED (improvised explosive device) to 
the car, and drives it straight through the gates. Once inside 
he runs over a few soldiers and crashes into ammo crates. 
He tosses a few grenades and detonates the car as he runs 
out of the camp, effectively wiping out several enemies in 
one fell swoop. But that's just one option. "There are many 
ways to play the game,' Amancio says. "You can play it like 
Rambo and just run in the camp and kill everybody. You 
can play it stealth. You can even go lay down and sleep 
awhile to attack a camp at night." 

The more strategic player can pull up a tactical map, 
compass, and binoculars that his in-game avatar's hands 
will hold up onscreen. With the binoculars you can scope 
out sniper towers, vehicles, ammo cases, health packs, etc., 
and they'll automatically show up on your map. There's 
even a wind direction indicator so you can set a fire in 
some brush on one side of the camp and let the wind help 
spread it through an enemy base. 

After blowing the pipeline, Amancio steals a boat and fol• 
lows the river to the radio tower. Once there, he tosses an 
JED into the boat and blows it up. •1 never leave vehicles 
behind in case the enemy decides to use it against me,' he 
says. Sure enough, after setting the radio tower ablaze with 
a flamethrower and grenade launcher combination, he's 
speeding through grasslands with several meres driving 
after him. Just another day on the savannah. ■ ■ ■ 



W 
e all have weaknesses in our Madden ability. 
Some of us only control defensive linemen 
because our pass defense is terrible, while 
others can pass all day, but don't know how to 

execute a running play without losing five yards. This year's 
Madden wants to help players equalize their gameplay 
deficiencies as well as ease in new players with a variety of 
help systems. Worry not, hardcore fans, these systems are 
optional, and in our hands-on time with the game we found 
some new things you are going to love as well. 

As soon as you turn on the game you're dropped into 
the new virtual trainer, complete with an Obi-Wan Kenobi
style holographic version of John Madden (he must have 
given up the ghost the second Favre announced his retire-

ment). Here you'll go through drills to determine your My 
Skill rating. Any time you play the game, the Al will adjust 
around your My Skill rating accordingly. 

After going through the training we scored All-Madden 1n 
the passing department, but only got a lowly Rookie rating 
for our bad pass defense. Thus, the Al ups the difficulty to 
All-Madden when we are passing. but then bumps it down 
to Rookie when we're in pass defense. While passing during 
a game, we noticed the Al defense was more aggressive 
playing passes and our QB had to set his feet to ensure a 
good pass. Conversely, when our defense went up against 
Peyton Manning he threw a pass into triple-coverage. My 
Skill compensation? Perhaps. Don't worry, though, in our 
play-through this new Al system was flexible, but not as 

schizophrenic as 1t may sound. After each game your My 
Skill rating will go up or down according to how you played, 
but you can always play on the fixed, classic ratings as well. 

Other than the vaganes of the My Skill difficulty, this 
year's Madden 1s faster from the get-go. This makes a big 
difference in the running game when combined with the 
changes made to player momentum - running backs no 
longer automancally fall forward for three yards. When 
combined, these changes force you to choose holes in the 
running game more carefully, set up your blocks, and watch 
for backside creases. This early preview build still displayed 
some legacy issues, such as poor offensive hne play and 
magnet catches, but we'll have to wait and see if these are 
resolved before release. ■ ■ ■ 



, s quare Enix's role-playing empire was built on names 
like Final Fantasy and Dragon Quest. With those 
established franchises on the scene, is there still 
room for a new property to cause a stir? That's the 

i hope with The Last Remnan~ Square Enix's upcoming Unreal 
• Engine 3-powered RPG slated for a worldwide release later 

this year. 
The Last Remnant is the story of Rush, a young man who 

lives· on a peaceful island until the abduction of his sister, 
Irina. Her captors serve as recurring villains throughout the 
game; one of them is a burly guy named Jager, and the 
other is Wagram, an old mage with mysterious motives. 
Once Rush sets out to save Irina from these men, players 
are thrown into a rich world where those with power struggle 
for control of Remnants - ancient artifacts, weapons, and 
creatures that vary in shape and size. 

Some Remnants are colossal structures, like the enormous 
Valeria Heart - a sword-shaped Remnant in the city of 
Athlum. Others are actually monsters that Rush must fight 
For example, players will encounter a boss fight with twin 

stone statues named Namul Sin and Niram Sin, protectors 
of a single treasure. Individual characters can also wield 
Remnants as weapons. Rush has an ally who uses the 
cannon Gae Bolg, and Jager commands a Remnant called 
Lob Omen. 

How these weapons figure into combat has yet to be 
revealed, but players can still expect some interesting 
encounters. Instead of a typical battle system, The Last 
Remnant uses an innovative army mechanic that allows 
you to split your forces into unions to accommodate the 
increased scale of the battlefield. Some fights will feature as 
many as 70 units, which the player guides by issuing com
mands in a tum-based framework. To gain the upper hand, 
you will also have to do everything you can to keep your 
troops' morale up and your enemies' in the gutter. 

Not all of the 
fights will pit you 
against vast num
bers. There will 
also be plenty of 

boss encounters, which will put a smaller number of char
acters against a single powerful foe (who probably has a 
few friends for support). Expect to take down beasts like 
a giant carnivorous plan~ as well as a fiery demon with 
armored skin. 

Neither the Xbox 360 nor the PlayStation 3 has a wide 
role-playing catalogue, so it's exciting when any release 
in the genre draws near. Even though The Last Remnant 
is expected to hit the 360 first, the fact that this game is 
multiplatform should make a lot of RPG enthusiasts happy. 
Given the compelling world and interesting departures from 
convention in The Last Remnan~ we're keeping a close eye 
on this new contender. ■ ■ ■ 





S 
occer is a great amalgamation of team play 
and individual feats of skill. A sweet free kick 
into the box by Beckham can be perfect in 
and of itself, but it requires the right person 

to make a run at the far post if it's to be headed 
in for a goal. FIFA 09 is trying to personify this 
maxim. With an expanded Be a Pro mode, more 
team tactical options, and full online sides (minus 
the keepers) - a first for the series - individual 
accomplishment and team glory will be yours for 
the taking. 

FIFA 09's move into ten-versus-ten online games 
is a big step forward in a sport where correct 
positionin& intelligent attacking runs, and overall 
team movement can make a huge difference in 
scoring or being scored upon. EA isn't talking yet 
about what specific teams or leagues players can 
choose from, but you will be taking over real-world 
clubs - although the matches themselves won't 
be grouped in an overall online league. Getting 
the nine other players on your squad 
to not act like ten-year-olds and all 
crowd around the ball will be hard, 
but you can utilize team chat to try 
and get everyone in line. Should you 
not play with a full side of real players, 
your team will be filled out with CPU 
players that you can switch between at 
any time. 

For those who would rather go it 
alone, this year's game greatly expands 
the already cool Be a Pro mode. 
Here you can step into the boots of 
a created or already established star 
and start a four-year campaign. At 

the end of the four years hopefully you will be 
respected enough to play with your national team 
in the International Cup ( don't mention the World 
Cup - that's a whole other game sold separately!). 
Although there will be no new controls for Be a Pro 
mode, you'll hear more chatter from your team
mates in an effort to provide you with more info on 
how you can impact the game with a perfect pass 
or run. The mode is also being tuned to offer you 
Influence points in a fairer manner than before. 

This game's expanded feature set is nice, but 
the development team at EA canada admits it has 
plenty of work to do - particularly in shoring up 
some of the long-time complaints of the series, 
whether that's implementing custom control con
figurations or fixing the wonky keeper Al so they 
take better positions and react more realistically. 
EA's saying all the right things, and it's working hard 
to improve its game. Sounds like it's trying to be 
the ultimate team player. ■ ■ ■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

Guitar Hero: Aerosmith Rock Band 

NCAA Football 09 
After some struggles its rookie and sophomore years on next-gen con
soles, NCAA Football finally looks ready for the bright lights, highlight 
reels, and bowl game pageantry. With refined gameplay, improved 
graphics, roster sharing, and the new online dynasty mode that lets up 
to 12 players compete, this is the year to bask in the college football 
experience. 

Our crack (or crackhead, we can THE SCORING SYSTEM 
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 

10 
9 
8 
7 

Outstanding. A truly elite title that is nearly perfect "' e,,ery ~- This soore os given 
out rarelly and indicates a game that cannot be missed. 

Supefb. Just shy of gaming nuvana. this soore IS • high recommendanon because 
the game reviewed is head-and-41ouldes above tts competlllOn. 

Very Good. lnnovabve. but pe,haps not the nght chooce for eve,yone. This soore 
indicates that there are many good things to be had. but aiguably so. 

Average. The game's features may vwx1<, but are nothu,g that e,,en casual players 
hallen't seen before. A decent game from beg,M1ng to end. 

Monster Madness: Grave Danger 

Final Fantasy IV 
You may be familiar with the story, but you've never played Final 
Fantasy IV quite like this. Updated 30 graphics, new skills, and 
expanded story sequences are just a few of the reasons to play this 
re-imagined classic. With all the great characters and plot twists, 
there's plenty of nostalgia for people who know the original inside 
and out, but enough modern touches to keep first-timers going 
strong. Final Fantasy IV on OS is what happens when a developer 
takes an already-excellent game and improves it. 

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

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. 

6 1.Jm1ted Appeal. Although there may be fans of games recetvmg this soore, many will 
be left yearning for a more rewarding game expenence. 

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

5 
4 
3 
2 

78 GAME INFORMER 1 

Passable. It may be obvious that the game has lots of potential, but tts most 
engaging features could be undeniably flav.,,d or not integrated into the expenence. 

Bad. While some things may work as planned. the majonty of this title e<the< 
malfunctions to varymg clegrees or it is so dun that the game falls short as a whole. 

Painful. tt there is anything that's redeeming ma game of this caliber, It's boned 
beneath agonizing gameplay and uneven execution in tts features or theme. 

Broken. Basically unplayable. This game IS so insuffiaent 11 execution that any value 
would be derived in extremely sman quantities, ~ at aD. 

Dane Cook. Not even funny. 

> Replay Value 

High - You1 SliU be popping this game in five years from now. 

Modenlely High - Good for a long v.ilile, but the thnlls won't last 
foreYeJ. 

Moclerale -Good for a few mooths or a few times through. 

Modenlely low-After finishing it, there's not much reason to give 
it a second go. 

low - You'll quit playing before you complete the game. 



Trauma Center: Under The Knife 2 

Age of Conan: 
Hyborian Adventures 
Half of the content in Age of Conan isn't printable in this family maga
zine, but that doesn't mean it isn't fun. Making emphatic use of its 
Mature rating by the ESRB, this MMORPG is the most visceral, bloody, 
intense experience in the genre to date. Spectacular visuals, intriguing 
storylines, and open-ended player-driven endgame PvP content await 
adventurers in this Norwegian import 

For our newer readers. here is I glossary of terms and acronyms that commonly appear in the mapzine. 
Video game veterans should move along (these aren't the droids you are looking for). 

Cootertsucable 
anlykxarulls. 

IOIOi - A resolubon speoficaoon used kx HOIV 
1080lscandskxresolubonal 1920<1080pcxels. 
Toe -;- means that lhe ooeo 5 ber,g llllerlaced 

I OIOp - Currently lhe best resolubon kx gamng 
oo an HDTV. In v.,desoeen, 1080p generates 
an image at resootJon of 1920<l080., 
progres5ll'e foonat 

410p-~ !Cdlff1& t!-cs""""" ("p"• 
progres511'e), aealeS. p,cn.re s,g,,ai...., _ 
lhe scan ines al a """""11J01 llllerlaced 
poaue. 480 c~· • mdaced), to <reate a 
llOllCeably shatper mage. 1he 4SOp rnage 
offeis higher p,c111e resolubon and elmnates 
virtualy all moCJon artJfaas'" a 640x480 p<Xel 
resolubon~ 

72Gp - A resolubon speoficaoon used kx HDTV. 
720p scands kx resolubon al 1280x71!J 
pcxe1s. Toe ·p· means that lhe ooeo 5 " 
progress,,,e format 

- - A 1em1 we use kx games like God al 
w,, and Devi May CJy 

ad hoc - A type al meless oonnecbOn !hat 
connects you ""1h - players I\ you, 
mmediate """1lly 

Al - Artlfiaal lnteligence. Usualy rele,s to he,,, 
..,, lhe ~ reaas to lunan apponerts 
or ..ns ""1h lunan alies 

- - A 1em1 we use kx games il:e Myst 
and Escape From Monkey Island 

blooa - ,.,., effea that 5l1U/JleS lhe ""'- bured 
'P' al~ ~ ret1ear€ off al sulaa,s 

-.i - A 1em1 we use for games i1e Sane k? 
and Maoo Pany 

eel ....... A tednque used to create 3D 
renden!dobteaslhatreserrlilehan<khwn 
anmaoonrels 

CG-~ Geleraled. Usualy reles r, 
cu,a,,es not don't use"1jiS!leg,aphcs 

DlC - Downoadable a:roert. Usualy tak,s 
lhe form al ""'l)t!llSl'o or free add<ins to 
"'1Slllg games 

