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out of the box, ittto th~ box ! 
Finally, gamers won't need to take a time-out to check live game scores. 

NBA LIVE 07 blends in-game action seamlessly with a constantly updated 
stream of real-time, real-world sports information from ESPN - including 
ESPN Motion video clips. Players can check the sports news ticker at the 
bottom of the screen while making trades in Dynasty Mode™. ESPN Radio 
SportsCenter updates and pod casts are delivered live to the console every 
20 minutes. Never before have the two halves of the NBA LIVE player's 
psyche - hardcore gamer and rabid hoops fan - lived in closer harmony. 



CREATIVE CLOSE-UP ' EA SPORTS BURNABY STUDIO BURNABY, CANADA 

TITLE 

NBALIVE07 
rAcrom, lines of new AI code: 2 15., 4 7 3 

INFORMATION 

www.nbaliv e07.co rr1 
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t he real I 
Sometimes you have to tear an old house down to build a new one. For NBA LIVE 07, the development 

team rewrote the game·s artificial intelligence from the ground up. Players react not just to teammates, 
opponents and coaches but to the ball as it moves through the air and around the court, tracking it 
with their eyes, heads and upper bodies. Player attitudes change depending on how much time is 
on the clock and how close the score is. "We spent the last year turning characters into athletes,· 
says EA Canada game play producer Matt Lafreniere who squares off in daily hoops games against 

fellow NBA LIVE team members in the Burnaby campus gym. The difference is easy to see with 
new motion-capture video resulting in thousands of new moves and dozens of new dunk styles. 
Defenders now have to fight through screens. Guards plant hard when curling off picks and cutting. 

Big men pivot and square up to the basket before going up for a slam. Duch. 

our digits I 
rl'II number of basketball-related injuries sustained in 

Burnaby campus gym by NBA LIVE 07 developers 

11111 feet - height of soda can wall made from empties 
consumed by the Dynasty Mode team 

Ill number of table tennis-related injuries requiring 
hospitalization during the development of NBA LIVE 07 

l'Jf2!!!'a number of speech files by Greg Anthony and 
Ernie Johnson in All-Star Weekend mode 

,nw,J'a lines of new Al code in NBA LIVE 07 

l!!ffm lines spoken by Steve Kerr per day 
during recording for NBA LIVE 07 

!Ill number of scripted color comments 
from Steve Kerr in the game 

l!mffllll number of player animations in-game 

Fla player ratings per player 

lt't'l'8 real NBA plays 
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COMMUNICATION 
BREAKDOWN 
Working for Ille Japanese isn't always easy. 
Speaking to secret. anonymous industry 
sources with direct experience working with 
Japlnese companies, we explore the trials 
111d trlbulltlons that domestk employees 
face in their dilly lives-

~ ---------
Wii FEATURE 
We tnmd down every single title that's 
- remotely dose to 11e1ns -ec1 for 
Nintendo's IIUt-gen COMOle, 111d - we're 
sharlna everything we know with you. 
Oiedl out tile comprehensive breakdown 
for the Wii's arty life. 

lhluUIIHIAI 
GAME PAGE# 
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SOCOM: U.S. Navy S.EAL.s Combined Assault .... 88 

Star Fox Command .. 

Tiger Woods PGA Tour 2007 ... 
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. : .. i::.: • • • People Who Actually Get Paid To Play Video Games 

THE NOT-SO-GREAT 
ONLINE DEBATE 

I fear I may be alone on this, but am I the only 

person left in this world that can just love a single

player game and not complain about online this or 

online that? 

Now don't get me wrong. I love a good online 

game as much as the next person. In fact, I'm quite 

the World of Warcraft fanatic. Who can deny the won

ders of community that a great massively multiplayer 

game can deliver, or the dassic battle of swearing 

and bullets that is the online first-person shooter 

experience? You'd be a fool to think that these aren't 

some of the greatest experiences gaming has to offer. 

On the other side of the coin is The Legend of 

Zelda or Capcom's recent Okami. Are these games 

worse because they don't have an online compo

nent? Of course not 

However, too many times I read a review or find 

myself in long a discussion about how this game 

or that game should have gone online. It's a review 

of a game based on omission; not looking at what 

is there, what is good or great about a particular 

product. 

The point I'm trying to make here is that games 

can be many things. In fact, they can be many great 

things, and they are without a doubt the center of 

the entertainment universe as far as I'm concerned, 

but let's remember to love them for what they are, 

not what they could be. I'll take a killer offline single

player game any day. 

As a final note, it's with a sad heart that Game 

Informer bids adieu to Lisa Mason, who after hang

ing with us for all these years has decided to jump 

off the journalism ship and head to the development 

side of the industry. We will most certainly miss her. 

I'm already on the prowl for the next great member 

of the team, so hopefully soon we will have some 

fresh faces. 

Andy>> andy@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs. Actioryl'latlorm, 
Driving. First.f>erson Shooters Interests: The World Series Of Poker, 
Firefl-t, lvrested DM!Jopment Q Still Can't Beieve This Show Was 
Cancelled), Entourage Dislikes: Heavy Nintendo Lock Boxes (When 
We Review Nintendo's OS Games They Are Shackled By A Giant Metal 
Casing That Makes The OS Weigh About F111e Pounds), Losing Lisa To 
Game Development (Good Lua Lisa, You Better Not Make A Game 
That Suds) C1lfffflt FavMite Games: Brain Age: Train Your Brain In 
Just Minutes A Day, World Of Warcraft, Tetris OS, Cash Money Chaos, 
Okami, NASCAR 07 
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Hadle: The Raging Gamer Expeltlse: RPGs, Action, First-Person Shooters, Strategy, 
Sports, Fighting lnlerests: Transforming Into Destructor 5 (An Xbox Live Persona That Kills 
Teammates), Reinerflix (Like Netflix, But You Don't Get Your Movies), Spending A Weekend 
N Wrigley Field (Go Cubs!) Dislikes: Publishers Still Insisting That Most Of Their Games 
Should Come Out In November, My Failed Attempt N Convincing A Friend To Name His 
Son Sephiroth (It's UniqueQ Cumnl F-itr Games: Dead Rising. Final Fantasy XII, Star 
Fox Command, Madden NFL 06, LEGO Star Wars II: The Original Trilogy, Okami 

Matt >> matt@gameinformer.com 
Handle: The Original Gamer Expertise: First-Person Shooters, Action,'Platlorm, Action/ 

1 Adventure, Action/Sports Interests: Kiss Kiss Bong Bong, Steely Dan, Firefly, Running. 
/ 1 Finally Seeing Bonnie Prince Billy In Concert. The Amazing Amount Of Great Games 

Available Right Now, Wishing Lisa Well In Her New Career, DJ Envy Presents: Lupe Fiasco's 
Chi-Trwvn Guevara Mixtape Dislikes: 250 Amp Fuses That Blow During My Band's CD 
Release Party, Current Events, Not Being Able To Read Faster, Sa0ng Goodbye To Lisa 
Current Favorite Games: Okami, Saints Row, Loco Roca, Prey, Dead Rising 

Kato >> l<ata@gameintarmer.com 
Hadle: The Game Katana Expeltlse: Sports, Racing. Action/Adventure, Aclion/Platlorm 
Interests: Calder's Circus, Talladega Nights, T-Jack City, The Greg Kinnear Double-Feature: 
Uttle Miss Sunshine And The Matador, Dock 81is' No-Hitter On LSD (Don't Try That N 
Home Or Anywhere Else Kids), Lisa Heading To The Other Side (No, She's Not Dead1) 
Dlslilles: Working In A Brazilian Gold Mine (Or Just Seeing Pictures Of It), The Sound & 
The Smell Of Sandals, Jub Jubbery, Anyone Who Doesn't Chew Big Red CUmnt Favarite 
Glmes: Madden NFL 07 (Current-Gen), NHL 2K7, NASCAR 07 

Lisa >> l/sa@gamelnfarmer.com 
Handle: La Game Nikita Expeltise: Survival Horror, Adventure, RPGs. Action/Platlorm, 
Racing Interests: Heading Off To Blaze Some New Trails (Hopefully), Getting To Work On 
Some Games And Not Just Talk About Them After They're Done (It's Scary But Really Cool) 
Dislikes: Not Getting To Hang Out With This Oew Every Day, Losing One Of My Favorite 
Pastimes: Talking To People Who Want To Tell Me About Cool New Games From Their 
Companies Current Favorite Games: Dead Rising. World Of Warcraft (Finally, My Rogue 
Review), Valkyrie Profile (Both), Okami, Silent Hill 3 

Jerem >> erem amelntarmer.com 
Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform, 
Fighting. Strategy/RPGs Interests: Lisa's Excellent Career Adventure, Mille(s Fascination 
With The Jeremy Dance, Anri{s Crime-Fighting Career. Adam's Hip Hop-Lovin' Ways 
Dlsllbs: People Mentioning Joe In Their Bio (CrapQ, ReinerAix (Where's Final 
Destination J, Jerk?), Matt's Sherry-Drinking. Kate's Box Office Predictions CUmnt 
F-" Games: Dead Rising. Dragon Quest Heroes: Rocket Slime. Prey, MechAssault: 

~ Phantom War. Bankshot Billiards 2, Castlevania: Dawn Of Sorrow 

Adam >> adam@gameintarmer.com 
Handle: The Alpha Gamer Expeltlse: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Spam Filters That Actually Filter Spam, Seeing Friends Take Advantage Of 
Exciting New Opportunities, Driving The Alliance Before Me (Learn 2 PvP, Scrubs), 
Jurassic s - Feedback Dislikes: Losing Longtime Co-Workers, Guys Not Named Brosnan 
Or Connery Trying To Be Bond, Seiver Restarts Hosing My Raid, People Who Think That 
Bu0ng WoW Gold Is Defendable Current Favorite Games: World Of Warcraft, Company 
Of Heroes, New Super Mario Bros., Painkiller: Hell Wars, Rise Of Nations: Rise Of Legends 

