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MONTY 

CEO, CFO, CCO, COO, 

BoMD D1RECTOll OP MoNTYLAND ( jJ-,1c.) 

HOW WILL YOU SHAPE YOUR SOC\ETY? 

For too long, ordinary folks have stood by while the 

elite few have shaped humankind's grand societies. 

We say, enough! For the love of Steve, Margaret, Monty 

and the rest of the average Joes, let them build a city 

from which their own ideal society might come forth! 

In Stores Now slmcity.com 
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STAFF 

Read the team's latest favorites 

GISPY 
Silly pictures of our life and times 

DEAR GI 
Your chance to fire back at us! 

CONNECT 
Where news, talk, and technology 
collide 

INTERVIEW 
Ubisoft Montreal CEO Vannis 
Mallat talks about the path to 
the studio's ultimate goal of being 
the best development house in 
the world 

6 GAME INFORMER 

There was some sweet gaming to be had over the 
last year. Take a look back at 2007's cream of the 
crop, both to reminisce on awesome experiences 
and to find any diamonds in the rough you may 
have missed. 

GEAR 
Geeky gadget stuff for the masses 

OPINION 
Cieremy Mustard of Chair 
Entertainment explains what it's 
like to develop games for Xbox Live 
Arcade 

CALENDAR 
Ciel hip to this month's happenings 

PREVIEWS 
An extended playtest with 
hotly anticipated online shooter 
Frontlines: Fuel of War starts up this 
month's previews, with updates on 
Fable 2, No More Heroes, and The 
Last Remnant immediately following 

REVIEWS 
Game of the Month: Super Mario 
Galaxy for Wii 

CHARTS 
Retail Sales Data and the 
Cil editors' Top 10 Games 

SECRET ACCESS 
Codes, strategies, and passwords 

CLASSIC GI 
Reliving gaming's greatest 
moments 

ONLINE 
See what's happening at Game 
Informer Online 

GAME OVER 
The end ... or is it? 
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"One of the best fighting systems ever made." 
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XBOX 360® LIVE IIU 
www.sega.com 

NOW ONLINE 
C SEGA. SEGA Is reo,stered In the U.S. Patent and Trademark Office. SEGA, the SEGA l<>oo and Vlnua FIQhter are either reolstered trademarks or trademarks ol SEGA CorPoration. All rtohts reserved. "PlayStation", "PLAYSTATION" and "PS" Family l<>oo are reoistered trademarks ol 
Sony Computer Enter1ainment Inc. Microsoft, Xbo1C, XboK 360, Xbox LIVE and the Xbox logos are trademarks of the Microsoft group of companies. 
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WHAT A 
YEAR IT WAS 

It is weird when you think about it The year that was 

2007 could arguably be the best year for video game 

software to date. Yet we are still early in the expected 

life spans of each of the respective systems, leaving me 

excited about the upcoming year and beyond. I know 

I can think of at least 20 titles off the top of my head 

that I can't wait to play {I'm looking at you, Spore), 

but for now I'd like to concentrate on the people that I 

think made 2007 so spectacular: the game developers. 

Try to think of a year where so many developers 

delivered such a wide variety of innovative and highly 

entertaining product The triumphs of BioShock's story 

and breathtaking setting are the stuff of legend. Ken 

Levine and the crew at 2K Boston nailed it And they 

weren't alone. The eye-popping graphics and pulse

pounding gameplay that Infinity Ward crafted for Call of 

Duty 4 : Modem Warfare has set a bar that other devel

opers will be chasing for years to come. 

These new benchmarks in game creation aren't just 

coming from isolated teams, either. The entire game 

development community from A to Z has made huge 

strides as they master the new tools at their disposal. 

Who could have imagined that the story presentation 

of Mass Effect or the theater mode in Halo 3 were even 

possible a year ago, much less had the foresight and 

creativity to get these amazing pieces of software out 

this early in a generation of consoles? Not many, but 

don't think these will be the last innovations we will 

see (especially from developers as talented as BioWare 

and Bungie). 

I will remember 2007 as the year that developers 

finally started to shine as master storytellers rather 

than just game makers, and for this I thank developers 

everywhere. 

To read more about the games that made 2007 so 

special, tum to our Top 50 (pg. 32), but to truly enjoy 

the amazing body of work that developers everywhere 

created just for us, you really have to get out there and 

play them. 

Cheers, 

if 
Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs. Action/Platloon, Driving. 
First-Person Shooteis Interests: Dexter (Season 2 Is Amazing), JO 
Rod;, Score Hern, Rereading A Song OflceAnd Fire (George R.R. 
Martin's Ep,c Is Even Better The Second Time) Dislikes: The Writeis' 
Strike Screwing Up Way Too Much Good TV, iPod Commercials 
That Ruin Perfectly Good Songs, Singing Animals Cul'Tellt Favorite 
Games: Call Of Duty 4: Modern Warfare, Assassin's Creed, Mass Effect. 
Super Mario Galaxy, Guitar Hero Ill: Legends Of Rock, Portal, Picross 
DS, Rock Band, World Of Waraaft, Hellgate: London 
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Reiner >> reiner@gameinformer.com 
Handle: The Raging Gamer Expertise: RPGs. Action, First-Person Shootffi. Strategy, Sports, 
Fighting Interests: Call Of Duty 4's Mult1player (What's More Important: Sleep Of Reaching 
Level 55?), Xbox 360's Live Tums Five Controller ([he New Plastic Rocks), TordMOOd, RelMng 
Mass Effect For A Second Time, 2K Boston's Next Project (OMG!I!) Dislikes: Xbox Live's 
MOYie Downloads, Achievement Famiing In Onhne Matches (Play The Game The Way You 
Are Supposed To0 Cumnt Favorite Games: Call Of Duty 4: Modern Warfare, Mass Effect, 
Assassin's Creed. Super Mano Galaxy, Halo 3, Resident Evil: The Umbrella Chronicles 

Matt>> matt@gameinformer.com 
Handle: The Original Gamer Expertise: F~-Person Shootffi. ActiotyPlatform. Ar.t'.in/ 
Mienture, ActlorySports Interests: Robert Wyatt - Comicopera, Rereading The Golden 

l Compass So I Can Be A N1tpKky Fanboy When The Movie Comes Out. People That Are 
Obsessed With Numerical Scores And Don't Actually Read Reviews, Chantix (Miracle Drug) 
Dislikes: The TV Wnteis' Stnke (My World Is Crumbling), My Unhealthy Diet Cul'Tellt 

~ Favorite Games: Super Mano Galaxy, Uncharted: Drake's Fortune, Contra 4, Rock Band 

Kato>> kato@gameinformer.com 
Handle: The Game Katana Expertise: Sports. Racing. Act'.Jr,/Mvenlure, ActiotyPlatloon 
Interests: The Doryeeling Limfted, Daughters And Suns By The Owl~ Fight Bad( Wfth 
David Horowitz, Fronk By Amy Winehouse, Completing The Final Stage Of Ninja Warrior 
(And Boy Aie My Amis Tired) Dislikes: Oasis' Want For A Drummer With An Imagination 
(Staccato Drum Lines Get Bonng Song After Song. Bring Back Whitey0, Gearing Brush Al 
My Ranch In Crawford, Texas Clffffll Favorite Games: Mass Effect. Stuntman: Ignition, 
Skate, SimGty Societies 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs. Strategy, Fi~-Person Shootffi. Fighting 
lnteresls: Ml:5 Season 6, Re-reading A Song Of Ice And Fire And Sandman, The First Snow 
Of The Year, Re-<liscovering Final Fantasy XII (PS3 Upscaling FTW) Dislikes: My Dead WoW 
Server (Low Pop FTL), Shadowdance By Robert Bailey, People Who Expect Me To Wear 
Pants In My ONn House, Slowdown In War Of The Lions (It's A PSone Game, Cmon!) 
Current Favorite Games: World Of Warcraft, Crysis, Hellgate: London, Tabula Rasa, 
Warhammer 40,000 Squad Command, Rock Band, Universe At War 

Joe>> joe@oameinformer.com 
Handle: The Real American Gamer Expeltise: RPGs, Adventure, Action, Strategy, Puule 
lntettsts: Watching The Friday The 13th Series Start To Finish 0Ntr'/ Did Jason Go To 
Manhattan?), Tricking Ben Into Watching 8/oodRayne 2 (Chump!), The Host, Watching Fans 
Of Stupid Shows Suffer (Thank You, Writeis' Strike!) Dislikes: The Fact Dexter Only Airs 
Once Per Week, Luis The Oft-Forgotten Gamer (Worst Co-worker Ever0, Restaurants With 
"Tugg" In Their Names Current Favorite Games: Mass Effect, Assassin's Creed, SimGty 
Societies, Guitar Hero Ill: Legends Of Rock, Tony Hawk's Proving Ground 

Miller>> miller@gameinformer.com 
Handle: The OfKe And Future Gamer Expertise: RPG~ Action/Mvenlure, Platlomi, First· 
Person Shootffi. Music, Puzzle Interests: Beowulf (Movie, Not Game - Never The Game), 
The X·Men Comics Getting Back On Track, Apple Gder Cheese Fudge In The Autumn, Killing 
Off Joe's Character - And Him Liking It Dislikes: The Writeis' Strike (Joe, You're As Pissed 
Off As The Rest Of Lis), When My DVR Fills Up, People Who Spend More Time Complaining 
About Garnes Than Playing Them Cul'Tellt Favorite Games: Mass Effect, Rock Band, Super 

___ ...._ Mario Galaxy, Haff-Life 2, Portal, Halo 3, Uncharted: Drake's Fortune, Assassin's Creed 

Bertz >> mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expeltise: First-Peison Shooleis, Sports, Action, RPGs, Strategy 
lntettsts: No Country For Old Men (Coen Brotheis Are Back0, Bar None NYC Vikings 
Crew, 99 Miles To Philly (Best Cheesesteak In NYQ, The Wire Season 5, GLaDOS Dislikes: 
GroinGate 2007 (Can Gaborik Ever Stay Healthy?), Pitchfork's Review.; Of Reissues And 
Greatest Hits Albums, Crysis Crippling My lnferior·Yet·Powerful PC Current Favorite 
Games: Portal, Call Of Duty 4: Modern Warfare, Assassin's Creed, Mass Effect, Crysis, 
Guitar Hero Ill: Legends Of Rock 

Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Act'.Jr,/Mventure, Ar.tion/RPGs. 
Platloon, Survival Horror, First-Person Shooteis Interests: Under The 8/addight By Rilo 
Kiley, Night Watch And Even Better Day Watch, Uwe Boll's Newest Epic-Posto/ (I Hear 
It's Going To Be Awesome .. .Wait A Minute, Who Told Me That?) Dislikes: Getting Duped 
Into Watching 8/oodRayne 2 0N'tr'i Did I Ever Trust Joe?), Captain America's New Costume 
Cul'Tellt Favorite Games: Call Of Duty 4: Modern Warfare, The Legend Of Zelda: Phantom 

• Hourglass, Mass Effect. Ratchet & Clank Future: Tools Of Destruction, Frontlines: Fuel Of War 

Bryan>> bryan@oameinformer.com 
Handle: The Gamer's Advocate Expeltise: Action/Adventure, RPGs, Survival Horror, 
First-Person Shooteis, Rhythm Interests: Letting The Flood Of Rock Band DLC Wash Over 
Me, The Great Holiday Gaming Marathon (Sorry, Vore Family), Finally Stirling Battlestar 
Goladim When It Hits HD DVD Dislikes: Joe's Glossing Over The Fact That He Himseff 
Watched 8/oadRayne 2 (I Was There, Unfortunately), Being Paralyzed In The Decision As To 
What Awesome Game To Play Next Current Favorite Games: Contra 4, Call Of Duty 4: 
Modern Warfare, Guitar Hero Ill: Legends Of Rock, Rock Band, Apollo Justice: Ace Attorney 
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NEW THINGS 
ARE SCARY 
Why are all the 
games on the cover 
of Game Informer 
always a year or 
more from release? 
It makes no sense. 
Take Brutal Legend, 
for example. The 
game isn't expected 
until late 2008, and 
you're talking about 
It in the fall of 2007! 
Wouldn't it be more 
beneficial to feature 
titles that are closer 
to release and have 
less chance of 
changing radically? 

Justin Voels 
Via gmail.com 

■ When it comes 
to the cover of Game Informer, we pre-
fer to chase down exclusive first looks at 
never-before-seen titles. If you want infor• 
mation on games that have already been 
announced, we have a Previews section 
packed with details and screens on upcom
ing titles. But if you want to learn about a 
brand new game, the cover stories pull back 
the curtain on the titles that we think will 
be big a little further down the road. Ifs 
like getting a glance at the future of gaming. 
Sure, some things may change between the 
game's announcement and its release, but 
that's part of the excitement In the early 
stages of development, a game has a ton of 
potential and plenty of time for developers 
to harness it - and we get you in on the 
ground floor. 

QUALITY CONTROL 
The Wii is garbage. That is the opinion of some 
people, but it also seems to be Game Informer's 
opinion. As of issue 173, the average rating you 
have given Wii games is a 7. 1, whereas the aver
age score of PS3 games Is 7.8. So, despite how 
much positive lip service you give the Wii in your 
pages, your reviews show your true feelings on 
the matter. 

Chris McGrath 
via mail 

• Averages are only numbers, not feelings. 
Hypothetically, let's say that console A has 
50 games available, half of which score 
perfect 1 Os, and the other half get lousy 
5s. That comes out to an average score of 
7.5. On the other hand, console B also has 
50 games, but each one of them scores an 
~- ~e average score of console B's library 
Is higher - but wouldn't you rather own 
a console with 25 nearly flawless games? 
The point is that aggregate review scores 
don't accurately represent the breadth of 
quality games a system has to offer, nor 
do they take into account a console's non-

software related 
advantages. When 
utilized properly, 
the Wii's features 
offer innovative 
and entertaining 
gameplay that you 
can't get anywhere 
else. Just because 
we don't like the 
(more numerous) 
games that fail 
to do this isn't 
proof of an anti
Nintendo bias. 

MR. 
MALAPROP 
My friend showed 
me a video online 
called 'Haloid" that 
depicts Samus Aran 
fighting Master Chief 
while he takes out 

various Covenant. At the end, the maker of the 
video (Monty Oum) reveals that Master Chief is 
actually a woman, like Samus. I heard Mr. Oum 
got an angry letter from Bungie because his 
Master Chief is a female. So, my question is: Is 
Bungie shogunist? 

David Novak 
via yahoo.com 

• We're not quite sure how to answer that 
Bungie is a privately-held company, and 
!hough it does have executive leadership, it 
Is not (to the best of our knowledge) gov
erned by a shogun. Does that help? 

SHADES OF RED 
Last week my friend and I were doing a system 

DELAYED BLAST 
I am really disappointed that Super Smash Bros . 
Brawl got pushed back to February. I pre-ordered 
it in July, so you can only imagine how hard it was 
to wait just until December. Waiting until February 
is ridiculous! I was looking at screenshots of it 
online, and it looks finished to me. Do you know 
why Nintendo delayed ii or will we the gamers 
just have to keep guessing? I hope Nintendo 
knows how mad it made Smash Bros. fans! 

Matt Botti 
via email 

I am very disappointed with Rockstar Games 
and its delay of GTA 4 until next year. The least 
Rockstar could do for its fans who are feeling 
betrayed Is release a new trailer - or better yet, a 
demo. But It seems like they lost all love for their 
loyal customers, since they haven't even revealed 
any new information or screenshots. I guess we'll 
Just be d1ssat1sfied until the game comes oui 
whenever that is. 

Brandon Burford 
via email 

■ The delay of two of this year's most-antici
pated titles is a big deal, and lots of gamers 
are upset One thing to understand, though, 
is that companies don't delay games just to 
stick it to legions of paying fans. Sometimes 
timing issues are a concern, but usually it's 
because a game simply needs more time to 
get polished before it plays the way it needs 
to. The initial announcements may have been 
frustrating. but both games will probably be 
better because of the delay. Thankfully, this 
holiday season has plenty of awesome stuff 
to play while you wait for Brawl and GTA 4. 

link over at his house and we were plugging in my 
360. I hadn't put in the video/audio cord yet, but 
he turned it on, giving me the red rings of death. 
He turned it off, I plugged in the video, and it has 
worked fine ever since. My thought is, maybe this 
whole red rings of death is a misunderstanding on a 
massive scale. 

Teddy M. 
via verizon.net 

• The red rings are not a misunderstanding. ind we 
have the bricked units to prove it What you experi
enced - four flashing red lights - is actually what we 
call the •Fake-Out Red Ring:' Any Xbox 360 will display 
those lights if the AV cable is not properly plugged 
in. Once you get everything hooked up, you can keep 
playing worry-free. The real Red Ring of Death is three 
flashing red lights (with the upper-right quadrant 
unlit), which indicates the dreaded hardware failure. 
But wait. there's morel One flashing red light is anoth• 
er kind of hardware failure, and two flashing red lights 
means that the 360 is overheating. It all boils down to 
this: If you see one or three red lights, your 360 will 
probably have to embark on Miaosoft's biggest first
party project: Super Repair Center Adventure. 

■ ,-.c,uthdlll■s 
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EVERYTHING IS FINE 
After reading your feature ',alkin' 'bout a 
Revolution• in issue 175, I have one important 
question: Do we really want to go there? By 
"there," I mean left versus right politics. In the 
article Ian Bogost describes conversations with 
Microsoft as though he is a revolutionary and they 
just want to play it safe. I wonder if it occurs to 
him that a large corporation cannot afford to part
ner itself with extreme leftist politics. Games vilify
ing airport security and KFC might sell to angry 
hippies, but not to the rest of us. No matter how 
deep you try to bury it or label it "social conscious
ness," it's still just re-programming. Games should 
contain values that we all agree on: Capitalism is 
good, competition is healthy, and sometimes you 
have to shoot the bad guy in the head. 

Ron McIntyre 
Castle Shannon, PA 

■ Whoa, whoa, whoa. First of all, games 
that explore social issues are not necessar
ily trying to dupe suckers into swallowing 
an insidious political agenda. Secondly, 
claiming that all games should strive to be 
nothing more than mindless sci-fi shoot-
ers is akin to saying that all movies should 
be remakes of Starship Troopers. In fact, 
as a form of interactive media, games are 
uniquely equipped to let players explore 
consequences from multiple angles. To 
some degree, these userious games" will 
bear the ideologies of their creators, but 
there is nothing preventing all shades of the 
political spectrum from being represented. 
Commercial video games' primary purpose 
is to be entertaining, but to assume that 
they are capable of nothing more sells the 
medium - and gamers - short. 

GAMING ON THE CLOCK 
The large electronics retailer I worked for (until 
recently) put up a demo of Guitar Hero Ill at the 
front of our store on a very nice 71-inch HDTV. 
This of course taunted me to play on my breaks, 
which stretched to my lunches, and I eventually 
found myself sneaking over to play while on the 
clock. I got caught and was relieved of the burden 
of my employment. My question for you is: Since 
your job revolves around playing games, has any
one on staff ever gotten in trouble for playing a 
game a little too much? 

Sebastien Rodriguez 
Via aol.com 

■ Nope. As a matter of fact, we get in 
trouble for not playing games enough. That's 
what happened to Luis (Handle: The Oft
Forgotten Gamer). He would take bathroom 
breaks, use his paycheck to buy things other 
than games, and he didn't even have thick 
button-pressing calluses on the tips his fin
gers. Ultimately, his lack of dedication led to 
this phone conversation: 

LUIS: Hello? 

REINER: Luis, what game are you play
ing right now? 

LUIS: Ifs three in the morning! 

REINER: .. . So, World of Warcraft, then? 

LUIS: No. I was asleep. I'm tired! 

REINER: Did you say #I'm fired"? 
Because if you did, you're so right 

dear gi 

Enter the Game lnfooner Reader Art Contest 
All you need to do is draw, paint. scratch, spi1. 
or carve the best darn art you can think of 
and send it to us. Please indude your name, 
phone number, and return address. If you're 
the monthly winner, we'll feature your work in 
GI and you'll receive a video game pnze from 
the Game Informer vault All entries become 
the property of Game Informer and can't be 
returned. 

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

This CD doesn't really exist, but 
we're buying the imaginary version 
in our heads right now. We've also 
pretend-purchased "Alien Hominid 

TYLER MILLER 
Bring the rock, 

sings Tom Waits" 

► 

◄ 

DEZZ HUGHES 
This fight started 
when Wolverine 
hit on Dante, 
mistaking him for 
a woman 

'---,-,;:~~~~~~:---' Big Daddy 

OMAR TORRES 
"OMG master sword iz hax loll" 

JAMES RAFAEL 
Bloody massacres just 
seem to follow Kratos 

wherever he goes. The 
route from his house 

to the grocery store is 
paved with tragedy 

► 
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HOT COFFEE 
LAWSUIT SETTLED 
Rockstar's parent company Take
Two has announced that it is 
proposing a settlement (pend
ing court approval) to compen
sate those people offended by 
the Hot Coffee mod. Under the 
settlement those who own the 
original version of San Andreas 
can swap it out for the revised 
edition, and those with proof of 
purchase are eligible for a $35 
rebate. If approved by the court, 
this deal would exonerate them 
from any future lawsuits. This 
settlement should cost Take-Two 
around $3 million. 



W 
hen Electronic Arts opened 
its Chicago studio in 2004, it 
was seen as a mandate for 
new, exciting gaming experi
ences. The company was 

fresh off its highly regarded revival of the 
Knockout Kings boxing franchise with Fight 
Night 2004, and it appointed the game's 
mastermind Kudo Tsunoda as the studio's 
general manager. EA was also pleased 
enough with the franchise that it purchased 
developer NuFX - which had helped on 
Fight Night - to create EA Chicago. Three 
years and three releases later however, EA 
has decided to pull the plug on the studio. 

EA isn't being shy about the rea-
sons - the publisher felt that not only did 
the studio not perform financially, but that 
the light at the end of the tunnel wasn't 
getting closer any time soon. In an internal 
memo EA Games president Frank Gibeau 
plainly states, 'We're willing to take risks, 

make long-term investments, and to 
support teams and individuals between 
launches. But each team is responsible for 
staying on a reasonable path to profitability. 
Unfortunately, EA Chicago hasn't been able 
to meet that standard." 

In an interview with Game Informer 
Online, EA's vice president of corporate 
communications Jeff Brown pointed out 
that the poor sales of Def Jam: Icon didn't 
help EA Chicago's cause. "That game, for 
whatever it's worth, didn't sell as well as 
we hoped." 

Earlier this summer, EA reorganized into 
four labels: EA Sports, EA Games, EA Casual 
Entertainmen~ and The Sims. EA Chicago 
fell under the EA Games banner, and one 
of the reorganization's stated purposes was 
for increased efficiency - something Gibeau 
felt that the developer was not achieving. 
"The location has grown dramatically in 
the past three years while the number of 

employees has grown from 49 in 2004 to 
146 people currently in the new facility in 
downtown Chicago. As it stands, EA Chicago 
has no expectation of hitting our profitability 
targets until [fiscal year] 2011 or later:" 

Apart from Def Jam's lack of sales, 
perhaps there were signs of EA Chicago's 
demise. Early this summer we heard 
from a source that general manager Kudo 
Tsunoda was no longer handling Fight 
Nighi but rather the next EA Marvel fighting 
title - Fight Night had been handed to EA 
Vancouver. We thought it unusual at the 
time, given that Fight Night was what put 
the studio on the map. EA is not currently 
elaborating about what's going to happen to 
either the Def Jam or Marvel franchises, nor 
a third fighting IP which was under wraps at 
the time of the studio's demise. 

As for the high-profile Tsunoda - who 
made a splash not only with his games, but 
with his big personality and appearance at 

E3 2005 wearing giant boxing gloves - EA's 
Brown states that he's "considered one of 
the best game developers in EA. if not in 
the industry, and Kudo's going to have plen
ty of job offers at EA" EA says that "many" 
of the studio's employees will be offered 
jobs at other EA locations. 

With its past history of license-heavy 
titles, the public perception of EA IS that the 
company is averse to taking nsks. Although 
Def Jam was certainly a license, its music
centric fighting mechanic was the kind of 
twist we've come to expect from Tsunoda 
and EA Chicago. The fear now is that wrth 
EA's focus on profitability, we'll see less 
such experimentation. With delays to a 
number of games, from Spore to Army of 
Two to Warhammer Online, it bears watch
ing what effect if any EA's stated philoso
phies under its new reorganization have on 
other studios in the publisher's stable. 
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DATA FILE 
More News You Can Use 

FELLOW TRAVELLERS 
Warn,,; Bros. has boujht dewloper Tr.....,.,s 
Tales, which ~ wd known for its -k on 
the LEGO Siar Wan series. Oespit• th~ doat, 
1.......-, Tales says twill conbnuo ots LEGO 
Mn in COOfUnctioo with lucasMs. 

NEW PS2 DESIGN 
Europo and Japan an, slated to g<t a new, 
redesignod PS2 oar!y noxt year (m charcoal 
black. cmmic whit., and si!Yer) that comos with 
an intograted fXJW'f "4'Pfy and an improved 
inttmal struchn that makes the console even 
ligtief. A U5. Vfflion has yet to bo confirmed. 

CITY OF HEROES UNDER NEW 
OWNERSHIP 
Publisher NCsoft has acquired the intoflectuaf 
proporty rights to dewloper Cryptic Studios' 
City of Horoos and City of Villains. NCsolt says 
there wil bo no immociat• changes and that 
the games wil bo takon can, of out of NCsolt's 
- Nor(af Studios. Cryptic says that~ made 
the mow: in Of'der to free up resources for future 
projeds - on, of which ~ Marvel Univffio 
Online for Xbox 360 and PC. 

DM FOR EVERYONE! 
PS3 owners wil soon be ablf to .W videos in 
the OivX format, adding to the list of supported 
codecs.Ma recffll conference, a DiYX official 
also inadffltondy confirm<d that the 360 would 
also support the foonat. Both are expected 
before the ffld of the year via updates. 

INTERPLAY WANTS BACK IN 
Interplay says it's getting bad< in the deYelop
ment game, and ii warllS to create sequels for 
Eanhworm Jim, Baklt,'s Gate: Dar1c Alliance. 
llesant, and MOK (shown). The company says 
ii has sorno cash from the safe of the Fallout 
francmo to Bethe<da. but that ~ will need more 
to reafiz• its lul plans. 
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With Fountainhead being absorbed by id, 
what's the division of labor going to be 
like at id Mobile? 
CARMACK: The gameplay concepts and ideas 
1NOuld usually be a joint effort between Anna 
and me. Then I 1NOuld usually go and spend 
some relatively small amount 
of time, like a week or so, 
involved in technical deci-

You've mentioned i!I the past about 
how small budgets make mobile games 
attractive to make. If id Mobile does DS 
or PSP titles, are you willing to spend 
more .money? 
KANG: I think that one of things that was very 

unique with Ores & Elves 
was that it is still an unknown 
IP. With games like Doom 

sions on the platform, like 
writing the core 30 engine. 
The remaining six months 
of INOn< 1NOuld all be done 
by the Fountainhead team. 
That rough division is prot>
ably going to cany over into 
id Mobile. 1/\/hat is changing 
is that as part of id Software, 
there's a little bit more dout 
and cache going on. We're 
hoping to be able to attract 
some better people to mobile 
developmen~ because that's 
been a problem CNer the past 
couple years. We're hoping 
that gets better as an actual 
division of id Software. 

I still got all 

these other 

ideas for 

things that 

or Wolfenstein or Quake, it 
definitely has a followin& so 
that's the type of thing where 
id Mobile would go a little bit 
further and make more of a 
commitment and more of a 
risk. But I believe that when 
we're coming with new IPs 
from the ground up - smaller 
ones from the mobile - it 
is the kind of give and take 
where it's questionable 
whether the audience is there 
to support the extra develop-I think are 

worth trying 
ment cost 

CARMACK: When you look 
at the larger sizes, especially 
on the PSP where you got a 
gig you could end up spend-Do you have a permanent 

publishing partner set up? 

- John Carmack 

CARMACK: It's game per 
game. At id Software we 
generally have the dout to get pretty favorable 
terms on all our contacts. We never get any 
lock-in arrangements on things like that. We 
think EA's doing pretty good ... but we certainly 
evaluate that anew with every title. The cur
rent titles we're discussing for id Mobile have 
not been signed yet Best case: We have four 
releases under the id Mobile line next year -
probably two of them developed in-house and 
two of them developed by partner companies. 

ing on a game, you could 
easily spend five or ten mil
lion dollars. Almost no PSP 

games maximize their media usage like the 
way you would if it was a top-tier console. 
But, still, just filling up that media costs a good 
chunk of money, and if we look at the state 
of what we've done in mobile, right now it's a 
great success. But if we had spent five times 
as much money, the games would have been 
a lot cooler, but we would have been losing 
money and closing doors on the division. It's 

nice to always say, 'We always do the best 
thing possible," but it's always within the 
resource constraints available to you. 

So will your games start on mobile and 
use the larger handhelds for known 
quantities? 
CARMACK: That's what we're trying with Ores & 
Elves. There are lots of people that have a favor
able impression of i~ and we're moving it up to 
the OS. If it's a good success on there, I think 
a lot of people will take some interesting data 
points on that: that this kind of upward-mobility 
strategy might be possible. 

Will this movement continue all the way 
up to Xbox Live or PS Network or even a 
home console? 
CARMACK: If it does well on the OS, we want 
to pursue a Wii title with it. There's the obvious 
connection of waving a magic wand around 
that could fit in well there, and it's still one step 
below the massive media budgets of the 360/ 
PS3/PC triad up there. 

Does id Mobile have an idea of what 
kind of mix it wants between new IP and 
bumping up existing franchises to differ
ent platforms? 
CARMACK: It looks like we're setting this prece
dent of sort of hopping back and forth between 
exploiting an existing IP and then trying some
thing new. Wallenstein is under development 
right now, but it's likely the next mobile title after 
that will be a novel IP. In fa~ we're not talking 
about where we're going after tha~ but there's a 
good chance that it probably won't be the same 
style of 30 tum-based stuff we've been doing 
everything out of. I still got all these other ideas 
for things that I think are worth trying there. 
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MLGHandle: 
Walshy 

Age: 
23 

Hometown: 
Grand 
Rapids, 
Michigan 

Rival Teams: 
Carbon, Str8 
Rippin 

Favorite 
Weapon: 
Battle Rifle 

Favorite 
Map: 
The Pit 
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Accomplishmenw: 
As part of team Final Boss, David Walsh earned 
Major League Gaming's national title for Halo 2 
four versus four in 2004, 2005, and 2007. Final 
Boss also signed a three-year exclusivity con
tract with MLG in 2006 for a total of $1 million. 
Interested parties can catch future televised tour
naments on G4. 

Origin of skills: 
"I've always just been a gamer, period,' Walsh 
says. He used to play marathon sessions of Halo 
on weekends with his buddies after wrestling tour
naments. One day they caught wind of a national 
Halo tournament in Nashville, TN, and they all 
went down to test their mettle. "Individually, I 
ended up placing like fifth out of 300 people,' 
Walsh remembers. "I hadn't really played with very 
good people before. I just always played with my 
friends and didn't take it too seriously. When we 
did that I was like, 'Man, I wonder if I can make 
more money at this:• 

The Move to Balo S: 
Even though MLG is still focused on Halo 2 tour
naments, it doesn't mean Walsh is holding off on 
the latest sequel. "The funny thing about [a recent 
exhibition victory in Toronto, Canada] is that our 
team, three out of four of us, didn't play a single 
game of Halo 2 between Vegas [the national 
championship] and Toronto," Walsh says. 'We're 
ready to move on. We've been playing Halo 2 for 
a few years now." 

Life Omside of Balo: 
Walsh co-owns a clothing company called 
Kiaeneto (pronounced "kuh-net-o") with a friend 
from high school. 'We wanted a clothing company 

for gamers," Walsh says. "The actual clothes don't 
really show anything about gaming. It's just cool 
designs and kind of represents that gaming is 
mainstream nowadays." 

The Key to 'Ticlory: 
"When you go in to practice, have some sort of 
objective you really want to accomplish while 
you're gaming," Walsh says. "Don't just go in like 
'All right, well I'm going to play for a few hours 
and get better: Try to focus on figuring out what 
you're doing wrong, and what you can do to fix it.' 

Other Games: 
"I'm really impressed by Nintendo lately," Walsh 
says. He's currently playing games like Advance 
Wars: Dual Strike, The Legend of Zelda: Twilight 
Princess, and Wii Sports. 

Practice Time: 
"Right when Halo 3 came ou~ there were days 
when I played 10 or 12 hours even though a 
tournament wasn't coming up,' Walsh says. When 
there is a competition up ahead he devotes 
around 40 hours a week. Otherwise, it's around 
five hours. 

What Should be in Balo 4? 
"I would like more smaller arena maps because 
there are plenty of big ones for your vehicles and 
for people to just run around and have fun on, but 
when it comes down to tournament competitive 
play, [smaller maps] are some of the best maps 
because they're the most balanced,' Walsh says. 
"They're a lot of close-ranged combat and a lot of 
serious players are going to love those maps.' 

UNLIMITED ENABLED 

David Walsh 
Halo Hero 
Game Informer scours the 

leaderboards in search of the 

top gamers to find the best 

of the best, uncovering the 

person behind the handle, 

and learning his or her strat

egies. So if you get a pesky 

message over Xbox Live or 

PlayStation Network from 

GamelnformerMag, please 

don't delete it. You could be 

the next featured gamer. 