El - E1eannc Entenannent E,po. A gamng 
cooYenllOO held e-,ey year Sllre 1995. k 5 one 
of lhe large,l .......is I\ lhe ganq rdustry 

finl-,.ty-Agame~::-
maoolacl>.re's nemal ieams 
"°"""'Ylor .. .,..,systan 

ficlllioc - A leml we use for games 11:e Morlal 
Koo-bat and Dead or Awe 

FPS - First-l'eson Shoaler. Desai>es games 
like Halo. Doon\ and Cal of Wy. Also used to 
denote lhe phrase 'Ir.mes per semnd." or he,,, 
many anmaoon frames happen 11 one s,a,nd 

,,__ - 1he frames al anmall00 used ., 
generate lhe awearance al""""""" 
--Agame'sm,nusand~ 
HDTV - ~ Dew-. lelew;o, 

HP - Hit Por1ls. A runeral represerum of a 
charaae(s-ile. Corrmon 11 Rl'Gs 

- - Atypeal wn,lessamea,oo 
lhat uses lhe lrmnet toamea WJlh other 
piayers <M!f 01 <islances 

IP - lntele<!ual Pnlpefty. A• same or 
iardl,e - lhe deas and dwaae,s 
an.,,d-

--~topdcwl-like 
- 3 or Balcb's Gare Dart Alancr 

ioaies - Cndw:al ines nat loci< pgged when 
lheyshoudb....-

1.AN- Local Neil - CcmeclJng ~ 
or w:\S0les togetherwalwi a smal spa to 
;Jo,, mrrmncaoon betY.,,eri lhem. Pl<Mdes 
fast.smianeousgan,q,lay 

MMO - Massr,ey ~ Orb. Usualy 
applied to~ tdes, we use h5 leml for 
gameswahpetSISlet,........,.,.orh...ids 
Ile Ml°"5I and l'«ll1d of \\aroalt 

- blur - Phn:m frames fob, an obJ,a 
tog,,e lhe-of realist,cspeed 

- - A leml we use for games like wtar Hero 
and Rod Band 

NPC -~ CMaclel. 1hase ~ and 
""'"""you ... ~ amnl I\ games 
""".., not ber,g mntroledby aCl1Jal -

pride llhds -~ 11:e srnol:e or~ 
created11...i-une 

plado,wo - A 1em1 we use for games Ike 5'4)er 
Maoo and Rauhe! & Ori 

,.,... - Wien obteas 005(Jffl1 suddenly 
appear, t)l)ICilly ciJe to poor aaw cistance 

PSl- SonyPlayStabor,2 
PS3 - 5on{s f'la,;5labor, 3 console 
puule - A term we use for games like Tetns 

and Pia= 
,... _ A term we use for games il:e Gran 

Tt>15IOO and Mano Katt 
IIPC. -~ Game. A leml games like ma! 

FM"llaSy and 1he Elder Saols 
m - Real-rme Strategy A sd,ge<R of str""l!Y 

games incbq lilies lb, Stirualt and 
O:mnand & Caq,er 

- - A leml we use for games like bus, 
and Gradus 
--.. - Mldlael Bay had better gel 

lwn 'WI' 
,ports - A tem, we use for games like Madden 

NFl and Top 5pll 
~ - A tem, we use for games like Dlsgaea 

andfeEn-lliem 
~ - 5ometlq made for a console by a 

cnmpany other lhan lhe console maruacnn, 
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W 
e're always looking for progress in our 
video games - especially when it's a 
year-to-year series like NCAA. Weird, 
huh? Less time between iterations 

means we expect more? Unfair, perhaps, but if 
you're looking for a reason that separates this year 
from the res~ then NCAA 09 has it - online 
franchises. Yes, the one feature we've been 
waiting for is finally here. As far as dynasties 
go, however, Rome wasn't built in a day -
and neither is yours. 

The one thing that I enjoyed other than 
going up against a group of online players 
was the fact that the game's Online Dynasty 
feature kept up the mid-week recruiting. 
Knowing that everyone else in the group 
was recruiting from the same pool of players 
made me more careful and vigilant in my 
recruiting tasks. Since I find the back-and
forth of recruiting (which is the same phone 
call format from last year) generally tedious, 
it was nice to find that all the hard work 
paid off in stealing some unknown three
star juco athlete from my competition. The Online 
Dynasty mode also includes all the bowl games, 
red-shirting, and offseason trappings of your regular 
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Dynasty. You can even get a friend to step in for 
the CPU for those weeks you're not playing human 
opponents. This makes playing in small leagues 
more interesting. 

The hum of EA's dynasty servers can only keep 
you so warm, and the game is a mixed bag of 

new and old outside of this glitzy new feature. My 
vote for the most important addition goes to the 
subtle moves ball carriers can access simply by 

moving the left analog stick. These new moves 
aren't as extreme as the right-stick jukes, but they 
are important for maneuvering though small spaces 
without losing your stride, such as on kick returns 
and interior runs. Thankfully the animations for 
these are relatively compa~ so you won't waste 

movement by putting your hand on the 
ground, for instance. I'm also impressed 
by the increased attention to atmosphere, 
with the QB composure ratings and loud 
stadiums that can wreak havoc on your 
audibles and hot routes. 

Such additions are unfortunately over
shadowed by the glaring legacy problems 
that pop out at you worse than the 
Oregon Ducks' uniforms. Magnet catches, 
floating receivers, catch-up Al (and flat-out 
poor Al in the campus Legend mode), 
and outrageous forward momentum for 
ball carriers drag down the improved gang 
tackles, overall tackle variation, and smart 
pre-play options added in NCAA 09. This 
game is going places its predecessors 

never wen~ but it's also unwilling to ditch a past that 
is just slowing it down.-KATO 

BOTTOM 8 25 
LINE • 

> Concept Onlme Dynasty 
play ~ lhe brg fOCIJS here, wh,ch 
leaves some leg.icy gameplay 
problems unattended 

> Grllphia: Gang tackles and 
shoe-stnng grabs look cool. 
OJeral\ the presentallon is good 

> Sound: You can add your own 
songs to cue up during pre-set 
situations 

> Playability: The new running 
moves on lhe le!t analog stld< 
help make m<Mng lhe ball
earner pretty smoolh 

> Enltlulnment: NCM's 
brand of college football is fun, 
but • requires a certam suspen
sion of your expectations 

> Replay Val~: High 

Second Opinion 8.5 

~lhistSapeprallyl 
can gel behind NCAA 09's 
gameplay 15n't revouton-
ary, but IIS poll5hed arnma
tJons, tweaked gameplay that 
refttds the~ nature 
of college foott>all and new 
"about damn time" features 
ltke locabon-based passing 
and fonnabOn-speofi audi
bles are al sleprn the right 
dR<!Jon. Many of the legaty 
problems of years pasl a,e 

dimnshed. though you1 still 
see the oaasional lllllled 
~ map! pass. or 
tractor beam ladder. The 
l>,T1asl'/ mode is basically 
the same, Vt1h sii;t modi
ficalions to the already solid 
"°1Jlll,g ~ HoweYer, 
now you can take the com
pelilion orh Vt1h 11 fnends 
to~ for~ and 
reauils - a major plus in 1111 
book. The negllml Campus 
Legend mode, on the Olher 
hand, is Slill hindered by 
repelitiye playcalling (the 
draw again!?) and a bomg 
off-fieldregjmert.lsNCM 
09 a conference conlender? 
No dcUlt. A 8CS cranp? 
Mao,t,e ne,clye«.-BEm 





T 
he move to band-specific content releases is a 
smart one for Activision. It's an easy incentive to 
offer big names (like Aerosmith) to gain access 
to their back catalogue, and a new retail disc 

can be released with a unifying concept behind i~ even 
through very little has changed from the base game. 

Enthusiasts may wonder why they can't just down
load these songs for their existing copy of Guitar Hero 
Ill. It's a fair gripe, but it must be balanced against the 
numerous small features that flesh out Guitar Hero 
Aerosmith beyond the new songs. New venues and 
motion-captured versions of the titular band look grea~ 
and the video interviews with its members are a blast 
for music history buffs. 

The music itself certainly shouldn't gamer too many 
complaints - a lot of Aerosmith's best stuff is playable 
here, from "Sweet Emotion• to "Love in an Elevato( 
There's also some fantastic music from bands that 
played with these Hall of Famers over the years, from 
Ted Nugent to Run-DMC, even if some of these songs 
are covers. 

I feel foolish describing this now ubiquitous gameplay 
style to the uninformed. Suffice to say, the falling gem 
gameplay is easy to pick up and play, thanks to some 
great track layout work from Neverso~ It should come 
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as no surprise that the last couple song tiers are chal
lenging, particularly when dipping into one of Joe 
Peny's inimitable solos. Unfortunately, it's all over too 
soon - the game only has 41 songs - a little over 
half of what Guitar Hero Ill boasts. With the impend
ing release of Guitar Hero: World Tour, I'm going to go 
out on a limb and guess that downloadable content 
for this Aerosmith release will be sparse. 

Love the band-focused formula or hate it, Guitar 
Hero: Aerosmith is a herald 
of things to come. This won't 
be the last Guitar Hero with 
an individual band for a sub
title. It remains to be seen 
whether a public that increas
ingly downloads singles and 
listens to mix CDs still wants 
a musical experience focused 
on a single act Whatever 
the answer, Guitar Hero 
Aerosmith delivers where it 
counts - with great music 
enhanced by the chance to 
play along.-MILUR 

BOTTOM 8 
LI NE 

> Concept An expansion to 
Guitar Hero Ill with Aerosmith 
character models and their 
best 50011$ 

> Graphics: There's some 
great motion capture work. but 
otherwise expect a repeat of the 
bright colors and caroonish exag
geration of GH Ill 
> Sound: Some of the best 
50011$ from one of the most pro
lific bands out there, plus several 
tunes from ads they've played 
with r,,er the years 
> Playability: A rare game that 
appea~ to the hardcore crowd as 
much as new gamers, gameplay 
~ access,ble and grows with yoor 
skilllevel 
> Entertainment: This is great 
new content for fans of the 
band - just don't expect a bland 
new game 
> Replay Value: High 

Second Opinion 8.25 

In a Ye/, consider this 
Neversoft's counter to Rock 
Band's myriad download
able songs. However, the 
VH I documentary ~ pad(
agmg succeeds in adding 
new material to the game 
wlule giving players a strong 
defense of Aerosmith as 
being a great rod band. tt 
you only know the '90s hits, 
you11 be surprised at just 
how hard this band hit in 
their drugged-out '70s peak. 
In acktitlon, there's a nicely 
selected group of songs 
by bands v.tlose career.. 
int~ed with Aerosmith, 
llldudmg Ted Nugen~ The 
~ . Stone Temple Pilots, 
and ~ onscreen cameo 
by DMC of Run-DMC While 
I'm surprised the much
debated guitar battles return, 
and I stiU bemoan the lad 
of a bass career (especially 
because Tom Hamilton is 
one of the greatest bass-
ists m rod history), most of 
the game provides us with 
exactly what we want more 
great GH Ill gameplay and 
awesome tunes. Predictably, 
Aerosmith fans will be in 
heaven, and the rest of 
you may come~ with a 
greater appreciation for the 
formidable axe skiRs of Joe 
l'ffly.- MATT 



PLAYSTATION 3 I XBOX 360 

The Incredible Hulk 
> STYLE I-PLAYER ACTION > PUBUSHER SEGA > DEVELOPER EDGE OF RfAUTY > RELEASE JUNE 5 > ESRB T 

STUPID SMASHING 

T 
he Incredible Hulk, 
also known as The 
Green Vessel of Anger 
With an IQ Slightly 

Higher Than Paris Hilton, is 
back to punch holes in another 
city. Moreover, he's returning 
to show us that he can be a 
more versatile character than 
just a moron who throws 
things. With his friend, Rick 
Jones, dishing out orders and 
tagging along to clean up 
his messes, The Hulk shows 
us that he could be the next 
Lassie. "Oh no! Terrorists have 
planted bombs across the 
city! Go get 'em, boy!" This 
relationship is disturbing, and 
The Hulk's docile demeanor 
is more Bill Bixby than 
Lou Ferrigno. 

The ploi which could crack 
the Top l 00 list for mankind's 
greatest narrative failures, 
gets more confusing by the 
second, and somehow man
ages to be far-fetched even for 
a comic story. Four scientists, 
dressed head-to-toe in colored 
Power Rangers-like armor, 
devise plans within the Citadel 
of Science to create the ulti
mate killing machine. Edward 
Norton accentuates this unin
tentional camp by channeling 
a half-awake zombie through 
his dialogue. The story and 
characterizations are so bad 
that they end up being enjoy
able for all the wrong reasons. 

The only area where this 
game hits the green nail on 
the head is in the destruction. 
The Hulk can knock down 
buildings, toss puny humans 
over skyscrapers, and run right 
through a bus. His untamed 
power is backed by a stun
ning fireworks-like display of 

smoke, debris, and bodies 
flying through the air. It is such 
a focus, in fact, that one of the 
goals requires you to destroy 
all of the landmarks in New 
York City. 