Joe >> joe@gameintormer.com 
Handle: The Real American Gamer Expeltlse: RPGs, Adventure, Action, Strategy, Puule 
Interests: Hrist (a.k.a. The Cool Valkyrie), Snakes On A Pfane (Samuel L. Jackson Called 
Me Personally To Recommend It!), Max Brooks' The Zombie Sutvival Guide Dislilies: The 
Substandard Customer Service Of Reinerflix (I'm Still Waiting For Srna/Mlle), Pla0ng Light 
Side, Celebrity Character Models In Non-Licensed Games, Transparent Viral Marketing 
Cumnt Favorite Games; Devil May Oy 4, Valkyrie Profiles Silmeria And Lenneth, Final 
Fantasy XII, Dragon Quest Heroes: Rocket Slime, LEGO Star Wars II: The Original Trilogy 

Miller>> miller@gameintarmer.com 
Handle: The Once And Future Gamer Expeltise: RPGs, Action/Adventure, Fighting. Plat
form, First-Person Shooters Interests: Fall TV Lineups (So Marry Sci-Fi Series, So Little 
Time), Excellent Service From Reinerflix (Joe And Jeremy, You Must Be Doing Something 
Wrong), The Looming Tidal Wave Of November Games Dislikes: The Looming Tidal Wave 
Of November Games (It's As Much A Curse As A Blessing), Taking Down Wallpaper, When 
Cool Girls Go To Work Somewhere Else Current Favorite Games: Dead Rising. Company 
Of Heroes, Okami, Starfox: Command, The Legend Of Zelda: Twilight Princess 
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PlayStatlon Po<table 
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• : .: The Readers Strike Back 

f!::1::~! ..... _, ...... 
lswllnllley<M
ollllloll ..... ,...., .. ....,......,...., 
THE QUESTION: ....,.,..,.._,.. ........... ,,,o, 

H's a bittersweet situation. r .. 
n,ver beffl to EJ but r..~ 
wanted to, so now I .,.,,,1 be 
able to. But Ii/re others have said, 
it's a finondoly good idea and 
hom ""'11 r.. heard it did tend 
togooH/ooJs. 

Gamereaper22 

De5pite the oppeo/ al the old 
EJ'saClllllffl, the-ditKti<xl 
is dtfinitely bel1er kx the 
industry. lffilltherisingcostal 
dM/opmenr,itdoesn11111Xe 
sense to sp«kJ millions al dolors 
buying kxxl. liquor, ond exhibit 
space kxinlemetfanboys who 
ckim to be joumolisls. Or...., 
kx "reol" joumo/isls. 

Durandal 

H wi/1 gi;e some al the smolltr 
conventions /hot go unnoticed 
somelimts a chonc, to shine. EJ 
hos be,n beroming mote lloshy 
ond less gaming otiented. Fot 
me EJ hos be,n a conv,nfjoo 
al false hopts. Hope/ulf /hot 
will change. 

lh_epm_kpoo 

Kflot would be nice isl there's 
0""1wkxcommot1<1Sondont 
/o(professicna/s. Narrowing 
yocK audiences ,sn'trtally 
a good thing. /Jut if it htlps 
deveJopen locus on theit product 
dtve/opmenl matt rather than 
<KkeJtising ¢ then this cook/ be 
a good thing. 

JediZero666 

Going to the old EJ. will, oil the 
parties, extT<NOganl displays 
ond booth babes. hos be,n 
one of my dreams ever since I 
Slortedgom,ng. 0/Nioos/y, this 
was a very e<onomicoflt sound 
deci,ion, but I think that EJ 
losing its soul and ,nergy ron 
be consid,red a near gom,ng 
tragedy. 

As long as I ger the gaming n..., 
I wan( it's line by me. Th<y could 
set it m a Motel 6 lor all I core. 

dragonballjoseph 

■the 
future 
ofE37 

Do you wan1 ID mab'f1DII' woim
'-dl\'loiah in .... yoi, opinionll 
- ~-""""'"""' 
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WINGS AND ARROWS 
I really enjoyed reading your Classic GI piece 
about Kid Icarus, but I was wondering why you 
failed to mention Hikari Shinwa: Palutena no 
Kagami for the GBA. It came 

billionaire, nor does she own a fleet of 
extravagant luxury cars. She drives a Focus, 
and isn't buying you a 360. Sorry for the 
misunderstanding. However, considering its 
long history of erroneous claims and suspect 

character judg
out in August 2004 in Japan, 
and is just another example I i,,'. GI ment. GI Spy 

probably isn't 
your best source 
for credible insid
er info. 

so. At this year's El, the only game at Sony's 
booth to showcase the motion-sensing 
capabilities of the controller was Warhawk, 
and because that game only sensed tilt. the 
misconception spread that it was a limit of 
the controller's function. We recently spoke 
to Sony representatives who confirmed that 
the PSl controller is capable of recognizing 
all three axes (X, Y, Z), as well as positive of how this gem of a title isn't 

forgotten. 
Carrie Clouse 
via gmail.com 

■ Before all of you Kid 
Icarus fans get too excited, 
Hikari Shinwa: Palutena 
no Kagami was simply the 
Japanese name for the 
original Kid Icarus. 
It isn't a long-lost 
sequel or anything 
like that. which is 
why it escaped men
tion in the article. 
Carrie is referring 
to a Japan-only 
re-release for the 
Famicom Mini, much 
like how Nintendo 
put out classic NES 
games like Metroid 
and Ice Climbers on 
GBA here in the States. In fact. as far as get
ting sequels to Kid Icarus goes, American 
gamers are actually the lucky ones; the only 
true follow-up, Kid Icarus: Of Myths and 
Monsters, never even came out in Japan. 
Sadly, the joke's still kind of on us, since 
the game doesn't quite recapture the glow 
of the original. 

THAT'S RICH 
In GI Spy in issue 160, I came across a tiny blurb 
about the great generosity of the most beneficent 
Lisa that claimed she would buy an Xbox 360 for 
any subscriber that sent her an e-mail. I want an 
Xbox 360 of my own, so if you find the kindness 
in your heart to make my wish come true I would 
be eternally grateful to you and sing your praises 
to the ends of the very earth. 

Andrew Dillehay 
Crofton, MD 

I was reading this month's issue of Game 
Informer and on page 7 it said that Lisa is rich 
and would probably buy someone an Xbox 360 
if they emailed her. I know Xbox 360s are expen
sive, so I was wondering if I could get a copy of 
Guild Wars instead. 

Joe Cuif 
via yahoo.com 

Tell me if you are going to give me an Xbox 360. 
If you can't, then at least give me a PS2. But if 
you can, please give me a 360. 

Ryan Rushing 
via aol.com 

■ We can't really blame you guys for try
ing. but Lisa is not actually a philanthropic 

I LIKE TO 
MOVE IT, 
MOVE IT 
I was under the 
impression that 
the Wii's motion
sensing technology 
was much more 
advanced than the 
PlayStation 3's. I 
heard that the PS3 
will only sense tili 
but the Wii will 

sense a whole range of motion. Everyone 
always talks about graphical differences in 
consoles, but I think it's important to talk 
about these gameplay differences, too. 

Jonathan Davis 
Leavenworth, KS 

■ In the debate over which console will 
dominate this holiday season, this is a point 
often brought up against Sony, and wrongly 

■ Nice catch! Or should we say •gooc1 
eye"? Terrible puns aside, to find out 
whether this detail was intentional, we 
went straight to the source at Kane & 
Lynch developer 10 Interactive. •Kane 
is an ambidextrous weapons expert. 
and as such he switches stance based 
on the situation and the surroundings.• 
explains director J.P. Kurup. •1n the cover 
image he's in dose-quarters combat 

and negative distance. In short. this means 
that the controller theoretically has the same 
motion-sensing potential as the Wii remote, 
but we won't be able to compare how well 
either system uses that potential until we're 
playing games on the final hardware. 

GOING THE DISTANCE 
I am beginning to lose my mind. I have had 
Twilight Princess pre-ordered for as long as I 
can remember! It is getting really annoying. Do 
you have any suggestions to help ease the pre
release jibblies? 

Drew Settlemire 
Waxahachie, TX 

■ You're asking for suggestions now7! You 
should have started training months ago! 
There is a strict regimen all gamers must go 
through to mentally and physically prepare 
themselves for the full Zelda experience. 
First of all, you need to don your finest Link 
costume - you know, the one you only bust 
out for weddings. Then take to the streets to 
practice your dungeon-delving skills: avoiding 
moving obstacles, searching for rupees under 
garbage, and taking the longest possible 

and prefers his right hand. Kane's right eye isn't completely blind - but for using the scope he11 
prefer switching to the better left eye• Hey, if we can believe a doofus Tatooine farmboy can deflect 
blaster bohs with the helmet blast shield down (who uses those, anyway7), we11 buy that a battle
hardened mercenary can aim through whichever eye he damn well pleases, blind or not 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 





route to a nearby location. We also encour
age you to throw boomerangs at stationary 
objects like street lamps and mailboxes (they 
might be hiding switches!). And don't forget. 
anyone who looks at you funny is a Moblin. 

A BRIDGE TOO FAR 
Your article "The Ratings Game• [issue 160] clearly 
explained the problems with the ESRB ratings 
systems, while not endorsing or damning them. 
The ESRB is the problem; they claim to have 
numerous checks and balances that prevent the 
fiasco we have recently seen from occurring. How 
does the highest authority on censorship in gam
ing make mistakes, then tum around and blame 
the developers? I am an avid gamer, and I cannot 
abide with the scrutiny, public distrust, and malice 
that the general media has instilled in the public 
with the help of the ESRB. 

Angelique Wurpel 
via yahoo.com 

Thank you for the your article about the game 
ratings and the ESRB. While I agree that the tele
vision and movie rating system has gotten too 
lenient, the voyeuristic nature of sexual content in 
movies and television is different from the interac
tive nature of sexual content in video games, and 
therefore must be regulated more stringently with 
respect to youth. If, as Wanat says, "the majority 
of gamers are over 20• and they want the more 
graphic content in the video games that they play, 
then they should have no problem buying or rent
ing games with an AO rating. 