■ Final Boss from left to right : Mkhael "Stron1• 
Side" C.v1n1ugh, Dan "Ogre 1" Ryan, Dave 
"W1lshy" Walsh, and Tom "Ogre2" Ryan 

■ Check out Walsh's clothing company 11 
www.kiaeneto.com 

■ Watch a video of Walshy in action in this 
month's Unlimited 
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THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

Atari is in a br•nd ,_ kind ol--Y'"" o1 sells1g off 
licenses •nd studios. 11s CEO has r_...t the comp,ny might 
lose its i.st villuoble property- Dr,gon S.I Z - and Alan has 
suspended game development •mpiy to s,ve money. But 
the company w,rns lrnlt simply publishing titles might not be 
enough. -we cannot guarantee the completion of these actions 
or that such actions wiU generate sufftcitnt resourcts to fulty 
address the uncertainties of our finanoal position: Wt. predict 
that publishing alone wonl do• for Atari. After all, who wants to 
be saddled with lrnlt nome on their box? 

One title we hope survives is Alone in the o..t (shown), 
which has just been announced for PlaySlalioil 2 and Wi. 
augmenting its l60, PSl, and PC versions. 
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GOOD 
~ ~riety reports that Marit Wahlberg has 

signed onto the Max Payne film hosed on 
Rodst•r's hit noir cop game. Movifs hosed 
on video games often stinl<, but since we all 
know Wahlbetg's got the ,cting chops and 
thon some, this one night actualy have • 
<Mn« at being good. 

GOOD 
Hannonix is making yow iPod rod< with 
Phase. adownloacl,blegame (S5 at the 
iTunes store) for yow iPod that offers 
timing-l>ased g,meplay to any song on 
yow iPod. Oonl play Phase on Miler's 
iPod. though; he only wants to play 
tlvough the Rent soundtrack. 

BAD 
fA conl get .w,y from the delay bug, lost 
month ij was Army ol Two, this month ij's 

WMhilmmer Online: Age of Redtoning. 
The game is expected in summer or fall. EA 
CEO John Riccitieflo said. 'We're going to 
give it • little bit more time, • little bit more 
_.., and we think we1 have a little bit 
more of a tit on cu hands.· 

Nothing is as miserable as the Xbox 360's failure in Japan ... until now. For one week 
in the beginning of Nofflnber, the 160 actually sold more units in the country than 
the PSl. The sales jump is •ttributed to the release ol Ace Combo! 6 on the 160, which 
charted in second place for the week. ludily, the next week the PSl recovered in J•pan 
by tripling its sales thanks to its new price. 



• Awesome new soundtrack packed with major hits 

• Innovative game modes for new players and pros 

• Enhanced online support offers 4-player multiplayer mode 

• EyeTof support for PlayStation~ -use your hands and feet and see yoursett on lV! 

'-'l=!l.'il I .. Mild Lyrics 
Suggestive Themes 

.. 
~ . : 

Game Experience May Change OIiing Driine Play. PlayStation.2 
0 199!10071<ona1Ti0igilal-Co., lil"llemani",._.:m._Suport«WA"nn,goslnllrademmt>_m_Dlgill_ 

Co.. lil.KllHAMI • a reg,s1,rec1-m KONAMI Cllll'ORAJlON Pulillshed bJ""'"" IJ9lal ~ n: "Pla!SlaDon" and 111e ·is·mi, klgi>nn,goslnl-mSony~ 

ENef1amlo1tn:.Olfne1UYr,q..-eswem.tl:OllledolandMemorJClldl8M8Jlb'PlaySt,1Jon~leamsold-,1el!) TheOlfne""'••-mSony~--n: 
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LOOSE TALK 
Hot Gaming Gossip 

MORE EPIC COMPLAINTS 
In issue 175 (page 50) we detailed the back•and·forth lawsuits between Epic and Silicon Knights regarding 
Epic's alleged lack of support of its Unreal Engine l . We've heard that Silicon Knights ~n·t the only developer 
recently to have problems with Epic. One dev<loper, who didn't want to be revealed, 101d Game Informer that 
it had to push back the release of its Unrtal Engin< l·powered trti. because Epk was late in getting them the 
engine - something that SilKon Knights has alleged in its lawsuit. These developments bear watching because 
if Epic is at fault here, we could see a lot of unhappy developers banging down the company's door. 

NINTENDO'S NEXT CONSOLE 
While Microsott ~ enjoying its first console dominance wrth the 360 and Sony's assuming the PSl will be 
around for a decade. Loose Talk has heard that Nintendo is once again planning something tntirety different 
Industry insiders have told us that Nintendo is considering being the first console manufacturer to have its next 
system oul Although it's unlikely this will happen tomorrow, for instance, wt have no doubt that Nintendo will 
want to capitalize on the success of the Wii and keep the ball rolling as strongly as possible. The real question 
will be whether Nintendo can make enough of the damn things. 

NEW OS ON HORIZON? 
Pacific Crest Securities analyst Evan Wilson says that Nintendo has already fin~ wort on a n<W version of 
the OS handheld. In an investor's note he claims that his contacts "indicate that a refrtshed DS is complete." 
Wilson describes the n<W DS as thinner with larger screens and "built-in storage" (memo<y?). The unrt will do 
away with the GBA cart slot to make rt thinner. Wdson says that he doesni expect the n<W DS to come out until 
sales of the current unit slow down - which doesn't seem to be happening anytime soon. 

Go/ some insider 111/ol fma,/ us at looselall@gomeinlrxmew,m and weW be all""" 

NAME THAT GAME 
Test Your Sight 
Now, we can'! give you too many dues 
about thos month's game, as that 'IOOld 
totally g,ve ,way the answer. However, I 
your memo,y os good enough you should 
be able to pKk this one out by lool<1ng at rt. 
Although 11 was never released m arcades 
back in the day, i t was featured m a film and 
11 has been recently back-enginetred as a 
real game according to its appearance 1n the 
mCMe and ts avatlabte for OO'Mlload 

(Ans-oopage28) 
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AVAILABLE 
DECEMBER 

• Hits from the '70s to today! 

• Freestyle Mode lets you dance how you want to without arrows! 

• Build your own character with the new Quest Mode 

• Play online, download new music and more via Xbox LIVE• 

Lyrics 
Mild Suggestive Themes 

C 2007 Konaml Olgilal Enlenalnmonl, ine. C 1998 Kooami Olgi181 Enler1llinmen1 
Co., lid. ·eeman1·. ·oane•-· Wld · 0ance0anceRe'IOM!on IJnMne" 
are regis1ered 1rlldeman<s or 1radematt<I of i<ooaml Olgl1al Enlef1ainment Co., lid. 
Microsol1, Xbox, Xbox 360, Xbox LM. Wld the Xbox iogooWt IIQlllelld-of 
the MICIOIOft group of companies. 

Jump in 
-

~ 

XBOX 360 LIVE 



I 
f you grew up With the original 
Nintendo Entertainment System 1n 
the 'BOS, odds are good that you 
also have fond memories or various 
space and pirate-themed LEGO sets. 
The two pastimes may have been 

separate activities back then, but today we 
are 1n the midst of a convergence of video 
games and the classic toy brand - one that 
capitalizes on nostalgia as well as the desire 
for innovative gaming experiences. 

At first, it may not seem like a natural 
fit to meld these two particular forms of 
entertainment After all, LEGO embodies the 
tactile act of creation, while gaming focuses 
on virtual, intangible worlds. However, given 
the familiarity and accessibility of LEGO 
pieces, these gaps are easier to bridge than 
one might expect "There 1s something 
very inherently instinctive about the LEGO 
bnck as a medium for creative expression," 
observes Michael McNally, director of LEGO 
brand relations. "It may have something 

to do with the very simple idea that you 
can combine the bricks in millions of ways 
to create what you imagine. That lends a 
universal access and ability to anyone who 
gives it try.· 

The principles that guide the way people 
play with LEGOs today are the same ones 
that company was built on over 70 years 
ago. In 1934, founder Ole Kirk Christiansen 
combined the first two letters of each word 
in the Danish phrase "Leg god~• or "Play 
well." Christiansen was allegedly unaware 
that 'lego" can also be interpreted as "I 
assemble" in Latin. There have been many 
significant steps for the toy line since this 
inception (like the introduction of the smil
ing minifigure in 1978), but the move to 
other entertainment media represents an 
important shift in the way people perceive 
and interact with LEGO as a whole. 

To play with LEGOs no longer simply 
means spreading them out on the floor 
and sifting around for specific pieces. 
"Technology and digital media opens an 
exciting world of possibility for LEGO," 
acknowledges McNally. It is important that 
any game carrying the LEGO brand name 
exemplifies the same underlying principles 
that make the toys so enjoyable. "Through 
exploring creativity and expression through 
LEGO play, kids are having fun and don't 
even realize that they're developing prob· 
lem-solving. skills, a sense of curiosity, and 
building self-esteem through the challenge 
of accomplishment," McNally states. 'VVe 
believe that this is why when you scratch 
beneath the surface of many creative and 
successful personalities, you may uncover a 



former or current LEGO enthusiast." 
There is an assortment of games, puzzles, 

and activities that foster these goals on 
the company's website, but LEGO's most 
significant move into the digital space arose 
through a partnership with LucasArts and 
Traveller's Tales for the LEGO Star Wars 
game. The original title was one of the big
gest surprise hits of 2005, 

with developer Traveller's Tales, there are 
two more licenses in the works (Batman 
and Indiana Jones), plus an MMO from 
developer NetDevil. While those are the 
only currently announced titles in produc
tion, the stable of franchises LEGO has to 
work with could result in even more proj
ects in the future; LEGO games based on 

bolstered by the theatrical 
release Star Wars Episode Ill: 
Revenge of the Sith. 

The formula behind the 
success of LEGO Star Wars, 
in retrospect, isri't difficult 
to fathom. The gameplay is 
simple and accessible, allow
ing gamers of all ages and 
skill levels to experience it 
Plus, the emphasis on co-op 
play means that any two of 
these diverse gamers can 
enjoy playing together, and 
will likely find some common 
ground in the iconic source 
material. 'LEGO Star Wars 
was our first licensed proper
fy," McNally tells us. "What's 
so awesome is that the 

K#OW ,Olllf lEH 
• A column of 40 bdlion Slaeked 

LEGO bods would reach the 
mooo 

• On average, there a,e 62 LEGO 
bncks for -v pe,,or, on earth 

• Approximately seven LEGO selS 
are sold -v second 

, Two m1lhoo LEGO pieces per 
hour are manufactured in Billond, 
Oenmail< 

• There are 915 mdlkln d1tterent 
ways to combine 1111 etght-stud 
LEGO bocks 

• All LEGO pieces made since 1958 
are ful~ compauble rega,dless 
of l'>llere or when they were 
manufactured 

SpongeBob SquarePonts, 
Avatar: The Last Airbender, 
and especially Harry Potter 
have plenfy of potential. 

Don't get lost in your 
dreams of running around 
a LEGO Hogwarts just yet 
though. The positive recep
tion of LEGO Star Wars has 
inspired the company to go 
forward with more video 
game plans, but LEGO is 
still taking measured steps 
in how it approaches the 
gaming market 'The key 
for us is in maintaining the 
right balance of physical and 
virtual, as we never want 
to abandon what we're 
universally known for by 
replacing it with something 

combined power of Star Wars and LEGO has 
the abilify to engage kids and adults alike. It's 
truly a unique formula among all toys~ 

Through LEGO's continued partnership 

completely virtual," obseNes McNally. 'The 
video games, while a great way to immerse 
in a completely digital expression of the 
LEGO world, absolutely inspire players to 

crack open the bin 
and start building in 
the real world." 

LEGO bricks have 
already proven they 
can make the transition 
over to gaming, but is it 
a two-way street? Could we 
see our favorite game fran
chises get their own LEGO lines in 
the future? "We are always evaluating 
new licenses and themes to bring to life 
in LEGO bricks," admits McNally. "Vehides 
are great and anything structural, so we 
are always looking for properties that have 
global appeal, great stories, strong and 
iconic vehicles that also represent great play 
value.· Judging by those criteria, the video 
game industry is full of likely candidates. 
For the moment however, the company's 
gaming ambitions are centered on the three 
announced projects. 

"You never know where the success of 
these titles could take us," says McNally. 
"We're exploring other kinds of gaming 
based more on the LEGO brand and clas
sic themes, and it's showing signs of strong 
success. Right now, I can tell you we're look
ing forward to the upcoming game launch
es, and anticipate there will be more LEGO 
excitement in gaming to come.• ■ ■ ■ 
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DEVELOPER 
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Tell us about the process by which Vollee 
streams games onto 3G phones. 
We're taking a shrink-wrapped, untouched 
console game from a top-tier publishers 
[and] we're running them in a data center. 
We're taking the sound and video output 
of the game, modifying and adapting it to 
mobile - without having to touch the source 
code - and then we stream the video and 
sound down to the handset. You get •the 
best of both worlds. You get the full richness 
of the PC experience and all that means in 
terms of physics, Al, 3D graphics, depth of the 
gameplay, the different characters/cars you 
can use - all of the investment the original 
developers put into the game. And you also 
get mobility. Because we're streaming the 
video down instead of actually downloading 
the game, it becomes much easier to port 
this across many, many handsets. When you 
ask, 'How are you getting the games to run 
on the handsets?' We're really not, the games 
are running on a PC, which is what they were 
developed for. 

A big problem for the advancement of 
mobile gaming i.s making the controls use
ful and intuitive on a phone. How is your 
streaming process addressing this issue? 
We have a set of standards we use. Pretty 
much all 3G handsets have a d-pad, a couple 
of soft keys .... We map the keys in the games 
to keys on the phone. We have an intelligent 
robot we use that acts on behalf of the player 
in the game. For example, if it's a PC game 
you gotta click through a bunch of screens, 
we have a robot who will act on the behalf of 
the player to click through those screens for 
them on the server. On a driving game we'll 
default the car to automatic transmission. On 
some games we put in a cruise control. There 
are some compromises we make to make it 
easier for the player. In a flight sim you might 
not be able to set the flaps or the frequency 
of the radio, but from a flying perspective, the 
control stick and throttle, etc. are pretty much 
what you need. 

Are you being selective about what kinds 
of games you'll be handling? 
Absolutely. We work closely with our publisher 
partners on that Obviously they are the experts 

on the essence in their games. We work closely 
with them to identify games that have the 
right attributes to come across well. One of the 
things about the game market is it's clear when 
somethings fantastic and it's clear when some
thing sucks, but there's a huge chunk in the 
middle .... So we're just starting to learn now 
what kind of gameplay attributes make games 
transfer well into mobile. 

When people think of mobile games they 
think of bite-sized experiences. Do peo
ple want bigger experiences than this? 
We think that people in general will gravitate 
to a richer experience. Just because you're 
playing for 10 minutes doesn't necessarily 
mean you want 2D graphics and no story 
line and no depth to the gameplay. You still 
want an attractive game and an opponent that 
doesn't just stand there and wait to get shot. 
We think that there's an appetite for a better 
game experience. 

Because of this streaming approach we're tak
ing. and your game is actually running in a data 
center connected to a network backbone, online 
games become possible on mobile where they 
haven't before. This is the big opportunity to 
change how people play games, because right 
now for most MMOs, and even most Xbox Live 
and Sony live titles, you don't have a mobile 
option. Your only choice to participate in that 
community, to be online, message people, and 
to play is when you're sitting on a broadbrand 
connection. You're usually in your home, you're 
usually in front of a TV or a high-end PC. If you 
happen to be stuck in traffic when your guild 
meeting is going on or you've got 10 minutes 
and you want to see your mates' Halo fight and 
you can't do that because you're not in front 
of a PC, we believe that because we're online 
all the time, that there will be new modes of 
gameplay and new demand for online access 
to these kinds of next-generation games. That's 
part of what the Vollee service will enable you 
to do, is maintain access to that world not 
necessarily to go on some full-fledged raid from 
the mobile phone, but be part of a meeting. 
check in to see what's go on, buy stuff that you 
need ... as your character online, but still while 
you're in the middle of your real life. 

Just because 

you're playing 

for ten min-

utes doesn't 

necessarily 

mean you want 

20 graphics 

and no story 

line and no 

depth to the 

gameplay. 

- Vollee 

president 

and CEO 

Martin Dunsby 
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WoRiD or WIRcJLITT: Tm: Bunm'G CRUSADE 
System: PC • Release January 1.6 
The oiggest PC release of 2007 happened right at the begin-
ning of the year, as Wortd of Warcraft players gained 10 new 
levels and a continent to explore. A full suite of new toys for 
every dass and specialization, several additional zones, and 
more than a dozen dungeons have the massive WoW popula-
tion still going strong. Fast-forward nearty a year after its release, 
and the game is still massively entertaining, Wartocks are ~ill 
overpowered, and the Horde has its fair share of scantily clad 
ett chicks dancing on mailboxes. 

• . 
ROGUE Gllill 
System: PlayStation 2 • Release: January 30 
Rogue Galaxy shows Level 5 honing its RPG skills in mixing 
real-time action elements with well-crafted character 
development Unlike Final Fantasy Xll's License Board, Rogue's 
Revelation Flow chart encourages exploration as you level up 
your characters, and it's fun, absorbing, and never boring. With 
many of these driving philosophies sure to be included in the 
upcoming PS3 title White Knight Chronicles, Rogue Galaxy is a 
game that will inspire Level S's future as much as it remains a 
part of a past generation. 

-. 
ltlrcHEI & Cu.Nit SIZE MA.TIERS 
System: PSP • Release: February 13 
Console action games, especially those that rely on high 
production values and finely tuned control schemes, 
traditionally suffer when they are ported to a handheld. 
Leave it to Ratchet & Clank, one of gaming's most consistent 
franchises, to beat the odds. Amazingly, Size Matters stands 
up to any of its console predecessors, offering all the variety, 
weapons, and fun we've come to expect from this series. 
Kudos to rookie developer High Impact Studios for hitting a 
homerun in its first at-bat. 
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System: PC • Release February 20 
How big do you like your armies? 200 units? 

~ 3007 Whatever, Nancy, go play Supreme 
Commander and come talk to us. The sheer 
scale of the RTS battles here, along with a UI 
that makes commanding your unstoppable war 
machine a reasonable task. secure Supreme 
Commander's place in history. Still need convinc
ing? You can nuke entire continents! For bonus 
galaxy-spanning fun, pick up the recent Forged 
Alliance expansion as well for its even better 
interface and rebalanced units . 

Who says the French are soft 
on terror? Ubisoft certainly 
did its share in 2007, releas
ing this outstanding squad 
shooter to both next-gen 
consoles and PC. A stream
lined UI for controlling 
squadmales. the evolved Cross-com system that 
allows fm1her tadkal options, and a brand new 
tec:hno-thriller plolline make GRAW 2 a must-
play for anyone with a lick of inlerest in military 
action. As if that weren't enough. the multiplayer 
is top-notch as well, meaning that SOCOM players 
really don't have any exmses any mo,e. 
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: PullLE Omsr: CHlli.ENGE : THE EIDER Satow IV: : SUPER PIPER Mrno 
: OF THE WIRWRDS _: SHIVERING ISLES : System: Wii • Release: April 9 

: While it's going to go down as only 
: System: Xbox 360,Wii, 

PlayStation 2, PC, Nintendo DS, 
: PSP • Release: March 20 

If Puzzle Quest was simply an 
addictive color-matching puzzler 

. in the Bejeweled vein like we've 
played countless times before, it 

• would still be fun. However, Puzzle 
• Quest's triumph is its merging of 

RPG elements within this format 
; with matching orbs granting you 

elemental mana, XP, money, and 
damage gems for use in battle. Add 

• in eamable character power ups, 
• mounts, and weapons, and Puzzle 
1 Quest is an example where the 
: gems, genres, and stars align. 

: System: PlayStation 3, Xbox : the second-best Mario platformer 
: 360, PC • Release: March 26 : of the year, that in no means 
: If only every RPG offered expanded : diminishes the accomplishments 
: content like this amazing addition : of Super Paper Mario. Sporting 
: to the Elder Scrolls IV: Oblivion : an amusing, retro graphical look, 
: experience. The Shivering Isles ~ the game offers gamers a wildly 
: opens a deep and varied new : humorous adventure with a surpris-
: dimension shaded by mania and : ingly touching love story. While 
: dementia for heroes to explore. : we'll all remember some of the 
: Its amazing array of quests found : game's funniest moments, the real 
\ gamers Pf:rlorm1ng tasks like leading : hook is the amazing level designs, 
: an 1nqu1s1bon and tortunng helpl_ess : which meld 2D and 3D platforming 
: dungeon crawle_rs. and the hilarious : worlds in a most ingenious fashion. 
: muttenngs of Prince_Sheogorath was : It's truly one of the year's most 
: some of the best wnt1ng of the year. : memorable games. 
. The Shivering Isles is a must-buy for : 
: anyone wio logged heavy hours : 
• into Oblivion. 

\Wh over JOO lntdcalllt.1••••• that....., ............. 
- ... CUltolnlad to the 11111, ... 
Motonport 2 ls wily the Nit .... 
tor on II• lllllUL 1ha onUne llldlanl, 
...... c:onununlty opllonl, and 
fNllns that every rac:a or drallt that 
you compllllwlll 191Nyou a ..,Mt 
ofwh, ................. .... 
bNII __,..,_a.111tc;,..1'atllno. 
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: THE LoRD OF THE RINGS 
: ONLINE: SHADOWS OF 
: lNGW 
: System: PC • Release: April 24 
j The series that made elves and ores 
: fantasy gaming mainstays finally 
: gets its own MMORPG treabment 
: Bringing the vastness of Middle-
: earth is no small task, but LOTRO 
: imbues the world with appropriately 
: epic content The hundreds o/ 

I• .. 

• ODIN SPHERE 
• System: PlayStation 2 
. Release: May 22 
• If you think the time has passed for 
. side-scrolling 2D games, you haven'r . 
• played Odin Sphere. Structured like 

a storybook, each chapter focuses 
. on a different character, givjng 

players the opportunity to witness 
• events from various perspectives. 

The combat has a distinctly old
school flavor, but the beautiful visual 
style and striking character design 

: quests never get old thanks to a • are unlike anything you've seen 
: dever talent system and_ combat_that • before. It's not often you see games 
: 1mmed1ately draws you 1n; It's a httle . take chances hke Odin Sphere, and 
: hght on the PvP side of things. but even rarer that it pays off so well. 
• Lord of the Rings Onhne 1s one of • 
: the best massively mulitplayer titles 
: to hit the industry since WoW. 
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ffllYERSlRY 
System: Xbox 360, 
Wii, PlayStation 2, PSP 
Release: June 5 
There are plenty of characters 
vying for the platforming 
throne these days, but Lara 
still hangs 'Mth the best of 
them, even in a game that 
was designed 10 years ago. 
Taking the template set by the 
original Tomb Raider those 
many years earlier, Crystal 
Dynamics crafted a master
piece of adventure puzzle fun 
with Anniversary by updahng 
graphics and puzzles white 
leaving familiar locatJons and 
encounters mt.act. The resu~ is 
a startling mix of nostalgia and 
exotement that appeals to 
new and old players alike. 

(MLIZATIOH IY: 
BEYOND THE SWORD 
System: PC 
Release July 24 
You can't ask for more out 
ot an ~nsion than what 
you get here. Beyond the 
Sword packs 1n a multitude of 
new ovilizations, technol-
◊gf, Wonders, diplomatJc 
options, and CTarf scenanos 
and mods into a single box. 
Gvihzation IV was already an 
amazing, endlessly replayable 
tum-based world domination 
sim, but this expansion cranks 
up the awesome even farther. 
You may not knON what the 
Shwedagon Paya IS OON, but 
trust us - it's key to conquer
ing the globe. 

.... wont consequence of most 
people's 21st birthdays is a lillle 
barf Ill the shrubs; Jadde F.stacado 
pis pa•wed by an ewfl force that 
luds ID GIie hel of a WNIL Ful of 
aoddns•--sn-tc:lrmlc:llnr........,sallsfy
.. ,--. fantallc voice WOii(, and one of the hlldest 
............ ... video....., .... .,.,.._ delvers• 
..,....ce yau won't soon foraet. a, the end of the pane 
yuu'II feel·-~~ machine. llllhen Is 
that--. bad thins? 

.. . , . . . -

ESRB BBE.UD0WN 

ElO+ 

E 

T 

M 

OBIGINIIUTY 

Existing 
Franchises 

New IP 

Expansions 

Licensed 

Annual Sports 

Remakes 

The Orange Box 

6 

8 

22 

23 

16 

5 

2 

2 

MONTDLY B■EHDOWN 

January 2 

February 3 

March 4 

April 2 

May 2 

June 2 

July 2 

August 7 

September 5 

October 11 

November 10 

December 0 
(Release counlS are cakula1ed 
using the firsl appearance of a 

game on any platform) 
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P!q'~q~~DS. PICROSS DS 

System: Nintendo DS • Release: July 30 
It's a little bit S"udoliu. It's a little btt ·Paint by Numbess.· It's 

more than a little bit addictJve. Mario Picross was a lost dassic 

of the ong1nal monochrome Game Boy, and we're surprised 

it's taken Nintendo this long to revive this excellent puzzle 

senes. Perhaps it's for the best. because the DS definitely 
allows for improved functionality via the touch screen. If filling 

out dots on a grid sounds boring to you, it's only because you 

haven't played Picross. At $20, there's no reason you shouldn't 

fo( that problem. 
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SHIJ MEGm TDsEI: PERson 3 
System: PlaySttition 2 • Release: August l.4 

Persona 3 marks the return of a dassic role-playing se,ries, and 

it comes back onto the scene in style. This title integrates dqik 

themes and deftly moves back and forth betv.-een extreroes, 

delivering a uniquely disturbing adventure. Social interactions 

dunng the day augment your abilities at night when you 
summon your Persona (monsters born from the psyaie) to 

fight through a demonic tower. Persona 3 is filled with shocking 

imagery you can't shake, and addictive gameplay that keeps 

you coming back for more. 

.. . . • ... 

• 



,. 

~P 80 Gaaa• or_.,~ 

38 GAMEINF0RMER 

.:::=.~ 
A••••• .... of dwic .. ,... ... 

tlons,IIIND111• 
.... 101 ... bs ■ r 
...... In • ..., .. 

............. chlldsalallc 
,... Shu wl his ......... 

OD tDIII of 11181111.-s In ...... 
and be■ .. fantasy wadd. 11le addlc

llve job systlllll hupla,-s 
.._..C:,rrsand 

....... to .... 
whltispa1, ........... 
the COIIIIII• anblnll
-. 11111 is lhefintlllle 
... Final FMtasy CNIIIDr 

, ... 5lllulauchl's 
Milli ... lludlo. and it ................... , 

losthlstaudl. 

TIGER WOODS PGl TOUR 08 
System: PlayStation 3, Xbox 360, PC 
Release: August 28 
It's diffiaJh to innovate in the sports genre, but Tiger 08 proves 
it's not impossible. White traditiona~sts laud the return of the 
three-dick swing and the game's better-organized career 
mode, the real action is on the Internet with the game's amaz- . 
ingly versatile "You Tube" style ability to post your highlights and . 
create new challenges. It's quite simply one of the best new : 
online modes we've seen in years. Even better, it's built on 
some of the best core gameplay in sports gaming. 

' • 

.. -· •. 1. . . 

IIEDIEYIL II Tor.u lmom PRm: 3: 
WIR: KINGDOMS 1 CoRJlUPTION 
System: PC System: Wii 
Release: August 28 : Release: August 28 
Most strategy expansion : Nobody can get the Wii's 
packs offer a few new play- unique motion controls to 
able civilizations and units, work as well as the Big N 
then call it a day. Medieval itse~. and Metroid Prime 3 
II Total War: Kingdoms gives is just further proof of that 
you the motherload - four Despite the game's sony 
entirely new gaming experi- • story, Prime 3 prOllides one 
ences, each with its own rules gorgeous adventure. We 
of engagement Also, you can . never got tired of getting 
now tackle a campaign with : lost wandering through the 
a friend. Eighty hours of new game's diverse alien environ-
content for an already great . ments. Add in the great FPS 
game places Kingdoms on . action with classic puzzles 
the short list for the desert : and power ups, and you have 
island game of choice for : a wonderful way to end the 
tum-based strategy fans. : Prime trilogy. 

NHL 08 

: STIJNTHN: IGIDION 
. System: PlayStation 3, 
: Xbox 360, PlayStation 2 
: Release: August 28 
• Paradigm's over-the-top 
: precision driving title has 
• more exciting moments than 
: this blurb can ever hope to 
: contain. Here are just a few 
. examples: ramp your car 
: into a helicopter, douse your 
: flaming vehide in a car wash, 
. jump a moving train, barrel 

roll over a bridge, outrun 
• an avalanche, shoot rockets 
: into enemy jeeps - it's just 
: nonstop awesome. The 
: difficulty feels like a satisfying 
: hardcore challenge, but never 
. ventures into insurmountable 
: territory. 

.. . • 
System: PlayStation 3, Xbox 360 
Release: September 11 

... ., • ,; 

Held in the same breath as hallowed NHLPA 93, this year's 
game is a return to the glory days of video game hockey. Its 
success lies mostly in its ability to hone in on the realism of 
the sport The dynamic Al and lively goalies push players to 
think like real players, rather than just checking everyone in 
sight The breakthrough stick controls also grants players the 
ability to slide through the defense like Alex Ovechkin. NHL 
08 is the shot of life hockey needed and one of the best 
sports games in years. 
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System: PlayStation 3 
Release: September 13 

. .. • .. ·. 

Heavenly Sword is a compact-yet-complete 
experience with a captivating cinematic flair, 
and is one of the must-play titles on the PS3. 
Amazing motion and facial capturing breathe life 
into the characters, and the gameplay integrates 
a strategic element into traditional button-press 
combos. The sniping sequences change up the 
pace, giving you an up-0ose view as you gently 
guide arrows right into your foes. We're already 
looking forward to a sequel. 

WORLD IN CONFLICT 
System: PC • Release: September 18 
The Cold War has boiled over into open conflict, 
and the country needs you to bring a devastat
ing combination of infantry, tanks, air power, and 
indirect fire support against the Red Army. World 
in Conflict's amazing visuals and super-smooth 
control scheme push this tactical RTS well 
ahead of the pack, and excellent multiplayer 
support extends its legs beyond the consider
able length of the single-player campaign. K~ p 
your eyes peeled for the 360 conversion, wli1ch 
should be available next year. 

SKATE 
System: PlayStation 3, Xbox 360 
Release: September 25 
Entering a market where Tony Hawk has had 
a monopoly for nearly a decade isn't an easy 
feat, but EA managed to one-up the 900 
master by creating the most realistic skating 
game to date. This is expressed through the 
inventive controls and also in the challenges, 
which range from beautifully designed 
competitions to bone-breaking feats. You won't 
be chaining together million point tricks or 
destroying cities like you do 1n Hawk, but you 
will appreciate your tricks more than you ever 
have in any other skating game. 
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Emrr TERRITORY: QUAKE ; THE LEGEND OF ZELDA: 
WARS : PHANTOM HOURG~ 
System: PC 
ReleaH: October 2 
Had enough Battlefield? Of course 
yoCi haven't Still, Quake Wars is 
more than worth a look - the 

. strategy goes deeper here than 
• 1n DltE's lauded franchise, and 

no other title handles near-future 
multiplayer warfare nearly as well. 
Coordinating and defending against 
assaults between vehicles, artillery, 
and the different types of infantry 
iii Quake Wars is one of the most 
.engaging experiences to be found 

. on PC. Don't get discouraged when 
you have to spend a month losing 
before the larger strategy behind the 

, action reveals itself to you. 

System: Nintendo OS 
• ReleaH: October 2 
: No matter where Zelda ends 
: up, it always manages to be the 
• game that introduces new types 
: of gameplay or ways to use the 
: system. Phantom Hourglass taps 
: into the OS to deliver some of the 
• series' best puzzles, such as having 
: to draw a path through a storm or 
• blowing into the microphone to 
: produce wind. The all touch-con
: trols handle Link's combat needs 
. with ease, and also enhance his 
• trusty old weapons. Now, the only 
: thing Nintendo needs to do is find 
: this guy a tailor. The green pajamas 

have to go. 

THE ORANGE Box 
System: PlayStation 3, Xbox 360, PC 

SYPHON FILTER: LOGAN'S 
: SHADOW 

System: PSP 
ReleaH: October 2 

• Gabe Logan's new career as a 
• handheld specialist is treating the 
. aging super spy quite well. While 
• he might not be running with the 
• big dogs like Solid Snake and Sam 

Fisher anymore, he shows that he's 
still got the stuff in Logan's Shadow, 
a solidly made sequel to last year's 
excellent Dark Mirror. Packed with 
globetrotting adventure, clever 

: new features, and some of the 
: best shooting action you'll see on 
: the PSP, it's a no-brainer that this 
: list should hold a spot for Sony's 
: special ops veteran. 

Release: October 9 (Xbox 360, PC), December 11 (PS3) 
The Orange Box is loaded with so many great games we're sur
prised the disc didn't split open from failing to contain them all. 
Turning on our enemies as a traitorous spy in Team Fortress 2, 
getting hounded by the testy computer GLaOOS in Portal, and 
running over Hunters in the forests of Half-Life 2: Episode 2 are 
all some of our fondest memories of the year. Best of all, they 
are all found under the cellophane of this one orange box. 

• . . 

PROJECT GoTHAM 
RACING 4 
System: Xbox 360 
Release: October 2 

: Let's'be clear: This newest Pro1ect 
Gotham Racing title isn't just the 

• 

: debut of Geometry Wars: Waves. It's 
: the debut of a revamped career pro
• gression system that helps elevate 
. this PGR above its predecessors 

and other racers. The leaderboard 
• system and the way your career 
. and kudos are tied to the PGR 
• shop pushes you forward while the 

g-forces from your car's acceleration 
throw you back in your seat. 