The entire city is open to 
you from the outsei and is 
loaded with striking details and 
objects that you just want to 
smash. You are tasked with 
completing annoying mis
sions that often have timers 
and numbers on them, but 
you can always veer off of the 
story path just to raise your 
wanted level and see how 
many tanks you can destroy 
by throwing cars at them. 
Outside of the clumsy system 
of having to press two face 
buttons at the same time to 
heal or unleash a super attack, 
the controls feel greai and 
will seem familiar for anyone 
who played the brilliant 
Xbox, GameCube, and PS2 
game, Ultimate Destruction. 
The Hulk's move set isn't as 
dynamic (or large) as it is in 
the previous game, but the 
actions available definitely fit 
the character. As impressive 
as his moves are, they don't 
always go off without a hitch. 
Poor collision detection, erratic 
camera swinging, and laugh
able Al often put an uninten
tional comedic twist on the 
large scale action. 

The word "good" should 
never be used when 
describing this game, but 
•entertaining" definitely fits 
it. Who doesn't love smash
ing stuff? The Hulk does it 
better than anyone, and it's 
captured quite well within 
this game.--REINER 

BOTTOM 6 75 
LINE • 

> Concept A poorly »titten and 
poorly constructed game can't 
hold the green bean bad lrom 
bleaking stuff m amusing ways 

> Graphia: A showcase of 
destruction and mayhem 

> Sound: Kisten Dunst needs 
lo hand her "Wool ~e 
11/Jor" ;w,aid CM! lo Ect.vard 
Nolton. He may halle literally 
phoned n in 

> Playability: Oieap dealh 
somet,mes comes lrom the 
game not recognizing !hat you 
are hrttmg 1wo buttons together 
at once. Other lhan lhis, the 
controls are eas-t to pick up, and 
the destruction is brilliant 

> Entertainment: Terrorizing 
a oty is fun, but protecting it 
lrom terrorists ~ a different story 
altogether 
> Roplay V1lu..: Moderate 

Second Opinion 7 

It's hard to cnbCJZe this new 
Hulk game for so blalandy 
copying the formula of 
2005' s The Incredible Hult 
Ukmate Deslrucllon. From 
lhe rmssion st)4es down 
to the lt.mplllg mechan-
lCS, this new adventure well 
lhe green goliath rTlllOO 
that ear1ier excellent game. 
Unfortunately, the OOf11 
doesn't hold up to saullny. 
Odd coHision and Al behav
ior ISSlJeS are lhe most pro
found techrucal rntShaps, 
and \\Onky controls don't 
aw.ays respond lhe way you 
want them to. Hulk's suite of 
moves IS extremely l,mfed, 
and t only grow; margin-
ally as the game pr~. 
Unenthusiastic voice actJng 
and a few ludicrous premises 
for r11ISSions bkn lhe half
hearted a11emp1s at story. 
With all that said. there's an 
iMfi.j lol to smash as you 
bounce through Manhatlan. 
and there's a genuine 
attempt to delM!I-a weald, 
of content as you do rt Loads 
of missions, side jobs, and 
a huge runber of collect
ibles and unlockables make 
this a worthy time sud<. even 
I your escape into epic 
vandalism isn't the most 
polished ganmg e,cperience. 
- MILLER 

XBOX360 

Don King Presents: 
Prizefighter 

> 5TYU 1-PIAYER SPORTS (2-l'IAYER ONUNE) > l'll8USMEI 2K SPORTS 
> DEVElOPEI VENOM GIW.ES/2K NEWCASllE > IIElASE JUNE 10 > ESIB T 

BATTERED BUT PROUD 

W 
ith reigning 
champion Fight 
Night lost in the 
wilderness, it was 

only a matter of time before 
someone stepped up to chal
lenge the king, Nobody fills a 
spotlight quite like Don King, 
and rve got to give the man 
credit on this one. Prizefighter 
is far from a perfect specimen, 
but it's not a sack of pota-
toes either. 

Prizefighter feels as respon
sive as Fight Nighi even 
though it is a button masher. 
It's not the way I would have 
gone, but it's still not the major 
gripe I have with the game. 
While this title presents a lot 
of the boxing fundamentals, 
like the importance of foot
work, blocking, stamina, and 
counters, the punch anima
tions don't match up with the 
correct results. Thus, you'll 
see punches that miss but 
still hit their targe~ and some 
that just miss .. .for unknown 
reasons. The blocking system, 
which includes a shoulder
button modifier that lets you 
perform stationary dodges 
from the torso up, is also 

unreliable. \/\/hen combined, 
these two factors can leave 
the game open to victory by 
button mashing when either 
you or your opponent are 
landing strings of outrageous 
combos no matter what the 
other boxer is doing, Early in 
the game I got a n::o during a 
round where I threw nothing 
but uppercuts. later on this 
strategy failed, but the anima
non annoyances persisted. 

Despite these problems, 
Prizefighter is not without its 
charms. The use of video inter
\lleWS with luminaries from 
the boxing world talking about 
your character's ascension is 
a cool technique, as are the 
kinks in the road to superstar
dom. Your career isn't super 
deep, but it easily tops Fight 
Night's bare-bones mode. 

Prizefighter definitely has its 
frust@ting moments, but there 
was enough fight in it - in 
and out of the ring - to keep 
me from needing the smell
ing salts. ThlS series has taken 
some punches, now let's hope 
rt knows how to counter-attack. 
Then we could have a serious 
battle on our hands.-KATO 

BOTTOM 7 5 
LINE ■ 

> e--,t Even though t s 
a lxilon-masher 11 an analog 
world, Don King's not jUSI here 
to grab the mooey and run 

> en,l,ia: o..erall n doesn't 
1oo1' bad. The body sweat effect 
is rice. but the spray and bruta~ 
ity ~ not f"oght Night quality 

> 5-M: SurvMx's "Eye of the 
r oge(' 61s ocely here. Boston 
does not belong. however 

>~The inconsastert 
blod:llg ~ and mlSSed 
pooches rustJate 

> EIIIPt • 1 Ths game IS 
raheJ as bad as i ~ nor as 
good as i could be 

> -..r V-: Moderate 

Second Opinion 7 

Prtz~er's prize po=sion 
IS eBI( lhe career mode, ll 
'M1Ch you create a boxer and 
relive 1is rags-ID-fiches <JJ.ory, 
compiele With memorable 
bot.cs and doa.menlary-
51',le fooage chronicling 1is 
pu5Ultof~domln 
the mg. !he Wion-mashing 
actJon lads lhe fludty of the 
supenc, flght N,gtt analog 
amo1s, bti lli demands 
sa Landing combos wh1e 
~ punches and danc
rng ¥Otfld lhe nng IS a 
roost' you don't-i to 
end up a bloody mass on 
lhe mat. UnlofnnJtely, the 
anrnatJons ran't hang With 
y01J'stmgofiabs,hooks. 
and upperw1s. as punches 
frequent{ rTllSS lhe,r loca
tion. Even ~ I J,lCked 
an opponent ll lhe shoulder 
wh1e tr,,ng to land a hook 
to lhe face, he went down 
as, I rearranged hos brat11 
eels - go figl.we. Stil, tlis IS 

a decert~ fight for 
bcang fans wil1rng for lhe 
next~ boli ol 
f'~~-BERTZ 

GAME INFORMER 13 



PLAYSTATION 3 I XBOX 360 I Wil 

Kung Fu Panda 
> STYU 1 TO 4-PlAYER ACTION/PLATFORM > PUBLISHER ACTMSION > 11£11£LOPER LUXOFLUX 
> RELEASE JUNE 3 > ESRB E 

A WORTHY PANDA 

I 
'II be honest: I look forward to reviewing 
games based on popular CG-animated chil
dren's movies about as much as doing my 
taxes or contracting polio. More often than 

no~ they tend to be a mix of shoddy combat and 
hollow platforming diches aimed at doing only one 
thing well: relieving parents of their hard~amed 
money. Thankfully, there are the odd surprises, 
and Kung Fu Panda is most certainly one of these. 
From beginning to end, it's an entertaining mix of 
bracing comba~ polished platformin& and a good 
dollop of humor. 

Kung Fu Panda was made by Luxoflux, which 
cut its teeth on more adult-oriented titles like 
Vigilante 8 and the True Crime series. The studio's 
experience shows. While Kung Fu Panda doesn't 
exactly innovate, it distinguishes itself from the 
pack by cleverly swiping bits of gameplay from 
better titles and its keen knack for knowing just 
the right moment to give players a bit of variety -
be it a chase sequence, timed button pressing a 
la God of War, a stationary gun turret section, or 
alternate playable characters. 

It does the basics well, too; the combat system 
(which features an astonishing amount of cus
tomization and upgrades) is excellent In boss 
battles, you actually have to use (gasp!) strategy 
and attack in an intelligent manner. While the 
platforming can be a bit wonky at times (land
ing on some objects in the environment can be 
tricky), the frequent checkpoints save you from 
any real frustration. 

What's more, many of the jokes actually inspire 
laughs, due in large part to the humorously por
tentous voice work. To top it off, there are a host 
of solid multiplayer brawling contests and other 
unlockables to open up during your adventure. 
While Kung Fu Panda certainly isn't breaking new 
ground, it's inspiring to know that studios are still 
capable of doing quality work in the well-worn 
platforming genre.- MATT 

While it 's a fme game on any system. the W11 lags behind 
the P53 and Xbo, 360 m terms of both visuals and control 
mechanic\ 
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BOTTOM 8 
LINE 

> Concept Create a IKensed 
pladooner that's actually fun to 
play. Wrrf didn't someone think 
of this before> 

> c.ra,hlts: On the PS3 and 
360, th~ 5 one nKe looking 
game. On the Vvt( not so 
mudl . 

> Sound: A nKe score supple
mented by voKeovers from 
the world's best .lad< Blad 
1mpe!SOOator 

> Pllylbility: The slight =es 
wrth pladorm1ng and camera 
are more than made up for by a 
solid and deep combat sy.;tem 

> Eart.tll...i: I played all 
the way to the end, not because 
I had to for oorl\ but because I 
wanted to - somethmg I rarely 
say aboot these types ol games 

> Replay value: Moderate 

Second Opinion 7.75 

~ there were a concoction 
used to open up the gates of 
hell, there's a gocid chance 
that it \\OOld be composed 
of talking amma~. a Jack 
Black ~or. and a 
game based on a computer· 
generated children's film. 
This mixture may sound 
like the devil's IVOf1c, but it's 
actually a winning formula 
for ga= Like the film, 
Kung Fu Panda's combat 
is mighty fun. Thanks to 
the fluid movements and 
excellently crafted controls, 
unleashing combos upon 
hapless boars is a blast The 
game also proooes a nice 
slice of variety for the sup
porting cast. be it a flying 
sequence or the chance to 
see \\rat the master can do. 
To top it off, ils SIQI'/ flows 
well and is loaded with hilafi. 
ous dialogue and beuifully 
animated sequences. In a 
summer filled with wretched 
mov,e-based games, this is a 
nice surprise. - REINER 

PLAYSTATION 3 I XBOX 360 

The Bourne Conspiracy 
> STYLE I-PLAYER ACTION > PU BUSHER SIERRA > DEVElOPER HIGH MOON STUDIOS> RELEASE JUNE 3 > ESRB M 

BOURNE DOES BOND 

Y 
ou have to credit the Ludlum 
estate for treating its star 
super agent right Instead of 
tacking a hastily produced 

game on the coattails of a film, they 
hired Sierra and High Moon Studios 
to craft a standalone Bourne game 
from the ground up. The resuh is an 
experience that largely conveys the 
style of the films. If only the same 
amount of attention was paid to the 
troublesome gameplay. 

The Bourne Conspiracy follovvs 
the plotline of The Bourne Jdenti/}', 
but distinguishes itself by induding 
flashbacks that show the $30 mil-
lion killing machine in action before 
he malfunctions. As with the superb 
films, the hand-to-hand combat and 
thri lling chase sequences are the 
centerpieces of the experience. The 
simple-inpui complex-output two
button combat system unleashes a 
fury of kicks and punches in Bourne's 
signature Kali martial arts style. Land 
enough punches and Bourne per
forms an improv takedOINf1 move 
like the famed pen stab. Each fight 
features Paul Greengrass' directing 
style, with quick cuts and ever-shifting 
camera angles giving you a unique 
view of the action. 

The heart-pounding chases take 
a page out of the God of War play
book, using quick-time button events 
to simulate the thrill of Bourne's 

escapes. The game also delivers one 
car chase, which, while hampered by 
the arbitrary city borders, still features 
great moments like crashing through 
comer stores and cruising through 
tight alleys. 

Not all of the game preserves 
the character of the films, however. 
Though the film-based Bourne is 
often so ahead of the game that he 
avoids major conflicts or resorting to 
gunfire, his video game counterpart 
isn't as sawy. During the flashback 
sequences, Bourne wields machine 
guns, fights entire armies, and takes 
on helicopters and APCs. Plagued 
with poor cover and sketchy shooting 
mechanics, these action sequences 
pale in comparison to the hand
to-hand combat Worst. of all is the 
battle logic. Bourne cannot disengage 
or avoid dose quarters combat 
situations, which are automatically 
triggered if an enemy is within punch
ing distance. When surrounded by 
snipers in elevated positions, Bourne 
would never engage in fisticuffs, but 
the game gives you no choice if an 
enemy gets too dose. 