Samuel A. Burchard 
Mesa, Arizona 

Being a parent of a five-year-old who has become 
obsessed with video games, my husband and 
I understand that although the ERSB rating on 
games can provide an insight into the content 
of the game, it is our responsibility to make the 
decision of what video games are played by our 
children. As parents we must make the decision 
for what games our children play. We must be 
nosey and stay on top of what our children are 
doing. The rating system provided by the ERSB 
provides a nice starting point, however, ultimately 
the responsibility is ours. 

Alicia Romano 
Garfield Heights, OH 

■ To say that issues pertaining to sex and 
violence in video games are a hot topic 
today is obviously an understatement. 
as evidenced by the countless letters we 
received in response to our article about the 
ESRB and its ratings. Since the ESRB is the 
organization charged with quantifying this 
controversial content in games, it is receiv
ing a lot of attentipn from groups on both 
sides of the issue. On one hand, there is 
mainstream America who relies on the ESRB 
to identify potential problems and accu
rately distill an entire gaming experience to 
a single rating. On the other hand, there is 
the gaming industry that wants to ensure 
that developers' creative freedom is being 
protected. In essence, as the only entity that 
is commonly held accountable for the video 
game content in general, the ESRB is like a 
mediator between two feuding factions. Not 
everyone is going to be happy with every 
decision, but a lot more progress is being 
made than if the two sides were just left to 
shout at each other. 
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Enter the Game Informer 
Envelope Art Contest All you 
need to do is draw, paint, 
saatch, spit, or carve the best 
dam envelope art you can 
think of and send rt to us. 
Please include your name, 
phone number, and return 
address on the back of the 
envelope. tt you're the monthly 
winner, we'll feature your 'NOrk 
in GI and you'll receive a video 
game prize from the Game 
Informer vault 

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

ADAM 
HERRING 
Finally, Yoshi 
makes himself 
useful. Now 
mush, or no 
Goomba stew 
for you 

PATRICK WAUGH 
Did you know those dots in 
Pac-Man are actually arse
nic pellets? Every second 
you play, you kill him a 
little bit more 

SARAH REAR 
"Camera one ... Camera two .. ." 

CHARLES ATKINS 
"Mmmm! This could be your brother, kupo!" 

CORRECTIONS 

. ' .. -
/. ; / .,. 

~. ;,- -;_ 

•0. , w:;~ 

CHIN FONG 
Nice try, Raiden. Dressing up like 
Gray Fox doesn't automatically 
make you cool 

In our last issue (September 2006, GI #161), we misprinted the multiplayer information on Call of Duty 3. 
The Wii version of the game should have listed the online specification as "TBA" rather than 16-player. We 
apologize for the oversighl. Activision has not at this lime confirmed the online multiplayer numbers for Call 
of Duty 3 on the Wii. 





• 

:::ii=:::!::: C O N N E CT Breaking News, Views, And Technology From 
•:r.. The Cutting Edge Of Gaming 

Em 

The Sega Genesis 
confused consumers 
with multiple formats 
and other late-to-the-party 
add-ons like the 32X 
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WHAT DO PAST CONSOLE 
LAUNCHES TELL US ABOUT 
THE FUTURE? 
Ifs hard not to blanch when faced with 

PlayStation l's dual $500 and $600 price tags. 

But imagine the look on your face if you were 

shelling out $672 for an Atari 2600 system! That's 

what that classic console would cost if you adjust

ed for inflation and bought it today at its original 

1977 $200 price point They say that those who 

do not learn from history are doomed to repeat it, 

but when we look back at the different releases of 

platforms in video game's history, we find that in 

some ways the more things change, the more they 

stay the same. 

Which would you 
ratherhavefor$600 



T 
he PlayStation 3's high pnce points are certainly not the norm SNES that it never produced. 
for the industry. Most consoles - even after ad1ust1ng for infla· In fact, unfulfilled features have been a hallmark of almost every sys-
tion - have come 1n at under or around $400, and many of tern put out on the market Early platforms like the NES often featured 
gaming history's most expansion ports that went underuti-~:~t~:1~ ;:n : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ~~~;~ ~:!~!5e~eo::~ ~;;~lg 

under that But if you think that price : Th ■• n k today's to hedge their bets in case a new 
alone puts the system in dire straits, : add-on, software format, or gadget 

one has to look no further than con- : consoles are the would capture the public's atten-
soles such as the N64 or Dreamcast : tion, and would be demanded of 
(with adjusted prices of $258 and I systems already out on the market 
$244 respectively in 2006 dollars) : only ones w1·th Considering all the bells, whistles, 
to see that more modestly priced : and Blu-ray players that today's sys-
platforms don't always succeed : 

1 ■ ■ t terns come with, and the fact that 
either. Of course, aside from the : w o p rl c e po I n s they are more forward-looking than 
Atari 2600, when you take a look at : platforms of the past, and it seems 
other high-priced systems through : ~~~- that consumers these days are sim-
the years, you do find a graveyard. : ply getting more for their money. 
Neo Geo, 300, and lntellivision are : If there's one thing we can come 
some of the examples. : away with when looking at the his-

In fact, when you look at the vari- : tory of console launches, it is that 
ous console launches throughout : it's the software that perhaps has 
history, you find many commonalties : the most say regarding a platform's 
with today's systems apart from the : success. The Atari 5200 and 7800 
issue of price. Selling two different : sank in part because the public was 
versions? It's been done. Systems • • ••• • • • • • • • • • • • • • • • • • • • • • • • • • • • sick of the company trying to force 
like the NES debuted with differ- them to buy barely re-vamped 2600 
ent versions at separate price points, and consoles like the popular Sega titles on these new systems. Nintendo learned the hard way that car· 
Genesis threw a multitude of console add-ons at consumers above and tridges were not the way to go when third-party publishers flocked to the 
beyond the core system. The ever-changing landscape of the Genesis, PlayStation and its CD-based medium. With the Xbox 360, Wii, and the 
for example, led to issues of backwards compatability as Sega wanted to PlayStation 3 all delivering a wide range of software, history tells us that 
introduce the CD format (Sega CD) without freezing out its legion of cart• predicting success for these consoles isn't hard. 
based Genesis players. Nintendo even promised a NES adapter for the 

Console (Year) 
0 

Magnavox Odyssey ( 1972) SIOO 

Atari VCS (1977) .......--

Mattel lntellivision ( 1979) 

*NES (w/R.O.B.) (1985) 

*NES (1985) 

Sega Master System ( 1986) 

Sega Genesis ( 1989) 

Neo Geo ( 1990) 

SNES (1991) 

Console's Original Cost - Console's Cost After Inflation 
$500 $1000 

3D0 ( 1993) ------

Sega Saturn ( 1995) S399'...::tl~~ $533 

PlayStation ( 199 5) 

N64 (1996) 

Dreamcast (1999) 

PlayStation 2 (2000) 

GameCube (2001) 

Xbox (2001 ) 

*Xbox 360 (Premium) (2005) 

*Xbox 360 (Core) (2005) 

**PS3 (60 GB HD) (2006) 

**PS3 (20 GB HD) (2006) 

S29t ___ S399 

$258 

S299 $353 

S199 $228 

$343 

"" $416 

S299 $312 

S499 

• Note· The liSI prices lor the NES and Xbox 360 ~re released with 
two price points. 

•• Note: The 11st prices lor the PS3 are the suggested retail prices and 
are not sub1ect to lnltatlon 

S599 

Source: U.S Department ol I.Jbol Bureau ol LAbor StaliS11cs 

DATA FILE 
More News You Can Use 

ONE STOP SHOP 
lnslead of ha,ing s,parate DVD and video 
game mail subs<rip4ion5, www.g""'znflix.com 
rombines boch mollies and g...., into a onglt 
accoonL r«S16.99 a mond1. customffl can hM 
any combination of up 10 ttn. games and mollies 
(induding BIIHay disG and H0-0'/Ds) ched<ed 
wand mailed 10 !heir homo at one lime 

SOPRANOS 360 SLEEPS WITH 
THE FISHES 
THQ has whacked the Xbox 360 version ol The 
Soprano,, although the company says ~ still 
plans 10 release the PS2 edition this holiday 
season. Seeing as how s.v.n Studios (fantastic 
Foor) ~ heading up the proj,ct, howevtr, it's 
p,obabty just as well. That game might have 
turned out to be uglier than the daytime danctn 
at 0a Bing. 

SAM & MAX BACK IN ACTION 
CUii heroes to gamers, canines, and lagOf!lO!l)hs. 
Sam & Max are hopping onto the sub<crip, 
lion-based C.meTap seMCe throogh episodk 
content that will chronicle the lurther e,q,loits 
of the adv,nture game <IMS. The games will 
also be available via developer Teltrale Gomes' 
website after appearing on Came Tap sometime 
this yoar, and Mf'/ episode ol the lint ·season• 
w,11 ewntualty be collected and released th<oogh 
retai channels. 

CALLING All COUNTRY 
CWBPROS 
You've play,,d EA's Tiger Woods golf, but do you 
want to play golf like Tiger really does) Then 
Oxyg,n's Pro Stroke Goff (PS2, Xbo~ PC. PSP) 
may be lor you, beause there's no three-did< 
swing o, spinning the bal in mid...-. Juli an 
allffl1lll to make swinging the Menches as accu
rate and real as possible. And"'°"" thins k has 
""'EA's Tiger • • ful.fled&<d course delsnert 

F.EAR. 360/PSl developer and Me<Mssauk YtlS 
Day t Studios are teaming up with lucasMs 
for an unnamed next-gen p,oject. Otspite th~ 
shroud of secrecy, the pair have said that the 
game will be a new intellectual p<ope,1y and 
woold span multiple system~ Also joining 
up with lucasMs for another original IP is 
T""'Splitttn c!Moper Fret Radkal. 
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Some 

people 

are 

meant 

for 

something 

more. 