. ' • . 
• 

; NEVERWINTER NIGHTS 2: 
• MASK OF THE BETRAYER 
: System: PC 

Release: October 9 
• Do you have any idea what a 

party of 25th level Dungeons & 
: Dragons characters is capable of? 
• Master Chief? Disintegrate. Link? 
• Disintegrate. Pretty-boy adventurer 

Drake? Disintegrate. We're going 
to level with you - Disintegrate is 

: our favorite spell. There's nothing 
it doesn't work on. Not even the 

• immensely powerful foes in this 
• NWN 2 expansion, which delivers 
• role-playing awesomeness and 
: hilarious epic-level D&D combat in 

• . 

• equal doses and warrants a look by 
: anyone with a PC. 

ACE COMBAT 6: FIRES OF LIBERATION 
System: Xbox 360 • Release: October 23 
For long time fans of this flight combat franchise, the next-gen 
premiere was a dream come true. Pushing the boundaries of 
photorealistic graphics, Ace Combat 6 looks like the real thing 
even as it delivers completely ridiculous and explosive mid-air 
dogfights and explosions. It's just the way we like it - loud, 
frantic, and exciting from beginning to end. 

.. , 
• 

. , 
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. GUITAR HERO ID: 
: LEGENDS OF ROCK 
~ System: PlayStation 3, 
: Xbox 360, Wii, PlayStation 
. 2, PC • Release: October 
( 28 
: Neversoft adopted the Guitar 
• Hero brand from the music 

game masters at Harmonix. 
: As if to prove a point it 
~ comes out swinging with 
: an amazing set list of songs, 
: exciting new boss battle guitar 
: showdowns, and some subtle . 
: tweaks to the gameplay that • 
. make the franchise feel better . 
. than ever before. It may not 
: have drums and singing, but 
. Guitar Hero Ill sets the new 
: bar for virtual guitar virtuosos. 

\ . "l •• ~ 
• 

PHOENIX WRIGHT: ICE lITORNEY 
T!um ID TRIBULATIONS 

• 
,. . 

System: Nintendo DS • Release: October 23 
While Trials and Tribulations doesn't really introduce any new 
mechanics to the series, it provides a fitting dose to the story 
of Phoenix Wright and the Fey dan. The new cast is weirder 
than ever with nut job Dahlia Hawthorn, the coffee-chugging 
Godot the mysterious Mask DeMasque, the flamboyant Jean 
Armstrong, and the always-angry Furio Tlgre. Plenty of old 
favorites return as well, and this new set of intriguing mysteries 
connects past and present plotlines masterfully. 

RJ.TCHEf & CLANK r IIEu.GATE: loNDON 
FlmrRE: TOOI.S OF System: PC 

Release: October 31 

D~TRUCTION Who hasn't wished for Diablo 

System: PlayStation 3 
II in 3D? Hellgate: London 

: may not quite reach that illus-
Release: October 30 . trious standard, but it comes 
While it might not be the : dose enough to have us 
most innovative title on this • carving a bloody path through 
Ii~ Ratchet & Clank gives • Hell's legions deep into the 
PlayStation 3 owners some- night Massive customization 
thing they sorely needed options and a lengthy story to 
this year: a long, satisfying, play through are great but the 
and perfectly crafted gaming superbly smooth and enjoy-
experience. The graphics : able combat is Hellgate's 
have been upgraded to : bread and butter. Rocking 
near Pixar quality, and some • co-op style in the excellent 
cool enhancements to the : multiplayer is a fantastic 
weapons upgrade system and : option as well for more social 
overall game balanong make gamers. 
it the most accomplished in 
the series to date. 

~ .. . . . . . . .... 

.. 

Polish, polish, and more polish - Call of Duty 4 posi
tively sparkles with tightly engineered FPS gameplay. 
With a single-player campaign that consists of several 

FPS series as now c a1me t e t rone o t e mo ern 
combat era as well. 

--............:- ....___~.J -:::.,...------
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In everything from Its dra
matically dlff erent control 
scheme to its striking 
medieval setting, Assassin's 
Creed stands as one of 
the most innovative and 
unique titles of th·e year. 
With a complex story that 

hints at a larger mystery 
that stretches across 
centuries, Altair's 

journey to take down 
the evil men of the 
Holy Land seems In 

one way a huge and 
dramatic open world 
adventure, and In 
another like the first 
ad of a much bluer, 
longer play . 

System: 
Nintendo DS 
Release: 

SYSTEM 
EllCLVlllVEll 

November 13 
Who would 

Multi 14 

have thought 
that the devel
oper of Barbie 
and SpongeBob • 

PC 

Xbox 360 

PlayStation 2 

11 

7 

5 
SquarePants GBA titles could have crafted 

Wii 4 the most ass-kicking Contra game in over a 
decade? These guys just get it. Take this excerpt : 
from the instruction booklet as an example: 

Nintendo DS 4 

"If you know someone with Contra 4, you can 
celebrate the time-honored tradition of taking 

PS3 

PSP 

3 

2 all of the good items and advancing the screen 
too quickly ... '.' This game is hard and it's not 
afraid to rub your nose in it. Just be glad there 
are multiple difficulties . 

. .. 

CRYSIS 
System: PC • Release: November 13 
It may be cheaper to travel forward in time 
to play Crysis than it is to build a machine 
capable of bending the game to its will. But 
no matter, Crytek's 22nd century graphics 
and amazing sandbox gameplay are worth 
the price of admission. Few experiences 
were better this year than assuming the role 
of a Predator-like Speaal Forces soldier with 
a nano-suit stalking helpless foot pairol,in 
the deep jungle with the aid of a doaking 
device, super stre~gth, and super speed, 

.. -

• 
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System: Wii 
Release: November 13 

. Geometry Wars has been 
hailed since its ongonal release 
as bnll1ance masked In 
simplicity. Galaxies takes that 
addiCIIVe shooter mechanic 
and all the flashing hghts 
and shapes that come along 
With It and adds the ab1hty 
to level up and unlock new, 
ever more complicated 
levels. It may be one of the 
most straightforward games 
of 2007, but it's also one of 
the best. 

RocK Buro 
• System: PlayStat,on 3, 

Xbox 360 • Release: 
November 20 
Taking a step back, ,t's 
hard to perceive Iust how 
immense a pro1ect Rock 
Band really ,s. Any one ,nstru· 
ment from the selection of 
guitar, bass, drum\ and vo,ce 
has often been enough to 
1ust1fy a whole game release 
With Rock Band, you get 
all four In one neat (~ut 
expensive) package Few 
video game experiences can 
match hitting up the great 
rock songs of history With 
your friends at your side. 
Rock Band hits all the nght 
nqtes and has nearly anyone 
wl\o tnes It 55=rambling to ~t 
back on. the game. • • .. 

SUPER MABro Gu.uy 
System: Wii 
Release: November 13 
To this day, Mano is the face 
of Video games. Unlike other 
entertainment ICOllS hke 
Mtckey Mouse, whose legacy 
d1m1nishes more each day, 
Nintendo keeps making Mano 
better. Super Mano Galaxy is a 
remarkable enlly onto the pldt
form,ng genre. It dongs tightly 
to ,ts hostory, yet manages 
to innovate ,n ways that 
you never thought po551ble 

Whether you are bounding 
across a lava field as ice Mano, 
or find yourself breaking the 
laws of gravity, this game's 
melding of unique challenges 
and amazing gamepldy makes 
rt 1rresos11ble 

UNCRiRTED: DRlli'S 
FORTIJNE 
System: PlayStation 3 
Release: November 20 
Leaving the cartoony adven
tures of Jak & Daxter behind 
for the hme being. Naughty 
Dog chose a footloose trea
sure hunter named Nathan 
Drake as the,r first hero on 
the PlayStahon 3. Through a 
po51tovely remarkable aud10 
and visual smorgasbord, 
Uncharted played like the 
next great popcorn summer 
blockbuster, and set new bars 
on cinematic storytelling. 

• 
~ 

System: Xbox 360 
Release: November 20 
There are storytellers, and 
then there ,s BioWare. This 
company has long been 
recognized as one of video 
games' most accomplished 
storytellers, but With Mass 
Effect, the company ,s 
making the art ,ts own. Next 
to The Lord of the R,ngs 
and Star Wars, there are few 
universes that are as fully 
developed as Mass Effect's. 
From the shocking plot twists 
to the believab,hty of the 
characters, this ,s the video 
game story that WIii have 
everyone talking. 

UNREll 
Touu.urm 3 
System: PC 
Release: November 20 
One of the heaviest hrtters ,n 
the PC space returned this 
year to spectacular results. 
Sparkly Unreal Engine 3 111SUals 
and a host of new vehodes 
and maps - not to menllon 
the add111on of the peerless 
Warfare mode - make Unreal 
Tournament 3 as worthy 
of your fragg,ng tome as 
anything else. As always, no 
game moves as lightning-fast 
or offers as many holanous 
VOK:eOVers as UT 'Mlere 
would You Tube roontases be 1 

.. 
• Without the dassK: guttural 
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CEO, UBISOFT MONTREAL 
>> From Africa to Canada, Yannis Mallat's career has taken him around the globe. Now heading 

Ubisoft's prestigious Montreal studio, we spoke to him about his vision for the company's future << 

Coming from an extremely varied background 
that includes development and creative roles, 
how do you draw on that experience in your 
current job of overseeing an entire studio? 
The whole experience [working) 1n Africa opened 
my mind. I saw things that will never leave me, 
for bad or for good. It's certainly a rich personal 
experience. When you take that background into 
the video game industry, the one thing that strikes 
me is that our biggest "asset" - and I don't like 
that word - is the talent It's the people. I think this 
helps a lot in keeping up the daily operations .... 
I make sure that every Thursday of every week I 
don't have any meetings. My schedule is totally free 
and I go around on the floor and talk to people on 
the teams, making sure that I understand the bur
dens of every project and know what's important to 
the people. That's a key. From agribusiness to rural 
development in Africa to video game projects, that's 
the main link. 

That's a good question. We don't want to give away 
our reope, but in a nutshell you are always on the 
nght track when you can, as early as possible, make 
sure that in a very concrete form you have a [stand
out feature]. That feature that will dnve innovation is 
to be address and worked on from the very begin
ning of the project Once you get this "holy grail," 
in a way things become much easier. You diminish 
the pressure and risk of failing. Once you have this, 
all the money you put into the production values 
are just here to make sure that the crafting of the 
new ideas will be the right level of quality. 

One thing we're seeing more of today is 
games that are announced from the begin
ning as being part of a multi-part series. 
Assassin's Creed is like this, Mass Effect for 
BioWare as well. Why are more companies 
doing this? 
It's mostly because we are sure that we're going to 

our brands. For the sake of the consumers, we look 
for certain things we want in the series and make 
sure that - across the brand - there are those 
values within each game. You want to maintain a 
brand, but at the same time you want the individual 
team to give their best new ideas. There's a fine 
balance that can be found. 

One series that's very associated with your 
studio is Prince of Persia. There was a UK 
magazine that reported a new Prince of 
Persia, then that was denied. Is that project 
being worked on or is it taking a back seat to 
Assassin's Creed? 
Well, that's something that we haven't announced 
yet. Bui based on the success of the franchise, I 
think consumers crave for a new Prince of Persia. 
This is a living brand, that's all I can say now. 
[Laughs] 

We have a goal to be the numier 
one studio in the world. 

Ubisoft is known for developing new, origi
nal IP [intellectual property]. While you do 
have ongoing and licensed products, you 
don't rely on that as much. Why is that? 
Wouldn't it be a better bet financially to 
have more licensed games? 
I think that value lies in the IPs. Challenge lies in the 
IPs. If we can make sure thai even on a licensed 
product, we apply the same philosophy in terms 
of the way we think about the projects in their 
conception, we can make sure that even a well
established brand can be rejuvenated with risky 
content decisions. That's for the sake of providing 
consumers with what they deserve. I know that 
sounds a little pretentious. but in the end - espe
cially in an overcrowded market - the consumer 
has so many choices. We compete for leisure time 
with television, movies, and books, and in order to 
get a slight portion of this precious time we need 
to make sure that we have something that matters. 
We know that people crave new things; they like to 
play never-seen-before game mechanics or settings. 
That comes from new IP. 

Today budgets for games are so large, what's 
the process you go through to make sure that 
a title is going to be viable? You obviously 
don't want to spend a lot of time and money 
on a bad gamble. 

provide good content to the consumers it will pave 
the way for another experience that is an extension 
of the first one. Also, in the meantime, it's a way 
to motivate our creators - we're not aiming for 
one shot, we're aiming for something big. I think 
that, if you think about more than one game, you'll 
make a better game because it forces the team 
to think more thoroughly. It's a question of scope 
and depth. [And] potentially, if this turns out to be 
a financial success, then you can have that success 
on several other titles. 

Ubisoft sometimes moves sequels to other 
studios, like what you did with Splinter Cell 
when one was developed in Shanghai, so 
that you can get sequels out on a timely 
basis. Do you worry that this will hurt the 
consistency of the games because they 
are not made from one team that's totally 
focused on a franchise? Will you continue 
this type of work model in the future? 
Probably. It's within human nature to pull out the 
best from yourself, to [take something] and make 
it "yours.• So, you can't totally avoid a team adding 
its flavor to a project If you want to come up with 
something greai you have to let the creators come 
from their gut B~ at the same time, we are large 
enough to take care of our brands. We have execu
tive producers and a content division centralized in 
Paris that makes sure that there is consistency in 

How much do the different Ubisoft studios 
share technology and ideas? How do you 
coordinate that? 
It's happening a lot and it's never been at this 
level in the pasi probably because of the massive 
investment Ubisoft made during the transition of 
the consoles. In Montreal, I'm using several engines 
that have been developed by other studios. includ
ing the technology behind Ghost Recon: Advanced 
Warfighter. The pipelines we are building in 
Montreal are being used by other studios. That's the 
stuff that you see at a high level when you look at 
it B~ also, at a lower level, a lot of communication 
is going on between studios and people that do the 
same job. We thought at the beginning that the stu
dio structure would actually hurt in terms of sharing, 
but we discovered that wasn't true at all. 

What are your goals for Ubisoft Montreal over 
the next five years? 
We have a goal to be the number one studio in the 
world. That said, I want to add to that the fact that 
being the number one studio in the world translates 
into making sure that our developers become the 
best in the world. That's the meaning of it to me. 
We want to give our creators the tools and the 
means to let them be the best. And if we achieve 
that we'll be the best studio in the world. 
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MAIM 
DUST-OFF QUIVER 

• • ••••••••• 
Keyboards, mice, controllers, headsets, MP3 players, cell 
phon es, an d D V Ds - how's a traveling gamer supposed to 
manage a ll tha t equipment? Dust-Off (yeah, the canned 
air) has a solut ion for you. The Quiver is specifically 
designed to manage and store all the gear you might want 
to take to your next LAN event We like the sturdy material 
it's made from, and it should help gamers stay organized, 
but it's not very stylish. 
S69.99 • www.dustoffzone.com 
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--RAZER LACHESIS 
• •••••••••• 

The Lachesis is basically an upgraded version of Razers 
capable DeathAdder. The nice addition here is the easy
to-access dpi buttons that allow you to adjust sensitivity 
on the fly - a feature you'll want since the Lachesis has a 
ridiculous max dpi of 4000, the highest we've seen so far. 
OthelWise, the mouse is comfortable, moves smooth~. 
and has 32KB of onboard memory to store five different 
profiles. The Lachesis is also fairly lightweight, but it lacks 
swappable weights, so gamers accustomed to a heftier 
piece of hardware might have trouble adjusting. 
S79.99 • www.razerzone.com 
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lllE'J 
LOST SEASON 3 
With the writers' strike destroying our lives, who 
knows when we will ever see the next season of 
Lost. Season three just hit Blu-ray and DVD, and 
the bonus content about season four might be the 
only new Lost content to comfort fans for a while. 
Then again, you might also be interested in our 
Hurley and Sawyer secret agent fan fiction. 
$66.95 (Blu-ray), $38.99 (DVD) 
www.amazon.com 

THE ART OF MIDWAY: 
BEFORE PIXELS AND 
POLYGONS 
Players never get to experience some of the ele
ments that go into creating a game. This perfect 
coffee table book gives us a rare glimpse at all the 
time and effort that goes into giving games their 
unique look. Inside are more than 200 environ
mental and concept images from popular Midway 
games like Mortal Kombat, Psi-Ops, and The 
Suffering. The artwork section for Stranglehold is 
especially noteworthy. 
$24.95 • www.designstudiopress.com 

-TRANSFORMERS 
OMEGA 
SUPREME 
STATUE 
Does your house need more 
really expensive, extremely cool 
geek memorabilia? Consider this Omega 
Supreme statue. One of the oldest and largest 
Autobots, Omega is such a BAMF that he can 
shatter mountains and could probably make 
the Hulk cry. This 12-inch Art Asylum statue cap
tures all of Omega's awe-inspiring majesty, and 
would look great on the mantle next to your 
aunt's embroidery. 
$198.99 • www.entertainmentearth.com 
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W 
hen we formed Chair 
Entertainment in 2005, we 
hadn't q.u1te settled on a busi
ness strategy. We knew we had 
a lot of ideas and wanted to 
create memorable entertain

ment experiences, but we weren't quite sure 
of the path we would take. While considenng a 
large, multi-year pro1ect. we had been obseiving 
what Microsoft was doing with Xbox Live Arcade, 
and since we had some time, decided to test the 
waters (and keep the team busy!) with an idea 
we had for a smaller downloadable game. As an 
exercise, we came up with a list of 100 simple 
game concepts. After considering the feasibility 
and marketability of each one, we narrowed the 
list to what we felt were the 10 most viable con
cepts. From that list we chose to make Undertow. 
The process of creating Undertow taught us how 
great the Xbox Live Arcade is for independent 
developers and how 11 can lead to better games 
for everyone. 

The development process for XBLA games is not 
all that different from making any other game -
except it's smaller. The team sizes and budgets are 
smaller, the schedule 1s more compact, and the 
download size of the game 1s definitely smaller. 
However, looking back on the development of 
Undertow, I am amazed at how much work a small 
team can produce, how far a small budget can be 
stretched, and how much fun can be crammed into 
so little space. 

When we began Undertow, the maximum size 
limit was restricted to SO megabytes. That is not 
very much space - 11 is about the same size as just 
a few minutes of compressed video. While some 
disagreed with these file size limitations, I think it 
was a wise move for Microsoft. The small file sizes 
mean quick downloads, which translates into a bet-

ter user experience. And a happy customer equals 
a return customer. Microsoft has done a great job 
making their marketplace a viable and strong retail 
outlei which helps attract studios like Chair to make 
games for it. 

VVith smaller file sizes game designers are forced 
to focus on the true essence of a game. What 
makes it fun? What makes it unique? Why would 
I want to play this? These are questions that any 
game design team needs to ask throughout pro
duction. When making games for the more casual 
audience, other questions may include: How fast 
does the game hook the player? Is it simple to 
pick up and play? Is it deep enough to play again 
and again? We found it very helpful to let various 
types of gamers play the game at different stages 
of production and watch their reactions. When did 
they like the game? When were they frustrated? 
Obviously, the more times developers can iterate a 
game to reduce frustration and increase enjoymeni 
the more fun that game will be. The fact that every
one on our team still loves playing Undertow tells 
me that we may have found that elusive fun factor. 

While the team mulled over the intangible ques
tions about what makes a game fun, I had to 
worry about such things as: How much disk space 
will that take? VI/ill it load fast enough? How can 
I make that work? After many years of working 
with artists, I have discovered that game art assets 
tend to fill the space allotted. Whether the game 
is given 40 gigabytes or 50 megabytes, the art
ists will find a way to make the assets (textures, 
sounds, music, animations, etc.) just barely fit 
within whatever space is there. I worked very hard 
to make Undertow fit within 50 MB. Every time I 
found a way to make the game smaller, the artists 
would find a way to increase its size again! By the 
end of it, they put in 15 custom environments, 
hundreds of effects, 5. 1 surround sound, motion 

Just 

because 

a game 

is small 

on disc 

doesn't 

mean it is 

small in 

scope or 

complexity, 
' ,. ·, 

captured cut-scenes with full voiceover, and sub
titles in nine languages. That is a whole lot of data! 
But having artists that push everything to the limit 
is what helped us cram so many amazing features 
into just 49 megabytes. That's right - Undertow 
actually came in under the limit. 

Just because a game is small on disc doesn't 
mean it is small in scope or complexity. In fact, the 
code complexity can easily rival that of a much larg
er game. Every game has to go through the same 
rigorous technical certification process. And 16-
player matches still have 16 players sending tons of 
voice and game data across the internei regardless 
of how big the characters are on the screen. VVith a 
small team it can be difficult to address unexpected 
problems without increasing production time. 
Undertow took a month or two longer to complete, 
but we ended up with a very polished game that 
we are proud to call our own. 

Because the budget needed to produce 
Undertow as a downloadable game was smaller 
than it would be as a retail game, we were able to 
manage it ourselves without seeking any money 
from publishers. As a resuli Chair fully owns the 
intellectual property rights for Undertow. This not 
only gave us the freedom to mold the game into 
what we wanted, but grants us the ability to expand 
the property into other areas that make sense. 

Our team loves its current state of indepen
dence, and we feel it gives us agility and flexibility 
to innovate, polish, and essentially direct our own 
future. We hope to continue on a path similar 
to the one we've taken with Undertow and cre
ate more original games that can be enjoyed by 
many audiences - be that via Xbox Live Arcade 
and PlayStation Network or other similar services 
that emerge. ■ ■ ■ 

The views and opinions expressed oo lh~ page are strdo/ !hose ol lhe aulllOI 
and 001 nea,ssar,o/ those ol Gm, Informer Magazine or rls s~ff 

If you work in lhe industry and would like to share your opinion, contact senior edilor Malt Helgeson al ma1t@gameinlormer.com. 
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GET THE BENEFITS OF A GYM, 
RIGHT IN YOUR OWN HOME! 
The Bowflex• Home Gym delivers fast and easy total-body 
results. Compact enough to fit any workout 
space, it provides gym-quality exercises 
whenever YOU want. Get tight abs, 
firm legs, scultped arms and a strong 
chest. Get the Bowflex• body you want. .. 
in the comfort of your own home! 

All this starting as low as 
$20 a month* - less than half 
the monthly dues of a 
typical gym membership! 
Get a real Bowflex• body. 
Get a Bowflex• home gym. 

I 

CALL (800) 952-1904 
TO REQUEST A FREE DVD 
OR TO PLACE YOUR ORDER TODAY. 
www .BowflexWeb.com 

The Bowflex Xtreme• SE Home Gym Offers Exceptional Standard 
Features that can Transform Your Body in Just 20 Minutes a Day, 
3 Times a Week: 

• Up to 210 lbs. of resistance 
(upgrades available!) 

• Lat tower with angled lat bar 
• Leg extension/leg curl attachment, 

• 3-Position lower pulley/squat station 
• Abdominal crunch shoulder harness 
• 7-year limited warranty 
• 100% Satisfaction Guarantee' 
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I Do Blu. 
High Definition TV and Blu-ray .. . 

a picture perfect marriage. 











MORE THAN MEETS THE EYE 
Forget collecting weapons from fallen 
foes and comrades; a forward battle 
commander doesn't use scraps ½hen 
1t comes to scrapping with his enemies. 
In 1iberiurn, Ricardo Vega ,s arrnec 
wrth the GD-10, a transforrnative, 
four-m-0ne weapon capable of dealing 
punishment under any circumstance. 

MAG RAIL - Gonsider this your de facto 
weapon setting. The magnetic rail oper
ates as a standard futuristic assau~ rifle 
useful in most battle scenarios. 

ENERGY CANNON - No arsenal is com
plete ~out a gun capable of dealing 
a massive blow from a long distance. 
This pseudo sniper nfte fires a focused 
energy beam that oblrterates most 
anything 1t hrts. Use too much and rt 
v,II crverheat 

GRENADE LAUNCHER - If you see • 
group of enemies huddled together, 
switch to this mode and spray some 
indirect fire in their direction. This is also 
the weapon of chrnce for fighting ½h1le 
using the jump je~ since accuracy isn't 
paramount 

MLS - The multi-launch system lets you 
target and lock onto multiple enemies. 
After painting your targets, pull the 
trigger and watch the firewori.s; the gun 
unleashes a missile that splinters and 
takes out each victim Vv'ith prec1ston. 





FANCY 
YOURSELF 
A GENERAL? 
Forward battle commanders who 
master the single-player campaign will 
be immediately ready for player-versus
player online battles; all of the major 
gameplay elements of the single-player 
game apply directly to mult1player. The 
sole multiplayer mode operates like 
Battlefield's famous conquest mode, 
which ld,ks you with gaining control 
of set point'S on the map-in this case, 
liberium fissures. The Battlefield ticker 
has been replaced 'Nith a timer, and time 
bonuses and penalties are dependent 
upon gaining and losing terntoiy, 
respectively. capture and hold enough 
positions on the map and the timer will 
start to count dO'Ml against your enemy, 
If your opponent cannot swing the tide 
of the battle back into balance, the timer 
will continue to tick dO'Ml to zero and 
victory will be yours. When commanders 
die, they will respa'Nfl at either the drop 
zone or a Tiberium capture point 



THE ART OF ITERATION 
Smee Tibenum ,s being treated as a 
new IP by Electrornc Arts, the develop
ment team was given a much longer 
development cycle ,n order to create and 
test new gameplay ideas. Dunng a visit 
With Sims creator WiU Wngh, executive 
producer Chns Plummer was encouraged 
to test core gameplay elements with 
simple board games before beginning 
production on a console. Plummers team 
took the suggestion to heart and created 
several game prototypes, which were 
shown off to the entire EALA studio in a 
saence fa,-like fashion. One of the stars 
of the prototypes was a board game (see 
below) that helped the developer.; find 
the perfect balance between first-person 
action and tac!Jall gameplay. The team 
then developed a low-fidel,ty version of 
the game to make sure the squad control 
and first-person combat worl<ed together 
harmoniously. The Tibenum team passed 
the demo to fellow EAlA employees 
and their feedback was used to fine-tune 
the gameplay. 



SYMPHONY OF DESTRUCTION 
Bnng1ng a battlefield to life is a lot more compllG!ted than Just sl!Cking 
soldiers on the prtch and letting them have at It. To make the libenum war 
feel ahve, EAlA has invested heav,ly in state-of-the-art mteractJve audio/ 
visual technology unlike anything we've <Ne< seen before. Most games use 
a canned aud10 background track that makes It sound flke a battle ,s hap
peOlllg. But aud10 V!Sionary Enk Kraber, best known for his amazing work on 
the Medal of Honor senes, has put together a new audio system capable of 
moong every single shot that's happening on the screen. To keep the player 
horn feeling d1sonented, a hne of sight system will help focus the aud10 
around Vega's actions and immediate threats. 

On the visual side, EAlA has created a new atmosphenc technology 
layer that gives the libenum action a very realistic feeling. The particle 
system 1s so profound rt allow.; explosions and their smoky aftereffects to 
be affected by other explos10ns. For instance, missile trails ,-,II cut through 
smoke douds left horn the smoldered remains of fallen buildings or 
enemies. The technology IS also capable of creating heavy fog banks, which 
can create a feeling of daustrophobta and fear as your RAl.0. ventures into 
the unknown. 
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F 
rontlines is a toy box. That is the realiza
tion we quickly came to once we got our 
hands on the game. In Frontlines' bleak 
near-future story, war has erupted over the 

world's depleted natural resources. After playing 
around in the game's large open environments 
with its 60 vehides and weapons, we don't care if 
the vvorld ever invents an alternative fuel source. 

Weapons are the highlight of many games, 
and Frontlines' toys shine like sunfire. Drones are 
a notable part of the game, and we got to play 
with plenty of them. We sent RC helicopters over 
the tops of buildings to perform recon, drove a 
little buggy under the tracks of a tank to blow 
it apart, and caused some devastation with a 
rocket-equipped mini tank. 

The life-sized versions of these vehides are also 
a joy to drive around. We took a fighter jet for a 
spin, then wasted several billion dollars of tax
payer money as we bailed out in mid-air, turning 

the plane into a smoldering heap on the side of 
a mountain. In multiplayer, more than one player 
will be able to hop into any of the vehicles and 
man extra guns or missile turrets. 

Frontline's massive 32-player online battles also 
offer a nice progression system. In each match 
you can customize your charactefs role, special
izing in ground support, EMP tech, drone tech, or 
air support If you don't like your choice you can 
redeploy and change your setting, but if you stick 
to a role you will level up, gaining better abilities. 
If you choose air support, for example, you might 
start out with a single bomb drop, but eventually 
be able to command a gunship to rain down con
tinuous fire anywhere on the map. 

What impressed us most about the game, 
however, was the sound design. There are no 
ambient effects; every explosion and gun pop 
heard is the result of something going on in
game. What makes this even more impressive 

is that there are no lulls in the sound of battle; it 
always sounds like you are in the middle of an 
all-<iut war. Not only do all the weapons have a 
rich, realistic quality to them, but their sound also 
carries like it would in real life. If you call an air 
strike down somewhere off in the distance, you 
will see the explosions a few seconds before you 
hear their booms. 

The single-player levels are like mini open 
worlds. We got to travel to a mix of different 
locales such as a desert oil refinery complete with 
black belching smoke stacks and a mountainside 
military base fitted with underground missile 
silos. One of the later levels even had us battling 
through a Russian metropolis nearly as large as 
Saints Row. Frontlines is already on our must-play 
list for 2008. Hopefully, we vvon't have to wait 
much longer to get our hands on the final build of 
this treasure chest of gaming fun. ■ ■ ■ 
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The Last Remnant 
> STYLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER SQUARE ENIX> DMLOPER SQUARE ENIX 
> RELEASE FALL 2008 

THE NEXT BIG THING 

T 
he most influential games in the role-playing genre 
are tied to Square Enix. Whether it's Final Fantasy, 
Dragon Quest, or Kingdom Hearts, the publisher/ 
developer has a stable of franchises with legions of 

loyal fans. Even so, it isn't enough to lean entirely on estab
lished series. That's where The Last Remnant comes in: It 
represents Square Enix's attempt to create a new property to 
stand alongside the established names. 

In order to ensure this new adventure finds its audience, 
there are a handful of unconventional steps being taken 
with the development of The Last Remnant. It will release 
simultaneously in the U.S. and Japan, be multiplatform from 
day one, and utilize Epic's Unreal Engine 3 - all of which 

are deviations from 
standard practice for 
RPGs. Then again, 
a different kind of 
game necessitates a different approach. 

Instead of using a traditional, individual-based battle 
system, The Last Remnant will have conflicts that occur on 
a larger scale. Players will issue commands to groups rather 
than individual characters as armies clash on battlefields 
with up to 70 units. 'Toe player needs to have a grasp of 
how each union will function in such a large-scale battle," 
the development team tells us. "For that reason, the battle 
commands are simple enough for the player to get a hang 

of immediately." When one union engages 
another, you will enter commands in a tum-based 
formai but the kinds of orders vary depending on 
the context. According to the team: 'Toe abilities 
of a union are comprised of the abilities of each 
individual unit in that union, making a unit's 
abilities a very important factor in battle.• 

Fighting isn't limited to passively inputting 
commands, though. Once you've given orders, 
special situations can arise that require you to 
respond to onscreen prompts. These sequences 
keep the player involved in combat on the unit 
level while still allowing them to keep the big 
picture in focus. 

One of the important factors that influence 
the battle on both sides is morale. Your choices 
and those of your foes will affect which side has 
the most morale, which will in turn affect other 
available actions. As morale increases, units 
become more useful during battle. As morale 

decreases, certain units can even become a burden. 
While it's great to know more about how the game will 

play, most of the plot is still being closely guarded. What 
exactly are the Remnants, and what makes them so pow
erful? When asked why people are willing to go to war 
to control the Remnants, one member of the dev team 
laughed, "You will have to wait and play the game to find 
out!" It looks like we won't have the answers we want until 
late 2008. ■■■ 





S
trategy games have generally been 
challenging to pull off on consoles, 
but Michael de Plater, creative director 
for EndWar, thinks Ubisoft knows how 

to get past that problem. -We' re not working 
around it, we're cutting right through. We think 
that there's loads of great strategy in console 
games, from the tactics and squad manage
ment of Ghost Recon Advanced Warfighter 
to the play calling and team management 
in Madden to the strategy of Pikmin. Players 
seem to like using their brains as well as their 
trigger fingers~ 

In case you're not familiar with EndWar, 
its stay could easily be ripped out of some 

future newspaper headlines. America and 
Europe band together to build a global mis
sile defense system that essentially quells 
any threat of nuclear warfare. "Unfortunately," 
explains de Plater, 'the nukes have been the 
only thing keeping superpowers away from 
each other's throats for 70 years. In less than 
a decade after the Shield goes up, the world 
is on fire with the most apocalyptic global war 
in history." 

Players will take control of entire armies. 
Every platoon will have its own name, his
tory, and call sign. Troops who survive several 
battles will quickly become veterans who per
form better in battle. Not only will players be 

able to customize their armies with insignia 
and mottos, but they will have about 300 
equipment upgrades to experiment with. 
Cool tech such as unmanned aerial vehicles, 
exoskeletons that increase soldiers' carry-
ing capacity, and active camouflage are just 
some of the tools that should help keep the 
action exciting. 