Though The Bourne Conspiracy is 
weighed dOINf1 by broken gunplay 
mechanics, its thrilling hand-to-hand 
combai slick presentation, and rela
tively short time commitment ( eight 
hours) make it a perfect rental for 
fans of the films.-BERTZ 

BOTTOM 6 75 
LI NE • 

> Concept: Ottch Man oamoo 
and retel The Bcume klentJty 
\\1lh al new llashbads 
> Graphics: Unreal Engine 
flexes ils Holywood muscle 
adequately, despite Bourne 
loobig hke a mentally vacanl 
Abercrombte model 
> Sound: The sunound 
sound nvals the films, and Paul 
Oakenfold lends h5 fast -paced 
beats lo the ac!JOn 

> Playability: The dose quar· 
lers combat is meting, but the 
poor fighllog logic. louchy aim, 
and weak CTNef mechanics result 
m a lol ol cheap deaths 
> Entertainment: Ludlum 
1wwes ,-;a appreoale the ~ 
l<Hhe-fwn JXesentallon slyle, but 
the ac1IOn sometimes feels more 
like Borid than Bourne 
> Replay value: Moderately 
low 

Second Opinion 7 

~ I was skeplic.JI that the 
me6c energy of the Bourne 
films COLicf be caplLwed 111 

game fonn, High Moon has 
managed - at least '" the 
game's tense brawling sec
tions - to emulate the quick· 
CIA, ~ skilled hand-to
hand combat of the mollies. 
However, llSlead of being a 
foundation for an exceBent 
super~ experience, The 
Bourne Coospn-acy flounders 
m a morass of poor design 
decisions. It's hard to mess 
up aming mechanics, but 
that's just what Bourne does. 
Coming in and out of cr:,.,er, 
the rellde ~ almost never 
where you e,pect ( to be. 
a failtng that's even wooe 
for the fact that nothing but 
headshols seem to take 
cfov«l even run-of-the-m1U 
enemies. More importantly, 
the staid level design robs 
the game of the sense of 
lllllenbOn and ingenuity that 
Jason Bourne &;plar.; in 
the films. Here, it's nothing 
more than shoot fight, open 
door, repeat 'Mllle I k:Ned 
the quia-lime button events 
during rutscenes and the car 
chase sequence, the r:,.,eraU 
lade ol variety and polish 
leaves what should ha-le 
been a~ ~ture studc 
11 mediocnty. - MATT 



G 
enerations from now, Resident Evil will likely 
be remembered as the franchise that popu
larized horror in video games. For those of 
us who were playing games prior to 1992, 

we know that the true origin of pixilated scares is 
Alone in the Dark. Its story was greatly inspired by 
the work of H.P. Lovecraft, but its gameplay, which 
blended survival, horror, exploration, and puzzles, 
gave birth to a new breed of gaming. A testament to 
its greatness, many of its signature features are still 
found in modem day horror games. It's been over a 
decade since Alone in the Dark unleashed its genre
breaking lightning. Could it do it again? 

Developer Eden Games, best known for its work 
on revolutionary racer Test Drive Unlimited, has 
channeled an amazing amount of creativity into this 
Alone in the Dark reboot Much of the gameplay 
falls is into "wildly innovative" category. For instance, 
one of the controller's buttons blinks your charac
ter's eyes. If you hold this button down, he doses 
his eyes completely. As odd as this function may 
sound, it is used to deliver some amazing gameplay 
moments. This off-kilter conceptualizing is present 
in all of the gameplay, and most of it brought out a 
surprised "wow" from me. 

Take an ordinary car for example. When you enter 
i\ you can open up its glove box, tum down its 
visor, crawl into its back sea\ hot-wire it if the key is 
missing, and should you choose, leap from it while 
roaring down the road. You can even use it as a 
rolling bomb by shooting its gas tank. Item man
agement is just as unique. Doing away with static 

screens, all item management is 
handled through your character's 
jacke\ which you view from a 
first-person perspective. 

Eden Games even went to 
the length of incorporating a 
DVD chapter selection system 
that allows you to jump to any pomt in the game, 
even 1f you haven't gotten there yet Each leap is 
accompanied by a "previously on Alone in the Dark" 
dip that brings you up to speed on something that 
you may have missed. This cool little idea will allow 
people who either don't have the time or are stuck 
on a specific part to see the finale. 

Like the Alone in the Dark games of old, much 
of the gameplay is comprised of puzzles. Most of 
them offer inventive solutions, whether it be using 
fire in newfangled ways or combining items for 
explosive results. This game has the makings of 
a certifiable hit but the entire experience is cor
rupted by myriad problems. For one, the game 
has no polish. From the graphical glitches to the 
bothersome collision detection, you are constantly 
wondering if you are playing a finished copy of the 
game, or if Eden Games accidentally submitted the 
alpha code. The game's pacing, which starts out at 
a breezy dip of a Hollywood disaster movie, slows 
down to a crawl as players are asked to hunt down 
specific targets spread across a huge Central Park 
environment These stretches are tedious, and are 
here to artificially lengthen the game. 

Functionality wise, the first-person targeting 

system works well, especially for the arc-based 
projectile throwing, but the weapon play, which 
asks players to do little more than press the analog 
stick left or righ\ is a study in how to not do melee 
in games. To top it off, the story, which piqued my 
interest early on with its incredibly dark atmosphere 
and complex characters, ends unexpectedly without 
any real condusion. It would have been better if the 
main character turned toward the screen and said, 
"Sorry, that's all we have so far. Come back when 
we actually finish making the game~ 

Alone in the Dark can be applauded for its inno
vation, but it cannot be saved from its dysfunction. 
Had Eden Games added polish, or dare I say i\ 
play-tested the game, it could have been a wel
come addition for survival horror fans. If you can 
tolerate the broken experience, you'll be treated 
to some memorable and original moments. Given 
the amount of frustration you must endure to 
get there, it's a lot to ask. But if you are a game 
aficionado who is interested in seeing all the 
breakthroughs this industry has to offer, Alone in 
the Dark breaks new ground just as much as it 
breaks gameplay.-REINER 

BOTTOM 6 5 
LINE • 

> Concept: A jaCk-of-alHrades 
game that fe.1tures decent gun
play, swordplay, and driving, plus 
some amazing disaster-themed 
moments - all with very little 
polish or bug testing 

> Gnphlcs: There are times 
where you11 sai, 'That looks 
great,• and others where you'N 
sai, 'Where are the textures] 
Does that even have a texturer 
> Sound: A choir pumps out 
haunung melodies much hke 
Ahrd~ The voke wor'< isn't bad, 
but the actual d@logue is 

> Play1bility: A perfect 
blending of 1nll0Yation and 
bugs alloY6 you to eicpenence 
awesome new concepts in 
pamfulw~ 

> Emetuinmtt1t The 
mysteri•filled SIOf'/ and 1nventJVe 
gameplay 5 enough to pull you 
along through the buggy wat~ 
> Replay V1lue: Moderately 
Low 

Sernnd Opinion 6.75 
, __ hoping Alone in 

1he D.vk would M ~ to ils 
polffltillf. bt.( aitificial game 
lenglliening taoo and a 
sein lack of polish have 
taiRd lhe aa,ne's fta5he5 
of bnliara. On 1he post
""'side. ts get some of 1ht 
mostaclion-packedscenes 
11 pn111.likesrailgadill 
belort a helicopter fal5 on 
you and drMng~ a 
<Jll11bling ~- I doesnl shy 
ilNl1f from ~ large
salf q baales, and most 
of !he clever pumes blend 
~inlolhewortd. 
Th"'51 is a strqe nic of 
innovallOn and annoyance. 
The<Jtxyteele'Sbelween 
cool and kmam. lhe laller 
of wilich is due to 0'lffl{ 
macho, I-bomb laden dia
logue and bolh ho-htJn 
endings. It's cool to din1b 
around inside 1ht cars and 
fid(le wilh 1he knobs, bt.( by 
1he end you1 just want to &'I 
11 and go willru al of !he 
0pOOll5 getting in 1he Wl/f. 
The analog melee allads 
ol1'r an inleresling hands-oo 
feel. but 1hty oon, a1ways 
wont the Wit'/ you want 
D\/0-~chaplernavigaoon 
5 ~ for zipping around 
the game. Unfortunately, 
it's not ~ to skip the 
one llw,g everyone's going 
to want ID - root bool-
ing. Imagine you're playing 
M5a5511l's Creed and righl 
when you're going for the 
final kill, some 'P( says you 
have to collect most of those 
snJPl(l flags in the game 
belore you can continue . 
• ia,ringly kills the flow of 
tliffl!lllay and. for me. is 
Alone 11 lhe Clark's biggest 
511 of al.-BRYAN 
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Top Spin 3 is certarif the 
most amblbous tems game 
we've seen 111 a long tme. 
\Wl1 an mprecederced 
graphical detail, deep career 
mode. Madden-quality ant
malions. and new gameplay 
mechanics that qute lier-
at( change the feel of Video 
game tennis. you can't 
fatjt this t.ie lor not talciog 
chances. Alter a penod of 
~ I ~ to love 
thenew~· 
control S<heme as wel as 
the e,rcellent analog serve. 
However. the htgh diffi. 
aJldy C1JIYe combtned ~ 
some nampng ~-most 
notably the terrible lob and 
a-op slm (whidl make 
server and w>ley opponents 
extremely diffirult to beat) 
and the annoy,ng W8fS that 
your player seems lo get 
sludt il animations instead 
of qu,ddy changl!1g direc
tion - make for a game that 
wi be oft-ptioog lo more 
casual fans. In addition, it 
ccukl sorely use a bit of 
e,,aternenl and glanloo- il 
the presentalion, whidl is 
remarkably dry for a 'iet sef" 
sport lie temtS. Hardcore 
lerll1IS buffs wt find all the 
work of relearning the sport 
'Mll1h 11. tu ultimatelv Top 
Spin 3 feels like an ewltful
,xy step rather than a new 
Slandard. - MATT 

- - --------------?.~:.a-.',---,,.,.=,-;, 

Rock Band rMJl!M 
> STYLE I TO 4-PlAYIR MUSIC 
> PUBUSHER ELECTRONIC AAfS/MrV GM1ES 
> DEVELOPER HARMONIX,'PI STUDIOS > RELEASE JUNE 22 > ESRB T 

IT'S NOT YOU, IT'S Wii 

I 'rn going to spend the 
next few paragraphs 
detailin~ feature sets, 
cornpanng systems, 

and praising song selections. 
Before I do, rd like to ask a 
few questions that should tell 
you whether Rock Band Wii 
is for you. Do you own a PS3 
or a 360? If the answer is yes, 
then you need read no further. 
There is no reason I would 
suggest the Vvli veision to you. 
If the answer is no, but you do 
have a 'Mi, then the second 
question is whether rocking out 
with your buddies in a pretend 
band sounds like fun. If so, 
even with its limited options, 
then this is a pretty sure thing. 

Rock Band has been dramat
ically stripped to successfully 
run on the 'Mi. The character 
creator has been completely 
axed - you play with pre-
fabs. The Band World Tour 
mode has also disappeared. 
The excitement of choosing 
venues, setlists, and growing 
a fan base has been replaced 
by a straightfoiward song 
progression. Behind the ever
descending tracks of notes, 
the background videos are 
entirely prese~ and surprisingly 
blurry. Finally, you can forget 
about downloading songs. The 
game with the best and most 
comprehensive DLC in history 

is missing that component on 
the'Mi. 

All of that stinks. So why is 
it a sure thing for Wii owners? 
Even ravaged by all these 
missing features, Rock Band is 
the best music game on the 
system. It has a fantastic selec
tion of songs, including a few 
of the best DLC hits. The audio 
mix is amazing. the track lay
outs are varied and exciting for 
all skill levels, and the instru
ments are as good as the ones 
for any other console, albeit 
with a shiny white sheen. 

Rock Band represents exactly 

what most people who own 
a 'Mi are looking for. This is 
cooperative gaming at its 
best - the perfect party game 
for friends, family, and new 
garners alike. Even with its 
regrettable omissions, Rock 
Band has a broad audience of 
'Mi owners just waiting in the 
wings to get their chance on 
stage.-MILLER 

BOTTOM 8 25 
LINE ■ 

> Concept: Bring the music 
game phenomenon lo Wii, 
minus many of ,ts best features 
> Graphics: Bluny preset 
background visua~ don't exactly 
1nsp,re enthUSlaSITl 
> Sound: The sound ma 
and the song selection are 
still fantastic 
> Playability: Harmona 
started a revolution in gaming by 
appealing 10 all kinds, and its skill 
~ on display here 
> Entertainment: It may be 
missing some of its best conten, 
but Rock Band is still a blast 
> Replay Value: High 

All of the limitations and 
wonarounds of the PS2 
version of Rod Band have 
essentially been copied and 
pasted to lhe WiL It lads a 
character creator. true World 
Tour mode, and download
able content On the plus 
side, live new songs have 
been th«M11 in and wireless 
guitars are standafd. IMlile 
you don'I have lo jam a 
remote into your controller 
bke Guitar Hero Ill's Les Paul, 
a USS dongle is required. 
unae the 360 or PS3, the 
Wii only has USS port5 in the 
back of the console, so have 
fun yanking your system out 
o1 the entertainment amr 
M.fY time you want ID plug 
in onstrumen1s. The 360/l'S3 
veoons are better in MfY 
way, but ff lhe Wii is the only 
system you'B ever own, this 
is a suitable way lo get you
Rod Band fix.-BRYAN 



PLAYSTATION 3 

Monster Madness: 
Grave Danger 
> STYLE I TO 4-PLAYER ACTION (UP TO 16-PLAYER ONLINE) 
> PUBLISHER SOUTHPEAK GAMES> DEVELOPER PSYONl)\IARTIFICIAL 
STUDIOS > RELEASE AUGUST 8 > ESRB T 

GRAVE ROBBING 

L 
ike a decaying zombie, 
last year's Xbox 360 
teen-horror hack and 
slasher rises from the 

grave and shambles with a 
groan onto the PS3. In case 
you're not familiar with the title, 
here's the quick and dirty. Four 
unlikely schoolmates are thrust 
together in a "no time for 
explanations" storyline that has 
them battling hordes of mon
sters ravaging their town. 