>> Video games are a global phenom
enon, with people playing and creating 
games in every corner of the Earth. Yet, 
when retracing the history of games, it 
is clear that the United States and Japan 
are the two most significant tentpoles 
of the gaming world. Despite a shared 
history in moving the game arts for
ward, the gaming cultures of Japan and 
America are worlds apart, and these dif
ferences affed U.S. gamers in a number 
of ways. We spoke to several industry 
insiders who are employed at American 
branches of Japanese companies to 
learn about how cultural differences 
affed their lives, and by extension, the 
games you play. << 
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'' I 
'm sure you've probably heard it from a 
lot of people before; said one employee 
of a Japanese company's American 
branch, speaking to us on the condition 
of anonymity. "You can basically take the 
name of a company and swap it out, 

and you'll have exactly the 
same stories. There really 
isn't that much autonomy at 
all. All the bureaucracy rests 
in Japan. So while it's easy 
for us to communicate our 
ideas to the highest levels 
of management here, there 
are still several layers of 
management left in Japan. 

' We can make recommenda
tions by providing as much 
background information as 
possible. The decision will 
come from Japan. The final 
decision. And once that decision is made, it is very hard to 
change their minds'.' The decisions range from the largest 
choices, like which Japanese games will be brought over to 
America, to the most minute detail, like which magazines 
to place ads in, or even which screenshots to release to 

the media. The control that Japanese parent companies 
exert over their American branches ultimately influences 
the games that Game Informer and all other magazines 
cover. For example, our readers regularly request that we 
add more Nintendo coverage. But even if we have a great 
idea for a Nintendo story that Nintendo of America loves, 

it simply won't happen 
unless Nintendo of Japan 
(a notoriously private and 
secretive company) agrees 
to it and provides assets 
and information in a timely 
manner. Every individual 
we spoke to told a similar 
story of a Japanese parent 
company with tight control 
over what game assets were 
released to the American 
media. 'We ultimately have 
to go through Japan to get 
assets, and then they'll ask 

why we need them; said one source. 'Then they have to 
go through the producer. The producers there retain a lot of 
creative control, although the upper management has veto 
power. The producer can affect marketing decisions, which 
I think is very different from American companies'.' Another 



source explained to us that their office would receive a 
batch of assets from Japan, but before they were allowed to 
distribute them, they would have to show the home office 
each shot individually - and yes, that makes as little sense 
as it sounds. 

The level of control that is exerted over American sub
sidiaries by their parent companies is a constant source of 
frustration for nearly everyone we spoke to. "It's like there's 
always a hand up your ass, and you're a puppe~• exdaimed 
one particularly incensed source. "The problem with that is 
that they know how to make and sell games in Japan, but 
they don't know a damn thing about the American market. 
What they'll do is that they keep reinforcing these ideas that 
work in Japan, but don't necessarily meld with American 
audiences. They just don't know a damn thing about the 
market.' 

Many people we spoke with suggested that the dif
ficulties involved with working at a satellite branch of a 
Japanese video game company was a result of our differ
ent cultures, but the more we investigated, the more clear 
it became that it's not quite that simple. Sure, Japan and 
America are very different places with different customs 
and languages, but there are many more factors at play 
which make a conclusion of simple culture clash far too 
easy. One person we spoke to told countless stories of 
how hard it was to work with one Japanese company, then 

quickly turned around and told us how easy it Is working 
with another. Therefore, differences in corporate structure 
and size need to be taken into consideration, as well as 
corporate philosophy. "For a lot of Japanese companies, 
they're very product-driven, rather than market-dnven," one 
insider stated. "The successful American game companies 

* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * 

understand that they need to be market-driven. They create 
products for the marke~ rather than taking existing products 
and carving a niche for it I think that the smart ones can 
look at the marketplace and find where their opportunities 
are, and go after those opportunities with a specific type of 

product With Japanese companies, they take an existing 
produ~ and say, Vo/here are our opportunities?'" Also, the 
challenges of working with an international partner certainly 
aren't unique to the U.S. and Japan. "It's difficult for us in 
the U.S. to manage a company that doesn't speak English, 
like Sweden or France or something. We run into the same 
complications," one source reminded us. 

•1 think one of the differences is that video games, 
like manga and anime, are pop culture that have been 
well-accepted as part of mass culture," says Mike Fischer, 
General Manager of Marketing for Xbox and Games for 
Windows. "That's something that's just starting to happen 
today in the U.S.. So, it was actually a lot easier to work in 
the game industry in Japan, because it was more accepted 
and understood by people throughout the business world~ 
While Microsoft is not the first name that pops up v.ir.~n 
discussing the Japanese video game marke~ Fischer is 
in a unique place to speak about how it varies from the 
American market An American who first joined the game 
industry after moving to Japan in the late 1980s, Fischer 
lived roughly half his adult life working in Japan, includ-
ing Sega and Microsoft Japan, as well as stints in the U.S. 
offices of companies like Namco. 'While I was at Sega in 
Japan, I was a local hire. I learned the language, I learned 
to work in Japanese, think in Japanese, I lived a normal 
Japanese middle-class lifestyle," says FtScher. ·1 actually 
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connect places 

ink one of the differences is that video game 
anga and anime are pop culture that have b---

well-accepted as part of mass culture 

had some reverse culture shock when I came to Sega of 
America, because I was working for basically an American 
company with a Japanese parent company. So I kind of 
took for granted things like you go to your peers or your 
boss at the end of the day and say, 'I apologize for going 
home before you'. So some of these small things about 
living and working in a Japanese company I was fortunate 
enough to absorb when I was still very young. I remember 
that I'd get in a meeting at the end of the day, and I would 
want to know how long it was going to last. I'd look over 
at the senior guy in the room and see how many smokes 
were left in his pack. If he had a full pack, I knew that we 
were going to go all night. But I knew that if he only had 
one or two left that we'd be leaving early and I could get 
home in time for dinner." 

As Fischer sees it, many of the difficulties that are 
ascribed to working with Japanese companies are fairly 
universal. "Wien you're working for a Japanese publisher 
based in the U.S., chances are that most of your develop-
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ment is in Japan," says Fischer. "VI/hat people 
perceive as the challenges of getting stuff 
'from Japan' are actually issues of getting 
stuff from the developer. That's a problem 
regardless of where the developer is. When 
the timeline gets crunched, marketing 
assets - movies, screenshots, cover art - are 
one of the things that get squeezed. So what 
some people perceive as Japan wanting to see 
everything and control everything are simply 
the same issues that everyone faces with 
every developer.· 

Regardless of where they felt the dif
ficulties stemmed from, most individuals 
we spoke with felt, like Fischer, that the 
challenges of working for a Japanese 
company still largely resulted in a positive 
experience. •1 really like the company, and have 
always respected what they create," said one 

person. "Everyone in Japan just wants to make the 
best game possible. All these guys have a real 

passion for what they do. Everything they 
do they want to do right. I understand and 
respect that.· Another felt that the insight 
you gain into the industry from the situa
tion was unique. "I think that you see the 

entire scope of gaming from the Japanese 
perspective, from the American perspec

tive, from the European perspective," he said. 
"If you're just focused on the American marke~ 
you might not understand what is needed to 
succeed in Japan or in Europe. So I think that 

there are these challenges, but we have a better 
understanding globally of what works. And then 
we get to go to Japan, too!" ■ ■ ■ 





LOOSE TALK 
Hot Gaming Gossip 

HOME CONSOLE 
SQUARE'S 
FINAL FANTASY? 
With series' like Final Fantasy and Dragon 
Quest, publisher Square Enix has for....
lelt its marl! on video games through its 
blodbuster software titles. HoweYer, 
recently company president Yoidli Wada hinted at a new future 
for Square Enix that could possibly includ< making some !Ort 
of console. Speaking to Japan's Nikkei Busin<55 Online, Wada 
talked about how lhe company must change its strategy, which 
is dependent on perpetual software releases of series like Final 
Fantasy. Citing the success of the iPod, Wada said that "to create 
a new environment based on hardware is completely valid.• 
Continuing. Wada commented, "In our talks with Tano. ideas for 
an actual physical product have come up. In any case, we will be 
reltasing some 'thing.' tt's interesting in that it's not the sort of 
thing you txpect from Square Enix.· 

VF 5 KNOCKED OUT 
It's no secret Iha! the U.S. arcade scene 
• dead, but we're still a little sad lo hear 
news that Sega's Virtua Fighter 5 cabinet 
won't be showing up on these shores. The 
game is already out in Japan arcades, and 
• slated 10 appear on the PlayStation l 
l1tll summer. Donl know what 10 do with 
your quarters anymore? We suggest you go 
lo your fawrile spo<ting ....,, and throw 
them at fans of the opposing team. That'll 
teach 'em. 

MORE MARVEL FOR EA 
EA's Marvel Nemesis game went over worse than Iron Spidey, but 
the publoher • recuperating and WOO<ing on a sequel To help the 
project chances. EA 
~ giving the project 
lo its Chicago 
studio - the brains 
behind the Fight 
Night series and the 
upcoming next-gen 
Del Jam title. 

WII TO 
REVOLUTIONIZE 
GAMECUBE GAMES? 
Nintendo's Shigeru Miyamoto delighted 
fans when he recently told them that 
sword---slashing motions were being 
added to the Wii version of The Legend 
ol Zelda: The Twilight Princes~ but 
lhe Nintendo legend has also hinted 
that there's more in store. In a recent 
interview with Japan's Nintendo Dream. 
Miyamoto said that the company • 
considering rHeteasing some old 
GameCube games with Wu molion-sens
ing controls for the new system. 

NO REALLY, A PSP 
PRICE DROP 
It's usual for industry analysis- particu
larly the financial kind -10 prophesize 
a price drop in a system's future, but 
thG month's price drop du jour G not 
just routine speculation. Despite that 
fact that some Sony officials have gone 
on record as saying that there is no 
price drop planned for the PSP, Loose 
Talk has heard from a reputable source 
Iha! the system will indeed lower its 
price. Currently the handhekl retails for 
S200, and there • some deliberation 
whether the unn win move down to 
either S ISO or even S 100. Wt think 
it11 be SISO, but somelhing's belter 
than nothing. 