So far the game has sounded great and 
we can't wait to get our hands on it to see 
if it lives up to de Plater's lofty expectations. 
"EndWar is the game that the CG intros and 
cutscenes of other strategy games have made 
you dream about for the last 10 years.• ■ ■ ■ 
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No More Heroes 
> STYU I-Pl.AYER ACTION > PUB USHER UBISOFT > DMLOPER GRASSHOPPER MANUFACTURE 
> RElWE FEBRUARY 

TEN LITTLE ASSASSINS 

I f you have played Killer 7, you 
know that designer Goichi Suda 
( also known as Sudas I) is 
capable of creating an experience 

unlike anything else on the market 
Exploring dark themes through means 
that resembled experimental films 
more than games, Killer 7 challenged 
gamers' conceptions of what a video 
game can be. The next project from 
Suda's Grasshopper Manufacture, No 
More Heroes, is poised to be another 
pleasant departure from the norm, 
though with a focus on gameplay that 
many felt Killer 7 lacked. 

Players control aspiring assassin 
Travis Touchdown, a resident of the 
fictional town of Santa Destroy. In 
order to dimb the ranks, Travis needs 
to take down 10 other assassins using 
his fa110rite weapon: an energy sword. 
In fact, the prominence of swordplay 
in No More Heroes 1s why the game 
is a 'Mi exdusive. 

'The importance of the beam 
katana in No More Heroes was one 
key reason [I chose the IMij,' Suda 
tells us. •Furthermore, Wada-san 
[NMH's executive producer] and 
I predicted that the Wii would be 

lacking real action games. Therefore, 
we pushed this proJect through and 
began production with no hesitation, 
figuring that gamers with a 'Mi would 
crave a true action game~ 

While the words "sword" and Wii" 
immediately trigger notions of arm
flailing gameplay, Suda deliberately 
took a different approach to how 
players direct Travis' actions. The A 
button slashes the katana and the 
nunchuk handles movement, though 
certain moves and sequences will rely 
on using motion and positioning of 
the remote. 

•1 want to recreate the feeling of 
slashing something using the 'Mi 
remote," Suda states. "I was set on 
creating something that felt natural, 
direct, and fun to control. The hardest 
part was the lack of buttons, so it felt 
hke I was making a Super Nintendo 
title at times, sort of a 'back to basics' 
feel~ This could also explain why 
several elements of the HUD have a 
distinctly old-school, pixilated flavor. 

Even though you take down your 
competitors in heated battles, combat 
is only one element of No More 
Heroes' gameplay. The only way to 



advance the story is 
by killing assassins, but 
there are other things 
to occupy your time. 
Using open-world 
structures for players 
to explore the world 
surrounding Travis 
Touchdown, the game 
encourages you to pick 
up various missions 
around the city. "Travis 
can do some side jobs, 
such as grass mowing 
or garbage collection," 
explains Suda. 'Travis has 
to start at the bottom of the ladder and 
work his way up'.' 

Those tasks, along with many of the 
location and character names, might 
seem a little silly. Don't worry - it's 
not an accident or an oversight The 
game intentionally embraces a more 
irreverent atmosphere. 'The tone of No 
More Heroes is completely different 
from Killer 7," clarifies Suda. "It is really 
lighthearted and even a little bit vulga( 

The bizarre cocktail of violence, style, 
and off-beat humor makes No More 
Heroes one of the titles to keep on your 
radar. Thankfully, you won't have to stay 
on the lookout very long; you and Travis 
Touchdown will be slicing things up in 
February. ■■■ 

Your current 
assassin ranking 
is displayed in 
classic arcade 
high-score fashion 
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W 
hat's scarier than getting stranded on an alien 
planet inhabited by cold-blooded predators 
looking to make you their next meal? That's 
one of the questions the team at Propaganda 

Games asked themselves while working on the latest 
Turok. -We wanted the whole experience to have a night
marish quality to it," says Josh Holmes, vice president and 
general manager of Propaganda games, the new develop
ment studio in charge of the Turok franchise. It's been a 
long time since we've seen a Turok worthy of the name, 
but Propaganda believes it can breathe new life back into 
the classic license. 

One area where fans will immediately notice some 
changes is in the story. -We have been influenced by 
films like Pitch Black, Aliens, and Predator; says Holmes. 
Protagonist Joseph Turok is a member of a futuristic 
black ops force called Wolf Pack. Turok was dishonorably 

discharged, but has been brought back in an advisory role 
during a mission to hunt down his old squad leader. After 
crash landing on an alien world, Turok's military mission 
quickly turns into a battle for survival in a violent climate. 

However, Propaganda wants to stay true to what made 
the early games great "The weapons have always been a 
highlight of past Turok games." says Holmes. -We wanted 
to deliver the same feeling of raw firepower and inven
tive functions, but still keep them feeling believable~ One 
of the cooler weapons we got to see firsthand was the 
minigun, which is capable of tearing through enemies 
with its primary fire alone. Its secondary fire allows it to 
be deployed as an auto-turre~ making it a great choice 
for setting up defensible positions. Turok also comes 
equipped with a knife, which he can use to perform 
stealth kills or fight off any clingy dinos. From what we've 
seen, Turok looks like a promising title, but we won't know 
if it all comes together until late February. ■ ■ ■ 





Burnout Paradise 
> STYLE I-PLAYER RACING (UP TO 8-PlAYER V1A PlAYSTATION NETWORK OR XBOX LM) > PUB USHER ELECTRONIC ARTS 
> DEVELOPER EA CRITERION> RELEASE JANUARY 22 

TOO OPEN? 

W 
e're all for open-world playgrounds, but Paradise 
has us wondering if that formula is the right 
choice for the frantic Burnout franchise. That's 
not to say that the game is in bad shape - far 

from it After an extensive hands-on play session of a 
near-final game build, we noticed loads of cool new ideas 
that are making this installment bigger than ever before. 
Simultaneously, the need to wrap everything around the 
open world concept has left some gaping holes in the other
wise solid gameplay. 

The most important element of Burnout is definitely 
intact - the intense sense of speed and out-okontrol 
action. In particular, the physics modeling of crashes looks 
phenomenal, from the way cars flip and corlksaew down 

the road after a nasty collision to the remark
able metal deformation when slamming into 
a wall. From the moment you press start, the 
game throws you into the action, constantly 
introducing new concepts as you drive 
through the open urban landscape of Paradise City. Most 
intersections have events tied to them that can be triggered 
with a quick button press as you drive through, from stan
dard races to the newly added stunt challenges. 

We were more than a little sad to see that Criterion has 
dropped the traditional Crash mode in favor of a more 
generic "Showtime" mode in order to fit with the open 
world idea. Here, players can start a crash at any point on 
the stree~ which sends them bouncing down the road 

trying to hit as many cars as possible. It's a lot of fun, but we 
miss the specified medal goals of preset events. 

Individual races frequently start in the middle of the city 
and send you zooming off to one of eight far edges of the 
map. While these races are as explosive as ever, they often 
mean you'll need to drive all the way back down into the 
city to find your next big event. Even after you've unlocked 
an even~ there's no way to jump straight to it from any
where on the map; you'll need to manually drive to the 
start location. Another strange change to the gameplay 
formula comes from the lack of specified courses. While it's 
awesome to be able to pick your own route and shortcuts 
to a given endpoint, it also means that it's awfully easy to 
make a wrong turn unless you're keeping your eye on the 
map - a real challenge when you're so glued to the split 
second decisions of a Burnout race. 

Online play is seamless, as you can join up with friends 
easily to begin racing in groups. Once you find each other 
on the big map, you can manually set up competitive races 
to any point in the city, or cooperate on special Freeburn 
challenge events that are scattered liberally through 
the world. 

There's a tension of opposites at play in Burnout Paradise, 
where the great new gameplay of the open world frame
work seem to have beaten down some of our favorite 
ideas from earlier installments. Even so, the game looks 
and plays remarkably well in the brief time we've had with 
i~ so this may be one of those instances where players will 
need to suck it up and accept some major changes to their 
favorite racer. ■ ■ ■ 



M 
anhattan is derelict The streets split 
open and the air rumbles. It's midday; 
the sun should be overhead, but it's blot
ted out by flocks of mythological griffons. 

The beasts swoop down from above; snatching cars 
from the street and biting hapless pedestrians in half 
with their razor-like beaks. k, if the whole world is 
afraid, the earth quakes, sending skyscrapers to their 
foundations. It's the end of the world, but this is only 
the beginning of Legendary: The Box. 

Protagonist Charles Deckard isn't your average 
action hero. For one, he's a thief. His latest job was 
to lift a mysterious ancient box from a New York art 
museum. However, 
once Deckard pos
sessed the box, he 
found himself oddly 
compelled to open 
it What Deckard 
doesn't know is that 
he's just opened 
Pandora's Box. 
Out of the ancient 
relic a red beam of 
light fires skyward, 
unleashing hoards 
of fabled creatures 
onto an unsuspect
ing world. 

Deckard learns 
that the plot he's 
gotten himself 
mixed up in is far bigger - and more sinister - than 
he ever would have imagined. It turns out that the 
organization that originally hired him to steal the 
box is really a secret cult called the Black Order. The 
Black Order expected Deckard to open the box, but 
they didn't expect him to live through the onslaught 
that followed. Deckard sets off on a quest for 
answers and revenge against the mysterious society. 

Unfortunately, Deckard will have to make his way 
past waves of werewolves, minotaurs, and other 
legendary beasts before his journey's done. One of 

the more fearsome enemies we've seen so far is 
the Titan Golem. This terrifying giant emerges from 
the ground built out of its surrounding environ
meni which in this case is asphalt and steel gird
ers. Golems are what Spark is calling a Titan class 
creature - a monster so powerful they won't be 
defeated through standard methods. 

Legendary's enemies will interact with each other 
and their environment Werewolves scamper along 
the walls and ceilings, and they are smart enough 
to know which objects in the environment they can 
aft~ even going so far as to destroy your cover if 
you try to hide for too long. 

Though Legendary is a first-person shooter, 
Deckard isn't just armed with guns. Opening 
Pandora's Box left a signet branded onto his hand. 
This symbol will imbue Deckard with special powers. 
For example, he will be able to siphon energy from 
fallen monsters in order to heal himself. Right now 
multiplayer is something of a mystery, but we've 
heard promises that it will be far more than just your 
standard deathmatch. Hopefully we'll get to know 
what that means soon, because the game is set to 
release later this spring. ■ ■ ■ 
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' ' C ircle of Doom looks very serious, 
but actually it's quite silly,' says 
Henry Lee, director for Kingdom 
Under Fire: Circle of Doom, 

Microsoft's new action/RPG spin-off from 
its popular strategy series. We chatted with 
Lee about the game, and he explained 
why he hopes this title will be about simply 
having fun. 

The lighthearted elements of the game 
are best exemplified 1n its magic system. 
The game is filled with all the standard 
spells and effects that one would expect 
from an RPG, but Blueside has really gone 
out of its way to create some very memo
rable ways to dish out damage. "We have 
some weird spells, such as Clappin& where 
you literally applaud your fellow player who 
is being pulverized by the enemy,' explains 
Lee. '111en there's Weepin& where tears 
burst from your eye sockets and damage 
nearby enemies, and limber, where you 
summon a wooden golem. It doesn't fight 
for you. It just collapses on your enemies. 
The goal is to give players hilarious ways to 
enjoy themselves~ 

This focus on pure fun carries over to the 
game's enemies as well. One of Circle 
of Doom's bosses is over 15 meters 
in diameter, while another will 
drive players insane with 
hallucinations that cause 
them to attack their fellow 
teammates. 

Circle of Doom looks 
like the kind of game best 
enjoyed with a buddy, and 
there is a reason for that. 
"About 50 to 60 percent 
of our focus has been on 
multiplayer,' says Lee. In 
the co-op game, monsters 
will drop different items, 
and some new bosses will 
appear. 

Kingdom Under Fire fans 
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might have to wait a little longer for the 
series' true strategy sequel, but Circle of 
Doom sounds like a fun way to wait out the 
time. And it should even be relaxin& as Lee 
says, "My only goal this time was to make a 
game that people can play with their bud
dies ... you know, just laughing and having a 
great time without stress~ ■ ■ ■ 

All the equipment in the game 
can be given some special func
tions through a system called 
Enhancements. For example, one 
of the characters, Regnier, has an 
axe blade that can be thrown like a 
boomeran& hitting multiple enemies 
before it returns. If it is synthesized 
with a Flight Enhancement it will 
hover in the air for longer, hitting 
more enemies and allowing Regnier 
to continue his attack with a second
ary weapon before the axe returns 
to him. Adding Rampage to the axe, 
however, will make it fly around 
Regnier's body, creating a shield of 
death. Still another option would be 
to use the Absorption Enhancemen~ 
which causes the axe to fly around 
restoring Regnier's health by draining 
it from his foes. 



A 
s of this writing, that whole Hollywood wnters' strike 
isn't looking good. Unless the Reconciliation Fairy 
does her magic sometime soon, you can expect 
either no Lost or a shortened season. On the bright 

side, the video game of the show seems to be well on track 
for its February release, so you shouldn't be totally bereft of 
that mysterious island and its castaways. 

Luckily for the folks at Ubisoft, most of the contributions 
from the show's creators were earlier in the process, so the 
strike has had only a minor effect on production. We talked 
with producer Gadi Pollack. who told us more about the main 
character of the game, the now of gameplay, and how the 
game will interconnect with the show. 

'We took a reference of Clive Owen," Pollack tells us of the 
main character. 'He's a smart, witty guy. He's something of a 
war photojournalist' Thus, without being a straight up military 
character, he's a man with a background in dangerous situ
ations, and is more than capable of dealing with them on 
the fly. 

Up to this poini we'd heard very little about the overall 
gameplay arc in the game, so Pollack filled us in that point as 
well. 'After speaking with the executives from the show, we 
understood where the influences of Lost came from - which 
included the game Myst." Knowing thai the team wanted 
to tap that exploration and discovery feeling, but also deliver 
more exciting gameplay that would interest the wider audi
ence of the show. 'So we took the moments from the show 
that we wanted fans to experience, like being chased by the 

black smoke monster. You'll have to dodge 
rocks and trees falling, run across small 
bndges - it's hke a race course~ 

These exotic gameplay moments are 
interspersed throughout the larger game, 
which is split into seven individual epi
sodes - in total, around 10 to 12 hours of 
gameplay. Each episode pans out like one 
from the TV show, with its own cliffhangers 
and dramatic confrontat1011s. In one of the 
early episodes, right after the plane crash, 
Elliot plans to head out into the jungle 
to retrieve some lost information. Show 
hero Jack blocks the way, and only after 
you play through one of Elliot's flashbaclks 
does he have the info he needs to lie to 
Jack and get past In the woods, he might 
encounter Locke, who will teach him skills 
to hide in trees from the various forest 
threats. Later, he'll navigate the dangers of 
an island cave in search of the lost items. 
Generally, the focus seems to be on deliv
ering compelling conversations with show characters, explor
ing the island's many secrets, and brief exciting moments of 
action-packed chases, shoot-outs, and revelations. 

While many of the main characters have only lent their 
likenesses and not their voices, the game does indude at 
least a few of the acting mainstays, like Yunjin Kim (Sun), Ian 

Cussick (Desmond}, and Emilie de Raven (Claire). We've yet 
to play Lost for ourselves, but we're certainly excited to see 
how the game can expand the intriguing mystique of the Lost 
universe. As for the gameplay itself, only time will tell if the 
ambitious mlX of action and exploration will pan out ■ ■ ■ 
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U 
nreal Tournament 3 recently released 
on PC to cntical acclaim, and after 
spending some time with an early 
build of the PlayStation 3 version 

of the game, we anticipate a similarly warm 
reception. Like can of Duty 4 or any number 
of other titles over the last few years, UT3 is 
functJonally identical on PC and console. 

The only differences we noticed in the 
PS3 version were typical pre-release issues 
that Epic will hopefully fix before the game 
hits store shelves. Bot Al in the offline game 
seemed less aware than their PC cousins, 
giving us more opportunities to flak shell fools 
in the back. The framerate could have been a 
bit more stable as well, but even in this early 
state it was quite playable. 

Our money's on the PS3 experience lagging 
slightly behind the PC version just due to the 
Sixax1s' inferior sensitivity relative to a mouse/ 
keyboard setup combined with the super-fast 
gameplay that Unreal Tournament has always 
prided itself on. No doubt there will be some 
13-year old in Oklahoma who puts the lie to 
that with a constant stream of flawless shock 
combos, but most players will likely have a bit 
more trouble with precision weapons like the 
sniper rifle, link gun, and shock rifle. 

Even with the relative imprecision of 
a gamepad, Unreal Tournament already 
feels great and plays fast on PlayStation 3. 
Hopefully, no more delays are in store for the 
title, and PS3 owners can get their frag on in 
early 2008. ■ ■ ■ 



T 
here is no doubt that Iron Man is a busy 
superhero. After the fallout from the 
events in Marvel Comics blockbuster 
Civil War last winter, it seems like he is 

everywhere. He's already starring in practically 
every comic Marvel puts out, and we wouldn't 
be surprised if he started showing up in DCs 
Batman books too. And he's not going away 
anytime soon, since this summer he'll be 
making his big screen debut alongside Sega's 
video game adaptation. It's a great time to be an 
Iron Man fan. 

Even for those who aren't familiar with the 
character, both the game and movie are origin 
tales and should provide good jumping on 
points to the characters rich 40-year history. 
Cornie magnate Stan Lee created Iron Man's 
alter ego, billionaire playboy Tony Stark, in 1963. 
Lee wanted to create a character loaded with 
personal demons and character flaws, so he 
used American entrepreneur Howard Hughes 
as a model. Stark is an engineering genius 
and inventor who finds himself struggling 
with a heart condition. Not content to settle 
for a pacemaker, he creates a suit of amior to 
help regulate his health - then, logically, starts 
fighting evil. 

lime is not an inventors friend. In order to 
stay on the competitive edge in the ever-evolv
ing world of technology, Tony must constantly 
tinker with his amior. Sega sees this as an 
important element of the mythes, and has 
decided to make it an integral part of the 
game. Iron Man is already a destructive force 
capable of ripping turrets off tanks and knock-

ing waves of soldiers down 
with a single repulsor blast, 
but players will be able to 
customize and upgrade their 
armor further by adding new 
weapons and defensive 
measures to Iron Man's already ample arsenal. 

However, some of Iron Man's greatest weap
ons might be his own enemies. Players will be 
able to take advantage of a series of contextual 
actions that allow Iron Man to tum his enemy's 
own attacks against them. In the example we 
saw, Iron Man wrenched a missile out of the air 
from its flight path, and then sent it back to the 
battlement that had launched it 

The team at Sega didn't want to confine old 
Shell Head to the close quarters of a New York 
alley or subway, and are designing a lot of large 
open environments to showcase his aerial abili
ties. Iron Man is basically a flying human tank, 
but even so he weaves through enemy fire and 
past factory smoke stacks at speeds approach
ing 300 mph. He needs his space. 

Sega has a wealth of comic lore to draw 
from, so the game won't be limited to the 
movie's plot Not only does this mean that we 
will see popular characters from the comics 
like Jim Rhodes, Jarvis, and Pepper Potts, but 
we'll also face off against a variety of old comic 
villains and don some of the more popular 
Iron Man suits from years gone by. The game 
is off to a promising start, and if Sega can pull 
all the pieces together it might end up with a 
game that can appeal to more than just comic 
enthusiasts. ■ ■ ■ 
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Mario Kart Wii [Working Title] 
> STYU I TO 4-PI.AYER RACING (UP TO 12-PIAYER VIA WIICONNECT24) > PUBLISHER NINTENDO 
> DEVELOPER NINTENDO > RELEASE SPRING 2008 

A NEW WAY TO SNAKE 

I 
t was only a matter of time before Mario Kart 
skidded its way onto W11. The arcadey racer 
has appeared on every Nintendo console 
since its debut on the SNES (outside of the 

disastrous Virtual Boy). Those who preferred the 
dual drivers of Mario Kart: Double Dash are out of 
luck as the latest iteration returns to solo steering. 
However, players will be able to ride more than just 
a bunch of wacky carts this time around. Characters 
now have custom motorbikes to zip around in. 
Early trailers hint at a possible trick system as Mario 
is shown popping a wheelie. 

Courses shown so far include such 
locales as a castle, a speedway with 
thousands of spectators, a darx old mine, 
a farm with cows and tractors, and a snowy 
mountain complete w,th slaloms and halfp1pes. 
But perhaps the most exaung feature of Mario 
Kart Wii is the confirmed 12-player online racing. 
Nintendo has pledged to improve the online expe
rience from Mario Kart DS and specifically hopes 
to minimize the time needed for matchmaking. 

The game will come packaged with a new 
peripheral called the IMi 'M1eel. This plastlc 

remote housmg looks to 
emulate the steenng wheel 
included w,th mediocre 
Ubtsoft launch game 
GT Pro Senes. Perhaps 
Nintendo can get the wheel 
controls ngh~ but those 
who'd rather dnve Exate 
Truck-style are free to do 
so. While Mano Kart details 
are scarce now, we're 
hoping Nintendo will pull 
back the curtain more after 
the holiday season dies 
down. Stay tuned. ■ ■ ■ 

But can you g 
beach to the wo 

e mountains? 

Cool. But can 
you go from 
the beach to 

the woods to the 
mountains? 



NINTENDO DS 

Apollo Justice: Ace Attorney 
> STYLE I-PLAYER ACTION > PUBLISHER CAPCOM > DMLOPER CAPCOM > RELEASE EARLY 2008 

A NEW BREED OF JUSTICE 

T 
he third and final chapter in 
the Phoenix Wright trilogy has 
finally come to a dose in North 
America, but rather than wait 

until next fall to start up the new series, 
capcom is debuting its new lawyer hero 
in matter of months. Players will take on 
the role of rookie Apollo Justice in the 
first Ace Attorney game that isn't just a 
localized Game Boy Advance port 

Apollo flies by the seat of his pants 
in the courtroom, similar to previous 
protagonist Phoenix Wrigh~ whom 
you now must defend against murder 
charges. Seven years after the events 
of Trials and Tribulations, Phoenix has 
apparently left his lawyering behind to 
become a scraggly lounge pianist who 
plays a little poker on the side. It is at 
one of these poker games that Phoenix 
is accused of killing a lounge patron. 
With the help of mentor Kristoph 
Gavin, magician/assistant Trucy, and 
scientist Ema Skye (from case five of 
the first game), Apollo will attempt to 
exonerate Phoenix and several other 
defendants for a total of four cases. 

Prosecutor Klavier Gavin (Kristophe's 
younger bro) plays the cunning rival 
and also fronts a rock band called 
Gavinners. 

In addition to new music and 
redrawn backgrounds, many OS
specific features await The 
fingerprinting minigame is back, 
along with the 3D item exami
nation from PW: AA. Players can 
now take molds of footprints and 
use the touchscreen to hasten 
the process with a hairdryer. 
There's also a new "Crime 
Recreation Mode" where you 
can piece together the scene 
of the crime in a stark white 
Echochrome-esque 3D 
environment The Ace 
Attorney games have 
needed a dose of 
fresh gameplay for 
awhile, and we're 
very anxious to see 
if the fourth iteration 
can deliver. ■ ■ ■ 
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elementandfriends.com (\ 4) 

OK. But do you have 
270-watt stereo? 
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. : . • .. ! .. • •:. We Play The Crap So You Don't Have To 

Rock Band Time Crisis 4 Scene It? Lights, Camera, Action Smarty Pants 

Super Mario Galaxy 
While Nintendo uses the name "Mario" on everything from puule to 
soccer games, an honest-to-goodness new Mario platformer is a rare 
event in the world of video games. Thankfully, Super Mario Galaxy not 
only lives up to the heritage of the series, it takes platforming in some 
surprising new directions. If you've been waiting to buy a Wii, now is the 
time to invest Super Mario Galaxy is just too good to miss. 

Our crack (or aackhead, 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 

Outslandong. A truly elite 1Jtle that is nearly perfect 1n every way. This score is given 
out rarely and indicates a game that cannot be rTl!SSed. 

Superb. Just shy of gam,ng nuvana, ttus score is a high recommendatJoo because 
the game reviewed IS head-an<klloulders above 115 rompetitJoo. 

Ve.ry Good. lnnovauve, but pe<haps not the nght choice for everyone. This score 
indicates that there are many good things to be had, but arguably so. 

A""'age. The game's features may wori<, but are nothing that even casual players 
haven't seen before. A decent game from beginning to end. 

Black Viper, the villain from Operation C, has returned to Galuga 
Island with plenty of massive bosses, tricky jumps, and more than 
a few man-faced mutts to guard his new base. Pick up your spread 
gun and blast through all of the co-op goodness that Contra is 
known for. Those yearning for a little nostalgia, hardcore challenge, 
and unbridled action needn't look any further. 

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

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

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

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

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 I.Jmited Appeal. Although there may be fans of games receMng this score, many wdl 
be lelt 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 
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Passable. It may be oboot,; that the game has lots of potential, but its most 
engaging features aiukl be undeniably flawed or not integrated into the expenence. 

Bad. Vv1iile some things may worl< as planned, the ma)O!ity of this title either 
malfunctions to varying degrees or it is so dull that the game falls short as a whole. 

Painful. If there is anything that's redeeming ,n a game of this caliber, it's buned 
beneath agorllZlfl& gameplay and uneven execution 1n its features or theme. 

&oken. Basocally unplayable. This game IS so 1nsuffiaent 1n exeartion that any value 
would be denved 1n extremely srnaD quannt>es, d at all. 

Fa11boal All aboard! 

> Replay Value 

-

High - You'll still be popping this game in five yea15 from now. 

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

Moderate - Good for a few months or a few time5 through. 

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

Low - You'll qu~ playing before you complete the game. 



SimCity Societies Nanostray 2 

Nano-suit enhanced supersoldiers of the future are here to take over 
your PC. Will you slip through enemy encampments unnoticed, use your 
arsenal to reduce them to rubble, or draw the baddies out for discreet 
slaughter in the surrounding wilds? Crysis offers all this and more, 
induding massive tank battles and an alien invasion force. Check our full 
review on page 96 for the details. 
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Corcenlsu«abi< 
on~f01 adufls. 

For our _, rHClers, here is a glossary of terms and acronyms that commonly appear in the magazine_ 
Video pme veleraM should move along (these aren't the druids you are lookins for). 
IOICII - A resolubon speaf,cat,on used for HD1V 

1080 5twlds for resolubon ol 1920<1080 paefs. 
1he ·r moons 1hat the_. G be,ng nterlaaid 

IOIOp - Coo,ody the best resolubon for ganq 
on an HOIV. In~ 1080p gene,ates an 
mage at resolubon ol 1920<1080 r, f)ll)8l<SSIII< 
brnat 

410p- ProgressM, SC<VVWl& !Mq,IK>ll ("p'• 
P"lfi1'!551'"), aeates a pocllJle ~ Wllh double 
the scan Ines ol a CX>n\lffltl0NI nterlaaid 
poc!Urt. 480 (i • lltelioced).10 '™1e I 
1-...t,iy sharper mage The 48()p mege 
offes hogher p,a.... resolubon and efrmales 
wtuat,, al mooon Mlfaas "1 6-40c"80 p,x,I 
resolubon~ 

7l1lp - A resolubon speafica1>on used for HD1V 
720p 5twlds for resoo1Jon ol 1280<720 p,xels. 
1he ·p• - lhat the \,deo 5 " p,ogress,,e 
formal 
.-- A rem, we use for games hke God of 

WM and OM MJf Oy 
ad hoc - A t)l)e ol wireless C01V1eC1>on Iha! 

conneas you Wl1h ocher pleyers " your 
unmeoate """1'f 

......,. - A 1em, we use for games kke Myst 
and Escape From ~ Island 

Al - Mlfialf lntellgence. Usualy """'10 how 
wel lhe "'"'9-Jle< lt!adS ID human opponenlS 
or works w'1h human aloes 

blooa - ""effea cha( smAales the solt. l:bred 
"""ol b!9'1 ~ reftectrc off ol ,..faczs 

......, - A 1erm we use for games loke Sane kl 
and Maro Pany 

c.l.....,. _ A lednque used 10 aeale 3D 
r<ndered ot,,.a, cha( res,rnble hanod-awn 
-eels 

CG- ~ Generilled. Usualy refffl IO 
a.csa,nes lhat don1 use "111"" g,aphlCS 

D - Elecor>c-E,po.Ap,q 
a>rM!nll0rl held MSY ~ sru 199S. k & one 
ol the iergest ....-,is .. the pmrc IM.J5tly 

llnl-?1'1Y - A pme made by I cmsofe 
--'«:lurer's mrnef dNelopment teoms 

~ for .. - system 
....,. _ A 1erm we use for games like Monaf 

K.ombat and De.id 01 Alr,,e 
FPS - frst-l'e5on Shooler. Descri,es games 

loke Halo, Doom, and c.l ol Duty Also used 10 
denote the plvase bnes per secord.. 01 how 
many arw1\01Jon kames happen r, one s«llnd. 
,,_ - lhe frames ol erwnaoon used 10 

ge,mte the lpf)OlranCI! o1-
,,_,., - Apme"s meros and opu,s 
HDTV -~ Defnoon Tele,,soon 
..,,...,_ - A t)l)e ol wreess mnn,a,on 

lhat uses the lnlfmel 10 amea widl ocher 
players,_ 01 do1anc,s 

• - neloawf PltlpertyAqjepneor 
ford-15eencat-,i 1hedelsand chariClffl 
cxnan,d....., 

--~IOpdcMtl-like 
Wannlt 3 01 e.fcu's Galo. Dlrft ,Aar,ae 

joaios- GraphallnesNfod<ll8&"lv.hon 
d"'f"""-"bo ...... 

LAN - l.oclf ,-No!wal:. ~ ~ 
01<XJn5Cfestosett-....., I sm,1,._ 10 
llo,,~btlwoellhem.PnM!os 
_,.,..._,.prnepllv 

lulsi - ()lt ..... lool,dol 
MMO-Moss,,,ely~o-h. Usualy 

"l'!lNd 10 ode-jlllyrc • we use hs 1erm fer 
....... widl peme1. ~ora,e-...lds 
like E""°'"5I ,ndWolld olWMmlt 

..,. .,.. _ Phn>n frames 101,wan oqec, 
10 ~ the ,mp,essm ol r"""5bc speed 
... - A 1erm we use fer games loke GulM Hero 

,ndRod<Bard 
NPC - Non-l'tayer O\lraae< 1ho5e per,pfe and 

aeoa,es you ... wanderq ....-.d .. games 
1NI ft not be,ng conuclle<f by IClual funans 

,-tldoollocls-nw-c,likesndeorsp.15 
aYedn•bffle 

........ - Allffll we usefer......,loke5'4)e< 
Mano ,nd ~ & Ori 

- - 1'-Alen ot,,.a, on5(Jffl1 5Uddentt 
_, ryp,calydue10poorcb.vcislarn 

'51-Sony~2 
1'53 - xrr{s ~ 3 cmsofe 
p,mlo - A 1erm we use fer games like Tetns 

andflooss 
..._ - A 1erm we use fer games loke Gran 

1unsmo and Maro Kart 
1PC. - ~Ganie.A lerm we use 10 

descrb! games loke finlf Fantasy ,nd 1he 
Elder Saols 

m - ltil-Tme Slraiegy A Slbger"ft ol !lrates'f 
games rdJdrc lllfes loke SlalCrlfl ,nd 
umnand & Conquer 

..,__ A 1erm we use fer sames loke 1lcaruga 
andGoous 
~ - A 1erm we use fer games loke Mldder1 

NFl and "klp Spr, 
stnillff - A lerm we use fer games loke Dosgaea 

and r11e Emblem 
tloW-po,ty - Sorroedq made fer • cmsofe by • 
~ ocher lhan the cmsofe manufacllKer 
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PLAYSTATION 3 I XBOX 360 

Rock Band 
> ffilf I TO 4-PlAYER MUSIC (UP TO 4-PlAYER VIA PlAYSTATION NETWORK OR XBOX LIVE)> PU BUSHER MTV 
GAM~LECTRONIC ARTS > DEVELOPER HARMON IX> RELEASE NOVEMBER 20 > ESRB T 

BRINGING IT ALL TOGETHER 

T 
aken as a whole, Rock Band is the best 
music game ever made. As a general rule, 
I make a point to avoid the use of such 
superlatives when describing any new 

release, but in this case it's hard to overlook the 
obvious point As a culmination of years of build up 
from the best music game maker in the industry, 
Harmonix has crammed a positively huge entertain
ment experience onto one small disc. It's immensely 
fun and consistently rewarding. Nearly endless 
replay is bolstered by the promise of a musical cata
logue that will have already dramatically expanded 
by the time you read this. And, played as a group 
either off or online, almost no game in any genre 
delivers the same sense of cooperation and immer
sion. And while all of this is true, taken apart into its 
disparate components, Rock Band is a game with 
several small flaws that wise gamers should consider 
carefully before taking the plunge. 

Two distinct things are brand new experiences for 
Rock Band. The first and more obvious is the drum
ming system. Complicated and engrossing, the 
rhythmic gymnastics needed to master this percus
sion system are many and great. Non-drummers 
will come out the other end of this game listening 
to music in a different way - hearing that offbeat 
kickdrum and applauding complicated drum fills. 
The only major problem seems almost unavoid
able; enthusiastic as you'll be, it's easy to drown 
out the simulated drum parts with your very real 
banging of the pads. 