The top-down action lets 
you use a variety of weapons 
scattered across the envi
ronment, but you'll quickly 
abandon melee combat in 
favor of buying and upgrad-
ing new weapons cobbled 
together from everyday parts. 
The action is about as fresh as 
a zombie's breath, but it's fun 
in the same way as a campy 
B horror flick. Conversely, the 
dialogue is so cheesy it should 
be breaded, fried, and sold at 
some state fair. Every character 
grated on my nerves and took 
away from the overall charm 
of the game. 

Grave Danger boasts many 
improvements over the 
Xbox 360 version. The ter
rible checkpoint system has 
been replaced with an instant 
respawn that makes the game 
more forgiving. Also, South
Peak added a new challenge 
mode that lets you take on 
a variety of Galaga, Pac-Man, 
and DDR-like events. These 
minigames range from cool 
to frustrating, but at least they 
offer a nice change of pace 
from the main story mode. 

Grave Danger's biggest prob
lems are old bugs that never 
got exterminated, like the one 
that leaves your vehicles stuck 
in walls. The camera can still 
be an issue, especially with the 
more friends you try to crowd 
onto one system. However, 
given that the game now has 
online co-op, it's easier to 
experience fewer of its faults 
by playing Grave Danger 
online with a friend.- BEN 

BOTTOM 7 25 
LINE • 

> Concept: kl updaie 10 ihe 
Smash TV concept ihat proves 
Wf>f games must continue 
to evolve 

> Graphics: The brighl comic 
book levels keep in tone \\ith ihe 
game's <M'filll rampy feel 

> Sound: The voice won is 
terrible and sounds like ~ might 
have been rec01ded in some
one's basement 

> Playability: This is ihe perfect 
buddy bultoo masher; it's easy 
for casual gamers to pick up 
and play 

> EntHtainment With a s!OfY 
ihai makes you feel like your 
walching a junior high talenl 
show, you'll be ihankful that you 
can (and wilQ skip ihe artscenes 

> Replay Value: Moderate 

Second Opinion 6.75 

With Grave Danger, the 
deveiope,s set out to fix a 
few things. add in some 
bonus content, and hope for 
the best While online co-op 
and a more forgNing ched.
point system are certainly 
welcome, not much was 
done to remedy the gratiig 
story, four-player c.11nera and 
slow down problems, and 
vehicles getting studc in the 
environment. The 25 new 
minigame challenges offer a 
few decent thnlls, but most 
of them aren't wol1h pla)ing 
m01e than once. Donl get 
me ....-ong. fans of Smash 
TV~ shooters could rent 
this and have a ·not bad" 
Saturday afternoon 'Mth 
some friends. Just know what 
you're getting into.-BRYAN 

.• reviews 

PLAYSTATION 3 

SingStar 
> STYU 1 TO &-PlAYER MUSIC> PUBUSHER SONY COMPUTER ENTERTAINMENT> DMLOPER SONY COMPUTER 
ENTERTAINMENT EUROPE> Rfl.EASE MAY 20 > ESRB T 

YEP, MORE KARAOKE 

Y 
ou should really know 
by now whether you 
are the target audi
ence for SingStar. If 

you are, then the question 
for you is what does this title 
offer that other similar releases 
haven't already? To put it suc
cinctly, it doesn't bring much 
innovation to the table, but 
it offers a lot more of what 
you'd expect with some pretty 
slick packaging. 

SingStar features around 
30 popular hits on the disc, 
along with their accompanying 
music videos that play along 
in the background. Whether 
playing solo or in a duet, the 
now familiar side-scrolling bars 
deliver words and approximate 
pitch. I was disappointed that 
the duet mode so frequently 
fails to take advantage of 
harmony parts and backup 
vocals, usually opting for the 
much more simplistic idea 

of switching off the lead. 
OtheJWise, the karaoke works 
just the way you'd hope. 

This PS3 iteration of the 
franchise distinguishes itself 
with a wealth of downloadable 
content and some fantastic 
community features. Even 
music game giants Rock Band 
and Guitar Hero could learn 
some lessons from the easy
to-navigate SingStore and the 
ability to upload and watch 
user clips, most of which are 
as ridiculous as you'd expect 

SingStar's karaoke action 
may be somewhat limited in 
an era that follows the release 
of Rock Band, where so many 
other ways of playing are avail
able. However, for enthusiasts 
who aren't looking for anything 
that complicated ( or expen
sive), SingStar should deliver 
some amusing Friday nights 
with friends. - MIWR 

BOTTOM 8 
LINE 

> c-,pt: It's an old-lashooned 
sing-along, everybody! 

> Grapllics: Crisp menus are 
sornelimes at odds with the so 
music videos. but ihe ~ pre
sentation is dean and attractive 

> SNNI: While ihe incial song 
list isn't as vaned as it should be. 
ihere's a wealth of OO'Mlloadable 
songs f01 a price 

> P1ay111i1i1y: This coudnl be 
more straightf01Ward, and the 
slid inerlace is "Bf to ~e 

> Em<t • II: 'rour fun wil 
be din,c!ly proportional to your 
w,]ini.,,ess to make a fool of 
yourself singing Brilney ~ 

> Replay value: Moderately 
High 

Second Opinion 8.25 

....,. those hoiq for ilff 
kilcl of major change k> the 
core SingSlar gameplay may 
be disappoinled wilh the 
fir5I PS3 enry, plenty of bell, 
and whistles spice up the 
same old Jines.oo-top,d-a
rrusic-wleo Sland,yd. The 
hard cbe alows for more 
video and aucio SMS, O¥er 
200 songs are avaialJle for 
~ alre.idy, and the 
MySpac.e/'ffluT~ 
cormuily feabJes bigger 
the same guily pleasi,e 
~ i1 the brain as 
waldiilg bad Ametical Idol 
cortes1an1s. I jl!Slwish there 
was a better video SMdl 
SlluCIUre and some kilcl of 
in-pne~k>posl 
said wk And rhre are the 
wieless mics?-BIIYAN 

GAME INFORMER ff7 



~ the 360 ver5ion of 
UT 3 is !ale to the party, at 
least ii c:atches the "I' vhil 
ii me;. Lh the PC and PS3 
tlffllions, this frantic lrag-lt5! 
looks amazing. The~ 
~ are pgeous. Mn 
• the plcl and dialop dodt 
111at~athir~ 
reacqlMI.Y.tlllethecam
paigrllMlsare lilllemore 
IIWl~staaeswilh 
bclt5, 1 ~ the dlance 
_, play 1mJl¥I the dlest· 
~ smrywilh a co-op 
buddy, online (N' off. The 
r9I ~ comes &om 
the bigonline nUliplayer 
rnakhes; I looocl the map 
layous in pal1iruar to be 
briliar1. As far as the ttans
fer to analog 5llOS, only the 
V!hide controls come up 
a tad short Unreal will find 
someaMIAysliffCIJll1)Eli
tion wilh the~~ 
!hoolerson uie dle5e days. 
lu il's m1ari{ up'> the 
challqe.-MIUBI 

XBOX360 

Command & Conquer 3: 
Kane's Wrath 
> STYLE 1 ·PIAYER STRATEGY (UP TO 4-PIAYER ONLINE) > PUBLISHER ElfCTRONIC ARTS > DMLOPER EAIA 
> REl.fASE JUNE 23 > ESRB T 

KEEP 'EM COMING 

S 
o help them, Electronic 
Arts is going to keep on 
pounding this square 
peg into a round hole 

until rt goes in through sheer 
brute force. I applaud the 
developers' efforts at refining 
the Wirf players interact with a 
rea~tirne strategy title via garne
pad, but it's going to take a 
serious break from the genre's 
PC roots to create a good RTS 
title on console. Kane's VVrath, 
with ~ weak campaign and 
questionable unrt Al, is not 
that game. 

This expansion's greatest 
selling point on Xbox 360 is a 
reworked control scheme that 
allows you to pull up Mass 
Effect-style radial menus via 
the left trigger. These contex· 
tual interfaces make rt much 
easier to manage your base 
building, production queues, 
and global powers. It's a step in 
the right direction, to be sure, 
but Kane's VVrath's underlying 
design prevents the game from 
being anything special. 

While the single-player earn· 
paign was mediocre on PC, it's 
downright bail on 360. The 
constant need to microman
age Saboteurs to complete 
objectives highlights everything 
that's wrong with the interface, 

and the missions never push 
the player to engage in what 
C&C 3 does best: crushing 
enemies under an unstoppable 
wave of whichever unrt(s) you 
focus on. 

When you have access to the 
precision offered by a mouse/ 
keyboard setup, babysitting 
your forces to minimize the 
impact of their idiotic Al and 
pathfinding is an annoying 
chore. On a garnepad, it's a 
fun-killing nightmare. Don't 
bother creating cornbi~rms 
groups of different un~; the 

faster ones will 
jump ahead 
to be slaugh
tered while the 
slower troops 
are still put
tering along 
hallwirf across 
the map. The 

most effective strategy is usu
ally to grab your entire army 
and baby-step them across 
the landscape using a series 
of short attack-move orders -
anything else generally results 
in your un~ competing to see 
who can make the least effec
tive use of their abilities. 

Online play is as good as 
we've seen out of the genre on 
console, mostly because of the 
improved controls, but C&C 3's 
reliance on hard counters, unrt 
specials, and speedy expansion 
is a terrible fit for the lirnrta
tions of the garnepad interface. 
Kane's VVrath executes ~ 
mediocre ideas solidly, but that 
doesn't make rt any more fun 
to play.-ADAM 

BOTTOM 7 25 
LINE • 

> Concept Bnng 1he recent 
C&C 3 expansion to .l60 
With a nolably ,mp,oved 
control scheme 

> Graphics: Even at HD resolu
tJons. n's tough to keep lradt d 
the chaotic battles. The elfeas 
are grea, though 

> Sound: Tun,ng out 1he ron
stant rem~ that yoos ints 
are under atlad< ~ a necessary 
coprng mechanism 

> Plapbility: Best gamepad 
R1S control scheme ever Now 
wilt1 fiYe percent of 1he usabiily 
d a mouse and keyboard' 

> Entoruinmont: Onine 6 

solid. but I can't lmkd a.
player~ less SUlted 10 
dunky gamepad controls 

> Replay V•lue: Moderate 

Second Opinion 7.25 

Make no mistake. Kane's 
\'tl'alh may be a standalone 
tide Oil the 360, but Ill 
Nery 'Ml lhat matlels (S 
an expallSIOll ol an exl!tJng 
game. (.onsequenlly, ls hard 
to rec.ommend the !Ge to lhe 
~ With !hat cavt',JI, 
this 6 another rwille e<am
ple d E.t:s abity to~ 
ment the RTS lramewori: 
for CXlllSOles. SIR, lhe PC 
controls are sli the t. beaer 
aiernatP.le, lu ts~ 
how nut, you can do wilh 
a 360 controler. The tale ol 
Kane's 111e to power 6 PffllY 
!tandard fare. lu the batlles 
lhemsellles are ceitalltly visu
at, arreslllg. On !he spec· 
tnm ~ ... softly 
and carr,ing a big 5IJdc. rd 
have to say that !he Slraiglt· 
for\9d approach_, taclits 
fawrs the latler. E-ieri wilh 
a lad ol SliJllely and some 
nooceableframelllJler5 
dlmg big~ ii has one 
thilg goilg for it rs a flrlc
tionat ronsole RlS. A rare 
darn indeed.-MllllR 
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I t's been a long time coming. but Age of Conan 
has finally arrived to lend some much-needed 
variety to the MMORPG scene. Taking a vastly 
different tack than its competitors, this dark, 

brutal, and often sultry world makes full use of its 
M rating. A blend of genre traditions and new ideas 
distinguish Conan from the pack for better and for 
worse, but to my delight it largely executes on the 
many promises made by Funcom during its long 
development. 