SQUARE RETURNS 
FROM THE DEAD 
K you're wondering what the next 
Square Enix game• going to be, we 
canl tell you what it's going lo be 
about, but we can say that n wiH be 
called Revenanl Wings. The company 
has filed tradernan paperworit 10 

secure the name in the US. What does 
· r....,.nl" mean? Wha~ do we look 
like a dictionary 10 you, kid?! 

Golsome111'11ierinfo?fm<11/usotlooseta•@gameinloonetcomand .. 1beaQe<n 

NAME THAT GAME 
Test Your Sight 

M1CJosolt lned to run wrth the btg boys ,n the sports gerve. 
but the company's il~fated mt-party sports label didnl last 
long. Apart from the lernble NFL F....- foolball trtle. M<rosoft 
put out lh6 baseball franchoe which actually only lasted one 
year ~, probably a good thin& because the game was very 
rough around the edges and inlenor when compared lo 
powerhouses such as EA and Visual Concepts. 

(Answer on page 32) 
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Consumable items are a double-edged sword. 
The 1mmed1ate concern IS that vve are vve 
gomg to find ourselves spending extra cash on 
items that we would normally obtain through 

'-"'-"'-...-' gameplay. I'm praying that developers and 
publishers alike have the common sense to not do this. I 
can, however, see companies offering up the same items 
that you could unlock 1f you played through the game. If 
handled with care, they could perhaps help gamers who 
don't have a lot of time see more of a game.-REIENR 



: • connect ten 

YOUR CELL PHONE MIGHT BE ABLE TO DO MORE THAN YOU THINK, LIKE PLAY SOME PRETTY SWEET GAMES 

~NING The games 1n lh1s list may not be available on all I ~:~;,.~ lor all phones, although we were careful lo include widely
available examples that will run on convnoo. current phones Check 
w,lh your wireless camer or the publisher's website for price and avaH
abtl1ty lntemet download charges might apply in addition to the game's 
cost. whteh will probably be between three and six dollals 

The Shroud 
www.shroudgame.com 

Without a doubt. Your World Game's 
Zelda- and Harvest Moon-inspired RPG 
The Shroud is the most ambitious game 
on the list. Players help Taro defend 
and restore his farm after demons 
break free from the city's mine. In addi
tion to the full-featured single-player 
mode, GPS-enabled phones can par
ticipate in location-based gameplay, an 
area where cell phones unquestionably 
trump current handhelds. 

~ 

Ores and Elves Lumines Mobile 
www.orcsandelves.com 
Old school O&O from the creator of Doom? 
What? Back in our July issue, we ran an 
interview with John Carmack. the aforemen
tioned creator and, now that it's oui Ores 
and Elves proves that tum-based RPGs are 
great for quick bouts of play in the high 
fantasy setting. 
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www.gameloft.com/lumines-mobile 
To some, Lumines is an addiction of a high
er power than even Tetris. Good thing that 
phones have decent batteries nowadays. 
This mobile variant of the PSP hit does an 
amazing job of translating Lumines' precise, 
fast play to cell phones with different but
ton configurations and response rates. 

Super K.O. Boxing 
glu.com/sko/ 
Do you remember Punch Out! with great 
fondness? Then Glu Mobile's Super K.0. 
Boxing is your ticket to that classic boxing 
feel. Super wacky opponents fill the game's 
three circuits (with a total of nearly a dozen 
foes) and each has classic weaknesses to 
exploit and varied tolerances to your taunts. 

SimCity 
www.eamobile.com 
SimCity is but one example of the recent 
EA/Jamdat partnership, but the strategic 
play is particularly well-suited to cell gaming 
and the power of modern phones makes 
this iteration look even better than the one 
we grew up with. 



'/J 
Fatal Fury 
www.hudsonentertainment.com 
Fatal Fury, as a series, is celebrat
ing its 15th anniversary this year 
and, in honor of the series' staying 
power, Hudson Entertainment is 
releasing a partial port of the sec
ond game to cell phones around 
the world. With eight fighters and 
just as many stages, the game 
really spreads its wings with play 
modes. Five different options -
Quick Play, Single Match, Trainin& 
Survival, and Tournament pump 
up the replay value. 

To some, Lumines is an addiction 
of a higher power than even Tetris. 

Galaga 
www.namcogames.com 
It's a classic, but the irresistible 
combo of pick-up-and-play con
trols and constantly escalating 
difficulty is hard to deny. Namco 
has been pumping out their old 
franchises on cell phones for a 
few years (and in the name of 
full disclosure, this release isn't 
super new, but it's so good that 
we couldn't resist). Both Pac-Man 
and the Ms. are available along 
with Dig Du& Mr. Driller, and even 
lime Crisis. 

Tower Bloxx 
www.digitalchocolate.com 
Digital Chocolate's action/puzzle 
hybrid came out of nowhere 
earlier this year and its flexibility 
is a strong point in many differ-
ent ways. The game's two play 
options are one of the title's stron
gest suits. The action side is easy 
for anyone to figure out (stack 
boxes as straight as possible - it's 
better than it sounds) and the 
puuling city builder side offers 
depth for those who are a little 
more hardcore. 

Phoenix Wright 
www.capcommobile.com 
Capcom let loose on the mobile 
front at this year's E3, showing off 
a port of Super Puule Fighter 2, 
an alternate take on Lost Planei 
and this full edition (minus some 
extra frames of animation) of 
the DS cult hit Phoenix Wright 
The plan includes cases to be 
offered in the future as additional 
downloads. This game (like many 
adventure titles) is a great fit for 
mobile, since the action is already 
in nice, bite-sized bits. 

My Dog 
www.iplay.com 
This cute-as-can-be Nintendogs 
rip-off makes up for its lack of 
voice recognition with tons of 
options and even more lib-
eral doses of innovative graphics. 
Through the different modes 
(obj~ pettin& walk, and follow), 
players train their dogs to win Best 
in Show and, most importantly, 
bond with their virtual pooch. Sims 
with a heart? Sweet! 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
FELICE STANDIFER 
Senior Producrr, SCEA 

1 Centipede - Arcade 

2 Pac-Man - Arcade 

3 Super Mario 
Bros. - NES 

4 Donltey 
Kong - Arcade 

5 Bomberman - NES 

READER 
RICKY RUFF 
Plainfield, IU 

1 Kingdom Hearts 
II- PS2 

2 The Legend of 
Dragoon - PSone 

3 Chrono 
Cross - PSone 

4 Golden Sun - GBA 

5 FIFA 06 - PS2 

Send Top Fives ond o photo of you!5elf to: 

Game Informer Magazine/fop Frve 
TI4 N Isl St 4th Fl 

Minneapolis, MN 55401 ·9022 
email: topfive@gamemformer.com 

( ottoch digital picture) 

TOP TEN 
Lists ... Everybody loves lists ... 

Top Ten Things 
Microsoft Should Do To 
Thwart The PS3 Launch 
10 Voodoo Vince 2. MGS 4-killer, baby! 

9 Unprovoked missile strikes against consumers who 
buy the machine 

8 Bill Gates removes pants, drinks scotch, and hopes 
everything turns out okay 

7 Bectronic tampering. Dual Shock will now deliver 
10,000 volts to all users 

6 Release Halo 2: Sony Sucks Edrtion day and date 
with PS3 

5 Pretend like rt has no aedibilfy in Japan, so as to 
give the illusion of weakness ... then strike! 

4 Distribute Kaz Hirai's 9th grade yearbook photo 

3 Xbox Live automatically subtracts 1 million from 
your Gamerscore if rt detects a PS3 

2 Randomly package copies of Kameo wrth PS3 

1 Buy Sony 

Name Thal Game--. MLB lroide l'Wt 2003 
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THE PS3 HANDS ON 
CONTROLLER/PLATFORM UNDER CHANGES 

I t's been a long and sometimes strange journey for the PlayStation 3 controller, 
from boomerang back to reality, but the final design has come down and Game 
Informer had an opportunity to get our hands on it. 

Answering once and for all a lingering question from E3, we discovered that the 
PlayStation logo button in the middle of the controller does indeed trigger 
access to the PSP-like crossbar menu, just like how the similar button on 
the Xbox 360 controller brings you into the Xbox guide. Overall, the PS3 
controller felt very good in our hands, despite some reports out of E3 
that it was too light. The whole unit feels remarkably similar to the 
current PS2 controller, and the new L2 and R2 triggers have been 
streamlined and changed slightly from their more bulky E3 incarna
tion. The unit's wireless capabilities are charged 
by a detachable USB cable, and unlike 
the Xbox 360, this controller does 
not require a sold-separately 
recharge kit 

The PlayStation 3 
system as a whole has 
also undergone a slight 
cosmetic change, the 
60GB hard drive version 
($599) is differentiated from 
the 20GB version ($499) by 
a silver lining around the unit's 
disc tray. 





The video game industry is faced with a number of difficult questions and many ways to look at them. In Game Informer's 

debate section, we will attempt to analyze these scenarios from different angles. Like a typical debate club, our editors have 

been assigned to defend a position whether it agrees with their personal views or not. In this edition, we tackle the issue of 

the decreasing difficulty in games. 