The second distinct experience here is the 
group dynamic. While the Guitar Hero series 
hinted at this, Rock Band fully embraces the idea 
by gearing all the songs and the brunt of the new 
gameplay at people who are playing together. 
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A lengthy and varied World Tour mode 
lets you build a band from nothing into 
the next big thing. Even the moment
to-moment gameplay is geared towards 
unison playing and cooperation, and each band 
member can save the performance from disaster 
by yanking failed instruments back in. It's only dis
appointing that, as of launch, online play doesn't 
include the full World Tour. 

As any real world band member will tell you, 
individual parts sometimes have to sacrifice for the 
band. For all their music game wizardry, Harmonix 
can't manage to overcome this problem, and the 
single-player experience suffers for it Nowhere is 
this more noticeable than in the guitar gameplay. 
Even on the highest difficulty, the complexity of 
the guitar parts just doesn't hold up well, filled as 
they are with long stretches of two note chords and 
repeated rhythmic riffs. For this reason, the torch that 
Harmonix has passed to Neversoft in the form of 
Guitar Hero is still the place to go for solo shredders. 
Similarly, some of the vocal parts just aren't exciting. 

The music itself is top notch. While I'll leave 

debating the merits of individual song choices for 
another time, the track list as a whole is excel-
lent, with choices culled from throughout the 
decades - almost all of which are the original 
recordings. Tack on some great bonus songs, many. 
of which star members of the actual development 
team, and the retail disc is a great start to your Rock 
Band collection. 

Most of the rest is just wrapping paper, but it 
certainly makes the present look damn good. 
Character customization and some fun versus 
modes fill the menu with additional options. 
Meanwhile, the visuals throw you into a world of 
music videos with their close-up camera angles 
and grainy filters. And, as usual, the writing in 
tutorials, menus, and loading screens has that 
entertaining sarcastic spin. As a solitary experience, 
Rock Band is exciting but limited. Play it the way its 
title suggests, as a band, and this holiday release is 
hard to beat-MILLER 

BOTTOM 9 25 
LINE • 

> Concopt: Rock out with the 
biggest. most expansive (and 
expensive) music game you've 
ever played 

> Graphics: Fantastk back
grounds and cool camera tech· 
niques combine to make you 
feel like you're on stage 

> Sound: With 58 songs, most 
of vmich are from the original 
artists, rt delivers in all Jhe ways 
that matter 

> Playability: The new drums 
take a vmile 10 learn, but offer a 
brand new challenge for veter· 
ans and new players alike 

> Entertainment: A lot of fun 
alone, but absolutely fantastic 
with friends 

> Replay Value: High 

Second Opinion 9.25 

Rock Band sl10l'6 Wif,/ 
Harmonix is stsD king of the 
music genre. Between drums, 
guitar, bass. vocals, and a 
host ol deep, llexible. and 
intelligd; designed modes 
(p;tf attention, Neversoftl), 
there's an amazing wrfm 
d gameplay to be had here. 
Wlile it's disappointing that 
the traddQ includes some 
songs we've seen in other 
i.les, I do appreciate the fact 
that this seledion has more 
variety and less of a "metal 
Cllde" mentally than..,, 
of the Guitar Heros. Not 
Sllprisingly, the big Im! 
ll!m - mums - is the star ot 
the show. It's addictive and 
much more challenging than 
guitar. 1-tcMevef, in its quest 
to be al things to all music 
fans, Rock Band has taken a 
srep back in ce!IAlin Meas. It 
feels like some of the songs 
were selected with drums 
in mind, and lhus feel a bit 
dull on solo guitar. Things 
pick up later, but I stil lhink 
Guifar Hero takes the cake 
for all-out fretboard gym
nastics. I also have some 
quibbles with the design 
d the guitar; it feels flimsy 
and lhe too-smooth buttor6 
make it easy to lose yotJ" 
hand posilion. Slil, !his has 
everything you bled about 
Guitar Hero plus a V«lOie 
ll(Wv.Qtdd~ 
possi>iities, ldl onlineand 
di. In almost MfV respect. 
Rock Band's hefty price!ag is 
wel justified.-MATT 



XB0X360 

F.E.A.R. Files 
> STYLE 1-PlAYER ACTION (UP TO 16-PtAYER 1M XBOX LM) > PU BUSHER SIERRA > DMlOPER TIMEGATE 
STUDIOS/DAY ONE STUDIOS > RELEASE NOVEMBER 6 > ESRB M 

CLONE WARS 

T 
he original F.E.A.R. 
from Monolith 
Productions was a 
unique and excellent 

horror-themed first-person 
shooter when it came out in 
2005, packed full of enough 
intense close-quarters fire
lights and shocking scare 
moments to overcome its 
bland environments. These 
two expansions (Extraction 
Point and The Perseus 
Mandate), packed together 
here in a single console 
release, retain the setting but 
fail to recapture the magic of 
the original game. Everything 
that was lame about F.E.A.R. is 
amplified in these campaigns, 
and the good bits are fewer 
and further between. Still, 
shooting bad guys and enjoy
ing the flamboyant ragdoll 
effects after the fact has a cer
tain baseline appeal. 

The visceral combat that 
made F.E.A.R. great can be 
found here, but the arenas 
in which you do battle are 
decidedly worse than in 
the original. Engagement 
distances are too high for 
the way that combat is 
tuned; go much beyond 
20 meters (which F.E.A.R. 

Files does constantly) and the 
fighting loses its gritty edge. 
And with a bare few excep
tions, the enemies you face 
and the weapons you shoot 
them with are exactly the 
same as in the base game. 
Add in the fact that neither 
the scares nor the plots pack 
the same kind of punch, 
and these expansions are a 
noticeable downgrade from 
the first story. 

To be fair, Extraction Point 
is somewhat better than the 
newer Perseus Mandate, but 
even so it's too short to be 
truly noteworthy. There are 
moments here and there 
that make the experience 
decent, but the overall pack
age is lacking. Do yourself 
a favor and wait for Project 
Origin rather than picking 
this up.-ADAM 

BOTTOM 6 5 
LINE • 

> Con<ept: Pui out both F.EAR. 
expansions on a gngle disc for 
3600W!lef5 

> Graphics: In Slandard-def, 
lh~ looks hke an Xbox game. In 
high-def, 11 looks hke a medooe 
Xbox 360 game 

> Sound: h's impossible not to 
cackle v.llen an enemy shouts 
"Oh. f-r in slow motlOll as a 
grenade lands at h~ feet 

> PlayabUlty: h's an FPS on a 
gamepad You really need me 10 
tell you any morel 

> Enteruinment 11 ~ glanngly 
obvious 1ha1 ihe ongtnal devet· 
opers behtnd F.EAR. had noth
ing 10 do With ihese expanslOllS 

> Replay Value: Moderate 

Whtie playing F.[AR. Files 
you are continuously bur• 
dened With an over.o.nelm
,ng nerwus feeling. but It's 
OOI terror. It's lhe feeling of 
"haven1 I been here before?" 
Not mt are lhese eJll),lll-
llOOS exact retreads of MfY" 
liq fl'e.Jt m lhe onginal 
FEAR., ••s 5111 al too easy 
to f!(I lost n lhe erNIOO

mem, espeoalv since M1Y 
cna loolts lllSt lie lhe cne 
before II. The deYelopers 
roost haYe also thought they 
- porting lhese e,i,nes 
0/ef to lhe onginal Xlxlll, 
because I swear lhese expan
SIOOS look V«ll5e lhan lhe 
onginal game. Still even in 
theirby-the-numbersFPS 
exeaition, these expansions 
offer up some good action. 
and it's cool to fiflcllly have 
both sames en lhe console. 
Fans might want to chedc 
these w, but d you're new 
to lhe series, go play lhe ong
ra nstead. - BEN 

PLAYSTATION 3 I XBOX 360 I PC 

Beowulf 
> 5TYU I-Pl.AYER ACTION > PUBLISHER UBISOFT > DEVElOPEII UBISOFTTIWAK > RELEASE NOVEMBER 13 
>ESRB M 

PRESS START TO SKIP 

B 
eowulfs opening 
cinematic delivers an 
important message. As 
this sequence brings 

players into a Danish kingdom 
rife with magic and monsters, 
it's nearly impossible to con
centrate on the story, as your 
eyes are drawn to the words 
"Press Start to Skip." Originally, 
I found myse~ thinking it was 
an odd choice to have this 
message stay onscreen for the 
entire cutscene, but after play
ing the game, I now see 1t is 
intended as a warning. Those 
who enter Beowulfs realm will 
confront something far worse 
than Grendel. Those who dare 
step foot into this cruel world 
will see unspeakable horrors, 
and will likely be bludgeoned 
to death by some of the most 
wretched gameplay mankind 
has ever conjured. 

As it turns out Beowulf is 
one of the most incompetent 
warriors to ever grace a game. 
He can't wield a weapon for 
more than a minute without 
it breaking in his hands, most 
of his time is spent babysitting 
his troops, and his combat 
animations are flXed once they 
start - which leads to enemies 
teeing off on him in those 
defenseless moments. 

Suffering defeat in battle 
is only the beginning of this 

legendary characters struggles. 
Things actually get worse for 
him. Much worse. Through 
rhythm m1nigames that play 
like Dance Dance Revolution, 
Beowulf ends up looking like 
a cracked-out aerobics instruc
tor. The purpose for these 
oddly placed minigames? To 
rally the troops into opening 
doors. Lame. 

On the plus side, the game 
does a decent job of creating 
large conflicts, and you can 
feel the weight of each blow 
through the nicely designed 
hack n' slash mechanics. 
Satisfying brutality is also 
delivered through Beowulfs 
abtlity to enter a state of carnal 
fury. VVhen his rage kicks 1n, 
you won't believe how many 
bones this man can break. 

This game also has a nice 
dark look to it but its levels 
can be difficult to read, often 
leading you down paths that 
go nowhere. Additionally, the 
challenges often bring fun tags 
hke •save the virgins," but they 
usually just add more frustra
tion to the gameplay. 

In this day and age, it 
shouldn't come as a surprise 
that a game based on a movie 
fares poorly, but for a char
acter who has su,vived since 
700AD, he deserves better 
treatment than this. - REINER 

BOTTOM 5 75 
LINE • 

> c-ept: Anodlerwleo game 
adaplatJon ol a Sliver saeen llJ8" 
gema~ that comes up short 

> Graphics: Nteely animated, but 
ihe aC1IOll becomes dtffkult to fol 
low as ihe battles grow lfl sae 

> Sound: Some SUfpflS!ng com
ments about Odin's famtly ~ 
arc llvown around, and ileoYAJ~s 
chanting mosttf bnngs laughs 

> Pllyal,ay: TheSl'«llds have 
ihe durabiltty ol balsa v.oo<l and 
you often have to stop h.xbls 
-i at enemies to complete a 
poorl-/des,grledrh<t1hmflltnlg,lme 
> EMulaio=-t The .l60 Yef 
SIOll '!lllS ext AchteYemerls. but 
unles.l you are usng l to falm 
pooi5, thos game \WI ~ gift you 
\\111ip,Jlll 

> llei,lly Vlluo: Low 

Second Opinion 5 

Whtie I can appreoc,te and 
even applaud lhe cjegre 
to try somethng different 
Mth a licensed ilCtJOn game, 
tt's mt worth rt d lhe new 
ideas are fun and functJonal 
Sa<t;, ne«her C¥l be said 
for Beowu'f and lhe dart. 
muddy game wood lhrough 
whtch he wanders. The 
"camalfur{ abtlttylle'ler 
really pans out llltO some
tlwig compelltng. but • does 
me.in you'll be listening to 
Grendel's molher en<lewf 
naggaig you to use II, whtch 
IS plain silly The rhythm 
game 17( whtch you cheer 
'fOIX troops to VICIOf'/ 15 too 
sanplistJC and conlllYed to be 
exatJog. and It's more than 
a ht!le out of place 111 most 
SttuatlOOS that it' S caled for 
Blind, decJ<l.end comdors 
dominate the level design, 
and lhe combat system feels 
clumsy and slow. lleov,\JII 
IS cne of lhe fl'e.Jt ep,c 
heroes of !mature; this 
sad chapler n hts saga is 
best forgotten. -MILLER 
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PLAYSTATION 3 I XBOX 360 

Kane & Lynch: Dead Men 
> STYU I OR 2-PlAYER ACTION (UP TO 8-PIAYER VIA XBOX LIVE OR PIAYSTATION NEIWORK) > PUB USHER EIDOS INTERACTIVE 
> DMLOPER 10 INTERACTIVE> RELEASE NOVEMBER IJ > ESRB M 

A BULLET FOR EACH 

K 
ane and Lynch are two unlikable characters. 
They murder and maim, experience bouts 
of uncontrollable rage, and would rather 
spend their time polishing guns than tend

ing to hygiene. With his family being used as bai~ 
Kane has gone on a rampage, and will do whatever it 
takes to get them back, even if it means wiping every 
police officer off of the face of the planet. Lynch, who 
Kane treats hke a spineless puppe~ seems to suffer 
from a split-personality disorder. He's a maniac as 
is, but when he blacks out and becomes somebody 
else, even the hostages will die. 

Oddly, these scum-of-the-earth personality flaws 
are their endearing qualities. They make these 
characters decidedly unique and instantly intrigu
ing. As the player, you want to know more about 
them - how they got to where they are today, 
and how they are able to work together. But like a 
book missing some pages, this story lacks critical 
information needed to keep players up to speed. 
As a result, two of the most interesting characters 
in gaming end up being enigmas. 

This game's inability to deliver a cohesive story is 
one of the biggest disappointments of the year for 
me, and this deadly duo didn't win me over with 
their marksmanship, either. The targeting system 
offers an effective over-the-shoulder, 
down-the-scope view for precise shoot
ing. but the cover mechanic can be a bit 
frustrating. as it automatically puts your 
back to the surface of a nearby object. 
The weapons also have a satisfying pop 
to them, and you can feel the bullets 
tearing through targets, but rather than 
delivering satisfaction, you mostly end up 
feeling guilty and ashamed. 

This game's real killer is the enemy Al. 
Given how often your adversaries run 
into the middle of a firefight or fail to use 
cover, you'd think that they are all sui
cidal. It's shocking to see how idiotic and 
careless they can be. Al problems also 
hamper the squad controls. There's little 
chance of a smooth operation when your 
teammates react to situations like blind 
bats. On the plus side, the missions do 
a nice job of exploring the criminal side, 
and the highly destructible environments 
make you appreciate the conclusion of 
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each battle. Despite having some high points, 
the single-player is riddled with far too many 
problems. 

Kane and Lynch does offer an interesting co-op 
mode (available only in split-screen), where, if you 
played single-player, you get to see some of the 
off-screen developments with Lynch first hand. 
This is a cool idea for replay (as both give differ
ent perspectives), but with two players running 
through the same environment the Al struggles 
even more to comprehend a combat situation, 
and none of the gaps in the story are filled. 

Multiplayer is the only area where this game 
really dicks. Dubbed Fragile Alliance, Kane & 
Lynch's online component starts out as a coopera
tive game with up to eight players working together 
to secure as much cash as they can. So, if you are 
knocking over a bank. you'll need to team up to take 
out the guards, swipe the cash, and dear a path to 
the extraction point where a van awaits. This is where 
things get interesting. If you happen to see that one 
of your fellow bank robbers has more cash than you, 
you can unload a clip into him, and steal his haul. 
This backstabbing action will instantly mark you as a 
traitor to the team. The player that drops a traitor will 
earn a sizeable reward. Also, the player that you killed 

will respawn as a vengeful law enforcement agent 
With greed and trust constantly tugging at your trigger 
finger, Kane & Lynch offers a satisfying multiplayer 
experience that is unlike any other out there. But this 
game just can't seem to catch a break. You want to 
spend hours upon hours in this enthralling setting. 
but the game only offers four maps. As competitive 
as it is, it grows old very quickly. 

There's certainly a lot here to love, and a lot more 
that you want to love, but most of your time in 
Kane & Lynch is spent shaking or scratching your 
head. The problems are just too visible for it to be 
taken seriously as a gritty thriller.-REINER 

BOTTOM 7 
LINE 

> Concept A dark !ale of 1WO 
mminals so,led by lackluster 
gunpfay and a plot riddled 
wrth holes 
> Graphics: The character an, 
ma1,ons are stiff and unnalural. 
bu1 ihe t?™ronrneolal destruc• 
IJon will rernind yoo of ihe lobby 
scene ,n The Matr,x 

> Sound: The character vo,ces 
are well eslabhshed, and 11 IS coot 
how Kane and Lynch conSlanily 
bicker during gameplay 

> Playability: The mechanics 
are decenl and lhc guns feet 
greal. bul ihe enemy Al rarely 
shows any ~gn of 1111elligcnce. 
li's hke shoo11ng fish ,n a barrel 

> Enteruinment Single 
pfaye< 5 a maior letdown, bu1 ihe 
ong,nahty and execulJon ol muh,
pfaye< 5 deseMng of a look 

> Replay Value: Moderale 

~ you look closely at ihe 
center of a K.lne & Lynch 
dlSC you see a hole. lhlS 
must be where Etdos placed 
all the m1551fl8 pieces of ihts 
game, because it doesn'I 
feel complete. For starters, 
the story is fairly sporadic. 
This aids ihe narrative al 
times, helping move ihe 
stOIY along in a stylistic 
'MV, but often yoo \\tinder 
what's going on. 'Mlile ihe 
main characters are missing 
!heir morals, everyone else 
seems to be mlSSIOg rational 
1hought and good fll(lg
ment; enermes fa,f 10 lake 
proper cover and do a lot of 
stupid lhings. On the plus 
side, the actJon is decent, ihe 
almOsphere can get pretty 
nense. and watchr1g the 
enwonment spl,nter and 
shred apart under lhe sptl of 
your gun is Nf', entertain
ing. The Fragje Alliance mul
tiplayer mode is also a tense 
lhrill. Unfortufldtely, it's also 
missing something: maps. 
There are only four and they 
are all pulled straigli <Xi of 
the ca~. Un~ rm 
the one missing something. 
Kane & Lynch fails lo live up 
toils potenliaf.-BEN 



PSP 

Warhammer 40,000: 
Squad Command 
> STYLE I-PLAYER STRATEGY (UP TO 8·PLAVER VIA AO HOC OR INFRASTRUCTURE) 
> PUB USHER THQ > DMLOPER REDLYNX > RELEASE NOVEMBER 12 > ESRB T 

WITH BLADE AND BOMB 

W 
arhammer has its origins in tabletop 
gaming, and this PSP effort harkens 
back to that very analog form of warfare. 
Its tum-based tactical squad battles are 

a pleasure to master, even if they tend to be a bit 
short and shallow. 

Using some combination of scouts, space 
marines, and usually a vehicle, you'll be tasked 
with eliminating the forces of chaos from some 
embattled world or another. The story is wafer-thin, 
but that's largely irrelevant when you're knee-deep 
in Squad Command's strategic combats. Managing 
firing arcs and weapon loadouts while splitting your 
soldiers' limited action points between moving and 
firing is a joy. 

Thoroughly destructible environments add 
another vector to gameplay. Hiding behind a 
wall doesn't do much against a tank or a missile 
launcher, though using cover effectively will extend 
your lifespan from "infinitesimal" to "short" 

Although the game executes its core concepts 
well, I'm not entirely convinced that it's deep 
enough to have the kind of lasting appeal that 
marks a truly great strategy game. Since units bite 
the bullet from a mere few shots, a single mistake 
from either you or the Al can dramatically change 
the course of a battle - a flaw exacerbated by the 
turn structure that has all of the forces on one side 
moving at once. Missions are bite-sized, with most 
lasting on the order of 15 minutes. While this fits 
with the handheld philosophy, it also keeps the 
strategy from developing very far. 

Decent online multiplayer gives Squad Command 
some extra legs, though, and the precision with 
which the gameplay is executed makes this a 
standout in a thin PSP strategy market-ADAM 

BOTTOM 8 
LINE 

> Concept: Bring a much more 
labletop-flavored version of 
Warhammer 40,000 10 lhe PSP 

> Graphics: It's always nice 
when a S1ra1egy game doesn'I 
use ils genre as an excuse lo 
have crappy graphics. The 
crisp FMV culSCenes are jUSI 
a bonus 

> Sound: There's really no 
reason lo nol have your PSP 
on mule 

> Playability: Some minor 
camera issues are 1he only 
weirdness in 1he inlerface 

> Enttrtainment: It's nol 
incredibly deep, bul th~ is a 
well-execuled stralegy game 
on a syslern lhal doesn'I 
have many 

> Replay Value: Moderale 

Second Opinion 8.5 

Squad Command keeps 
things simple by focusing 
solely on troop movement 
and finding good cover. 
fortunately, managing 
your squad to lay anefully 
planned traps or blow out a 
nest of enemies with a well
aimed rocket is a rewarding 
eX()tfience. The game also 
does a nice job of leading 
you along with a steady 
stream of new weapons 
and unit types. My only real 
complaint is that you can't 
rotate the battlefield per
spective. making it difficult 
to see exactly where some 
enemies are localed or find 
whatever is obscuring your 
shot Otherwise, this is a 
great handhekl game that 
should please strategy fans 
across the board.- BEN 

MX vs. ATV Unleashed con
tinues Rainbow Studios. 
1rad,c,on <i producing quality 
off-road racers. It's not the 
hottest lowlg g.vne you1 
see this year, but \WI ii 
lads in piu.azz ii more than 
makes up 111 variety, solid 
control mechamcs, and a 
~ career mode. 
nus senes has been around 
forelle' for a reason - • rarely 
disappor6. Whtie you could 
fault Rainbow for not inno
vating (although there are 
some new tricks 111 the onlone 
portion), this prowfes fans 
exactly what they want. I will 
say that, in comparison to the 
recent MotorStoon, some ol 
the too ~ feel a bit 
drab, but chalk that up to its 
more realistic approach to 
the sport.-MATT 



XBOX 360 

Scene It? Lights, 
Camera, Action 
> STYLE I TO 4-PLAYER BOARD > PUBLISHER MICROSOFT GAME STUDIOS 
> DMIOPER SCREEN LIFE GAMES/ WXP > REUASE NOVEMBER 6 
> ESRB T 

FRIENDS REQUIRED 

T 
he Scene It DVD 
board game has done 
extremely well in its own 
righi but in the few times 

I've played ii I always thought the 
setup was a little cumbersome. 
You move around a board, read 
off cards, and answer questions. 
Only occasionally do you get to 
mess with the best part - the 
DVD film dips. With the Xbox 
360 edition, there are no more 
dice rolls or spaces to move - it's 
all about point totals now. And 
players spend l 00 percent of the 
time interacting with the screen. 

Perhaps the most significant 
improvement is that the game 

BOTTOM 8 5 
LINE • 

> Concept: Bring 1he hit DVD 
boaid game lo a more interactive 
medium 

> Graphics: Nice HD film dips 
are complemented 1)1' Sims-e;que 
movie set people 

> Sound: The announcer is 
amusingly insulting until he slilrts 
repeating lines 

> Playability: The four buzzer 
coolrollers ..x'< fl.wessly and 
allow non-gamers 10 juf1'4) ~I in 

> Enter1ainment Outwitting 
your friends and lhrn•,mg out 
smad< Jail< is ridiculousf)' fun. It 
definitely mainlains 1he feel of 
a board game \\ithout aU of 1he 
pieces lo worry about losing. 

keeps track of all of the questions > Replay value: Moderate 
you've answered. You'll have to 
go through over 1,800 of them 
before you can start pretending 
that you know who the director 
of Staying Alive is. Despite this, 
it still doesn't mean you won't 
get two questions in a row about 
subjects like Star IM:i~, Heathe~. 
or Renee Zellweger. 

At firsi the three modes -
Short Play, Long Play, and Party 
Play - may seem limited, but 
the 21 game types guarantee 
plenty of variety. Players will finish 
quotes, listen to sound bites, 
watch dips, guess film titles from 
sketches, order movies accord
ing to release date, unscramble 
movie title anagrams, and more, 

Second Opinion 7 

Utilizing film dips. movie 
poster5, sels, and more, 
Scene It does a good job 
With its props for this run
of-the-miR tnvia game. The 
controllers themselves are a 
mixed bag. They feel good, 
but sometimes hitting that 
Y button at the bottom 
costs you crucial time. Al. 
least Scene It's production 
values give it a leg up when 
compared With EA's bland 
Smarty Pants. You can l110\le 
the controller around all 
you want, but knoY.iedge 
is power.-KATO 

over the course of three rounds and the Final Cut (games 
last 20 to 40 minutes or longer in the never ending Party 
Play). VVhat's cool is that even if you haven't seen a particular 
movie, you can still answer plenty of the questions based on 
the film clip like "\Miat color is the truck in the background?" 
or "\Miat time are these characters meeting for lunch r 

A nice side effect from playing Scene It is that it makes 
you want to go back and watch a movie you haven't seen in 
a long time or even check out an older film you had never 
heard of before. (Caveman is going straight into my Netflix 
queue, btw). The only things that trip Scene It up is that it's 
almost twice as expensive as the other editions of the game 
and, with no online play, you can only really play it occasion
ally when friends are over and in the mood. Otherwise, this is 
an excellent party game that anyone can get into. - BRYAN 
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XBOX 360 

Viva Piiiata: 
Party Animals 
> 5TYU 1 TO 4-P\AYER ACTION (UP 10 4-l'tAYER 
VIA XBOX LM) > IWUSIIO MICROSOFT GAME 
STUDIOS> DEVWIPO KROME STUDIOS 
> 111.fASE OCT08ER JO > ESD E 

• 

Most pii\alas that attend 
parties end up leaving 
in a trash bag, but not 
before being beaten with 

a stick and seeing children eat their guts. 
A similar fate awaits Microsoft's candy
stuffed crittets in a game that will surely 
suck the life out of any party. Like most 
games of this ilk, players compete for 
points in a variety of minigames. Most of 
these feel ha~-baked, and the more you 
play, the more they feel too similar to 
other events. The races, which conducle 
each toumamen~ offer smooth controls 
and track designs loaded with jumps 
and tighl rums, but given how frequently 
players get power-ups, they end up being 
more of a aapshoot of who is deah the 
best hand. So that makes this game a 
decent fit for kids who just love jamming 
on buttons, and a •1 wish I could rewind 
time and do something else" type of play 
for everyone else.-REINER 

XBOX360 

Bee Movie Game 
> 5TYU 1 OR 2 P\AYER ACTION 
> l'UIIUSIIU ACTMSlON 
> DEVWIPO BEENOX STUDIOS 
> 111.fASE OCTOBER JO > E5D E 

-

Whenever Barry B. 
Benson Jakes to the skies, 
good things happen. 
Whether you are dodging 

boulder-sized raindrops in slow motion or 
frantically fluttering your little wings i!Way 
from an irate human, the flight mechanic 
is beautifully designed. The challenges 
are usually quite fun, and the high-flying 
thrills extend into graphically charged 
button-pressing sequences where we 
see Barry weaving through traffic, and my 
favorite, dinging for dear life on a tennis 
ball. Unfortunately, as great as Barry is in 
the air, he spends most of his time laking 
on vehicle-based !asks, such as driving 
a Jaxicab, racing, and repairing cars. The 
car-based gameplay is absolutely atro
cious, and seives little purpose other than 
to prevent you from laking on another 
enjoyable flight stage. Bee Movie Game 
is a gracious flyer, but in the end, you 
walk away feeling like you've been stung 
100 times.- REINER 

PLAYSTATI0N 3 

Time Crisis 4 
> STYLE I OR 2-PLAYER ACTION > PU BUSHER NAMCO BANDAI > DEVEIOPER NAMCO BANDAI 
> REUASE NOVEMBER 20 > ESRB T 

IT'S A CRISIS ALRIGHT 

I wish I had good news for you, but judging from this 
game's merits, the rail shooting gun genre should 
be shot _and put in the ground. I really wanted to like 
Ttme Cns1s 4, but one thing after another piled up 

in the list of frustrations as I played until I was forced to 
acknowledge this as one of the worst games I've played 
in months. 

I certainly recognize the charm of having a realistically 
shaped gun as a controller - we all grew up on this sort 
of thing. Unfortunately, the problems start right away with 
the new PS3 Guncon controller. It feels cheap, and the 
new analog sticks in particular are chintzy and hard to 
use. Once the game starts, players will be astounded to 
realize that no-reticle is the standard default approach to 
gameplay. In fa~ only some of the levels even offer you 
the option to tum it back on. 

The newly added first-person shooter game mode is 
dreadful. A traditional FPS on a normal controller in this 
day and age would never be released in this poor shape, 
and the fact that you're using a gun shouldn't have 
changed that assertion. You'll trudge, slow as a turtle, 
through horribly linear and uninteresting level designs as 
enemies pop out to attack utilizing their "please shoot 
me" Al. The arcade mode levels fare little better, since 
they feel poorly balanced and stocked with cookie cutter 
villains, my favorite of which were the ridiculously named 
secret weapon engineered bug creatures called Terror 
Bites. Get it? 

There seems to be an almost conscious effort to offer 
positively insulting story premises delivered through some 
of the worst dialogue ever penned. I'm going to chalk that 
up as being a byproduct of the genre and call it a wash. 

Even ignoring the ludicrous ploi what really matters 
here should be the shooting mechanic, which just isn't 
much fun. The strangely designed cover system has you 
popping up and down like a hyperactive rabbii so you 
never really get a full view of the action. And get this: in 
the cooperative multiplayer, you play in split screen - in 
letterbox format! VVhat were they thinking? I don't know 
what else I can tell you to discourage you away from this 
complete disaster.- MILLER 

BOTTOM 4 25 
LINE • 

> Concept: Use ihe included 
Guncon conlroller 10 blast Jhe 
baddies in Jhis unexciting sequel 
10 lhe long running franchise 

> Graphics: If a normal FPS 
looked like 1his, you'd cry foul 

> Sound: Bang! Bang! Need I 
Sif/more? 

> Playability: Much of the 
game doesn'I let you ha'le an 
onscreen reticle, so I wouldn'I 
exactly call ihe usability friendly 

> Ent•rtainment: Slow and 
unexciting, 1his is a series in des
perale need ol an O'lerhaul 

> Replay Value: Low 

Second Opinion 4.5 

nme Crisis 4 is the living 
example of Just how far 
arcade shoot~ have fallen 
behind their fi~-person 
b!ethren. The story is on 
par With the woot of NES 
games, the level design is 
craptastic, and the enemy Al 
borders on dinically dead. 
The new FPS mode falls Hat 
mostly due to the Wii-like 
sluggish camera scrolling, 
and the new Guncon 3 
peripheral hardly accom
modates left-handed players. 
To make mattffi 'Ml~. you 
..ill often run out of ammo 
during shoolout5, leav-
ing you to fend off enemy 
advances with a measly 
pistol. The overall difflCUlty 
is schizophrenic, _,e,ing 
IWdly between the easy 
FPS sections and the tough 
arcade sequences. tt you 
want lo have fun with a gun 
in your hand. do yowself 
a favor and play paintball 
instead of wasting -,,iur 
money on lhis subsl.in
dard game.- BERTZ 



■ "Bowser, do you really hate 
me? Or do you see us eventu· 
ally having a relationship like 
Chuck and Larry?" 

Wii 

Super Mario Galaxy 
> STYLE I OR 2-PLAYER ACTION/PLATFORM > PUBLISHER NINTENDO > DEVELOPER NINTENDO> RElfASE NOi/EMBER 12 > ESRB E 

RE-IMAGINING THE PLATFORMER 

L 
ike the meteorite that led to the extinction 
of the dinosaurs, the arrival of a new Super 
Mario game usually brings about a dramatic 
change in the video game dimate. As his-

tory has shown, entire generations of games have 
drawn heavy inspiration from the revolutionary steps 
that Mario has made. It's strange to think that a fat 
Italian plumber could be the face of change for one 
of the world's largest entertainment mediums, but 
the proof can still be seen in many of the games we 
play today. With his arrival on Wii, Mario is once again 
making a push to alter the landscape of gaming. This 
time, however, he is not pushing gaming toward the 
uncharted future. Rather, we see him looking to the 
past for innovation. In Super Mario Galaxy, Mario 
brings us back to the golden age of the platformers 
and shows us that our fond memories were just the 
primer for an adventure that is truly out of this world. 

It turns out that the series' most inventive level 
designs and most harrowing challenges can only 
be found in the far reaches of space. VVhile Mario's 
movements will be familiar to those of you who 
have played Super Mario 64 and Super Mario 
Sunshine, the odd composition of the levels makes 
the experience feel entirely new. A simple jump, 
which you were hoping would bring you to an easily 
reachable platform, could end with you standing on 
the ceiling. Sharing the properties of M.C Esche(s 

art. most of the level designs will either mess with 
your mind with their disorienting architecture or 
make your stomach tum with their gravity defying 
gameplay. It almost feels like you are going through 
astronaut training as you play. 

By breaking the laws of physics, Nintendo has 
been able to create some truly amazing gameplay. 
You'll find yourself hurtling through space toward a 
black hole, praying that you can point the Wii remote 
at the screen with the accuracy needed to latch onto 
a tiny object The game even goes into sidesaolling 
platforming segments, but this time you are not only 
battling the obstades; you have to account for four 
different points of gravity. And sure, you've seen lava 
and ice worlds before, but have you ever seen both 
of them united into one? 

As in Mario 64, all of the worlds hold multiple 
Stars. But in this game, you won't find yourself 
retracing the same steps to reach your goal. Each 
Star leads you down a unique path, featuring its own 
challenges and gameplay. This makes for a massive 
game. There are some repeated goals, but most of 
the content will make you say, 'That was one of the 
coolest platforming sequences I've ever done.• 

Galaxy also makes great use of the v.li's motion
sensing controls. VVhile Mario's general movement 
is handled beautifully on the nunchuk's analog 
stick, many feats require a shake of the remote or a 

steady pointing hand. If 
you have a second Wii remote, you 
can also experience one of the coolest 
and most inventive non-traditional co-op modes 
in any game. The second player doesn't control a 
character, but rather a star. This player can pick up 
collectable items, and can also freeze enemies or 
projectiles in their tracks, which can be a great aid. 