As a solo experience, Conan isn't much different 
than most other fantasy MMOs. Players can viably 
solo all the way to the level cap, and the variety of 
personal goals make it 
enjoyable. Outside of 
the fantastic Tortage 
intro of levels 1-20, 
the experience isn't 
as polished as World 
of Warcraft or Lord of 
the Rings Online, but 
the unique combat 
mechanics make 
for more engaging 
battles than the genre 
standard. Manually 
activating every swing of your weapon 
and the addition of player collision also 
work very well in PvP. 

The true strength of any MMO is 
its group conteni and here Conan 
doesn't fare quite as well. Classes don't 
play off of each other as well as they 
could in battle, and encounters are 
often sloppy and hard to keep track of. 
PvE content is a step behind the genre 
leaders, with irritating zone design 
necessitating frequent backtracking. 
The solo questing and staid dungeon 
crawls also fail to deliver the excite
ment of LOTRO's story instances or 
WoWs interesting encounters. 

In terms of presenting a shared world 
and fostering social interaction, Conan 
is mediocre at best. Public zones are 
fractured into different instances in the 
manner of Guild Wars, and it's rare to 
encounter more than 10 or 20 players 
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around you in the world. Crafting - a catalyst for 
player interaction - is fairly lame, so it's generally 
only at higher levels that other players mean any
thing to you beyond occasionally fighting them over 
slowly respawning quest items or mobs. 

The real meat of Conan's gameplay is in the 
Borderlands, where high-level guilds large and small 
vie for control of territory and resources. As of this 
writing. the Borderlands dynamic is still evolving. 
with small cadres of power gamers dominating the 
early goings. It's impossible to evaluate how this 
system will play out over the coming months and 
years, but Conan's good underlying PvP mechan-

ics and guild-focused 
endgame design certainly 
have a lot of potential. 
Funcom has already 
significantly tuned up the 
gameplay post-release, 
and further adjustments 
are inevitable. 

Conan delivers the 
best action in the 

amazingly immersive world, and has a lot of room 
for emergent PvP gameplay at the level cap in the 
Borderlands. However, its heavily instanced design 
and lackluster PvE content offer little of note to 
more socially indined players and PvP haters. More 
than perhaps any other genre, enjoying an MMO is 
tightly keyed to your individual taste, and Conan is a 
prime example. Overall, this is a solid, fun, polished 
title that should entertain just about any MMO fan -
at least for a while.-ADAM 

BOTTOM 8 
LINE 

> C-,pt Take the MMO 
gerve in a dader, more action
oriented direction in ttis Pvl'
cenlric RPG 

> Graphiu: With a beefy 
machine to pun1) up the set· 
tings, this is the genre's high 
water marl Don't expect it to 
play wel - a at al - on any PC 
more than a few years old 

> Sound: Limited but ex,:el
lent N PC voice wort and a 
fitting score greatly add to the 
mmersion 

> Playability: The dean and 
useful interface get, the job 
done. and eiu:elent ill-iame 
help and maps are standout 
features 

> En1fflainment Nothing 
in the genre 5 this visct'tal or 
mmeM'e. but the non-Pvl' con
tent often feels Ulll1Sp<ed 

> Replay Yalue: Moderately 
~ 

Second Opinion 8.5 

R's e;isy to fo,get hctN mono
~ huge a~ it 
must be to pu w illl MMO, 
much less a good one. That's 
why Funcom's Age of Conan 
isapidotn:isuccess.Mn a 
the lliJllle Id has sane km 
kl hanmer w. Robert E 
HcMard's seminal sword and 
~ wand is presented 
here as d it-e puled from 
the iUhor's maginalion -
from its pulp <iafogue kl the 
-..itttbulon.Mr~ 
--'Mile the iruigue 
and pfoCs iR ~ 
~ II that anachro-
rislic * the a-play 
thriftjy isn't A portentous 
contialsyslelndewers 
inlereslilg options tor MfY 
~ the wel-slruc1ured UI 
is~ and the approach 
to (Wades and leleiig is 
exdting. It aud use more 
a-play variety, particu
larty omide ol cootlil, and 
the action was plagued WIil 
noCiceabie bugs II the eart,, 
days after release. Even so, 
this is one of the besl MMOs 
yet released. 'Mlh a style aR 
its own.- MIUER 



NINTENDO OS 

Trauma Center: 
Under the Knife 2 
> mu I-Pl.AYER SIMULATION > PUBLISHER Anus 
> DMLOPER ATLUS > RElfASE JULY I > ESRB T 

DOCTOR STYLE 

W 
h1le the Wii editions 
of Trauma Center 
worked surpris-
ingly well, there's 

just something about the 
DS's touch screen that brings 
you deeper into the role of a 
surgeon. Many of the advance
ments of Second Opinion and 
New Blood have been brought 
over for Under the Knife 2 (i.e. 
the pacemaker, defibrillator, and 
penlight). This may be old hat 
to a Wii M.D., but those who 
haven't dabbled in the series 
since the last DS entry will find 
plenty of new surgery types and 
tools to use. 

Unlike the original, more real
istic surgeries persist through 
the entire game instead of 
going full bore into sci-fi crea
ture infections (thank God). 
A few strains of the classic 
GUILT virus make cameos, but 
they' re different enough that 
they don't feel like complete 
rehashes. The new virus types 
are tough without being a 
complete pain in the ass. If you 
get stuck on a particularly nasty 
surgery, you can now occasion
ally dip down to an easier dif
ficulty instead of snapping your 
DS in half in frustration. 

The surprisingly multifaceted 
story covers everything from 
political maneuvering to the 
consequences of hubris and 
tinkering with the laws of 
nature. However, the game 
would benefit from less jibber 
jabber and a more concise 
campaign - which could have 
easily been accomplished if 
your allies would just remem
ber to wear some freakin' 
hazmat suits when going after 
bioterrorists. - BRYAN 

BOTTOM 8 25 
LINE • 

> COll<tpl: Bong Trauma 
Cenier back 10 v.lle<e « belongs 

> <.raphics: OIMously not as 
sharp as recent Wi1 «eratJOns. 
but charaaer art and opera
tJons have stepped up ~nee 
theoogmal 

> Sound: The small snoppets ol 
VOICI' oorl:. are a f11Ce IOOCh 

> Playability: Tool manopula
oon is rnane<ly more preose, 
but the hoochbad< you1 get 
from playing DS on a table brncs 
long play se5SIOflS 

> Enteruinmtnt Possibly the 
best suxy1ine 11 the sene5, and 
~ types constantly change 
With less ol a retiance on fantasy 
ailments 

> Replay Value: Moderate 

Second Opinion 8 

There arenl many senes 
out there that test your 
reflexes and precision like 
Trauma Cem!r. Bad on the 
OS vmere II belongs. Under 
the Knrle 2 reQUffl a SU(

geoo's touch as you patch 
up ycu pabenlS in opera
tions that are more ner
eslrng and vaned than aI'f 

Olher entry. The comols are 
much smoolher now: you 
sill need to be ooermg at 
tmes, bit I rarely let like the 
game was blatant( soew,ng 
me CNef. I also Ile how f IS 

generally more~ 
11 reallly, desjlllf some 
hilariously rulanosh boss 
surgera The story and sup
porting characlel5 exist only 
to surround Dr. StJ1es wilh 
medical emergenoes. but 
vhn the gameplay is this 
fun and chalenglng. a world 
Kl constant penl IS a ~ 
place lo be.-JO_E _ __. 

HANDHELD QUICKIES 

NINTENDO OS 

Civilization 
Revolution 
> STYU t PIAYER STRATEGY (UP TO 
4-PtAYER LOCAi. QI! ONLINE) 
> PUBUSHH 2K GAMES> D£VUOP£II 
FIRAXIS > IIElfASE JUIY 8 > ESIII E ID> 

• 

This bile's greatest 
~tlS 
somp1y 111 deweMg 
the ful CivillzallOn 

Re-,oiuoon expenence on Ntntendo's 
handheld. The outstanding tum-based 
strategy 1s here 1n tts ennrety (see our 
ful rev-e,, of the console vel5IOllS last 
month 101 details). Some few sacnfices 
have been made, notably the absence 
of the in-game CMlopedia, and the 
control is nowhere near as smooth 
as rt IS on a gamepad. However, you 
won't find a deeper 01 fllOle replayab1e 
portable strategy expenence anywhere. 
CMlaallOn Revolunon IS a very WOl1h-
1M11le investment 101 any strateg1u1lly 
minded OS owner.-ADAM 

NINTENDO OS 

LOL 
> STYU 2 TO 4-PIAYER BOARD 
> PUIIJSIIU AGElEC 
> D£VUOP£II SKIP/ROUTE24 
> llllW£ JUNE 2 > ESIIB E 

• 

In LOI., one player 
wnres a quesoon 01 

makes a request and 
up to tlvee other 

people try to scrav.4 a deller reply on 
their OM1 OS (via single-card dov.flload 
play). Eve,yone ge1S tlvee 110tes to 
podt their favontes. Ykich wor1<s fine 
1n foor-player. But 111 smaBer games 
you're f01ted to e<thef vote for every
one or double up. Or you can JUSI \/Ole 
for yourself three tlll'les! Alter a few 
rounds, the game IS r,,er and a winner 

IS declared. There IS absolutely nothing 
else to do on the card except watch 
the credits. CongratulatJons, you 1ust 
spent $20 on 10 minutes of gamepfay! 
The game 1s only available on Agetec's 
website or for free on eve,y OS. It's 
called l'lctoChat-8RYAN 

NINTENDO OS 

Final Fantasy IV 
> STYU H'lAYER ROl.£-PIAYING GAME> PUBUSHH SQUAAE ENIX 
> DMLOPH SQUARE ENDqMATRIX SOFTWARE> IIElfASE JUIY 22 > ESRB EID> 

KAIN IS SO AWESOME 

E 
ven after so many years, the underlying founda
tJon of Final Fantasy rv remains 1ncred1bly solid. 
A rotanng cast of party members means your 
tacbCS are always changing, and the plot twists 

keep you on your toes. The gameplay IS fun, the mUSl
cal score IS amazing, and Kain still retgns supreme. If 
you've forgotten any of this, or never knew it to begin 
with, It's nme to set things nght 

Th1S enhanced remake of Final Fantasy rv does 
a remarkable Job of blending 3D 111SUals 1Mth clas-
sic gameplay; It's fam1har, yet still dnves you to keep 
playing. I couldn't wart to relille my favonte moments, 
and most of them are made even cooler with new 
rutscenes. There's even some extra backstory forcer
tain party membefs, leaving you with fewer blanks to 
fill m yoursett. 

Don't be put off 1f you've never played the original 
version of th IS game, smce there's more here than pure 
nostalgia. As opposed to the 2006 remake of Final 
Fantasy Ill, Final Fantasy rv makes 1ntumve use of the 
DS' capabtlrues. The game doesn't strain itself trying to 
work in touch screen controls; the lower screen is used 
almost exdusr.,eiy for battle info and area maps - an 
excellent addruon. You can use the stylus to move your 
character If you want to, but all other commands are 
entered with the d-pad and buttons, and all the action 
unfolds on the top screen. 

Even wtth rts streamlined design, it's dlfficult to 
escape the fact that the core experience is pretty old. 
You'll still need to do some level grinding, and the new 
features (like mmigames bed to a summon for Rydia) 
seem tacked on. But my btggest romplaint is that 
combat feels slugglSh; even with the battle speed set 
high, the process of attadong, especially casting spells, 
drags on a btt too long. 