DO YOU REALLY BELIEVE THAT YOU WOULD be buuing 
with excitement if the police in Need for Speed could never 
catch you? Would you still run from zombies in Resident 
Evil if you could never die? Can you really see yourself play
ing video games if they didn't challenge you? As games 

continue to extend their reach as mainstream entertainmen~ they are evolving to accom
modate the casual gamer and people who never would have thought about touching a 
controller. This is having a great effect on the difficulty of games. Some games like Prey 
and LEGO Star Wars don't let the player die. Others like King Kong adjust the difficulty 
level as the player progresses. Long-running franchises like Tony Hawk are also feeling the 
effect by guiding players step by step through each challenge with huge flashing signs. 
These changes certainly lead to higher accessibility, but are we still playing games? Or are 
we playing interactive movies and tutorials? Games need to continue to challenge players. 
That's why we play them. We want to feel the sense of accomplishment that comes from 
toppling a rampaging 10-story monster that could squash us in one blow. It's these larger
than-life moments that really make games stand out as a unique entertainment medium. 
As much as developers need to be conscious of expanding the audience, it is equally 
important that gamers of all types continue to experience the satisfaction that only this art 
form is capable of delivering.-REINER 
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ARE THERE MORE GAMES THESE DAYS that more 
people can fully experience from beginning to end without 
tearing their hair out in frustration? You bet. Does that mean 
that our favorite hobby is becoming too easy? No way. If 
you're not encountering enough challenging games on the 

marke~ you're not paying attention. Whether it's pushing your way through to the end of 
Ninja Gaiden, beating Guitar Hero on Expe~ or finally having your guild topple the Old 
God Cthun in World of Warcraft, there are plenty of feathers to pursue for your cap in 
even the most recent and popular games. For every game that any child could play (which 
is often the point), there are still plenty emerging for us hardcore players that have been 
doing this for years. Meanwhile, smart design decisions like adaptive difficulty settings and 
intuitive controls for systems like the Wii ensure that a new generation of game players 
can begin to climb the ranks, whether that freshmen class is made up of your five-year-old 
son or your 85-year-old grandma. Complex controls and ridiculously challenging bosses 
aren't going extinct, but suggesting that every game have them is tantamount to proclaim
ing that no one new should ever be allowed to start playing video games. Then we won't 
just have fewer challenging games - we won't have any at all.-MILLER 





THEGOOD,THEBAD,THEUG~ 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

Thts month .,.. a number of gam,s g,a,ng tfltir release dates push<d bad. 
Ubisoft's Splinter Ctll Double A&mt has bttn d<laytd for the second time, mean
ing k _,, hit until the end ol Odober, wlult wt_,,,.. the publish<f's Dart 
Messiah ol Mialll and Ml&i< until mod-Odobor. M<anwhitt, Midway's John Woo 
fun.festSt,lflllehold n ,-slattd forsomtdale in thesprins. 

In a._ to lurthersttfflllhen its 
bad<wards cornpaCi)ilily plans. Sony 
says that it is alowing lamffl to use 
thew old PS2 saves on the PSl Yia an 
adapter. Unfor1Unately, thert is no word 
ytt i- this adapter will be sold, used, 
or'-much it may cost. In - PSJ 
news. company president Phil Harrison 
says lhat thert are CMr too games in 
clMiopment for the system and that 
more than 10.000 elev. kits hM bttn 
shipped to studios. 

GOOD 

GOOD 
Microsoft has handed down prices 
and dates for"""" Xbox J60 
p,ripherals, lndoding the Xbox LiYO 
Vision Camera (Sept. 19/$39.99 
or $79.99), Wireless Racing Wheel 
(N<NJS 149.99), Wireless Headset 
(Nov/$59.99), and the Xbox J60 
Wireless Gaming Receiver for 
Windows - which allows you to use 
your Xbox J60 wireless ~ 
(Dec.) with your PC for St9.99. 

Pay up, suaas! M Illinois distri<t judge tells the stat• of Illinois to pay the legal fees 
ol the ESA (Entertainment Softwar• Association) for t,ying to enact an unconstitu
tional law. Tho - was ordered to pay $310,528.64 after a law t,ying to rtslriel 
-=s, to W>lent ,ideo games - tlvown 01.i by Judge Matthew Kenndy, ..t,o 
wrote, • ... in cu society, that role is properly accorded to parents and families, 
ool the-· 

GOOD 
The Kato movie now has a director and his name is Neill Blomkamp. Biomkamp 
only has exptrience in commercials and short films, but "'1en you take a look at his 
"""1< in Aitvo in Job<Jrg, Ttmpbot, and in his Citroen ~ansforming car cornm...cial, 
you can quickly Stt his command of using special di- ""1laps this is why Halo's 
c«utiYt producer Peter Jockson chose him. depite his lack of Jeature-length 
_,_,. Head CMr to Yoo Tube to chedc out Blomump's ~ 

GOOD 

PlayStation fans salivating 
..., th• Xbox l60/PC tit1• 
F.EAR.aregoinatohavt 
somethin1 new lo drool ...,, 
Publoslt<r Sierra is bringing 
• VffllOn of the same with 
exdusivt content to the 
launclt of the PlayStation J on 
N<wernber 17. That's great for 
you, but bad for us, because 
tven after we threatened 
10 kill oorselffl, Sierra still 
wouldnl divulg• "'1at the 
6dusive content would be. 
Oh well, goodbye cruel world. 

F« an you "'1o've said, •1 could make a game better than thisr it's time 10 put 
up or shut up. Microsoft has made avaiable a trial tools program called XNA 
Game Studio Express-• PC users can make tfltir own gam,s and put them 
up on Xbox LiYO. Ther• is an annual subscription cost of 599 (1), and although the 
prosrarn should be usefu4 10 students, we acMS< aA you wannabe cleoelopers out 
!her• to please keep your crap to yourself! 





connect interview 

CAREER HIGHLIGHTS 

► Beginnings 
~ Levine, al the - age of 
o, 15, begins his <Mffl as a 
,- wrir,r, penning an original 

one-act play, 

► Hollywood Nights 
g: After attending prestigious 
o, Vasser College, Lewie gets a 
,- job for Paramount. rtwriling a 

script for an ill-fated romantic 
comedy called The Devil's 
Adtiocate. 

► ABigBreak ..,, 
0, 
0, 

After leaving Holywood and 
drifting for a few years, LM>e, 

,- a lonpne gamer, gets a job al 
Loolung Glass, woning under 
eslttmedcte..loperDoug 
Olurch. 

► Sticky Fingers 
00 
0, 
0, -

LM>e's lint projecl, Thiel: The 
Dari< Projea, is released oo PC. 
The acclaimed tide, along with 
the Metaf Ge.v series. is often 
giYel credit for establislling the 
modom 51ealll, genre. 

► A Cult Oassic 
0, 
0, 
0, ... 

l..,..., secood project would 
be his most acclaimed. After 
leaving lhe company for a brief 
period, Levine reunites with 
looting Glass lo create the 
amazing, futuristic aclioi\lRPG 
Syslem Shod< 2, which still 
enjoys a rabid following. 

► The Lost Game 
g Irrational announces The lost 
Cl a 1it1e lhal-.ld prove lo 
N be a¢y named. Inspired by 

Danie's Inferno, the survival 
horror game would fall inlo 
disarray, and is currently not 
in developmerrL according 
lo Lewie. 

► BoldNew = Directions 
~ 

Levine and lrralionaf reveal 
their most ambitious litle 
lo dale. the dyslopian FPS 
BioShodc. whidl is hailed as the 
"spirib,al successor" lo System 
Shod< 2. It quiddy bea>mes 
ooe of the most lallced about 
games in the indus1ry. 
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PRESIDENT, IRRATIONAL GAMES 

>> Irrational Games' Ken Levine, who made his name on such classic PC titles as Thief and System Shock 2, 

has consistently been one of gaming's most creative minds. Recently, we spoke with Levine about his back

ground and his plans for the highly anticipated BioShock. << 

We've read that you started your career as a 
playwright and screenwriter. 
When I was a teenager, I sat down and said, "I think 
I want to write a plat I had no idea if I could write. 
I sat down and wrote a play in a few hours. lhat 
was a very powerful thing, I'd never written anything 
before .... I started entering these play contests. 
lhere were readings of my stuff in New York. I got 
some letters from this very famous Broadway com
poser named Stephen Sondheim. lhat really had 
an effect on me - I grew up listening to Broadway; 
my parents were big Broadway fans. When I was a 
kid, I didn't know what I was going to do. [Writing] 
was a path ... Eventually, I got a job right out of col
lege re-writing a [Paramount] film called The Devil's 
Advocate - not the film that came out a few years 
ago, this was a goofy romantic comedy. I made 
[the] script like 22 percent less terrible. [Laughs] 

thing better or similar to the type of game that 
System Shock 2 is. 

In an interview, someone asked you about EA 
still owning the System Shock franchise, and 
you made a statement that they "didn't give a 
s-f' about System Shock_ Do you regret hav
ing said that? 
Well, it's funny; people act like I was dissing EA. I 
wasn't really dissing EA Look, you have a franchise 
and you haven't used it for eight years, it's kind 
of hard to say you do give a s-t about it I hope 
they do; I hope they make System Shock 3 and it's 
great as a fan I would love to play that But I don't 
really think it was a diss, it was a statement of fact 

BioShock has a lot of parallels to things that 
are happening right now - human cloning, 

you listen as you're doing the things you normally 
do in the game. I think that's powerful, and one of 
the reasons that world has so much resonance .... 
We tell the story in every frame of action - the 
world of Rapture and BioShock and what happened 
in this world. We talk about a scene in the game 
where you come across this museum - the central 
museum to the ideology that created Rapture. But 
the action of the game, the combat the monsters 
you face, are a contrast to that ideology. You see 
what's going on in the world compared to the 
idealized version the museum is trying to present, 
because clearly the perfect world they were talking 
about in this museum fell apart You see that in 
the gameplay, right in front of you. lhat, to me, is a 
much better way of telling a story than a cutscene 
that tries to give that same message. 

BioShock is the deepest 
first-person shooter ever made 

How did you get into games? 
I was always a gamer, but it never occurred to me 
to be in the game industry. I was looking through 
this magazine called Next Gen and they had an ad 
for a game design job. It was Looking Glass, and 
I'd always loved their games - Ultima Underworld 
is probably the game that had the most influence 
on me. I didn't know exactly what "game design" 
meant but I thought I could do it. Frankly, the only 
reason I think they hired me was because this was 
1995 and the whole Hollywood and games merg
ing together thing was really happening. lhey said, 
"Oh, this guy's worked in Hollywood, he'll help us 
figure this out" So they hired me, fortunately for me, 
because I didn't have any qualifications. lhe second 
day at Looking Glass, they put me in a room with 
Doug Church, who was really the guy who led the 
projects of Ultima Underworld and System Shock, 
It was like being put in a room with your hero the 
second day of your career. 