Super Mario Galaxy takes players on a journey 
unlike any other, but there are parts of it that should 
have been lost in time. A good portion of the story 
is pushed off to the side and is completely optional. 
VVhile it's nice that you rarely have to fuss with the 
camera, there are times where walls will obstruct 
your view, or you won't be able to rotate the per
spective to see where you are supposed to jump 
next And worst of all, for a game that puts such an 
emphasis on going out of your way to get an extra 
life, all of your lives are reset when you tum the 
Wii off. 

But I think you'll agree, once that nostalgic music 
rings out and Mario leaps into the air, all your com
plaints instantly vanish. This is, in my opinion, the 
best Mario game since the NES dassic, Super Mario 
Bros. It innovates in a genre that we had thought 
we had seen everything from, and in doing so 
delivers some of the most entertaining gameplay 
to date. ---llEINER 

BOTTOM 9 75 
LINE • 

> Concept: Ninlendo has gone 
back to its past to reinvenl ihe 
platlormer for the next genera
lion. It's boih nosialgic and new, 
and always a blast 

> Graphics: Similar in deiail to 
Super Mario Sunshine, but with 
some beautiful effects for water, 
reflective surfaces, and particles. 
The game also looks surpris
ingly good on huge HDTVs 

> Sound: An amazing score 
featuring new m~es of Mario's 
familiar melodies and beautiful
ly composed orchestrated !racks 

> Playability: Mario's high
flying antics are 1ailored per
fectly for the Wii. Molion-based 
gameplay is effectively used, bui 
isn't overused. Mario's standard 
movement also feels right at 
home on the nunchuk 

> Entertainment: A huge 
adventure ihat jusl keeps gel
ling better and better ihe more 
you play it 

> Replay Value: High 

Second Opinion 9.75 

A IIU de bee pladormer, 
• Mario Galaity isat 
once instanll>(famiiar and 
con..-new. In lhis mam
moth advenlure (you1 be 
astonished at just how l1"00l 
there is 10 do hele), al the 
elemenls that Nintendo has 
made a part of the~ 
pladonn leiicon Ill! A!ISSelll· 

bled, ~ and -
fiiped no dMr and Slrit· 
ing levels that rnalie lhis old 
aernleelyoungapn. W)'OIJ 
thoup1t that al there Wil5 IO 
Gelaicy Wil5 nmingaround 
on spheres. be Pf'Pll'(I. 
These are quae simply some 
al the greatest level designs 
al al lime. constand\' revers
ing the laws al '6Mf and 
physics to keep )'Oil~ 
While some perennial flaws 
(spotty camera. a complele 
disinterest in teling a com
pelling story) remain, for 
the most part lhis is a Mario 
same to Sland beside the 
best al the series - and that's 
saying somelhing. Remain 
patient lhrou8'i the slow and 
sometimes tedious begin
ring hoUl5 and you1 be 
rewarded wiji some al the 
most ingenious and refined 
aamePWf you've ever e,iperi
enced. They doni rnalie 'em 
like lhis anymore. and they 
neverdid-MAIT 
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~ (Jiz game doesn, falsely 
adl'er1ise it5elf, tu the one 
question you better hope you 
8'(~ is: "Oolrf:illfwant 
to spend $50 on a game of 
random trivia?" I peoon
aly don't think you do. It's 
no! Iha you Cilll' haYe fun 
--,g the conlrolers around 
IWh )'OU' friends. I just lhink 
Iha somelhing lie~ 
RM1g Rabbids 2 is a better 
party option COIT1)ared to 
lhls game, which is about 
lillte more than i111S1!11!1ing 
cp5IJons. Apart from some 
d the borus cards you can 
gel. lhere are a few gimmidy 
motion anrols Iha Cillll 

hide an otherwise shallow 
lide.~.atlea!tthe 
lrMa il5ell is !J)od becaule 
ii SCilles ~ for 
al ages. wilh eoien lhose 
focused at yomger llids capa
bled mablg you loot like 
an ~Ne 1w Smarter Tim 
a 51h Cmdtt?-5l)'le.- KAIO 

Wii 

Rayman Raving Rabbids 2 
> STYlE 1 TO 4-PlAYER ACTION > PUBLISHER UBISOFT > DEVELOPER UBISOFT PARIS > RELEASE NOVEMBER 13 
> ESRB E10+ 

INSANITY, PART TWO 

F 
e,,; teams can so capa
bly package absurdity in 
a box for you to buy at 
your local game store 

as the folks behind Rayman 
and his maniacal rabbid costars. 
That fact was made abundantly 
dear last year when the first 
Raving Rabbids surprised e-;ery
one as one of the standout 
titles in the W,i' s launch. One 
year later, the same insanity has 
returned with some notable 
differences. What has remained 
is a commitment to wholesale 
idiocy and randomness, where 
the laughs come fast and low 
brow, and yet still manage to 
entertain without fail. 

What's changed is the 
gameplay structure. Like its pre
decessor, there are still several 
dozen mini-games involving 
bashing, spitting, spilling, farting, 
or kicking the white-furred cra
zies. Now, however, every one 
of the minigames is geared 
towards four-player multiplayer 
mayhem. Thus, while alone 
you could play through and get 
some laughs, Raving Rabbids 2 
can only be fully experienced 
with a crowd. 

The story, such as it is, is 
e,;en less present than last 
time around. And that's saying 

doesn't really matter, honestly, 
since almost immediately 
you'll be starting up your first 
minigame. Most of these are 
easy to pick up and play for 
even the most casual play-
ers, and the premise of each 
small event is, without fail, so 
ludicrous that it should unite 
families and friends in a shared 
camaraderie of confusion and 
delight. Even so, the gameplay 
that backs up these brief 
games is pretty simplistic. I real
ize that's sort of the poin~ but it 
limits the fun after the first fe,,; 
hours, when the humor begins 
to wear a little thin. 

Several dozen unlock-
able outfits can be mixed 
and matched at your leisure 
to create the silliest look-
ing avatar imaginable, and 
the longer arcade shooters 
from the first game return as 
brief alternatives to the more 
frantic rninigames. I'm all for 
random humor and silliness, 
which Raving Rabbids deliv
ers with aplomb. A little more 
genuine gameplay, whether 
in single or multiplayer, 
and this would move from 
good and hilarious to great 
and hilarious.-MIUER 

something, given that our r--------,-.•••11!!'!'"• 
plot in the first installment 
involved repeated days in 
the rabbid equivalent of 
arena combat Now the 
little devil hares are hellbent 
on world domination, and 
Rayman infiltrates the lot to 
stop the madness. I guess. It 

BO TTOM 7 75 
LINE • 

> concept: Dive back into 
the crar; world of the rabbids, 
now with way more multiplayer 
mayhem 

> Graphics: The art style 
screams funny all by itself, but 
th~ isn't the most technically 
advanced game ever 

> Sound: From famous songs 
covered by the rabbids to the 
random sound effec1S, the audio 
experience frts petfectly 

> Playability: Each game ~ 
eaYf to pick up and understand, 
but often ~mpl~tk 

> Enttttainment: Creal fun 
with friends, but no longer 
the ~ngle player experience • 
used to be 

> Replay Valllf: Moderate 

From the extensiYe arm flail
ing !his game demands, rve 
lost an reeling in my right 
elbow. The overtv abusive 
animal cruelty has also 
brought on a teary-eyed 
gut ache. Standing as both 
a comedic masterpiece and 
the ultimate party game. 
Rayman Raving Rabbids 2 
eclipses the original 'Mill 
its min,game ~ and 
motion-based gameplay. 
Most party games offer a 
number of miligame duds, 
but I didn't find a game here 
that wasn't fun. The only 
downer is that the game no 
longer offers a dedicated 
single-player mode Rabbids 
is definitely worthy d '/OIi' 
dollar, especially i you sti 
find yoooelf playing Wii 
Sports or are in the market 
for an easily acces5ible multi
player game.-REINER 



Wii 

Resident Evil: The Umbrella Chronicles 
> STYLE I OR 2-PLAYER ACTION > PUB USHER CAPCOM > DMIOPER CAPCOM > RELEASE NOVEMBER 13 > ESRB M 

SHOOT FIRST, ASK LATER 

I have to admit to some surprise that this odd 
concept shaped up into such a fun game. It was 
hard for me to imagine the idea of distilling the 
atmosphere and allure of Resident Evil into what 

amounts to a light gun shooting gallery, particularly 
after previous attempts like Survivor and Dead Aim 
were so disastrous. Having now played the finished 
product, I see the secret lies in embracing the shooter 
elements and delivering an action-packed thrill ride, 
while grounding the game in the familiar events 
and stories that players have encountered for years. 
Gone are those long, lonely moments of silence and 
drawn out plots of the original Resident Evil games. 
In some ways, Umbrella Chronides is the video 
game equivalent of a greatest hits album, but one 
where your favorite musician has 
had some modem updates to his 
sound. If that sounds terrible to 
you, Umbrella Chronides might not 
deliver. But give it a chance, and 
you may warm up to the new vibe. 

Each level of Umbrella 
Chronicles has players adopt famil-
iar characters from earlier games 
in the franchise before diving into 
the zombie-infested craziness that 
were those early adventures. The 
Wii remote works extremely well, 
whether you've got it mounted 
in the new Zapper peripheral or 
not Fights are fast and intense, 
but they carry more depth than is 
traditionally seen in gun-based rail 
shooters. As the levels wear on, 

the importance of timing your reloads and noticing 
critical locations to hit on each body becomes even 
more important In particular, the boss battles are 
a blast as truly horrific giant beasts weave in and 
out of the frame before diving down towards you 
to strike. Rapid button press dodges and action 

' { ' 
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commands keep you on your toes, and the level 
designs are chock full of goodies hidden in lamps, 
pots, and other paraphernalia, all of which are great 
fun to shoot to pieces. Meanwhile, the weapons 
feel solid and powerful, from the head-exploding 
shotgun blasts to the knife slashes you'll enact with 
the remote when the flesh-eaters get too close 
for comfort 

Vvtiile playing alone will certainly amplify the scares 
and the challenge, the game is wcty more fun with a 
partner at your side; all of the main story is plctyable 
by !'NO gunners simultaneously. Some unlockable 
bonus chapters only offer single-player, but they are 
great additions nonetheless. Meanwhile, a steady 
flow of hidden memos and books keep appearing 

in your archive as you play, offer
ing a rare glimpse at the Resident 
Evil mythos as a whole intercon
nected affair. 

Finally, not to be 011erlooked is 
the excellent graphical presenta
tion. Well-animated enemies react 
realistically to your shots, while 
the environments themselves are 
some of the best I've seen on the 
Wii to date. This 1s a surprisingly 
big and challenging release, and 
not one to be overlooked as just 
another S1mpl1Stlc rail shooter. It 
rncty not be the next big release 
in the franchise, but Umbrella 
Chronicles deserves its place right 
beside the other games in this 

_____ __iillll!~III venerable series.- MILllR 

BOTTOM 8 25 
LINE • 

> Conctpt: Shoot )'OIi' way 
1hrough ho!des of zombies in 
th,s ~gun~ 

> Graphics: Some of the best· 
looking realosb(: environments yet 
seen on the Wi 

> Sound: Almospher,csound 
efft<ts m nX1S1C !fl the tone 
l'ICely 

> Pllylbility: A fun shoolr1g 
mechanoc keeps playe,s on thetr 
toes With s,mple, bn'1lng focused 
button presses and attacks 

> EnlfNinmenl: A great 
aclJOfV'hooor irtle for longtime 
fans, and a good way 10 get up 10 
spttd d yoo've lll!lll!I' played the 
ong,nal releases 

> Rtplay Yllut: Moderate 

Second Opinion 8 

The Umbrell.! Clvorncles 
prMS that zomboes are 
the ~ ratl shooter 
foddtr N. cw quarters, 
the ft« of them latching on 
to you resulls Illa clop being 
unloaded at record ,;peeds. 
'I'( at a dtstance, you can 
take your time to hoe up 
hNckllocs or tav WIUl them 
by shoOllng (M their legs 
wlienMr they try to stand. 
lnclddlborltode!Nemg 
!Ollle amazingly polished 
zombie splatlenng ilCIJOn. 
this game b<Nks lhe lradt
bon of ratl shooters being 
short. and offers around 15 
10 20 hooo of gameplay. 
plus bonus levels and 
replay m the form of hMlden 
Cems To top doff, the 
game also has a great ~ 
tag,( Vibe when d presenlS 
you Mil re-,magined boss 
fights agalllSI Tyrant and 
the-1d's large5I snake. 
\\1ielher you are us,,g lhe 
lappef 01 lhe standard Wit 
1"1101e, lhe game works 
!ffllalbbly well, allowing 
sharpshoolers to shine, 
and two lliends to have a 
blast dunng co-op. For fans 
of the senes. or for people 
who JUS11o1ie shoaling d, 
The Umbrda Chronicles is 
IICHlfainer. - REINER 

GAME INFORMER 93 



Wli 

Soulcalibur Legends 
> STYU I OR 2-l'IAYERACTION > PWUSIIEII NAMCO BANDAI > DlWLOPEI NAMCO BANDAI 
> IIEUASE NOYEMBER 20 > ESII T 

CAN'T STOP THE CHOP 

T 
he biggest mtStake 
you can make With 
Soulcahbur Legends 
(apart from buying 

it) 1s assuming that there IS 

some strategy to the molJOO
based gameplay. You can 
make calculated, deliberate 
slices wrth the remote If you 
want to, but here's the lllSide 
sc.oop: Holding the remote 
and nunchuk, just move both 
arms up and dov.,i like you' re 
dual-wielding knr;es and 
chopping the hell out of some 
vegetables. Several hours later, 
you Win! 

I 'MSh I could ~ that the 
tedlOUS gameplay was the only 
01ppl1ng flaw in Soulcahbur 
Legends, but the ennre expen
ence 1s an onslaught of miser
able ideas and even worse 
execution. You play through the 
same handful of levels again 
and again - and I don't Just 
mean recyded textures. Ennre 
layouts (complete wrth 
boss fights and poor 
excuses for puzzles) are 
repeated. The reward 
for your perseverance IS 

usually a sequence of 
text boxes and character 
portraits outlining the fat-
uous logic behind your 
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next attad on a kxabOn you've 
already beaten several bmes. 

Of course, when thlS much 
goes wrong at the coriceptual 
level, it IS foolishly opbmlStlC to 
think the game's other compo
nents, like the camera and tar
gebng systems, even approach 
adequate. As you slash through 
hordes of palette-swapped 
genenc bad guys, you ....,n rou
nne1y be hrt by rolling boulders 
you can't see and pierced by 
art"()'N.; from crossboNs you 
can't target As a matter of fact, 
It's kind of amazing how ~ 
mechanic IS on the c:utlJng 
edge of failure. 

Soulcalibur Legends IS a 
trap, lunng 1n gullible gamers 
wrth the promise of two-player 
co-op and a cast of characters 
from the series. Once you take 
the bait, the whole rusty CX)O

traption snaps shut - and you 
WIii call}' the scars of playing rt 
for the rest of your ltfe.-JOE 

BOTTOM 4 
LINE 

> C--,1: P,oplebk• 
Soulcaltur People bke lhe Wi, 
This ~ how you lake a<Nanlagt 
of !hose pecpte and betray 
dlelrlllJSI 

> r.n,lllcs: Tilt aCIIOn looks 
OU(, Ix.( lhe llall: art and 
~~areagormig 
and ugfy 

>~HearSoogfned~ 
nspmg lines lite i don1 ,_ 
lime to Slop!" and "ll's not 
CNf!fyel!" 

>~I don1 lhri: 
-~ acnrately deai>es 
lhe ponless ways you llllefa(1 

wchlhis<isasler 

>law I t '1coudbe 
an 1111eg1a part of a holanous 
prank, bk, ptAng lhe old swtd,
eroo Wl!h yw; fnend' s COfll of 
Super Mano Galaxy 

>..., v.lut: Moderately 
low 

Second Op1mon 4 

Sooolrul~flffi 
IR bonus Contenl crHtfd 
for a proper~ 
~ that nMr maten· 
aired.~bon 
~ own was a bad Idea. l 
~, take Ions at al for 
players to l'I sd of wag
gling no1 ~ lu both arms 
lhrough the same '911 or 
ooemapskjqieg,orls 
ofsk8'1onSnl'MlM5. 
The brainless !IOly at lealt 
gM!S players the autey 
of being hiariousty bad 
Your knualehtad friends 
are known to dispense 
such pearls of wisdom as 
"As Ions as wt donl lose, 
we1Mll"l'9hapsthe 
dMloprnenl learn worted 
lnler the same 1111-baled 
phiosophy.-lRVM 

Wii 

Ghost Squad 
> STYLE I TO 4-PIAYER ACTION > Pl/BUSHER SEGA > DMLOPER SEGA > RELEASE NO\IEMBER 20 > ESRB T 

FISH IN A BARREL 

G 
ood ol' terronsts. 
They're always there 
for the gaming indus
try, ready to kidnap 

heads of state while throwing 
themselves wholesale upon 
the bullets of elite m1lrtary 
units. Ghost Squad dips deeply 
from this well, pr0Vld1ng an 
entirely unonginal backstory 
(INith all of the attendant bad 
English and terrible voiceovers 
endemic to Japanese writ
ers creating games starring 
Americans) for its traditional 
light-gun gameplay. And 
though this shooting gallery 
doesn't throw any surprises at 
players, tight level design and 
a surprising amount of variety 
make it a satisfying trip back to 
the arcades of yore. 

Ghost Squad's core 
gameplay, while limited, is exe
cuted well. Using a Wii Zapper 

action lend Ghost Squad just 
enough variety and replayabil
ity to keep the on-rails shoot· 
ing interesting. Selecting a fire 
mode, unlocking new weap
ons, and choosing between a 
handful of paths through each 
of the three levels are minor 
things, but nonetheless keep 
the game from being as shal
low as many others of its ilk. 

Even so, the amount of 
content is a bit disappoint
ing. Three levels just aren't 
enough nowadays, despite a 
handful of variations on each. 
The fact that they play out 
exactly the same way every 
time doesn't help, either. 
Playing through solo or INith 
a buddy is definitely worth 
an afternoon, though, regard· 
less of the game's relatively 
short legs.- ADAM 

or similar peripheral --=,.......,,,,.,. 
dramatically cuts down 
on the wavering that 
the remote is gener
ally prone to, and 
obviously makes the 
game feel much more 
natural. The scripted 
enemy spawns are 
paced well and present 
popcorn challenges 
to the casual crowd, 
while still offering 
opportunities to pick 
up bonus medals and 
higher scores for nail
ing secondary targets 
or chaining headshots 
and multi-kills. 

The small twists on 
standard light-gun 

BOTTOM 7 
LINE 

> Concept: Bnng the arcade 
hghl-gun classic lo the Wii 

> Gtaphla: Not good, even 
10 lhe small pond of lh•d-party 
W.games 

> Sound: The ~ have 
more ham than an Easler feast 

> Pllyobillty: Good Wllh the 
Zapper, mediocre Wl1houl - thal 
httle piece ol plastJc does 
YoOOdels 

> Enttru1inment: Shallow 
and short • rrav be. but It's an 
en(er1a11Wlg shoowg gallery 
OMl1hefess 

> Ropliy V~: Moderate 

Second Opinion 6.5 

Ghosl Squad is a fun arcade 
shooler, which IS v«rr It's a 
sh.ln1' thal the e,q>erience 
IS finished Ill less than two 
houn. The Wi, ¼>Per woru 
gre.i~ and the game adds 
sublle tt.m to cs po,nt
and-shool gameJJla'i to 
keep the e,,penence fresh 
Had Sega uwested ii 1()-

12 l1lOll! levels, 1M game 
would have scored much 
higher, btA nght now 11 
feels like a demo of a much 
longer game. tt replaying the 
same lhree misslOIIS with a 
few minor variables as you 
111011e up m dlfflCUlty doesn't 
bolher you, then by all 
me.ins give this game a go. 
But I prefer my $30 games 
to last longer than my last 
$30 steak d111ne1s. - BEITZ 



Wii 

Battalion Wars 2 
> STYLE 1-PIAYER STRATEGY (2-PIAYER V1A NllfilNDO WI-fl CONNECTION) 
> PUBUSHER NllfilNDO > DEVEIOPER KUJU LONDON> RELEASE OCTOBER 29 > ESRB T 

WAR IS CUTE 

W 
hile the original Battalion 
Wars may have gotten the 
series off to a rough start, 
the sequel moves a few 

things in the right direction. 

or lock onto a grunt when you 
really need to take down that 
artillery unit. 

All infantry and vehicle units 
have a standard rock-paper
scissors relationship, which 

:• reviews 

BOTTOM 7 25 
LINE • 

> Concopt: Add rnudHleeded 
multiplayer to the Battalion W/JfS 
fonnula 

> Graphics: Not much has 
changed since the~ 
GameCube release 

> Sound: Some co is MW¥ 
blabbing at you in some rid,cu
lously fake accent 

> Playability: In large skmnishes 
d can be tough to target the uM 
you want 

> Enlfflainment: This isn't going 
to change ~ minds, but 
fans will have plenty to enjo,; 

> Replay Value: Moderately 

The basic interface remains the 
same, where players can "possess" 
any grunt, tank, or chopper on the 
field and issue commands by locking 
on to targets and pressing A. This 
works smoothly in small scale battles, 
but when things get crowded it's easy 
to accidentally target your own units 

is easy to exploit (sending 
anti-air troops after helicopters, 
for instance), but tough to 
counter. When your army rolls up to 
a group of enemies, there's no way 
to just say "Hey, infantry! Get the 
hell away from those turrets!" You 

just have to run away and tell them 
to follow you or focus your entire 
assault on the particularly 

thing to do once they finish off the 
20 single-player missions. Versus 
modes include the attack and 
defend-flavored Assault and the 
kill-for-points-based Skirmish. Both 
options offer decent thrills, but it 
would be nice to be able to choose 

High 

Second Opinion 7.25 

You have to grie Nintendo 
credt fof stioong toils pis. 
Alter the oot Battalion Wr.. 
disappointed, you wouldn't 
tlinl: we'd see the same for. 
mula again, but 8W 2 deliv
er5 the same terrible lock-on 
~em, weak Al, and messy 
controls as the first These 
issues don't completely 

Wi i QUICKIES 
Wii 

Endless Ocean 
> STYU I ~YER ~MUlATION (2-l'lAY[R VIA 
WIICONNECTl<) > PUBLISHER NINTENDO 
> DEVELOPER ARIKA 
> REUASE JANUARY 22 > ESRB E 

~·\.. . ~ . 
,.,'F, ..:; 
., '~ 

-- r:j:/;;- ~·': ," ~" 

• 

Have you ever wanted 
to be as cool as 
Aquaman, except with
out any super power.;? 

You could swim around, make friends 
w,th fish, and ... well, that's about 1L That 
is exactly what Endless Ocean delivers, 
giving players a chance to pet all sorts 
of unde!water w,ldlife and watch them 
float by. The few other distractions, like 
taking pictures and filling an aquarium, 
provide only the barest incentive to keep 
going. 1"11th an excellent soundtrack 
and a simple concep~ Endless Ocean 
succeeds in its goal of being a relaxing, 
educational experience. However, it 
fails miserably when it comes to feeling 
like a game. It reminds me more of a 
screensaver - occasionally hypnotic, 
but never truly entertaining. I'd take the 
flying toasters over this any day.- lOE 

Wii 

Trauma Center: 
New Blood 
> STYU t OR 2-~YER ACTION 
> PUBLISHER ATLUS 
> DMLOPER ATLUS 
> REUASE NOVEMBER 20 > ESRB T 

Ill 
Trauma Center 
requires a steady hand 
and the patience of 
a sainL Looks like I 

picked the wrong week to stop taking 
Diazepam. The title's gameplay is 
fun and the coordination between 
the Wii remote and nunchuk enables 
you to act quickly when it comes to 
using surgical tools. There is even a 
co-op function, which can help deflect 
blame in the inevitable malprac
tice/wrongful death suit caused by 
the W,i's occasionally erratic controls. 
Like Capcom's Ace Attorney series, 
this game is fun if you don't take it 
too seriously.- KATO 

Wil 

deadly units. 
The story is pretty 

nonsensical for those 
new to the series, with 
plenty of warping through 
centuries of various wars, 
but veterans will recog
nize a few familiar faces 
both on the good side 
and bad. New sea units 
pack an especially nasty 
punch and provide great 
support for land units. 
These sections play like a 
smoother arcadey version of 
Battlestations: Midway. 

Online multiplayer 
gives players some-

Medal of Honor 
Heroes 2 
> STYU 1-l'lAYER ACTION (UP TO 32-PtAYER VIA 
WloCONNECTl<) 
> PUBLISHER ELECTRONIC ARTS 
> DMLOPER EA CA/WJA 
> REUASE NOVEMBER 13 > ESRB T 

•

-1

1 

1 MOH Heroes 2 is·better 
than Its Wi predecesso<, 
Vanguard, largely because 
Its basic controls actually 

work. Despite achieving playability, the 
controls are not out of the v.oocls yet; 
the motions that take your reticle off 
the screen, like reloading or throwing a 
grenade, feel disorienting and can throw 
you off your game in the midst of battle. 
The gameplay is your cookie rutter WWH 
remix: wander serpentine dockyards and 
cities, and clear bunches of Nazis on the 
way to your mission objective. But at least 
the game supports multiplayer; though 
the offerings hardly compete with the 
big boys, Wii owners finally get a taste 
of just how addictive these matches 
can be.- BERTZ 

your units or battle 
against a few more 
players in a match. 
Co-op allows players 
to team up against 
the Al, but the lack ruin the e,cpenence, and 

you can still have fun wilh 
the game's sinple "plow 
forward and destroy MfY" 
thing" attitude. And I have to 
give ii bonus points for the 
addrtion of co-op and l/el5US 
mulbpfa'f'r. This entry might 
be a little more polished. but 
It still lacks that special 
Nintendo spice.-BEN 

of voice chat really 
hurts any kind of 
teamwork strategy. 

In the end, how-
ever, not a bad second 

outing. - BRYAN 

Wii 

Dancing with the 
Stars 
> STYU 1 Ol!2·MYERMUSIC 
> PUBLISHER ACTMSION > DMLOPER lOE 
MODE > REUASE OCTOBER 31 > ESRB E 

-

. 1 1 Mario Lopez is 1n this 
game! If you agree with 
the exclamation mark at 
the end of the last sen

tence, this game is for you. For those of 
you who would prefer the sardonic deliv
ery that would come w,th a penod there, 
your instincts are right when they tell 
you to steer dear. As a pair of onscreen 
characters twirl their way through a badly 
covered ballroom dance tune, you may 
notice that your success or failure has 
no effect on their actual choreography, 
though your score will most certainly drop 
if you fail to wildly swing your arms about 
with the right timing. Your eyes are not 
deceivmg you. A decent shot at motion
controlled rhythm gameplay aside, this 
shameless cashan game of a shameless 
cash-in TV show is what 1t is. Wiat is ~? 
Stacy Keibler IS 1n th,s gamel-MIUER 

Wii 

Jenga 
> STYU 1 TO 4-PIAYER PUZZLE 
> PUBLISHER ATARI 
> DEVELOPER ATOMIC PlANET 
> REUASE DECEMBER 7 > ESRB E 

~ - .. ~ -- "'' . ' ~ ~ 

---- • .-,·-- -) 
_ ----- -rV -..... 

II 
From time to time, a 
game comes along 
w,th one single s,mple 
gameplay mechanic at 

its heart Eschewing complicated stones, 
high-€nd graph,cs, or more trad1uonal 
gameplay, 1t relies on th,s one device 
to cany ~ forward. The game revolves 
around that one distinct momen~ and 
all the pleasure that can be derived 
from the game stems entirely from 
iL In Jenga, that one mechanic barely 
works. Wiatever strange, mirror uni
verse insanity might lead you to play 
a video game version of Jenga rather 
than the real thing, you are unlikely 
to advance past the first few games. 
This is because pulling blocks from the 
tower and placing them on the top 
was never made to function in any 
reasonable way. It seems, in retrospect. 
a strange overstghL- MIUER 
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C 
rysis starts its story off the coast of China in 
the year 2019. A group of scientists have 
made a groundbreaking discovery on the 
island Ungshan, only to have the North 

Korean army move in and take over the operations. 
The U.S. responds by sending in a highly trained 
group of Delta Force soldiers armed with nanersuits. 
Upon reaching the island, a trail of dead and a team 
of apprehensive scientists suggest that this find may 
not be of this earth. 

This nanersuit is the star feature of the gameplay, 
as it allows you to use enhanced abilities to supple
ment your battle prowess. The suit has four set
tings, each of which will aid you in different ways 
by releasing nanobots into your bloodstream to 
heighten a particular trait. You can use enhanced 
strength to steady your shot or jump to a higher 
sight plane, use the cloaking device to stay out of 
sight or stalk enemies, use enhanced speed to run 
to safety or rush a group of unsuspecting soldiers, 
or use the armor setting to create an extra layer of 
defense. Each setting drains your nano-sui~ but it 
will regenerate when not in use. 

Crysis plays much like its predecessor, Far Cry, 
with sandbox gameplay that lets you tackle missions 
however you want On some missions you may 
choose to sneak past waves of patrols on your way 
to extracting some intel, while 
other objectives are better 
served by eliminating every 
enemy in the base. My favorite 
tactic was performing Predator
like cloaked hit-and-runs on 
my prey, only to disappear into 
the wilderness and leave the 
remaining squad feeling con
fused and helpless. 

The majority of the game 
features a variety of riveting 
lone wolf missions different 
enough from each other to 
avoid repetitiveness. The North 
Korean foes are smart for the 
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most part, but suffer from the occasional Al glitch 
when you are shooting them from behind or an 
elevated position. They are also wearing multiple 
bulletproof vests judging from the amount of bullets 
I sank into these guys. But when the game moves 
away from fighting the DPRK and into the alien 
structure, it simultaneously moves away from its 
addictive gameplay. Navigating the zero gravity envi
ronments is confusin& and shooting agile enemies 
while you are floating through the air proves tricky. 

Crysis does nothing to diminish Crytek's reputation 
of making stellar looking games. From the glassy 
open seas to the lush vegetation populating the 
jungle, Crysis sets the high water mark for emergent 
environments. Better yet, much of the environ-
ment can be used to your advantage. When battles 
go awry, find some thick brush and keep yourself 
hidden from enemy eyes. When you're fighting a 
group of enemies, shoot down a nearby tree so it 
collapses on them. 

On the multiplayer side, Crysis is a mixed bag. The 
Power Struggle mode combines objective-based 
gameplay with Battlefield-style con
quest to create a fun and deep expe
rience. But the paltry map selection 
won't impress anyone, and newbs 
may find the game to have a high 

learning curve, as you must purchase new weap
ons after each death and the weapon selection is 
extremely limited if you aren't racking up kills. 

In the end, Crysis offers a similar overall experi
ence to its predecessor. The sandbox gameplay is 
among the best in the genre, and its lengthy single
player campaign largely makes up for some ques
tionable multiplayer. - BERTI 

BOTTOM 9 
LINE 

> Con<ept Far Cry with a nano
surt and hostile aliens 

> Grophks: You won't find 
a better lookmg game on the 
planet 

> Sound: Amazing m~ blends 
the sound ol the wild with !lying 
bullets and grenade explosions 

> Playability: Superb weapon 
controls, customizatioo and 
nano-su~ powers. What's not 
lo love? 

> Entertainment: One of the 
longer and better FPS games of 
the year, but the multiplayer may 
put off some 

> Replay Value: Moderately 
High 

Second Opinion 9 

Considenng Crysas has bttr1 
touted as a breakthrough 
FPS, it has an awful lot of 
gameplay sirmlanlles to its 
predecessor Far Cry. The 
hlde-and~dl mlXture of 
ste.Jfth and brute force IS 
nearly idenbCal but for the 
addition of nano-suit super
powers. However, that's not 
realy much of a knock - Far 
Cry rode that mechanic and 
little else to success. Crysis 
adds a lot to the mix: much 
better pacing. more variety 
to settings and weapons, 
and the previously noled 
suit powers. It's great fun to 
exploit the enemy Al with 
creative use of your cloaking 
abMy, and clever applica
tion of the strength and 
speed powers can le! you 
pul al some truly bombastic 
stunts. Learmng to use your 
SUit to 115 full potential wiU 
seM you well in the later 
lellels when the gameplay 
sl\1lches from ·get past 
these guys however you 
hke" to "oh my god we're 
in the middle of a freakin' 
war zone herer With the 
exception of a horrid hour 
of badly executed zero-grav
ity ,n the middle. this IS an 
adventure worth upgrading 
your machine for. - ADAM 



PC 

SimCity Societies 
> STYLE 1-PLAYER SIMULATION > PUBLISHER ELECTRONIC ARTS > DEVELOPER TILTED Mill 
> RELEASE NOVEMBER 13 > ESRB EIO+ 

SPRAWL FOR ALL 

V 
eterans of the SimCity 
franchise know the 
satisfaction that 
comes from success

fully juggling pollution, traffic, 
and commercial concerns 
while keeping a watchful eye 
on financial reports. For other 
gamers, the complexities of a 
growing city can be daunting. 
In a surprising move for the 
series, SimCity Societies has 
ditched long-standing conven
tions like zoning and budgets. 
Even more surprising, however, 
is the fact that the game still 
holds up as an addictive and 
engaging simulation. 