There are always gomg to be parts of a remake that 
don't totally live up to the onginal, but It's rare that one 
stays so faithful to the source material as Final Fantasy 
rv DS. The story of Cecil and his companions set the 
standard for console role-playing games. That fact will 
never change. and th1S version gets things right where 
they count the most-JOE 

BOTTOM 8 5 
LINE • 

> COll<tpl: The best old
!Chool foal Fancasy gamt gelS 
an update that kttpS akno5t 
Neryllqyoulo>,,tabotithe 
game roct 

> <.~ks: The new character 
designs are grtae, and al the 
~ and bosses trans«Jon 
""u,30 
> Sound: Features a re1oudied 
11terpretat1on ol one of the best 
gamt sour-.irads - The 
addilJon ol VOICI' a<ll,g IS nol an 
~though 
> Playability: Mnnal touch
screen nonsense retarns the das· 
SIC feet of the conuols, and the 
map screens ar, hdpfu 
> Enlttu.i-,,t ["lel wchoul 
the OOllalg,a faaor, ti's an 
enpf3ble advelni', for anyone 
With a tast, for traditJonal tum
based RPGs 
> Replay value: Moderatt 

Second 0pmion 9 

rm ncf the only one who 
can-noslaip::ami 
how rruch tiey adored dllS 
game II tlftyruh. wt.ch 
isonedthebt1111'51"'1!0IIS 
I feel so mnfidert in recom
men<ing f ldl IDIIIO!e 
who share mr mt.J5lasffi 
and tllO!e who Milder what 
the bog deal 15. Seeing Ced 
and COl11),ln'f tleshed llli 
wllllnew~spoken 
QBffl5,andr-aenc» 
1ogue ~ IRlnffldoustr ID 
agamethal1S~one 
of the lwldallons of the 
genre. [';ei wllffl the ballles 
feel dalfd. the story and fS 

memorable cast cl charac:
ter5 5We'I) you along past 
the r~ spo«sand 1110 
anolher adl.tenliMe. It's an 
unabashedly grand. melo
<Rlllilc alLw, and I follld 
myself as e,oed ID folow 
along dllS tme as wllffl I fist 
clisc.MRd l-MlllfR 
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TOP 20 TOP 10 JAPAN 
listings Based Upon NPD Data For March 2008 Based On Units Sold Ralll< Tille System 

Metal S.. Solid 4: Gans Df Ille Patriots PS3 
Rank fllle L Mo. System Score Release Marlo Kart WII Wii 

1 Grand Theft Auto IV 1 360 10 04-08 
WII Flt Wii 

Power Pro Baseball Portable 3 PSP 

Monster Hutter Portable 2nd G PSP 

2 Mario Kart Wii 2 Wii 8.5 04-08 
Pachlnko Pachlslot Kouryaku Serles DS OS Vol. 2 

Dragon Ball Z: Bwst Limit PS3 

3 Wli Fit N/A Wii 8 04-08 
DS Beautiful Characters Training 360 

Ya-ura Mlsa Suspense OS 
I Mysterious Dungeon 3 Wii 

4 Grand Theft Auto IV 3 PS3 10 04-08 

5 Wii Play 4 Wii 7 02-07 

6 Super Smash Bros. Brawl 5 Wii 9.5 03-08 

TOP 10 GI 

7 Iron Man N/A PS2 3.75 04-08 
Rank Tille L Mo. System 

Metal Gear Solid 4: Guns of the PS3 Patriots 

8 Guitar Hero Ill: 
9 Wii 8.75 10-07 

Legends of Rock 
-· 

9 Pokemon Mystery Dungeon: 
7 OS N/A 04-08 

Explorers of Darkness 

Age of Conan: Hyborlan Adventures N/A PC 

NCAA Football 09 N/A multi 

Guitar Hero: Aerosmlth N/A multi 

&rid 2 multi 

Battlefield: Bad Company 3 multi 

10 Pokemon Mystery Dungeon: 
8 OS N/A 04-08 

Explorers of Time 

Clvlllzatlon Revolution 4 multi 

&rand Theft Auto IV 5 multi 

N/A 360 

11 Call of Duty 4: 
10 360 10 11-07 

Modern Warfare 
7 360 

12 Iron Man N/A PSP N/A 04-08 

13 We Ski N/A Wii 8 05-08 Tht5',ll'sFolllOIHPlcb 

14 Mario Kart OS 17 OS 8.5 11-05 
TOP 10 PC 

Rank Tille L Mo Prtce 

Age Df Conan: Hyborlan Advlllllures N/A $50 

15 New Super Mario Bros. 16 OS 9.25 05-06 The SI- 2 Double Deluxe 2 $28 

Age of Conan: ltyborlaa Adventures N/A $88 
Collector's Edition 

16 God of War II N/A PS2 9.75 03-07 
World Of Warcraft: Battle Chest 4 $39 

The Sims 2 Kitchen & Bath lllerlor 
$20 

Desi n Stuff 

17 Game Party 14 Wii N/A 11-07 
World Of Warcraft 5 $20 

World Of Warcraft Burning Crusade 8 $29 

18 Guitar Hero Ill: 
15 PS2 8.75 10-07 

Legends of Rock 

The Sims 2 FreeTime 3 $29 

Sim City 4 Deluxe N/A $18 

I 15,000 Games NIA $10 ,_ 

19 Haze N/A PS3 6.25 05-08 

,_ 

20 Super Mario Galaxy 20 Wii 9.75 11-07 
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ARCHIVE 
lost Odyssey 

Arrrr(ofTwo 7.5 Apr-08 
Assassin's Ottd 9.5 Dec-07 
Battlefield: Bad Compar,/ 9.25 Jul-08 
BeowuK 5.75 Jan-08 
Burnout Par~ 8.5 Feb-OB 
Ouorndes of Nam~· 

Pnncecasp.a,,. The 6.25 Jul-OB 
OviliubOnReYokrooo 9 Jul-OB 

Lost Planet: Extreme CondibOn 
Colonies Edition 

Lost.I.la Domus 
MLB 2KB 
MX vs. ATV Untamed 
NASCAR 09 
NBA Ballers: Chosen One 
NCAA March Madness 08 

dub, The 8.75 Mar-08 
College Hoops 2KB 7.75 Feb-OB 

NFl Tour 
Ninja Gaiden II 

Condemned 2: Bloodshot 8.75 Apr-08 
Conflict: Denred Ops 5.75 Apr-08 
Dark Sect0< 7.5 May-OB 
Dew May0y4 9 Mar-08 
Dynasty WamO<S 6 7.25 Mar-08 
Enemy Territory: Quake Wars 8 Jul-08 
FIFA Street 3 Mar-08 
Gran Turismo 5: Prologue 7.75 Jun-08 
Grand Theft Auto IV 10 Jun-OB 
Grid 9 Jul-OB 
Hail to the Oump 4 Jul-OB 
Haze 6.25 Jul-OB 
Hellboy: The Scrence of Evil 7 Jul-OB 
Hot Shots Golf: OJt of Bounds 8 May-08 
Iron Man 3.75 Jul-OB 
Kane & Lynch: Dead Men Jan-OB 
LEGO Indiana Jones: 

The Ongnal Adventures 7 Jul-OB 
lost Planet Extreme Condroon 8 Mar-08 
lost: I.la Demos 6.75 Apr-08 
Metal Gear Solid 4: 

Guns of the Patnots 

Pro Evolution Soccer 2008 
Rainbow 5ix Vegas 2 
Rock Band 
Scene It? Lights. Camera, Acboo 
Sega SuJ)efStars Tennis 
Soldier of Fonune: Paybad< 
Sp;de,wrl Ouonodes, The 
Turning Point Faff of Libeny 
Turok 
Universe at War. Earth Assault 
\<lijng: Battle f0< Asgard 
\,Iva Pillata: Party Amrna~ 

Battalion Wa,s 2 
Battle of the Bands 
Blast WO<ks: Build Trade Destroy 
Bomberman Land 
Boom Blox 
Bully: Scholarship Edition 
Castle of Shikigami Ill 
Cranium Kabookii 

MLB 08: The Show 8.5 May-08 Dancing With the Stars 
MLB 2KB 8.5 Apr-08 Death Jr.: Root of Evil 
MX vs. ATV Untamed Jan-08 De<:a Sports 
NASCAR 09 Jul-OB 
NBA Balle!S: Chosen One 6.75 Jun-08 

Destroy All Humans: 
Big V>llly Unleased 

NCAA March Madness 08 7.25 Feb-OB Dragon Quest Swe<ds: The Masked 
NFL Tour 5 Feb-OB Queen and the Tower of Mirrors 
0ranse Box. Toe 9.25 Feb-OB Emergency Mayhem 
Pro EvolubOn Soccer 2008 7.75 May-08 Endless Ocean 
Ranbow 5ix Vegas 2 9.25 Apr-08 
Rock Band 9.25 Jan-OB 

Ftnal Fantasy Fables: 
Olocobo's Dungeon 

Sega Supffitors Tenn,s 7.25 May-08 
,me ens,, 4 4.25 Jan-08 

Ghost Squad 
Golden Compass, The 

Tummg Point Fall of l.obeny 3 Apr-08 
Turck 7 Mar-08 

Harvey Birdrnan: Attorney M. Law 
House of the Dead 2 & 3 Return 

Unreal Toumement 3 8.5 Feb-OB Jeng, 
'-llong: Battle f0< Asgard 7.25 May-08 Jumper: Griffin's Story 

Karaoke ~ Presents: 
\ SO\ 358 American kiol Encore 

Amr( of Two 7.5 Apr-08 
Assassin's Creed 9.5 Dec-07 
Battlefield: Bad Cpmpany 9.25 Jul-OB 
Bee Movie Game 6.5 Jan-OB 
BeowuK 5.75 Jan-08 
Bully: Scholarsh,p Edition 8.5 Apr-08 
Burnout Paradise 8.5 Feb-OB 
Olronides of Namia: 

Prince Casp,an. The 6.25 Jul-OB 
Civilization RevolubOn 9 Jul-OB 
Club, The 8.75 Mar-08 
College Hoops 2 KB 7.75 Feb-OB 
Condemned 2: Bloodshot 8.75 Apr-08 
Conflict: Denoed Ops 5.75 Apr-08 
Culdcept Saga Feb-OB 
O.rl<MesS&ahof 

M,ght & Mag,c; Elements 8 Apr-08 
Oarl<SectO< 7.5 May-08 
DMMayOy4 9 Mar-08 
Dynasty WamO<S 6 7.25 Mar-08 
Enemy Temto,y: Quake Wars 8 Jul-OB 
F.EAR.Ftles 6.5 Jan-08 
FIFA Street 3 Mar-08 
Frondmes: Fuel of Wa, 7.25 Apr-08 
Golden Compass, The 3.25 Feb-OB 
Grand Theft ~to IV 10 Jun-08 
Grid 9 Jul-OB 
Hail to the Oump M-08 
Hellboy: The Science of Evil Jul-08 
Iron Man 3.75 Jul-OB 
Jumper: Gnffin's Story 1.25 Apr-OB 
Kane & Lynch: Dead Men Jan-08 
Karaoke Revolution Presents: 

Arneric.an Idol Encore 7.5 Apr-08 
Kingdom Under Fire: 

Ordeof Ooom 5.25 Feb-OB 
LEGO Indiana Jones: 

LEGO Indiana Jones: 
The Oog1nal Adventures 

Link's Crossbow Tram1ng 
Major League Baseball 2KB 
Mario KartWii 
Medal of Honor Heroes 2 
Nights: Journey of Dreams 
Ninja Reflex 
Nitrobike 
No MOfe Heroes 
Obscure: The Aftermath 
Ol<ami 
Opoona 
Pinball Holl of Fa,ne: 

The V>lliams Collecbon 
Pro Evolution Soccer 2008 
Rayman Rav,ng Rabbods 2 
Resident Evil: 

The Umbrella Chrooodes 
Samurai Wamors: Katana 
Sega Bass Foslw,g 
Sega Superstars Tenn~ 
Smarty Pants 
Sonic Riders: Zero Gravrty 
Soolcalibur Legends 
Star Trek Conquest 
Super Mario Galaxy 
Super Smash Bros. Brawl 
Super Swing Golf Season 2 
Target: Terror 
Trama Center: New Blood 
We Love Golf 
WeSij 
IMif"lt 
Wld Earth: African Safan 
1Mnter Sports: 

The Ultimate Olallenge 
The Oogml Adventures M-08 Worms: A Space Oddity 

8.5 Apr-08 

8.25 Jun-08 
6.75 Apr-08 
8.5 Apr-08 
8 Jan-OB 
8 Jul-OB 

6.75 Jun-OB 
7.25 Feb-OB 

5 Feb-OB 
8.75 Jul-08 

7.75 May-08 
9.25 Apr-08 
9.25 Jan-08 
8.5 Jan-08 
7.25 May-08 
4.25 Feb-OB 
6.5 Apr-08 
3 Apr-08 
7 Mar-08 
5 Jun-08 

7.25 May-08 
5.5 Jan-08 

7.25 Jan-08 
6 Jun-OB 
8 Jul-08 

6.5 Apr-08 
8.5 Jul-OB 
8.5 Apr-08 
6.5 May-08 

6.75 Feb-OB 
5.25 Jan-08 
7.25 Jul-OB 

Jul-08 

May-08 

7.75 Mar-08 
5.5 Jun-OB 
6 Jan-08 

5.5 Jul-08 
7 Jan-08 

3.25 Feb-OB 
6 Feb-OB 

7.5 Apr-08 
2 Jan-08 

1.25 Apr-08 

7.5 Apr-08 

Jul-08 
6.75 Feb-OB 
6.75 May-08 
8.5 Jun-08 

6.75 Jan-OB 
6.5 Feb-OB 
5 Jun-08 

4.25 Mar-08 
6 Mar-08 
3 May-08 

9.25 May-08 
5.5 Apr-08 

8.5 Apr-08 
8 May-08 

7.75 Jon-08 

8.25 Jan-08 
6 Mar-08 
5 Apr-08 

7.5 May-08 
7.5 Jan-08 
6 Mar-08 
4 Jan-08 
5 Feb-OB 

9.75 Jan-08 
9.5 Apr-08 
8.5 Feb-OB 
4.5 Jul-08 
7.5 Jan-08 
6 Jul-08 

6.25 Jun-08 
8 Jun-08 

5.75 Jul-08 

6.5 Mar-08 
6.75 May-08 

Karaoke Revok.mon Presents: 
Ameocan Idol Encore 7.5 

LEGO Indiana Jones: 
The Ong,nal Adventures 7 

Mana Khemoa: Alchemists of al-Re-.s 7 
Obsaire: The Aftennath 3 
l'ersona3:FES 8.25 
SIM Trel< Conquest 5 
Twosted Metal: Head On: 

Extra Twosted Edmon 7.25 

Assassin's Ottd: 
0.-ector' s Cut Ednion 9 

BeowuK 5.75 
Command & Conquer 3: 