Probably the best-loved game you worked on 
is System Shock 2, which has a huge cult fol
lowing. To what do you attribute its ongoing 
popularity? 
Uniqueness. What forms dedication is that there's 
nothing to replace it When you have a cult around 
something, people can be drawn away by some
thing similar and better. But nobody's done some-

genetic engineering, and things like that Is 
this game a comment on the dangers of soci
ety going down that path? 
We use the cloning and genetic engineering as 
themes in the game, but what the game is really 
about - and a lot of our games, if you look at Thief 
and System Shock 2 - is about you being caught 
between two extreme ideologies. In BioShock, it's 
the same - there are these two powers in the 
world you get caught between. I think the com
ment we're making is that two elements taken to 
their extreme - even if they appear to be opposite 
philosophies - become identical because they 
become radicalized and very dangerous. Technology 
without ideology isn't particularly dangerous. I think 
that's what the game is really about not a hot but
ton topic like genetics. 

What do you think of the current state of sto
rytelling in games? Is it getting better? 
I think the more you integrate the storytelling into 
the gameplay itself, the better it is .... BioShock 
doesn't have any cutscenes - it's all interactive. 
That's really important, because you don't want to 
break up the experience. I think a great example is 
the radio stations in GTA What people miss about 
GTA is that it's a really funny satire, a comment on 
society and culture. lhose radio stations are a great 
example of it. You're not forced to watch them; 

BioShock seems to have a much more delib
erate pace than most first-person games. Are 
you worried about the audience expecting 
more hectic action? 
Well, to me BioShock is the deepest first-person 
shooter ever made - that's how I view it and that's 
how we're building it If a "shooter" just means 
mindless hordes in a hallway that jump out when 
you cross over a trigger in the floor, then I would say 
that's a substandard definition of a shooter. 

Your games are critically acclaimed, but 
haven't been blockbusters. Is that frustrating 
for you? Do you ever consider making a game 
with a Marine going around shooting stuff? 
When I was a screenwriter; someone asked me, 
'Why don't you go write something commercialr If 
I knew what that was, I'd write it. I can only make 
what makes sense to me. If I was to go make 
some Marine game, I don't think it would be very 
good because I can't make something I don't think 
is cool. We've had games that have sold almost 
nothing, but we've had Freedom Force, which sold 
almost half a million units .. . I make things I think 
are cool, and eventually I think enough people will 
agree with me. Otherwise, you' re just going to be 
making someone else's game, not your own. 



Photo: Jonathan Kannoir 



connect gear 

--
THE REAL NEXT GEN? 
Intel recently announced availability of their new processor: the Core 2 line. Currently made 
up of the Core 2 Duo and the Core 2 Extreme (a gaming-focused chipset), the clunky names 
belie some serious technology with tremendous potential. Designed for higher performance 
with substantially reduced energy requirements, the effects on tower design could be 
immense. Intel's benchmarks suggest 40-percent faster performance along with 40-percent 
more energy efficiency. Maybe, just maybe, we could be looking at faster machines that stay 
cooler (and are quieter without four fans pumping air through the case) and suck way less 
juice from the grid (or your laptop battery). The machines listed here are some of the debut 
models with the chipset and they aren't cheap, but they're all top of the line and you know 
how these bad boys come down in price with each season that passes. 

--XBOX 360 HALO 
FACEPLATE 
Manufacturer: Microsott 
Website: www.xbox.com 
List Price: $19.99 

This is no Halo 3 sitting in our disc 
trays, but this is nice looking and 
involves Master Chief, right? The 
Xbox's juggernaut franchise will get 
its faceplate homage and future 
releases along the same lines are 
planned for Forza Motorsport2 and 
Viva Pir'iata. 

--NINTENDO ART 
CLOCKS 
Manufacturer: Banpresto 
Website: www.banpresto.co.jp 
List Price: $20.00 

1 DELL XPS 700 
Manufacturer: Dell 
Website: www.dell.com 
List Price: starts at $2,849 
SPECS: 
• Core 2 Duo processor E6400, dual 2. 13GHz cores 
• 2 GB Dual Channel DDR2 SDRAM 
• Dual 256 MB NVIDIA GeForce 7900 GS 
• 640 GB RAID HDD 
• 20-inch widescreen flat-panel monitor included 

2 VECTOR GX CAMPUS 
EDITION 
Manufacturer: Velocity Micro 
Website: www.velocitymicro.com 
List Price: starts at $899 
SPECS: 
• Core 2 Duo processor E6300, dual 1.86GHz cores 
• 1,024 MB Corsair RAM 
• NVIDIA GeForce 7600 GS 
• 250 GB 7,200 rpm HDD 

3 HEXX 
Manufacturer: Voodoo PC 
Website: www.voodoopc.com 
List Price: starts at $3,500 
SPECS: 
• Core 2 Extreme processor X6800 
• 2,048 MB Corsair RAM 
• NVIDIA GeForce 7900 GT 256 
• 80 GB 7,200 rpm HDD 

Japanese manufacturer Banpresto seri
ously needs to set up an official North 
American presence - they are always 
coming out with the coolest retro 
Nintendo stuff. These cleverly designed 
clocks could handily fill a gap in any gam
ing shrine. We found these ready to ship 
from National Console Support (www. 
ncsx.com). 
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THE WORLD CHICO, . . , 
AND EVERYfHING IN IT. · • 

THE WORLD IS YOURS 

ti 
Blood and Gore 
Intense Violence 
Sexual Themes 
Strong Language 

, , Use of Drugs . ■ 



-HD1VPlayer 
iitw•iiiitEl:1 
XPLODER HDTV GAME PLAYER 
AND DVD MOVIE PLAYER 
Manufacturer: Fire International Website: www.xploder.net List Price: TBA 
This is actually a repackaged combo of two products: the HDTV Game 
Player and the HDTV DVD Movie Player. Both essentially do the same 
thing - upgrade the PS2 video output to Xploder's recommendation 
of 480p for all media in the console. While games like Gran Turismo 
4 took great advantage of the PS2's high-def abilities, scads of other 
titles don't and this software will up the resolution and output in pro
gressive scan to make games look just plain prettier. The included disc 
gets loaded before starting a game or movie and doesn't require the 
hard drive accessory, so it's a one-stop shop. 

Ell 
COLLECTOR'S EDITIONS 
Manufacturer: Various 
Website: Varius 
List Price: $49.99- $69.99 
It isn't uncommon for a limited edition of a game to appear along
side its standard release, but it seems like the bonuses included in 
these packages are getting better these days. Keep an eye out for the 
following goodies to be included in their corresponding games' spe
cial editions before the end of the year: the official Bully dodgeball, 
the Gears of War art book Destroyed Beauty, history of Final Fantasy 
featurettes with Final Fantasy XII, and exclusive in-game cars for Need 
for Speed: Carbon. 

Manufacturer: First 4 Figures 
Website: www.first4figures.com 
List Price: $129.99 

IIIDI 

MYLO 
Manufacturer: Sony 
Website: www.sony.com/mylo 
List Price: $350 

Set to release in September, this personal communicator from 
Sony spits in the face of cell providers, service plans, Sidekicks, and 
business-friendly Blackberries. Apparently in marketing land, Mylo 
stands for 'my life online" and the device uses readily available 
802.11 b networks to transmit all sorts of useful stuff. Instant mes
saging from Google Talk, Skype, and Yahoo Messenger make up 
the device's starting lineup, 
but other services could 
certainly be added down 
the line. Skype is also 
offering free voice-over-IP 
calls to other Skype users 
(all 113 million of them) 
along with a limited time 
offer of free calls to regu lar 
landlines in the U.S. and 
Canada. All of this works 
through the device's full 
web browser, which means 
that general surfing, Gmail, 
and MySpace, for example 
are all fair game. One 
gig of onboard memory 
(and an expansion slot for 
Memory Stick Duos) can 
hold music or downloaded 
videos and ad-hoc connec
tions between units can 
share playlists and stream
ing music, even if you're 
not in a hotspot. Like most 
Sony stuff, it's pricey, but 
the Mylo doesn't use ser
vice plans of any type, so it 
is a one-time investment. 

D!DII 

FIERCE 
DEITY 
LINK 

This unbelievably sweet resin statue is the first in a planned Zelda line from First 
4 Figures. Topping off at 14.5 inches, Fierce Deity Link will be in scale with other 
upcoming Zelda resin statues and we suspect that the rest will follow this one's 
limited run of 2,500, so pre-order with speed. 
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T 
he death of the Electronic Entertainment 
Expo ( or E3) is perhaps the most mis
understood story the video game indus
try has faced this year, more so than 
why the PlayStation 3 is 600 bucks, or 
that Rockstafs Bully isn't a schoolyard 

•murder simulator.' 
I remember back in the early '90s at the 

Consumer Electronic Show when I was first handed 
a flyer for this new convention that was made spe
cifically for the video game industry. Everyone - and 
I mean everyone - was talking about it It was what 
the industry needed. 

It was painfully obvious to all of us that attended 
the Consumer Electronic Show [the precursor to E3] 
back in those days that the video game industry was 
treated like a redheaded stepchild of the conven
tion - at best. It may be hard to believe, but back 
then almost every video game company had to set 
up their wares and their meetings in these giant 
tents set up alongside the •real" convention center, 
where the supposedly •real' consumer electronics 
were housed. 

Not only was it ho~ it was most definitely sec
ond rate. One year, when it rained, a small river 
formed down the middle of the pavilion creating 
not only a putrid smell, but a visible symbol that at 
the Consumer Electronic Show, video games were 
always going to be second-class citizens - second
dass citizens with wet shoes. 

Thankfully, the video game world wasn't going to 
put up with that The industry was growing up and 
raking in some big dollars. Video gaming was going 
somewhere. It deserved better. It deserved E3. 

An important fact to understand about this time 
in video game history is tha~ before easily manu
factured CD-ROMs enabled game publishers to 
restock retail stores in a matter of days instead of 
months, CES and E3 were the places that retailers 
went to plan their holiday season. In fa~ the whole 
show was basically centered around the retailer and 
selling games. The games media and the main
stream media that came along with it were just an 
added bonus. 