The biggest change is the 
shift in emphasis from tradi
tional money to cultural cur
rency. Cold, hard cash is still 
used for erecting structures, 
but the focus is on the ideals 
of the community you want to 
create. This approach does an 
excellent job of allowing play
ers to craft a unique identity for 
their cities. Whether you want 
a religious podunk farm 
town or a vast authori
tarian dystopia, all you 
need to do is build the 
appropriate structures 
to build cultural capital, 
then spend it on things 
that cater to those 
values. It's especially 
cool to see how your 
decisions feed off of 
each other; placing 
items that encourage 
the Prosperity trait will 
eventually unlock better 
structures in that style, 
kind of like a societal 
tech tree. 

You'll never find 

yourself in a downward spiral 
in terms of finance; careless 
planning only results in a town 
full of loafabouts, criminals, 
and malcontents. This safety 
net makes it easy to experi
ment with what Societies can 
offer, but it also puts a limita
tion on how deep you can 
dig. That's the key issue that 
keeps Societies from living up 
to the hallowed SimGty name: 
It doesn't give you as much 
incentive to keep playing. 
New buildings are the main 
rewards, but without the more 
complicated diversions of city 
managemen~ there isn't much 
challenge in obtaining them. 

SimCity Societies is ulti
mately a step down from its 
predecessors, but it doesn't fall 
so far to be considered a blun
der. You may not sink as much 
time into this installmen~ 
but the reinvention of the 
gameplay mechanics results in 
an inventive array of new prob
lems to solve.- JOE 

BOTTOM 8 
LINE 

> (-.pt Redefine v,llat it 
means to be mayor of SinCity 
by focusing more oo rultae than 
budgets 

> Graphi<s: The visual styles of 
earn kild of society are YoOOder· 
fully <istilCt and ronsislent 

> Sound: Yoo1 be much better 
off~ your""" pfa',4ist 

> Playallility: The lad of de¢, 
comes through slroog in lhe later 
hours, lxJt makes it e;r;J/ to learn 
lhe ropes quiddy 

> Enlfflainmellt: A unique 
mwe for lhe series pays off~ 
lols of fun, lxJt not as much slay
ing power 

> Replay v.lue: Moderalely 
High 

Second Opinion 6.75 

A terrtJle disasler lays waste 
to my cty, and ti's not a 
meteor stam or~ alien 
attack. It's the gameplay. 
Societies allows pl.Jyels to 
build glorious (Cy5cllpes and 
thrMng melropollses. bif 
wilh no real ~ or dial
~-Al of the carefu plan
ning and strategic elemer1s 
that this series has used as 
ils fomdalion hawe been 
~ wilh one poor1'( 
implemerted tlwlg: social 
eneigies. As long as lOO build 
enough homes, 'MlBplaces. 
and social hangws to keep 
yoor Sms happy, )OU hawe 
nothi1g to WOO)' abw. Even 
\Wlell I tried to cre!JII! the 
crai,piestcty~my 
finances cortiooed to soar 
and my denizens wee as 
happy as crud be. watw 
the Cllle gameplay !here. 1his 
follow.i4) feels more like a 
knodt .ofl lhan the real deal 
As a cty buidrlg sirdalOr 
II shr1es, bif as a lliJlle a 
lags well behrld the series' 
sl.indards.-REINER 

A year after i1s original 
release. Gears of War is Sllll 
~ ermtaming ljiJlle- more 
so for fasl-liners than vet
erans of the 360 iteration. 
Only ha!dcore fans shoud 
consider re-buying the game 
for the new Brumak-he.llly 
content. since the cAher 
<ifferences are negligible. 
Even wilh the keyboard and 
mouse option, pruggmg in a 
~ is definitely lhe ~ 
to play; hitting keys to ll'ICNe 
and take ewer just highlights 
flaws in those mechanics that 
are easier to overlook wilh 
~ analog slick. This version 
is also capable of procmig 
better VISUills than those on 
the 360, 1M ya.- machine 
practically needs to be self
- in order to make 
that happen. Ultinatelv, it's 
pretty siTlple: )OU shoud 
play Gears of War, and ii 
lOO can only do that on PC. 
go for it. Olherwise, go on 
wilh yoor gaming life and 
hope Microsoft releases 
the Brumak mmon on 
Xbox Lille.-JOE 



PC 

Empire Earth Ill 
> STYLE I -PIAYER STRATEGY (UP TO &-PIAYER VIA INTERNET OR LAN)> PUBIJSllfl SIERRA> D£VWIPU MAD DOC SOFlWARE 
> REI.EASE NOVEMBER 6 > ESRB T 

4' 
~ 

MARCHING IN PLACE 

E 
mpire Earth's gameplay has 
aped the more-successful 
Age of Empires series for 
years, and this latest title is no 

different at its core. Players advance 
through the major epochs of human 
history in this real-time strategy also
ran, progressing from spears and 
bows to mechs and nukes. It's a cool 
framework, but Empire Earth Ill lacks 
the kind of polish and piuazz neces
sary to stand out in the saturated 
RTS genre. 

The most noteworthy change in 
Empire Earth Ill is the meta-<ampaign 
that has players gradually conquering 
the world on a tum-based map of the 
world. As you'd expect. when amiies 
move into hostile or contested ter
ritory, the game zooms down to 
an RTS battle (where you're locked 
at the technology tier you have on 
the ovemiap ). Unfortunately, the 
gameplay on the world map isn't 
deep enough to be truly engaging. 
With little more to do than move 
your handful of amiies and balance 
your production between commerce, 
imperialism, military, and research, it's 
easy to lose interest playing against 
the boneheaded Al. 

A dynamic mission system spices 
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things up somewha~ but not enough 
to make EE Ill stand out From time 
to time, on either the world map or 
in the middle of an RTS battle, oppor
tunities for these missions will pop 
up. Rescuing a native princess from a 
rival tribe, for instance, could gain you 
the loyalty of her people. Completing 
these side-goals is beneficial enough 
to be worthwhile, and injects some 
much-needed variety into the game's 
vanilla strategy. Even so, the nuts 
and bolts of the gameplay just don't 
measure up. 

Empire Earth Ill's handful of units 
per tech tier, problematic unit Al and 
pathfinding, and lackluster factional 
differences between the W~ E~ 
and Middle East types do little to give 
RTS players anything they haven't 
seen before. As cool as the underly
ing concepts and the meta-<ampaign 
are, playing the game itself is fraught 
with irritations in commanding 
your amiies, and the depth players 
expect out of a full-priced RTS is 
lacking. These same problems keep 
multiplayer from being anything 
special. Pass on this unless you've 
exhausted the entertainment value 
of the last few years' worth of great 
RTS titles.-ADAM 

BOTTOM 6 5 
LINE • 

> c-ept: Update 1he dasSIC 
reaHlme sttategy series with a 
local War~ metKampa,gn 

> r.n,lli<s: Not a bad-looking 
game, but it runs surprisingly 
pooriy given 115 average visuals 

> Saad: How many pons can 
you handle? The unit voicroo.m 
are al d@wn ham 1his style of 
1uno<'" f0< better Of wor.;e 

> PlayllNlty: Aside ham 1he 
constanl pathfiooing ISSUeS, 

everything wons as you'd 
e,q,ectttto 

> &llr1 I e,t '"his run-<>1-
ihe-mill RTS doesn'i add much 
to 1he genre, but at least it's 
not broken 

> a.,lly Yllut: Moderate 

Second Opinion 6.75 

Eff1>,re Earth Ill impressed 
~ with its addictive Wol1d 
DominatJon mode. which 
acts ike a deller combina
tion of a Rislc• game 
board and Age of Empires
Sl'/te RTS micro-battles Iha! 
detemine who wins lhe 
<isfued lerrilory at hand. 
The game is only brought 
down by skeld1y execulion 
and lack of real depth - lhe 
~ d,plomacy is 
hardy on par with that of a 
garne tike Total War. and lhe 
reaHime sequences, ,Aiile 
playable. falter with poor 
tnl palhfinding and iool
ferer,t Al. The aClion is also 
needessty compromised by 
lhe <Ulered user interface. 
which ClM'IS most of !he 
smell <kmg battles. Empire 
Ear1h Ill coukt have used 
more polish, txi as is, misses 
being promoted to the ranks 
ol n Cllfl1)elilion.-BERTZ 

PC 

Universe at War: 
Earth Assau It 
> STYLE I-PLAYER STRATEGY (UP TO 8-PLAYER VIA INTERNET OR LAN)> PUBLISHER SEGA 
> DEVELOPER PETROGLYPH > RELEASE DECEMBER 4 > ESRB T 

HUMANS ARE WEAKSAUCE 

U 
niverse at War has more in common 
with StarCraft than with Petroglyph's 
previous effort, Star Wars: Empire at War. 
This micro-management heavy real-time 

strategy title pits three factions of aliens against 
each other in a war over a devastated Earth, and 
succeeds far more often than it fails. A few UI blun
ders are all that hold this back from being a classic. 

At first glance, this title has everything a triple
A RTS needs. The factions play very differently, 
a huge mix of units makes for extremely varied 
strategic options, and the carnage is fast and 
furious. Whether you're commanding the Novus' 
legions of highly mobile robots, the Hierarchy's 
towering walkers, or the Masari's tree-hugging 
idealists, building up your forces and conquering 
the world is a blast. Each sjde has enough units 
with their own sets of powers and disadvantages 
to ensure that players can get quite creative in 
devising methods of domination. Zerging with air 
units still feels cheap, but that's nothing new to 
the RTS genre. 

Like Blizzard's RTSs or Command & Conquer, 
Universe at War requires a hands-on approach 
to command. Adept focus-firing, forcing enemies 
into bad unit matchups, resource harassmen~ 
and the like will carry the day more often than 
out-gathering your opponent - especially given 
the particularly binding population cap. 

Unfortunately, the interface trips up grand 
plans of conquest with annoying regularity. Unit 
pathfinding fails occasionally, requiring players 
to waste time manually disentangling groups of 
units. The keybindings are terrible; you're forced 
to mouse everything since it's nearly impos
sible to fire special abilities via keyboard input 
(try quickly hitting ctrl-H in the thick of battle, I 
dare you). The inability to queue orders is mad
dening for RTS vets, and walker hardpoints are 
incredibly difficult to reliably click when the icons 
are rotating and occluding each other with the 
walker's movement. 

Despite these issues, playing through the single
player story-driven campaign or fighting a real-time 
global campaign is fun. Multiplayer is somewhat 
bare-bones, but the matches themselves are 
entertaining enough. It's also worth noting that 
some bugs forced us into mission restarts, but the 
Universe at War experience is definitely recom
mended for bored strategy gamers.-ADAM 

BOTTOM 8 25 
LINE • 

> Concept: Fighl (J<lef ihe rem
nanls of Earth as one of lhree 
unique alien factions 

> Graphia : One of ihe better· 
looking real-time strategy games 
around. Unrt detail and ihe 
lighting _model are particularly 
1mpressive 

> Sound: Laser beam zaps and 
constanl explosions fom, a filling 
background 

> Playability: Some bone
headed elemenlS of ihe UI hold 
ihis bad from grealnesS 

> Enlfflainment: There are 
many worse w¥ to lide yourself 
(J<lef until SiarCraft II 

> Replay Value: Moderalely 
High 

Second Opinion 8 

Petroglyph l11Ul1 be sick 
of playing RTS games with 
human factions, because its 
first order of business was 
to smoke us off the face of 
the Earth in favor of three 
alien races. Each of the fac
bons is a blast to control-the 
N<MJs <Ne!Whelmwilh si
numbers and an innovative 
lroOp-molling neMOO, the 
Hierarchy dominates with 
brute force, and the Masari 
harness ancient powess for 
offensive and defensive 
bonuses. UAW also offers 
deep customization for 
sculpting your army. The 
user intertace is very dean, 
but mastering the nuances 
of micromanagement takes 
time; I longed for a troop 
SUIMlal)' view vmere I could 
see \\i1ich units needed 
further customization. But 
none of these minor ~ 
stopped me from having a 
good time. - BERTZ 
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PC 

Hellgate: London 
> STYlf 1-PI.AYER ACTIOt,VRPG (MASSMIY MULTIPLAYER \/IA IITTfRNET) > PUBLISHER ELECTRONIC ARTS/NAMCO 
BANDAI > DEVELOPER FlAGSHIP STUDIOS > REUASE OCTOBER 31 > ESRB M 

FILL UP THAT XP BAR! 

E 
xpectations for this title have been high ever 
since Flagship Studios was formed with 
the core of the Diablo team in charge four 
years ago. Well, get used to hearing about 

Diablo in relation to HeUgate: Lonclon, because few 
games so dosely ape a previous design. Granted, the 
perspective is no longer isometric. the multiplayer 
implementation is a leap forward, and the graphics 
are sharp - but regardless, Hellgate follows Diablo's 
experience grind template point for point 

With demons in control of the Earth's surface, the 
last vestiges of humanity's resistance to the infernal 
invasion have taken refuge in London's under
ground. As a newbie hero in this world, you'll grow 
quickly in power while uncovering a mystery that 
may save mankind from the scourge. In traditional 
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fashion, gaining levels unlocks new active and pas
sive skills along with stat boosts and better equip
ment While this design is one that every gamer 
should be intimately familiar with, Flagship has done 
an admirable job of making every skill useful, fun, 
and scalable as the game progresses. There's noth
ing worse than outgrowing a favorite spell, and luck
ily you won't here. 

Slaughtering monsters by the dozen is a hell of 
a lot of fun. Each class has its own style of laying 
down the law, and they're all a blast. Planting your 
feet and trading blows with a Templar is no less 
satisfying than using a Cabalist's explosive magical 
abilities to exterminate evil wholesale. Combat is 
fast and smooth, and you never have to rest or wait 
for anything - nothing ever stands between you and 

getting more loot and 
experience. 

Continuing the Diablo 
homage, nearly every
thing in Hellgate is ran
domly generated, from 
the maps you explore to 
the weapons you equip 
and the monsters you 
fight. Unfortunately, the 
environments prove to 
be the game's biggest 
disappointment. The 
dozen or so tilesets are 
endlessly recombined 
into unique levels, but 

~~ the set pieces quickly 
~ become all too familiar. 

The twentieth time exploring the same ruined build
ing (albeit perhaps on a different side of the street) 
doesn't exactly hold the same sense of wonder. 

Thankfully, the rest of the random content is much 
better. Equipment is endlessly varied and allows 
a ton of room to customize your hero's abilities 
beyond the skill tree. Rare and epic monsters have 
new abilities and modifiers grafted on and provide 
unique challenges. And though the quests are pretty 
basic ( collect 14 zombie ~ars or kill some unique 
monster), they do give you something to look for
ward to as you plow through the legions of Hell. 

Online play is a big part of Hellgate's appeal, and 
the infrastructure is in place for non-stop multiplayer 
action. Structured like Guild Wars or Phantasy Star 
Online, you'll be able to interact and hook up with 
other players in non-combat hub zones, but once 
you get into an adventure area it'll be private to your 
posse. The game scales quite well for additional 
heroes, and each of the classes is designed to be 
able to lend some extra utility in group play. It's not 
really a true MMO as it lacks much of a persistent 
world, but as far as co-op monster slaying goes it's 
top-notch. 

What HeUgate does, it does well - few games 
have core gameplay this strong. However, it doesn't 
venture far outside of the scope of filling an XP 
bar or finding that next upgrade. The story isn't 
much more than a thin excuse to kill demons, and 
the truly memorable encounters are few and far 
between. If you like faster-paced combat than you'll 
find in the rest of the MMO genre, though, this 
could be a great fit- ADAM 

BOTTOM 8 5 
LINE • 

> Concopt: Apply Diablo-styte 
leveling and loo1 grinding 10 a 
3D·rendered post•apocalyptic 
vision of Earth 

> Graphks: Quile nke. espe
cially lhe variety wilh whkh you 
can customQe your avata(s 
appearance via equipmenl 

> Sound: lloiceovers are good, 
bu1 lhe effects grate aher a 
while and the mUSK anro,,ngly 
ooly plays about 15 percent of 
lhe time 

> Playability: The action ~ 
fast, interface smoolh, and 
loads short 

> EnlfNinment: You won't 
find better level and loo1 grind
ing anywhere, bu! !hat's about 
all th~ offers 

> Replay Valut: High 

WORTH YOUR 
$1O/MONTH? 

The ab1hty to play Hellgate 
onhne 1s m 1t1.,elf free, but 
p,1ym~ J 1_,mt.111 monthly 
\1Jb\(npt1on fee gr,;1nt\ 
.icce-,., to \Orne added bell-, 
.md wh1-,tlr\ The improved 
,oc1,1I lunct1011Jhty Jnd 
rnntmuing content drops 
( Ol'W levelc., mon.,ter'>, loot. 

and perhJp'> even clJ'>'>t"io) 
-,ub,mbmg get, you will add 

pll'nty of t•ntntdmment for 
people who fJll 111 love w1th 
the gdme The good news 
is that you're tree to pldy d\ 
much ol ttw out-of-the-box 
g,rnw J\ you like, and pick 
up tlw ,ubsmpllon later 11 

rnorl' dt•mon-sl,;1ymg 1s whJt 
you'rt• Jfter 

Second Opinion 8.5 

lis taSV to see the Diablo 
~ Ill Helsale: London, 
as the game ill its core is al 
alw wincing e,iperience 
and mmpletilg quest\. Fans 
of the genre onlv need to asl< 
themselves one simple <II& 
lion: do you enjoy the fiction 
and the setting? For myself, 
I found the wortd's mix of 
dassic fanlasy elements like 
swords and v.izardry with 
SltamplJlk ledlnology to 
be a perfect mix. H<rt,,eyer, 

the world M, which is 
,aphicaly bealdul. often 
felt llale wifh predictable 
settings and limited variety. 
Thal said, I reaUy enjoy the 
combat syslem and interface. 
Manewering through the 
world is a breeze and the 
combi1I MfS feels fresh 
Mil !hough you find ',QJ'
self doing the same combi1I 
combmallons Oller and Oller. 
Overall I h,;,tf recommend 
the game. bit I <id find the 
subscriplion model to be 
a lmle too much. ff you are 
pig to play the game daily, 
then definll!tt invest in the 
extra~ !xi mosl wi 
be happy wifh what you can 
gel OIi of the bol-/lM1f 



PC 

Tabula Rasa 
> STYLE MASSIVELY MULTIPIAYER ONLINE ROLE-PLAYING GAME> PUBLISHER NCSOFT > DEVELOPER DESTINATION GAMES 
> RELEASE OCTOBER 30 > ESRB T 

TWO STEPS FORWARD, ONE STEP BACK 

U 
ltima creator Richard Garriot 
and the team at Destination 
Games have delivered a 
product that easily stands on 

its own legs as a breath of fresh air 
in the massively multiplayer space. 
Pacing combat more like Unreal than 
EverQuest while retaining the constant 
rewards and depth of an MMO is no 
small task, but Tabula Rasa manages 
it well. This title won't rock anyone's 
face off in a post-World of Warcraft 
world, but it's more than worth a look 
for players uninterested in or tired of 
the genre's staid traditions. 

The fast-paced gunplay that makes 
up the core of the Tabula Rasa 
experience is the game's greatest 
strength. It's flat-out fun to figure 
out the best way to attack a situa-
tion with the various firearms and 
abilities at your disposal. Things get 
vastly deeper at higher levels, but 
even the early game presents play
ers with fun options. Shotguns allow 
great mobility and are fantastic for 
groups of enemies, while pistols pack 
a surprising punch against single 
foes and rifles allow a much greater 
engagement distance. Mix in differ
ent damage types (you won't get far 
using physical damage against the 
heavily armored Kael, for instance) 
and the vast diversity of abilities from 
the various dasses and you've got 
combat as good as any. 

Tabula Rasa's other great achieve
ment is in making the gameworld 
feel alive. With few exceptions, 
enemies never stand around waiting 
to be killed - hostile troops land in 
squads from dropships to assault 
human positions, and creatures 
attack players who come too dose 
to their nest Control points will fall to 
the malefic Bane if players don't help 
to defend them against the assauli 

leaving that area's quests and NPCs 
unavailable until the point is retaken. 
It's rare to feel like you're "grinding" 
or otherwise fighting enemies just 
for loot and XP. The vast majority of 
my playtime was spent exploring. 
defending. assaulting. or rescu-
ing - battles were just an enjoyable 
diversion along the way. 

A few things keep Tabula Rasa from 
achieving MMO top billing. Enemy 
Al sometimes breaks, with monsters 
failing to fight back for no discern
able reason. Targeting seems to bug 
out for no good reason occasion
ally, making you re-acquire a locked 
target mid-battle. Crafting is mostly 
lame; our experience didn't reveal 
anything worth spending the skill 
points on. Breaking up zones into 
shards (finding your group can be 
a right pain until you realize they' re 
all in "Wilderness 2• while you're 
in "Wilderness 5") destroys the 
continuity of the persistent world. 
The lack of meaningful PvP is a total 
head-scratcher, since the control 
point mechanic and hectic firefights 
seem so well-suited to fighting other 
players. Finally, large-scale fights are 
too chaotic to be engaging; you' re 
often better off just spamming some 
variety of area-effect attack than 
trying to make sense of the carnage. 
Peripheral elements like inventory 
managemeni re-specialization, and 
social tools are all handled reasonably 
well, though. 

Tabula Rasa largely achieves what 
it sets out to do, and will no doubt 
be worth the monthly fee for a non
trivial number of gamers. Should you 
cancel your Wow sub and pick it up? 
Perhaps noi but blowing away aliens 
with a laser chaingun sure beats the 
pants off of farming old content that 
got stale months ago.-ADAM 

BOTTOM 8 
LINE 

> ConttpC: fuse aaion-pacted 
~\WheYelYllq)'Olfd 
expe(1 cu of an MMORPG -
except for meaoogfu Pl<P 

> <nphi<s: k doesnl 1-ut IO 
look at or art'j1lq 

> Sound: Defi-.elv lhe low port 
v.,,o dooded 1hat IJOl15l)l'ed 
heavy metal was a good chooce 
for a sanllradtl 

>Ploylllility:Wilhafewiwe.ils 
to lhe ~ ccrlroling 
)'OtJ' avatar s pancss as can be 

> Entfflainmtnt: Endess 
pr~esSIOll~Mh ~ 
ltqs le,>ds to good Imel 

> Rtplly llllue: Modelatefv 
High 

Second Opinion 8.25 

I .n al fol somt hnlamen
tal ~ 11 MMC) ~l 
Too many of the t,.i name 
releases are sall5lied Wllll 
~ up the selling and 
ieM,g the basic lllffl'l)iay 
mechancs alone. Nol 50 Wllll 
Taliua Rasa. Vlt.ch oflffi 
a relrf5hilg and h.11 aclJOn 
sensi>ililvwhle m.wiranng 
enou;i of lhe COit Ul)8Jade 
~and~ ideas 
lhlt~wlrea>flZl!-A 
ri<handedr\lpnev«llld 
isanolhert,.ipu. """1' 
the daled W!llill sommnes 
~ the e,perience. In lac!. 
from the anrnallOn m the 
enemy /IJ and the \Pl1elld'( 
HUD, the only map mm
plai'Hd level is lhaU seens 
Ir a pneN shoud have 
come oii SClllle time aso
Evi,i 50, a good pne is a 
good llilffl', and rd much 
rather Tabua Rasa come !ale 
m the pally NII not al al 
Someof therrwparl)p5 
add learn a 1hong or two 
from !his one. -MIU.ER 

PC 

Fury 
> STYU MASSMIY MUlJlPlAYER ONLINE ROLE-PIAYING GAME> l'UIIJSHU GAA1ECOCK 
> DEVEi.OPEi AIJRAN STUDIOS > IIUASE OCTOBER 16 > ESIB T 

KTHXBAI 

I mag1ne this: Take World of Warcraft, strip 
out the unique classes and deep gearing 
system, make the UI suck, and replace the 
enbre world with a couple of small-group 

instanced PvP arenas. Congratulations! You now 
know pretty much everything you need to about 
Fury. There will undoubtedly be a small cadre of 
hardcore players who make 11 their m1ss1on 1n hfe 
to dominate the ladders here, but 1t' s a good bet 
that you should pass this over unless that descnp
tion already applies to you. 

The combat system in Fury looks good on 
paper. Using weaker attacks builds up charges of 
one of the four elements, which you can then 
expend to power stronger abthtJes. Given the lack 
of any sort of mana bar, the charge mechanic 
and liberal use of cooldowns is Fury's balancing 
factor and 1t generally works well. The problem is 
that these elemental powers aren't fun to use. 

You see, Fury Just doesn't play very well. The 
game's network performance can't keep up to 
the breakneck paong of the combat; even the 
smallest amounts of latency can change the 
outcome of a match. The UI 1s a total albatross, 
offering both too httle and too much feedback 
to readily make sense of the chaos onscreen. 
Spell effects are minimal and 1nd1stmct, making 
it nearly impossible to see what other players 
are trying to do around you. It's JUSt a mess, and 
it doesn't get any better as you become familiar 
wrth the game. 

Fury's three 
modes (capture 
the flag. team 
deathmatch, and 
free-for-all death
match) won't be 
enough to hold 
the attenbon of 
any but the most laser-focused fans. Likewise, 
rustom1zing your character from a massive sU1te 
of abilibes requires an obsession with detail far 
in excess of the nonm, since the majority of your 
choices involve minor variations of "do damage 
from range, do damage from up dose, bum 
charges to deal more damage, or heal damage.• 

PvP diehards and WoW haters might find 
something of worth in Fury, but I can't recom
mend it to anyone beyond that small set 
Go pick up a cheap copy of any flavor of 
Guild Wars if you want subscription-free heroic 
fantasy PvP.- ADAM 

BOTTOM 5 
LINE 

> C--,t Butld an entire 
game around hogh-lantasy arena 
f>,,p batlles 

>c.n,lllcs: UsingUr<eal Engine 
3 has saved lhe VISWls horn the 
graphlCS gwg. but spell effects 
are lame-a 

> S... There a,e probably 
S0llld effects here N. least • has 
bull__, YOICechat 

>Playaliay: Spammmga 
handfli of abtlrues m hectic 
la88'f arenas 5 gamtl)lay of a 
son,I~ 
> Ea,;i I rt There's noch 
,ng here but IIISl,Jnced Pl<P, and 
yet 51111 olher games do lhat bet 
ter whole offering much more 
>....., v..t: Moderately 
Low 

Second Opinion 5.5 

flrf comes al you lie a 
crowdpoliboal!,IMIJllg 
up the false fronl that C can 
pte you" those fat-cal 
MMOs 11 Washington c.an't 
waight-up PwP Playe,s will 
see throu8li these empty 
promises after sperdng 
mere mnas 11 the arena. 
There are 50 many ai ax
~ and rarnshadle "solu
tions" that It feels lie flSy 
IS IMlding you; the baldes 
are chaotic and~ 
the skis are runerous and 
recb1dart, and there are 
only 1lree basic Pile types. 
\'then you aren1 spam-
11111g ~ slils. y,.xlre ~ 
r,g time 11 a bomg hlb 
world - a thinly cisglised 
player lobby. flSy sets its 
~fow.po51boringilsell 
soleti Wllhin the scope of 
onlineirif P..P, and fais m 
<!ewer ""'" i1 lhal limited 
llldertaulg.-JOE 
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NINTENDO OS QUICKIES 

NINTENDO OS 

Master of Illusion 
> STYLE I-PLAYER PUULE > PUBLISHER NINTENDO > DMLOPER TENYO 
> REUASE NOVEMBER 26 > ESRB T 

Y 
ou might think the Wii is 
perfect for parties at your 
house, but this game and its 
magic tricks will make you 

and your DS the center of attention. 
Master of Illusion not only shows 
you how to perform tricks of various 
stripes, but also has practice exercises 
and performs some of its own magic 

. . tricks on you (the game also comes 
with a speoalty deck of cards). Even though the game pulls back the curtain on 
some fundamental elements of performing magic, it's still fun and even head
scratching at times. The tricks you perform on others with the DS are easy to 
learn and even had a few members of the GI staff perplexed as to how I pulled 
them off.- KATO 

NINTENDO OS 

Nanostray 2 liM1U f1 
> STYLE I-PLAYER SHOOTER (2-PLAYER V1A v.1RELESS) > PUBLISHER MAJESCO 
> DMLOPER SHIN'EN > REUASE JANUARY 15 > ESRB E 

F 
or a by-the-numbers space shooter, 
you can't go wrong with the second 
installment of this DS franchise. While 
the visuals themselves are plain, the 

level designs are entertaining and challeng-
ing - even 1f they're also a little uninspired. 
There's no true variation on the theme in 
this second game, but the solid shooting is 
certainly a fun distraction. Using thankfully 
touch-screen-free controls you'll navigate the 
short but challenging levels avoiding balls of 
energy and shooting mutated space mon
sters - would it surprise you to learn that a 
screen-filling boss awaits at the end of each 
level? While formulaic, it's a solid fun couple of 
hours to play through, and a difficult challenge 
mode injects added replay. There's even some 
multiplayer options, even if your buddy doesn't own a copy of the game. Oh, 
and as a favor to the game, I'm going to pretend I never tried the horrific touch
screen control variation.-MILLER 

NINTENDO OS 

Ores & Elves 
> IDLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER ELECTRONIC ARTS 
> DMLOPER ID SOFTWARE > REUASE NOVEMBER 16 > ESRB T 
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I f you' re a dungeon master who longs 
for the old pen and paper days and 
first-person, tum-based dungeon crawl
ers, you may find some nostalgic value 

in Ores & Elves. The rest of you will likely 
be put off by the game's blocky graphics, 
unimaginative levels, limited weapon selec
tion, diched dialogue, tile-based rnovernen~ 
and overall boring garneplay. There is a 
reason many of the RPG game mechan-
ics this game uses are no longer found in 
other RPGs - they suck. You may be better 
off making up your own fantasy game with 
RPG Maker.-BERTI 

NINTENDO OS 

Contra 4 
> STYLE I-PLAYER ACTION (2-PIAYER VIA v.1RELESS) > PUBLISHER KONAMI > D£VELOPEI WAYFO~ARD 
> REUASE NOVEMBER 13 > ESIB T 

NO SHIRTS ALLOWED 

E 
ven in my wildest dreams 
I never believed the world 
would get a Contra sequel 
this amazing. The fact that 

this game is called Contra 4 accu
rately indicates WayForward's inten
tion to ignore every Contra title that's 
come out since 1992 and focus 
solely on perfecting the NES and 
SNES era cocktail. 

Throughout the entire mission 
to take out Black Viper, players will 
experience a finely balanced mix of 
nostalgic references, outrageous set 
pieces, and ridiculously large bosses 
with multiple forms. Yes, Bill and 
Lance are playable. Yes, there are 
tunnel stages and jet ski runs. Yes, 
"the code" is in there (in a different 
way than you think). 

Straight out of the gate, the normal 
difficulty setting will destroy you. 
So do yourself a favor and start out 
on easy to check out most of the 
levels (the game taunts you after 
you •beat' it on this difficulty). Both 
DS screens are used well, especially 
in vertical levels like the waterfall, 

and a new grappling hook acces
sory ensures that you'll be spending 
plenty of time in both of them. 

Loads of unlockables abound 
like new characters (Probotectors!), 
playable versions of NES Contra and 
Super C. and challenge mode. Here 
players will take on fun bite-sized 
missions like hunting down man
faced mutts, fighting bosses with 
only one life, or running through a 
stage without any weapons. 

The only problems I had with the 
game are mostly related to the DS 
itself. The bar of plastic between 
the screens can screw you up occa
sionally, and co-op is only possible 
with two DSs and two game cards. 
This setup most likely couldn't be 
avoided, but it still puts up a multi
player roadblock that wasn't there in 
the original games. 

Despite these minor setbacks, this 
is both the ultimate Contra experi
ence and one of the best action 
games in years. Do not let Contra 4 
get lost in the holiday rush.-BRYAN 

BOTTOM 9 25 
LINE ■ 

> Concept Take everything that 
has made Contra great over ihe 
yea~ and mash rt into something 
completely new and awesome 

> Graphics: In ihe style of 
Conlra 111, bul wilh Jwice lhe 
hooepower 

> Sound: The new tunes retain 
an element of ihe classK mus,c 
while evoivlng al the same ttme. 
Straight-up classK rem~es play 
on hard mode 

> Pllylbility: Just as tight as 
the ong1nal NES game 

> &tt:ltal ■ Ht The perfect 
blend of punishing d1ff1CUhy and 
over the-top thnlls 

> Replly Vllut: Moderately 
High 

Second Opinion 8.75 

Contra has held up for so 
many years because rt del,v
ers pure skill-bdsed, timing
drrven g,imeplay. The seem• 
ingly simple series formula rs 
W8/ more dilfirul to emulate 
lhan it might appear, and 
successfully tapping !hat 
formula is one of several • 
ways this new entJy rs a suc
cess. Just the right degree 
of nostalgia-laden enemies 
and smJatJons gmunds the 
game IO its past Boss fights 
are swtably insane and 
overwhelming. But. per-
hdps most importantly, the 
game delivers some new 
thrillswehotJtabandon~ 
mg the basic concept Most 
significant is the addl!Jon of 
a second screen of action, 
expanding the periphery 
you need to watch to stay 
awe. Cooperative play ,s as 
solid and smooth as CAlll be, 
vmile the irultiple difficulties 
and unlockables offer tons 
of replay. This is everything 
a Contra game should be. 
with a healthy dose of new 
challenges and SUlplises. 
While not for those afraid of 
a challenge, Contra ◄ throws 
down the gauntlet for the 
rest of us. - MILLER 



NINTENDO DS 

LifeSigns: Surgical Unit 
> mu I-PLAYER ADVENTURE > PUB USHER DREAMCATCHER > DMLOPER SPIKE> RELEASE NOVEMBER 6 > ESRB T 

PLAYING DOCTOR 

I f Phoenix Wright had gone to medical 
school instead of law school, he could 
have ended up a lot like LifeSigns' Dr. 
Tendo. With an emphasis on characters 

and dialogue (mingled with some surgical 
sequences), LifeSigns might have been the 
medical equivalent to Capcom's courtroom 
drama - if only it had some personality. As it 
turns out, Dr. Tendo and his dull hijinks make 
the whole adventure flatline. 