Kane's Wrath 7.75 
Conflict Denoed Ops 5.75 
Oysis 9 
Emptre Earth Ill 6.5 
Fmndmes: Fuel of War 7.25 
Fury 5 
Gears of War 8 
Hellgate: London 8.5 
Lost Emptre: Immortals 7.25 
Mass Effect 9.5 
Obsaire: The Aftennath 3 
Seven Kingdoms: Conquest 4 
SrnCity Sooeoes 8 
s.,, ol a Solar Empire 9 
Tabula Rasa 8 
Tu"""g Point FaD of Liberty 3 
Turolt 7 
UnM?rse at War: Earth Assault 8.25 

Advance Wa,s: Days of Ruin 8.75 
Apollo Just>ee: Ao, Attorney 8 
Assassin's Creed: Altair's Ouonides 6 
Contra4 9.25 
Draglade 6.75 
Orone Tactics 
Eco-Creatures: Save the Fol'est 
,mal Fantasy Crystal O,rooides: 

Ring of Fates 6 
F'mal Fantasy Tactics A2.: 

Grimooe of the Rift 8.75 
lnsectJOde 5.75 
Jake Hunter: Deteaive O,rorndes 6.5 
Left Bra,n, Right Brain 5 
Life5'gns:Surg,ca1Unil 6 
lost on Blue 3 6.25 
MajOr league Baseball 2KB: 

Fantasy Al-Stars 5.5 
Mano Pany DS 7 
Master of illus,on 8 
""Word Coach 8 
Nanostray 2 7.25 
N"1" Gaiden: Dragon Sword 7.75 
Ole & Elves 6.75 
Profess0< Layton and the 

Cunous Vollage 7.5 

Puchi Puchil.Yus 7.5 
Space Invaders Extreme 8.25 
Summon N,ght T_, Age 
Teenage Zombies: lnwso, of 

the Alien Brain Thingys! 6.75 
World Ends \\Ith You. The 8.25 

Cns,s Core: final Fantasy VII 7.25 
Dungeon Explorer: 

WamOf of Ancient Aris 6 
FlatOut Head On 7.5 

God of War. °""" of Olympus 9 
Hot Shots Golf: Open Tee 2 8 
Patapon 8.75 
Pursuit Force: Extreme Justice 7.25 
R-Type Command 7.25 
Seaet Agent Clank 8.5 
Space Invaders Extreme 8.25 
Warhammef 40,CXX>: 

Squad Command 
WldArmsXF 7.5 
v.lpeool Pulse 7.75 

Jul-OB 
May-08 
May-08 
May-08 
Feb-OB 

Apr-08 

Jun-08 
Jan-08 

May-08 
Apr-08 
Jan-08 
Jan-08 
Apr-08 
Jan-08 
Jan-OB 
Jan-08 

May-08 
Jul-OB 

May-08 
May-08 
Jan-08 
Apr-08 
Jan-OB 
Apr-08 
Mar-08 
Jan-08 

Mar-08 
Mar-08 
Apr-08 
Jan-08 
Feb-OB 
Jun-08 
Apr-08 

Apr-08 

Jul-OB 
May-08 
Jun-08 
Feb-OB 
Jan-08 

May-08 

Jun-OB 
Feb-OB 
Jan-08 
Feb-OB 
Jan-08 

May-08 
Jan-08 

Apr-08 

May-08 
Jul-08 

Jun-08 

May-08 
May-08 

Apr-08 

Apr-08 
May-08 
Mar-08 
Jul-OB 

Mar-08 
Feb-OB 
Jul-08 
Jul-OB 
Jul-OB 

Jan-08 
May-08 
Apr-08 

SCHOOL OF GAME DEVELOPMENT 
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Attention All Chfftenl 
Cheat codes, by their very nature, are in many 
cases buggier than Virginia in August. So, unless 
)'U(J don't mind r~oing those 70 hours you put 
into the latest game, do yourself a favor and back 
up )'U(Jr sove before using any codes. 

On a lighter note, you can send your codes to 
seaetaccess@gameinformer.com for a chance to 
be featured here and win a prize! 

MULTI-SYSTEM 

Grid 
From the main menu go into Options, then 
select Bonus Codes, then Enter Code to input 
these cheats. 

Unlock All Drift Cars • TUN58396 
Unlock All Muscle Cars - MUS59279 
Unlock Buchbinder llOsi - F93857372 
Unlock Gamestation BMW llOsi -
G29782655 
Unlock Micromania Pagani Zonda R -
M38572343 
Unlock Play.com Aston Martin DBR9 -
P47203845 

MULTI-SYSTEM 

Kung Eu Panda 
Go into the game's cheat menu and you will be 
able to enter these codes. 

4X Damage Multiplier - Up, Down, Up, 
Right Left 
Big Head Mode For Story Mode - Down, 
Up, Left, Right Right 
Dragon Warrior OUtflt For Multiplayer -
Left. Down, Right Left. Up 
Infinite Chi - Down, Right, Left, Up, Down 
lnwlnerabillty - Down, Down, Right Up, Left 
Unlock All Multiplayer Characters - Left, 
Down, Left, Right Down 

'GI Oroid' 
(location unknown - last seen dropping 

out of the ESA) 



Commander Keen 
Featuring the first smooth side-scrolling techniques seen in a PC game, 
Commander Keen was id Software's first game series. Previously, platforming 
games like Keen were only available on home consoles like the N ES. The title also 
marked the first time a computer game was sold via the shareware concept. 

Conceived before id was even an official company, the game starred Billy Blaze, 
a whiz kid that creates his own spaceship and defends the galaxy by donning a 
football helmet and becoming Commander Keen. The series spawned six epi
sodes over the course of a year. 
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Wolfenstein 
With an established series 
under their belts, id was 
ready to move on to some
thing bigger. When Muse 
Software's copyright on 
198l 's Castle Wolfenstein 
expired due to bankruptcy, 
the boys found themselves a 
game setting. Carmack once 
again created a new game 
engine that allowed people 
to experience new ways of 
playing games on the PC 
Wolfenstein 3D gave birth to the first-person 
shooter. Carmack and co. later released a pre
quel expansion called The Spear of Destiny. 

In November of 2001, Wellenstein made 
a triumphant comeback in Return to Castle 
Wolfenstein. While the game was not devel
oped in house by id, the game ran on the 
id Tech 3 game engine, formerly known as 
the Quake 3 engine. Id handed the develop
ment to Gray Matter. At id's behest, developer 
Splash Damage later created a free multiplayer 
spin-off, Enemy Territory. The game set the 
tone for the recently released Enemy Territory: 
Quake Wars. 



This Month In Gaming History 
In AugusJ of /97~ the Fa,rd,,ld Channel FM the 
budding Video game scene. The console ""' a 
milestone m that 1t wos the firsl programmable 
ROM cart11dge sy,Jem. Fo, S l69.9S. playe,s were 
treated to a whopping t. 79MHz CPU. 54 bytes 
al RAM and e,ght caic,s. There ..,.e lloO buul-lfl 
games. bath bemg sem,-ahered danes al Pong 
Only 26 games _, released for the sy,Jern 

Quake 
After the release of Doom id had reached rock star sta
tus, selling million of copies. Its next gaming endeavor, 
Quake, once again changed how the world viewed video 
games. carmack's new game engine could produce a 
true 3D game world. Now players not only explored in 
three dimensions, but encountered enemies and objects 
in 3D as well. While the first Quake did not have much of 
a story, it was a technical achievement and even featured 
sound effects and music tracks by Nine Inch Nails front
man Trent Reznor. The game engine went on to power 
many other notable games like Half-Life, and id eventually 
nabbed an Emmy for its work. 

In 1997, id upped its own ante by releasing Quake II 
with an all-new game engine. The game featured a sin
gle-player mode with a full storyline, but the real success 
story was the impact on mult1player gaming. While play
ing online was nothing new, Quake II was the epitome 
of competitive gaming. When released, it was hailed by 
many critics as one of the greatest games of all time, 
much like Doom before it. 

Their next release, Quake Ill: Arena, changed the gam
ing landscape again - the title was devoted entirely to 
competitive play. By ditching the single-player story, id's 
focus shifted to perfecting deathmatch and capture-
the-flag matches that pitted players against other human players on the 
Internet or Al bots. The game also marked the launch of the id Tech 3 
game engine, once again opening the doors for other developers to use its 
technology. Id Tech 3 served as a platform for remarkable titles like call of 
Duty, Star Wars Jedi Knight II : Jedi Outcast, Medal of Honor: Allied Assaul~ 
and the company earned over $1 billion dollars in industry revenue from 
the Quake engines alone. 

For Quake 4, id handed the reigns to long-time partner Raven Software, 
which ran on Doom 3's id Tech 4. The title was a direct sequel to Quake 
ll's storyline. 

feature classic gi 
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============= 0 N L I N E • • • 
... • •. • ... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: ~UL. 15 

A History Of Violence 
Learn more about the rock star FPS 
pioneers in our interview with id co
owner Kevin Cloud. 

The Write Stuff 
Read more of our exclusive interviews 
with Susan O'Connor (Gears of War, 
BioShock), Drew Karpyshyn (Mass 
Effect), and Emil Pagliarulo (The Elder 
Scrolls IV: Oblivion, Fallout 3) about 
the art of game writing. 

f Playing Chicken : Caped Crusader Chronicle 
: Ben sits down with Robot Chicken : After his Robot Chicken ordeal, Ben 
: masterminds Seth Green and Matthew : learns to curb his enthusiasm as he 
: Senreich to grill them about their Star : interviews Batman: Gotham Knight 
: Wars special, plead for a job, and learn : producer Bruce Timm. No one was 
: the ins and outs of a restraining order. : harmed in the making of this Q&A. 

Check The Remix 
Want to learn more about the art 
of remixing video game sound
tracks? Read our full interview with 
OverClocked ReMix's webmaster, 
curator, and remixologist David Lloyd. 

: Survey Says 
: Numbers don't lie. Or do they? Find 
: out with our full-fledged survey about 
: the state of online gaming. 



••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• 
..... OVER 

••••••••• • :•:: .. :•: We'll Meet Agam Someday Soon. 

VIDEO GAME TRIVIA 
Solid Snake is a longtime gaming hero - dignified and awesome. Now that the epic 
finale of Metal Gear Solid has hit shelves, we thought we'd offer a tribute to our long
time favorite stealth soldier. Complete the following quiz to find out which outfit you'd 
like to see Snake in, whether he likes it or not. 

1 The company now known 
as Sony was originally called 
what? 

A. Tokyo Tsushin Kogyo 
8. Electronico 
C. Tactical Studies Rules 
D. Soni Magnetic 

3 Who was the protagonist in 
2004's Red Dead Revolver? 

A. Deadeye 
8. Clint Belton 
C. Red 
D. Flying Hawk 

4 Which game wasn't made by 
Harmon ix? 

A. Karaoke Revolution 
8. Guitar Hero II 
C. Eye Toy: AntiGrav 
D. Harmonix made all of the 

above games 

5 What was the name of the 
first game created by Nintendo? 

A. Donkey Kong 
8. Hanafuda 
C. Computer Othello 
D. Game & Watch 

6 Only one Journey song has 
been made available for either 
Guitar Hero or Rock Band to 
date. What is it called? 

A. "Wheel in the Sky" 
8. "Separate Ways• 
c. "Don't Stop Believin'" 
D. •Any Way You Want It" 

7 Which track and field event 
was not included in the original 
arcade release of Track & Field? 

A. Hammer Throw 
B. Long Jump 
C. Shot Put 
D. 100 Meter Dash 

8 Who was Atrus' father in the 
Myst series? 

A. Gehn 
8. Sirrus 
C. Achenar 
D. Saavedro 

9 There's an umlaut somewhere 
around this game's name. Do 
you remember where it goes? 

A. Efnhander 
8. Einh~nder 
C. Einhander 
D. l:Xnhander 

10 What is the appropriate 
phrase to utter after having 
beaten #Through the Fire and 
Flames" on Expert and hitting 
100 percent of the notes? 

A. Eh. That was easy. 
8. You should see me sober. 
C. And lo, thou shall kneel before 

me, and I will be your God 
among mortals. 

D. That just 0/o#&@ing happened! 
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BREAKDOWN 
$23.6 million was the total loss reported by Atari during the last 
financial year. On the bnght side, that's down from the $69.7 
million loss the year before. 

1 O mill Ion registered users have signed up for the XFire chat 
and community service. 

28 days of every month, the average PS3 owner aged 27 and 
up uses their console, according to a recent Nielson Media 
Research study. 

65 percent 1s the average rating Xbox Live Arcade games 
should aim to surpass 1f they don't want to be put into danger 
of being dehsted from the seMCe. 

7 pages of this issue have super secret messages that can be 
decoded with a special sequence of letters and numbers hid
den within last month's issue. Are you cool enough to find all 
the secrets? Are we lying? Is it real? Hint: It almost certainly isn't 

* Trivia Score & Rank * 

0-1: 2-3: 
Schoolboy Snak• <.nndma Snake 

4-5: 6-7: 
My Littlo Snake Marketing Shill Snake 

8-9: 10: 
Toddy Bew Snake RNl!y Naked Snako 

Video Game Trivia Answers: I. A2. 83 ( 4 05. 86. D 7 C8. A9 B 10. 0 
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