As a second year intern 
(the first year was detailed 
in a Japan-only release), you 
are responsible for diagnos
ing illnesses and handling 

bad that the game doesn't make it the cen
terpiece of the action. 

Instead, most of your time is spent talking 
to people you don't care about You gallivant 
around the hospital (and, later, an island 
village) having long. pointless conversa-
tions and getting hit on by just about every 
female. Eventually someone will randomly 
get hurt, giving you about 10 minutes of fun 

gameplay, and then you 
spend the next hour doing 
whatever boring crap you 
were up to before. 

various operations. Using the aaoendino deoecr e t In<•• 

All of the time spent read
ing dialogue would have 
been better spent if the 
characters or events were 
compelling. Owing in large 
part to dodgy localization, 

touch screen, players exam- .-.zuu-•••· 
ine patients for symptoms, 
and then perform proce
dures through a series of 
minigames. The surgery isn't 
as challenging as in Trauma 
Center (the tasks are short 
and the proper instrument is 
automatically given to you), 
but it is definitely the high 
point of LifeSigns. It's too 

it's difficult to get wrapped 
up in the drama. Vvtien you 
finally get a patient the 
examination and operation 
are entertaining. Outside of 
the OR, however, LifeSigns' 
bedside manner is far 
from pleasant-JOE 

BOTTOM 6 
LINE 

>'-fl'l: MlllleraClJYe 
hospilal soop opera Without any 
ctama Of shocbig tw!Sls 

> Graphics: These are the most 
detailed internal o,gans you'll 
see on the OS 

> Sound: A lol of wasted poten
tial. There's no YOOCe, no cool 
PlfT9W n-lJSIC, and no SOOld 
effects worth meitJOfWlg 

> Playability: Miance text for 
an rou- o, two, perlorm a little 
sugery, dlE!1 advance more text 

> Entauiument The opera
tions are cool, but the dialogue 
and cha@cteis haYe little charm 

> Replay Value: Moderaie 

Second Opinion 4 

I come to you at the end of 
a long iwnev. For many 
hours, I have slosged 
through screen afta screen 
of inane and useless dia
logue. I have eKllanged 
gossip wCh medical tedlnt
cians. I have baked sweet 
pcllilkleSlor!U5eSlhave 
waled the 5eerl1l1gly end
less corridro d a hosp«al 
wherein nothmg seems to 
happen unlil I find JUS1 the 
right lhing to SI'( to one 
d my felow doctor5 or 
patients in order to progress 
the Sloly. The simplistJc and 
brief S1J181!1Y sequences 1hat 
appe« so onfrequendy are 
the only short gjrnpses d 
1JUe gamepYy 11 1h15 CJlher. 
w,se sordid and sad excuse 
for a ljal1le. lnleractJon is 
abotirncnlhan~d 
sacling text.I is the only 
axiom I bring wCh me cu 
ollhissw-sudingexpe
nence. Do not make the 
same rmLw I did. Tum 
back r-.-MIU.ER 

Interesting. 
You're a 

that eats 

(\-4) el ementandfriends. com 

It's like 
we 're meant for 

each other. 

kind of s 
right no 

C,2007 American Honda llotor Co. , Inc. 
EX model ahown. 
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TOP 20 ) - • TOP 10 JAPAN 

l1stmgs Based Upon NPD Data For October 2007 Based On Units Sold 
Rank Tille System 

DS 

Rani. Tille LMo. S!,lem Sc0<e Release PS3 

1 Halo 3 1 360 9.75 09--07 
Wii 

DS 

360 

2 Guitar Hero Ill: Legends of 
N/A 360 8.75 10-07 

Rock w/Guitar 
PSP 

Wii 

3 Guitar Hero Ill: Legends of 
N/A Wii 8.75 10--07 

Rock w/Guitar 

4 Guitar Hero Ill: Legends of 
N/A PS2 8.75 10--07 

Rock w/Guitar 

llslllmra Krotaro Suspense OS 

E,eTralnlq OS 
Ratcllet & Clank Futurn: PS3 TNls of llestnctlon 

5 The Legend of Zelda: 
5 DS 9.5 09--07 

Phantom Hourglass 

6 Wii Play w/Remote 4 Wii 7 02-07 

TOP 10 GI 

7 The Orange Box N/A 360 9.75 10-07 
Rank Title L. Mo. System 

Super Mario Galax, N/A Wii 

N/A multi 

8 Guitar Hero Ill: 
N/A PS2 8.75 10-07 

Legends of Rock 
1 multi 

2 multi 

N/A OS 

9 FIFA Soccer 08 N/A PS2 7.75 10--07 N/A PC 

4 multi 

10 Brain Age 2: More Training in 
11 DS 8.25 OS-07 

Minutes a Day 
5 360 

3 360 

N/A PC 

11 Madden NFL 08 6 PS2 8 0S-07 . ... 1-.;-... _,/.~~ 

12 Guitar Hero Ill: 
N/A 360 8.75 10-07 

Legends of Rock 

13 Guitar Hero Ill: Legends of 
N/A PS3 8.75 10-07 

Rock w/Guitar 
TheSWf'S f f'IIOl'R Prls 

•• ·· · - - : · "i ': a-r--~-· - - - . ,. 
. ... -. • 

' 
t;:--

TOP 10 PC 

14 FIFA Soccer 08 N/A 360 7.75 10-07 Rank Title L. Mo. Price 

N/A $48 

15 Final Fantasy Tactics: The 
N/A PSP 9.5 10--07 

War of the Lions 

N/A $49 

N/A $29 

2 $20 

16 My Sims 18 DS 8 09-07 3 $32 

v.,... 1 $30 

17 Mario Party 8 14 Wii 7.25 05-07 of N/A $20 
1111 

7 $19 

18 Drawn to Life N/A DS 7 09-07 Hellpte: Londo■ Callec:ton Edition N/A $60 

9 $15 

19 Ratchet and Clank Future: 
N/A PS3 9.25 10-07 

Tools of Destruction 

20 NBA 2K8 N/A 360 8.25 09-07 
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ARCHIVE 
PLAYSTATION 3 Slvel< Jhe Tu.d 

AI-Pro-12K8 8 Aut<I1 
Ass4s>n'sC,eed 9.5 Oec-07 
Blac:kSrte: Area 51 7.5 Oec-07 

Simpsms Game. The 
Skate 
Sp,de<-Man: Friend o, Foe 

Call of Duty 4: Modem Warfare 10 Oec-07 
CIMOBofl<e(skricho 6 Oec-07 
Conan 7 No\1-07 

Stranglehold 
Stuntman Ignition 
Surf's Up 

O.rlness. The 8.75 Aog-07 
CM 8 No\l-07 
Dynasty Wamors: Gundam 5 Oct-07 
Eye ol Judgement 8 Oec-07 
Fantasbefour. 

Rise ol Jhe - Suie< Aut<I1 
AFA08 7.75 Oct-07 

Tenchu Z 
lhrilvile: Off the Rails 
r,aerl\\:>OdsPGATou-08 
rmeShft 

Tomb - AMNe<sa,y 
Tony Hawt/s Pro,ng Ground 
Toansforme<s 

Folklore 7.25 Oec-07 T..,_ 
Ghost R«on Advanced Warfighler 2 8.5 Oct-07 
Gu<ta, Hero 111: Legends of Rod 8.75 Oct-07 
Harry Potter and the 

6.5 Aug-07 Order of the Phoenix 

Vampire Rain 
"1nua r9'\or 5 
Wamors Orochi 
Wartech: Senko No Randi 

Heaveo~Sword 8.75 Oct-07 
Juiced 2: Hot Import Nights 8.25 No\1-07 

WWE Smadd)oy,,,I vs. Raw 2008 

t.,., 7.25 Sep-07 
LEGO Star Wars: The Cc>mt>'ete Saga 7.5 Oec-07 
Madden NFL 08 8 Sep-07 
NBA08 7 No\l-07 
NBA 2K8 8.25 No\l-07 
N8ALN008 7.5 No\l-07 
NCAAFoocball08 8 Aut<I1 
Need for Speed PloStteet 7.5 Oec-07 
NHL08 8.5 Oct-07 
NHL 2K8 7.75 Oct-07 
Ra,nbow 5"' Vegas 9 Aug-07 
Ratchet & Clank Future: 

Tools of Oestrucoon 9.25 Oec-07 
Seg• Rally Revo 6.5 Oec-07 
Smpsons Game, The 7.25 Oec-07 
Skate 8.75 Oct-07 
Stuntman lgntt>On 8.5 Oct-07 
Sufs Up 6.5 Aut<I1 
Tony Hawt/s Pro,ng Ground 1.15 Oec-07 
Uncharted: Drake's Fortune 875 Oec-07 
W.vhav.t 8.25 Oct-07 

Afoen SyndlOme 
Bog Bra,i Academy 
Boog,e 
Canwal Games 
Crash o1 Jhe roans 
Dew{s Adventure 
Donkey l<ong Sorrel Blast 
EA Playground 
F'tte Emblem 
Geometry Wars Galaxies 
Godzilla: Unleashed 
GUIity Gear XX Accent Core 
Guitar Hero m: Legends of Rock 
Hany Pooe< and Jhe 

()de, ol Jhe Phoenix 

l~t!.W~ The 
L£G0 Stat WiltS: The ~e Saga 
Looney 1""'5: ACME A<senal 
MaddenNFL08 

WWf. SmackOownl vs. Raw 2008 8 Oec-07 Mano aod Sooc 

XBOX 360 
at Jhe Oljmp,c Games 

Mano Stt>ke<s Cha,ged 
Manhunt 2 
Metro«! Pnme 3: CoITuptJOn 
MyS<ms 
Need for Speed PloSOeet 
Pokemon Bottle R..,,._ 
ltJtatOUIJle 
Slvel<JheTu.d 
~ Game. The 
Soms 2: Caslaway, The 
Sp,de<-Man: Fnend or Foe 
Solfs Up 
Table Tennis 
Thrillvolle: Off Jhe Raob 

Ace Combat 6: Fires of Liberation 8.75 No\l-07 
AII-P<o -II 2K8 8 Aug-07 

Tiger Woods PGA Tour 2008 
Transformers 

~sin's Creed 9.5 Oec-07 Victonous BoX"Nef'S: Revolution 
Beautiful Kataman 7.25 Oec-07 Zack & tMij: Quest 
BooShod< 10 Sep-07 Fol' Barbaros' Treasure 
8'ackSlte: Alea 51 7.5 Oec-07 

~~olWWII 7.5 No\l-07 
PLAYSTATION 2 
Crash o1 lhe roans 

Blue Dragon 9 Sep-07 GnmGM100e 
Cal of Duty • · Modem Warta,e 10 Oec-07 Guity Gear lOC Accent Core 
a;,,.s.ll<e(slend,o 6 Oec-07 Gurta, Hero Encore: Racki the 'SOS 
Conan 7 No\l-07 
Crash of the Titans 7.25 No\1-07 
CSI: Hard EVtdence • Oec-07 

wto, Hero 111: legends ol Rod 

~t~~\ The 
O.<kness, The 8.75 Aug-07 Looney Tunes: ACME Alseflal 
Din 8 fwg-07 Madden NFL 08 
Dynasty Warriors: Gundam Oct-07 Manhunt 2 
Eternal Sonata 8.25 Sep-07 NASCAR08 
Fantasbc Four. RatatOUllle 

Rise ol Jhe S,!,er Suie, Aug-07 
Fatal Inertia 7.5 Oct-07 

Shin Megani Tensei: ""5ona3 
Sine!< Jhe Tlwd 

AFA08 7.75 Oct-07 
AatOut Ulbmate Camage 7.5 No\l-07 

~Game.The 
Soul Nomad & The Worid EateB 

C.,,.., HefO 111: legends ol Rod< 8.75 Oct-07 Sp,de<-Man: Friend Of Foe 
Halo3 9.75 No\1-07 Stuitman tgM>On 
Hany Pone< aod Jhe 

6.5 fwg-07 ()de, of Jhe Phoen• 
Hour of Victo,y 2.5 Sep-07 

lhriltvtle: Off the Rails 
roger Woods PGA T0<1r 08 
Transformers 

Juiced 2: Hot Import Nights 8.25 Nov-07 
Kengo: Leneend of Jhe 9 2 Oec-07 
LEGO Star Wars: The ComP'ete Saga 7.5 Oec-07 

Warriors Orochi 
tMld Amis 5 

Looney Tunes: ACME MeNI 1.75 Oec-07 
Madden NFL 08 8 Sep-07 
Mass Elfea 9.75 No\l-07 
Medalo/Hono<A"bome 7.25 Oct-07 
Narulo: Rise ol Jhe N""'1 Oec-07 
NASCAA08 7.75 Sep-07 
NBA 2KB 8.25 No\l-07 
NBA lNe 08 7.5 No\1-07 
NCAA -n 08 8 Aug-07 
Need fo, Speed PloSt<eet 7.5 Oec-07 
NHL 08 8.5 Oct-07 
NHL 2K8 7.75 Oct-07 

°'•nae eo.. The 9.75 No\l-07 
Overlo<d 7.5 Aog-07 
"'-' Gotham Raang 4 8.75 No\l-07 
"'-'Sylpl,eed 7.75 Sep-07 
RatalOUille 6.75 Sep-07 
Sego Rally Revo 6.5 Oec-07 
Shadowrun 6.5 Aut<I1 

~
o/~111; 
AsoanOy,lilSbes 

BlackSrte: Area 51 

5.25 Aug-07 
7.25 Oec-07 ~~olWWII 
8.75 Oct-07 Cal ol Duty 4 : Modem Wa<fare 
4.5 No\l-07 OoveBofl<e(skricho 
7.25 Oct-07 
8.5 Oct-07 
6.5 Aug-07 
6.5 Aug-07 

Oec-07 
Sep-07 

7.75 Oec-07 
8.25 Oec-07 
7.75 Oec-07 
7.25 Sep-07 

4 No\l-07 
3 Sep-07 
9 Oec-07 

5.75 Oct-07 
3.75 Sep-07 

8 Oec-07 

Company of He<oes: 
Opposing Fronts 

Enemy Temtories: Quake Wars 
Halo 2 
Medal of Hono< Al<bome 
Med""°I II: To<,! Wa, ""1Qdoms 
Ne,eM;nte, ~ts 2: 

Mask ol Jhe e.o.,... 
Oraoae Bo,. The 
P,mluller. OJefclose 
Settlers: Rise ol an E"'9", The 
Shadowrun 
Sid Meier's CMu:ation rv: 

lle'/Ond Jhe Sword 
Sup,e,ne Commandec 

Forged Alliance 
Su<i's Up 
TimeShi~ 
1~-

6.25 Oct-07 Unreal Tournament 3 
7.5 Aut<I1 • tMkher, The 
7.75 Oct-07 Worid., u,nllia 
5.5 No\l-07 
7.25 No\l-07 NINTENDO OS 

7 Oct-07 
5 Oec-07 

BrainP,ee2: Mofe 
Training ll'l Minutes a Day 

7 Oec-07 Brothers in Anns OS 
7 Oec-07 Cookie & Cream 
9 Oec-07 
4 Oec-07 

Cooking Mama 2: 
Dinner With Friends 

7.75 Oct-07 Dementlum: The Ward 
8,75 Oct-07 DI(: Jungle O,me, 

Dragon Quest Monst~: Joker 
6.5 Aug-07 Drawn to Life 

6.25 NoY-07 
7.5 Oec-07 

Dynasty wa,no,s DS: r,gllte(s Botlle 
rona1 Faruasy XII: Revenant tMngs 
Front MISSal I st 

1.75 Oec-07 Heroes d Mana 
7.5 Oct-07 JamSessoons 

• Oec-07 
7.25 Sep-07 

l~~The 
Luminous Ale 

7.75 Oec-07 
9.5 Oct-07 
8 Oct-07 ' 
7 Oec-07 

Mega Man '1:1. Advent 
New Yortc. Times Crosswords 

~o!v "'t~ ~ribu~tions 
5.75 Sep-07 l'lctossDS 
5.5 Sep-07 Planet Puzzle league 
5.25 Aut<I1 Prism: lJgh< Jhe Way 
7.25 Oec-07 
7.25 NoY-07 

Rune Facloly: 
A F,ntasy ~ Moon 

4.5 No\l-07 5'mCity DS 
6.5 Aut<I1 
6 Oec-07 

SNK vs. Capoom Card r,gllte<s DS 
Sonic Rush Adventure 

7 Oec-07 Tum lt Around 
7 Oct-07 Worid Jong 

7.25 Sep-07 Worms Open Warfare 2 
6.75 No\l-07 

825 No\l-07 

7.25 No\l-07 
7.75 Aug-07 
7.75 Oct-07 
8.25 Aug-07 
8.75 Oct-07 

6.25 Nov-07 
1.75 Oec-07 
8 Sep-07 

7.75 Oec-07 
7.75 Sep-07 Brave Stcxy: New Traveler 
5.5 Sep-07 Castlevania: The Dracula X Ovondes 
8.5 Aut<I1 Crazy T&XI: fare Wars 
5.25 Aut<I1 Dead Head F,ed 
7.25 Dec-07 o,,pea: Memooo ol O.<kness 
7.75 Oct-07 Dragonee(s Ana 
4.5 No\l-07 Dnve< '76 
8.5 Oct-07 Dungeon Maket: Hunting Ground 
7 Oec-07 Dungeons and Dragons: Tactics 
9 Sep-07 Final Fantasy 11: Anniversary EdltlOn 

7.25 Sep-07 Final Fantasy: Anniversary Edition 
5.75 Oct-07 rma! Fantasy Tactics: 
6.5 Oct-07 lhe War of the uons 

Hot PXl 
Innocent Life: 
A Futunsbc Harvest Moon 

Jad<ass: The Game 
Jeanne rYAlc 
Manhunt 2 
Metal Gea, Soid: Pomble Ops Plus 
Monster Hunter Freedom 2 
Naruto: Ultimate N1n)a Heroes 
PaRappa Jhe Rappe, 
Silent Hill Origins 
Smash Court Tennis 3 
SOCOM: U.S. N,wy 

SEALs Tact:ic.al Stnke 
Star Wars Battlefront: 

Renegade Squad,on 
SWAT: Ta,g«Lib<rty 
Syphon r.ker: t.og.,n's Shadow 

8 Oec-07 Tales ol Jhe Worid 

7.5 Oec-07 

7.5 
10 
6 

8.25 
8.5 
8 

7.25 
9 

9 
9.75 
6.75 

7 
6.5 

9.5 

8.5 
6.5 
7.75 

• 
9 
8 

9.25 

8.25 
6.75 

7 

7 
5.75 
5.75 

8 
7 

6.5 
7.5 
7 
5 
6 

9.5 
6 
8 

8.25 

8.25 
9.5 
8.25 
7.5 

5.75 
8.25 
6.5 
7.25 

• 
8 

7.5 

7.25 
7 

5.75 
6 
9 

5.75 
5 
6 
6 
6 

7.5 

.5 
6 

7.25 
6.25 
8.5 
7.75 
7.75 

7 
6.75 

8 
7.75 
8.5 

8.75 

No\l-07 
Oec-07 
Oec-07 

No\1-07 
Nov-07 
fwg-07 
Oct-07 
No\l-07 

No\l-07 
No\l-07 
Oec-07 
Oec-07 
Aog-07 

Sep-07 

fwg-07 
Oec-07 
No\l-07 
Oec-07 
Oec-07 
Cla-07 

Sep-07 
Sep-07 
fwg-07 

Oec-07 
Oec-07 
No\l-07 
Oec-07 
Oct-07 
Jul-07 

Oec-07 
No\l-07 
Sep-07 
Oec-07 

Oct-07 
Sep-07 
No\l-07 
twg-07 

No\l-07 
Sep-07 

Aut<I1 
Oec-07 

Oct-07 
Aut<I1 
Jul-07 

No\l-07 
Oec-07 
Oec-07 
Oct-07 

Sep-07 
Oct-07 
No\l-07 
Sep-07 
No\l-07 
Oct-07 
Jul-07 

Aut<I1 
twg-07 

Aut<I1 
Jul-07 

No\1-07 
Oct-07 

Jul-07 
Oec-07 
Sep-07 
Oec-07 
Dec-07 
Sep-07 
Oct-07 
Jul-07 

Oec-07 
Sep-07 

Oec-07 

No\l-07 
Oec-07 
No\l-07 

Aut<I1 

••1if lUii¥iii·IJ··I 
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Atteatioll All CIINtenl 
Cheat codes, by their very nature, ore in 
many coses buggier than Virginia in Augus/. 
So unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and bock up your save before using 
any codes. 

On a lighter note, you con send your codes 
to seaetoccess@gomeinformer:com for a 
chance to be featured here and win o prize! 

MULTI-SYSTEM 

> PlAYSTATION 3, XBOX 360, PlAYSTATION 2 

Go into the features menu and select the 
codes section to enter these codes to unlock 
these new teams. 

2K Sports Team - 2ksports 
ABA Ball - payrespect 
NBA Development Team - nba2k 
Visual Concepts Team - vcteam 

XBOX 360 

Medal of Honor Airborne 
While playing the game, enter the code 
menu command and you will be brought to a 
screen where you can input the other codes. 

Enter ChNt Menu - Hold RB+LB, X. B, 
Y, A. A 
Refill Ammo - B, B, Y, X. A. Y 
Refill Health - Y, X. X. Y, A. B 

While in your park, quickly enter the following 
codes and you will notice the changes 
right away. 

$50,000 - X. B, Y, X. B, Y, A 
500 Thrill Points - B, X. Y, B, X. Y, X 
Mission Complete - X. B, Y, X. B, Y, B 
Unlock All Parks - X. B, Y, X. B, Y, X 
Unlock All Rides - X. B, Y, X. B, Y, Y 

PLAYSTATION 3 

Ylrtua Fighter 5 
Select Virtua Fighter TV then Exhibition Match 
and at the character selection screen enter 
this code for a classic Sega Saturn-style mode. 

Spectator Mode - Hold Ll+Rl, X 

'GI Oriod" 
(location unknown - lost seen 

peeling the stickers off Rubik's cubes) 

PLAYSTATION 2 

Legend of Spyro: 
A New Begloolog 
During gameplay, pause the game to enter 
these codes. A gong will sound when 
entered correctly. 

Infinite Breath - Up, Up, Down, Down, 
Left, Righ~ Left, Righ~ Ll, RI, Ll, RI, Start 
Infinite Health - Up, Up, Down, Down, Left, 
Right, Left, Righ~ Ll, Ll, RI, RI, Start 



••••••• ••• ••• ••• •• ••••• • • •••••• •• ••••••• 
..... GI 

••••••• • 
..... Where The Past Comes Ahve 

What was Space Invaders' genesis? 
Where did the idea come from? 
At the time, Atari's Break Out was very 
popular in Japan, and I remember get
ting deeply into the game. Because I 
was a game creator and had the experi
ence of creating games before, coming 
up with something that would be above 
Break Out became my goal. I analyzed 
what was Break Out's best feature, the 
sense of achievement players got after 
completing the stage by breaking all the 
targets, and decided to create a shoot
ing game that had this element as a 
central feature - but had more than just 
rectangular shaped characters as targets. 

What were your inspirations during 
the game's development? 
During the creation of the enemies, I 
tried objects like tanks, combat planes, 
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and battleships, however none of 
them had the right movement that 
dicked for me. That was when a 
magazine caught my eye. It featured 
an artide about how Star Wars was 
going to be a big hit in 
the U.S., which gave me 
the idea of using an alien 
or outer space theme. 

For the char
acter design, 
I imagined an 
octopus-shaped 
alien, like the 
Martians from 
English novelist HG Wells' 
War of the Worlds. With the other 
characters, I tried to relate them to 
the octopus, so for them I chose 
crabs and squid as models. 

Oddly, the aliens on the outside of the cabinet look 
nothing like the ones adually in the game. Why is 
that? 
The very early cabinets had this strange human-like monster 
on the side. I don't know who was responsible for this or 

why they drew that, but my guess is that this hap
pened because the artist didn't bother to look at 
the game graphics, and instead drew something 

based only from the sound of the original title, 
Space Monsters. 

Why was the original title changed 
from Space Monsters to Space 
Invaders? 
At the time, a song entitled "Monster" was 

very popular in Japan, and that was where I got the 
idea. Even though I loved it, because of my boss' order, I 
was forced to change the title. I was very unhappy about 
the decision. 



How long did it take to finish development? Did any
one else work on it with you? 
The total development project took almost a year. Half of 
that period was used for game development The other half 
was used for developing the hardware environment and 
tools. Because the development tools for microcomputers 
weren't that rich or powerful enough at that time, we had 
to create all our own tools. We didn't have many micro
computers in Japan at the time, so we created our own 
from scratch. That was actually more work than creating the 
game. The whole development process such as program
ming and graphics - with the exception of sound - was 
done solely by me. 

Was there anything you wanted to do in Space 
Invaders, but couldn't because you were limited by 
the technology? 
Originally, I wanted to create a Galaxian kind of game, 
meaning I wanted to have targets move faster and have 
more colorful graphics. However, because the processing 
power of the CP board wasn't strong enough, I couldn't 
make those wishes a reality. 

Do you have any interest going back and add
ing these elements? Or perhaps creating a new 
edition similar to the recently released Pac-Man 
Championship Edition? 

I think the original game succeeded because the hardware 
specs were low, and for this reason I don't have any desire 
to remake or add any additional content to the game. 

One aspect of the game that skilled players took 
advantage of was that invaders firing missiles from 
the lowest line on the screen couldn't damage your 
spacecraft. Was this intentionally included in the 
game? 
It is a kind of a bug, an unintentional result of the way the 
game was written, and I believe it was triggered by hitting 
part of the program off guard, so to speak. It wasn't induded 
intentionally. 

What was it like to make games back in the '70s? In 
what ways was the development process different? 
Games created before Space Invaders were mainly 
developed by either one or two developers, who did the 
project planning as well. Only one graphic designer was 
needed. Since the graphics were controlled by the hard
ware and not by the software, a very small number of 
people were needed. 

In my case, I did all the graphic designing, programming, 
and planning by mysett. However these days, as you kn<m, 
a lot more people are involved in game creation. For exam
ple, each project consists of planner, programmer, graphic 
designer, etc. .. 

The Space Invaders' graphics have become very 
iconic and have inspired a lot of designers and artists 
throughout the years. Why do you think those icons 
resonate so well with people today? 
I don't really know, but it might be because the character is 
made with simple shapes and uses a single color. 

Were you surprised when Space Invaders released 
and it became as popular as it did? 
Although we thought the game was good, we didn't expect 
it to be that huge of a hit Especially since neither our sales 
team nor the manufacturer had any idea how to predict 
these kinds of things at the time. I like to believe that maybe 
the d1ffi0Jlty of the game provided a new thrilling experi
ence, which appealed to young people of the time, and 
maybe that had something to do with the game's popularity. 

One of your American contemporaries, Nolan 
Bushnell, has stated that he really doesn't like mod
em video games. What do you think about this, and 
how do you feel about games today? 
I respect Mr. Bushnell as a pioneer in the game world, 
and I've met him before. The methods for creating 
a game have become a lot different from what they 
used to be. There is now a greater concentration on a 
games graphical beauty and less focus on the depth of 
a game's mechanics. Also the fact that games are being 
created by many people might be part of the reason game 

creators of the old days feel such discontent now. I have 
similar feelings, and I am very sad that the good part of 
the game is being sacrificed for complex graphics. 

What was your favorite project to work on? 
My favorite is actually a game called Speed Race, which 
I created early on. At the time, almost all games were 
imported to Japan from America, but this was the first 

classic gi feature 

The points • player received from • red ship weren't random. 
They were actually ailculated bued on how many shots a player 
had fired durins that wave. To get the maximum of 300 points. 
players had to shoot the UFO on their Urd shot 

one to be exported to overseas markets. And for this reason, 
I have more fondness for the game than I do for Space 
Invaders. 

What would be your dream project? 
It might be going against the times, but my dream YJOUld be 
to create a simple but fun game with a small team, hke holN 
11 used to be in the old days. 

TIiis llolltll In Ganl19 History 
A good example of the odd 

monsters depicted on the side 
of the old aibinets, which 
bear no resemblance to the 
characters in the game 
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SEE FOR YOURSELF 
Check out the trailer for the next chap
ter in the Command & Conquer saga 
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: Are you pissed that Ben has Dancing 
: 'Nith the Stars in his top ten list? Read 
: his rationale, along with the rest of 
: ours, in this extended Editor Top 10 of 
: 2007 edition. 

: ENDWAR 
: We sit down with creative direc
• tor Michael de Plater of Ubisoft 
: Shanghai to talk about the latest Tom 
: Clancy thriller. 
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Gain extra insight into restoring this franchise's credibility 
by reading our interview with Josh Holmes, vice president 
and general manager at Propaganda Games. 

ALSO ONLINE THIS MONTH: 
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gaze to 2008 with a rundown of 
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bothered. 
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VIDEO GAME TRIVIA 
It's the New Year again, and boy do we have some big resolutions. Eat more Doritos while gaming. 

Find better ways to stay up for all-night gaming sessions. Avoid sunlight You know, healthy things. 

But did you know gaming characters often have New Year's resolutions of their own? It's true. Take 

this quiz and find out which vid star you should emulate this year. 

1 How many players could play 
at once in the original Gunstar 
Heroes on Genesis? 

A. Only one, and it was so lonely 
B. Only two, but no one would 

ever play with me 
C. Only four, yet I wanted even 

more 
D. Psh! Trick question. That game 

never came out for the Genesis 

2 You know what's sweet? 
Slicing people with swords. You 
can take that to the bank. Do 
you remember which one of 
these characters showed up for 
the first time in Soul Calibur II? 

A. Taki 
B. Cassandra 
C. Xian 
D. Nightmare 

3 Did you know the main 
character in Metroid, Samus, 
is actually a girl? What? You 
already knew that? Fine, but do 
you know the name of the alien 
race that created her armor for 
her? 

A. Chozo 
B. Space Pirates 
C. Kraid 
D. Master Chief, and they're totally 

married 

4 The definition of a hot girl 
has a lot to do with how she 
handles zombies. Trust us on 
this one. Which hottie did 
you play in Resident Evil 3: 
Nemesis? 

A. Rebecca Chambers 
B. Claire Redfield 
C. Jill Valentine 
D. Ada Wong 

5 Long before any geckos 
started selling insurance, Gex 
was the gecko to know, with a 
starring role in his 1996 debut 
from Crystal Dynamics. Only 
one man had the comedic force 
and powerful delivery necessary 
to play the little green hero. 
Who was he? 

A. Dana Dane 
B. Dana Plato 
C. Dana CaNey 
D. Dana Gould 

6 Earthbound is one of those 
games people are likely to 
make fun of you for not having 
played. Alternately, you prob
ably make fun of people who 
haven't ever played it. and you 
should know the name of the 
small town in which you begin 
the game. 

A. Springfield 
8. Onett 
C. Fourside 
D. Threed 

7 Poy Poy is a game you 
probably haven't heard of, 
but it came out on the first 
PlayStation in 1997. If only we 
could remember who published 
that one, our lives would be 
complete ... 

A. Sega 
B. Nintendo 
C. Capcom 
D. Konami 

8 Buffy the Vampire Slayer: 
Chaos Bleeds was a game with 
a strange subtitle. If you had to 
guess, around what season of 
the TV show was the game set? 

A. Season One 
8. Season Five 
C. Season Seven 
D. After the show had ended 

9 We don't know about you, but 
we spent a lot of time in our 
youth trying to track down the 
elusive Carmen Sandiego. Which 
of these was not a real game? 

A. Where in lime is Carmen 
Sandiego? 

8. Carmen Sandiego: The Secret 
of the Stolen Drums 

C. Carmen Sandiego Math 
Detective 

D. Where in the Hell is Carmen 
Sandiego? 

10 What's your problem, 
anyway? 

A. No. What's your problem?! 
B. There's no need to be aggres

sive. Let's talk this out. 
C. No problem, man. Just chill. 
D. Meet me outside in five 

minutes and I'll show you. 
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BREAKDOWN 
779,145,191 is the tolal number of Xbox 360 Achievements 
unlocked by gamers to date, according to Microsoft 

$900,000 was raised bY, the ESA in their recent Nite To Unite 
Chanty Event which will go towards various causes that support 
American youth 

129% is how much better games with downloadable content 
sell on Xbox 360, according new research from Electronic 
Entertainment Design and Research 

9.3 million is the current reported subscriber base of World 
of Warcraft 

Sevnelght is the new number that we just made up that fits 
between seven and eight Pretty sweet right? 

* Trivia Score & Rank * 

0-1: 
Be cooler 

4- 5: 
WNrclothes 

8-9: 
Stop killing dudes 

2-3: 
Obey mtrai • order 

trom::J. 

6-7: 
CM keys to Arbiter 

before drinlcing 

10: 
Find better job 
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