As history shows, the game industry grew and 
so did attendance to E3. However, as technology 

changed, so did the relationships game publishers 
had with their retail and media partners. The death 
of cartridges meant that the show was much less 
useful to retailers, and became more of a media
centered event 

This led to the E3 that we have come to know 
over the last eight years since its return to Los 
Angeles after a short stint in Atlanta. This ver-
sion of E3 was about the industry standing tall in 
Hollywood, middle fingers er~ screaming at the 
top of its lungs how important video games are in 
the world of entertainment 

Depending on how you look at i~ video games 
got noticed. Whether it was a product of E3 or just 
plain old good games getting more people inter
ested in the medium (I'm going with the latter), 
the plan worked. 

Of course, to the thousands of gamers out there 
who dreamed of attending E3, the change to the 
event is a tough one to swallow. I must admit that 
before I was working for Game Informer, going to 
CES was my life's ambition, so I completely under
stand your frustration. But E3 wasn't E3 anymore. 

The game industry had made its point We are 
indeed the entertainment medium of today and 
tomorrow, and now we need to start answering a 
more important question. A question that the current 
E3 simply couldn't answer, and that question is why. 

Whenever I walked up to someone in or out of 
the industry at the show, the first question out of his 
or her mouth was always the same, "So, what's cool 
here?" Unfortunately, E3 had grown too loud and 
too douded by its own parade of pomp and circum
stance so there really wasn't a way to understand 
the more important issue: Which games were push
ing the envelope and changing the way we play. 

Add on to that the fact that developers, who were 
required to get something playable at the show, 
were getting sidetracked by E3. All for the sake of 
creating a single level or area that had to sum up 
their entire experience in a neat 10-minute pack
age - right in the middle of the most important 
part of their development cycle. I think the industry 
benefits from developers working on making good 
product for release, rather than a demo for a bunch 
of picky journalists, who quite frankly don't all 

understand the development cycle or how develop
ment works. 

Do you think Hollywood would show a movie 
seven months away from release that was still in 
development to a horde of critics and consumers 
who could just walk up and watch for five minutes 
in a crowded and extremely loud convention center? 

To understand a game in development you have 
to understand the vision of the creators. These are 
the people that are shaping our world. And herein 
lie my hopes for the new and improved E3. 

A Spore demo is cool. A Spore demo given by 
its creator Will Wright is about as an amazing expe
rience any gamer could have. He gets i~ because 
it's his team's work. He can explain why he is mak
ing this game. Why it will make people change the 
way they look at games. Why it will be a huge hit 
that will bring more players to the wonderful world 
of gaming. 

Some game journalists get to see this, but far too 
often, for everyone else in the world - from impor
tant decision makers to the most casual of casual 
gamers - there was little chance to do this amid the 
madness of the show. 

And Will Wright isn't the only one. There are 
legions of talented and outspoken game develop
ers out there who have a vision that you need to 
understand to see where his or her game is going 
and why. In fa~ there are just far too many for me 
to list (but I will give you a hin~ you will see inter
views with them here in Game Informer each and 
every month). 

So this is why E3 had to change, and I believe this 
change is for the better. There are amazing times 
ahead for the video game industry as we usher in 
more powerful machines and more powerful game 
designs. E3 needs to be about why video games are 
so important to our culture, not about multi-million 
dollar booths and paid babes in bikinis. Because, in 
case you haven't noticed, no one else is going to do 
it but the industry itself. So cheers to the death of E3 
as we know it. It was a great run. ■ ■ ■ 

The views and opinions expressed on this page are Slrictly those of the 
author and not necessarily those of Game Informer Magazine or its statt. 

If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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■ Nero is a devil hunter like Dante, 
so he doesn't flinch at taking on 
even the most imposing foes 
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UNLIMIT!D INABIID 

The time is fast approaching. Nintendo's long
awaited console is only months away. Whether its 
motion-sensing controller and intuitive approach 
to gaming is going to revolutionize the industry 

or leave players with nothing but a bad case of 
tennis elbow remains to be seen. In the meantime, 
we thought it was about time to gather together a 
round up of what some of Nintendo's third-party 
partners have in store for early adopters of the new 
system, as well as what Nintendo has planned from 

their internal studios. Enjoy! 



I 

While more recent Tony Hawk games have 
attempted to add new ideas and gameplay modes 
into the mix, skateboarding fans have largely been 
playing the same game conceptually since the 
very first iteration. Plans are afoot to change that 
approach with Downhill Jam, Tony's inaugural shot 
at bringing extreme sports onto the Wii. Focusing 
on a more action-packed, race-oriented style of 
gameplay, gamers will send their chosen skater 
hurtling down courses in areas like downtown 
San Francisco and the mountainous backdrop of 
Machu Picchu in South America. This month, we 
also got the scoop on all the other major locations 
for the game, which include scenic city locales 
like Edinburgh in Scotland, Rome, Hong Kong, and Rio de Janeiro. There's also a level set high in the Alps, 
and a cool-sounding indoor stage set in a huge mall in Chicago. With around 100 events in these different 
spots, it should be easy to keep busy with either the short challenges or the full-fledged races. Motion~nsing 
controls offer a perfect opportunity to tilt and tum like you're on a real skateboard, and those same controller 
capabilities will enable jumping, grinding, and boost-building tricks in midair. Up to four players will be able to 
race together at once, playing as either Tony Hawk, his friend Kevin Staab, one of eight other characters, or their 
own new boarders from the create-a-skater mode. 

We're happy to report that 
Activision is bringing this 
fan-favorite World War II series 

over to the Nintendo side of 
the world. Early screenshots 
seem to show a title with 
some visual compromises 
for the less powerful 

system, but the frantic and 
desperate action that the series is known for seems to be well 
intact. Keep checking back in the coming months, and we'll let you 
know after we've played this sucker how it really feels. 

We've professed our love for the X-Men Legends 
games in recent years, and there's no reason 
to think our faith in continued kick-assery from 
Ultimate Alliance is misplaced. Lucky for Nin
tendophiles, it looks as if the Wii will be getting 
the full treatment of superheroes along with the 
other major consoles. We spoke with Karthik Bala, 
CEO of Vicarious Visions, who is putting together 
the Wii version of the game. "For Marvel: Ultimate 
Alliance, our goal was to really streamline the 
control system and go with a complex gesture 
detection scheme that is mapped to the combat 
system," Bala explained. "There are five principle 

gestures in the game. Each gesture maps 
intuitively to a specific maneuver or attack. 
Holding down the B button while performing 
the gestures is mapped to the five major 
super powers per character. By giving players 
access to all the powers at any time (without 
remapping powers to buttons or memorizing 
combos), the game becomes a lot more 
intuitive and enjoyable.· captain America, 
Spider-Man, Wolverine, and all the rest should 
be ready to throw down, if not by launch, 
then sometime awfully soon after. 

The cult DS hit has been confirmed as 
a launch game for the Wii! More than 
a straight port, the Wii version of the 
strange surgery game has totally 
redone visuals, new surgical tools 
and operations, a second playable 
character with unique missions, and 
of course a completely redesigned 
control scheme for the Wii-mote. You'd 
best start looking for malpractice 
insurance now - we've heard you've 
got shaky hands. 

:• feature 

If nothing else, Konami's strange little hide-and-k game has us 
intrigued. The concept involves searching around normal household 
places and situations to find the hidden Elebits, creatures that are the 
real power behind making the world run. Using the remote, you'll lift up 
objects in the environmen~ push them around, or throw them about in 
a frenzy. If you do lots of softer actions, you can sneak up on the little 
creatures to capture them. Alternately, lots of loud raucous movements 
may cause them to panic and make a run for it As you collect the 
strange, diminutive guys, they'll enable new abilities and movement 
options, allowing you to re-explore areas for more hidden Elebits. While 
we're definitely not ready to call this the next big thing, it sounds like 
there is potential for some quirky fun. 
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:• feature 

We're not going to pull your leg here. Rampage is 
pretty much the same game you've been playing 
since you walked into the arcade 20 years ago. You 
got a problem with that? Didn't think so. Everybody 
likes squashing those pitiful little human types. The 
Wii version is going to sport at least one brand new 
monster, which you can check out in the far right 
screenshot Otherwise, expect to bash and destroy 
to your heart's content on the same day you take 
your Wii home for the first time. 

Pretend you never played the original Super Mario Bros., or any other 
game like it Someone comes up to you and tries to tell you why it's so 
great Do you believe them, or do you come out wondering what's so 
exciting about mushrooms and turtles? Of course, a few hours with Super 
Mario World or Mario 64 are enough to change your mind forever. Flying 
and spinning through space, running on the undersides of small planets, 
pulling stars out of the sky - Super Mario Galaxy is going to try to once 
again redefine The plumber for a new generation. The short minutes we 
spent in the game were amazing - now we just have to endure the long 
wait until a final version can tell us if the excitement is still so r.m and 
intense after hours of flipping and jumping through the galaxy. 

Project H.A.M.M.E. 
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This may be the most 
complex and intriguing 
game story we've ever 
encountered. Killer 
robots are attacking 
the U.S. You are the 
country's last hope. 
You are a cyborg with a 
giant hammer. You must 
smash the robots with 

There's not too much in the way of info regarding this strange 
and exciting title from developer Monolith Soft The story 
details a rash of natural disasters that have pummeled the 
United States all at once. In the chaos that follows, a special
forces team with their own (presumably dastardly) intentions 
steals a nudear weapon. Players adopt the role of an elite 
rescue task force member named Ray as he struggles through 
nature's catastrophes in order to stop the very unnatural 
danger presented by a possible bomb detonation. Early word 
indudes scenarios like racing a car down a mountain pursued 
by a roaring magma flow, or getting out of the way of falling 
buildings during an earthquake. Hey, we'll try anything once. 

How cool is it that there will be a full-fledged Metroid game at launch? 
Corruption's use of the Wii controller goes in some fascinating directions. 
Basics allow for movement with the nunchuck analog, while aiming and 
firing are simply based on where you point the remote onscreen. More than 
anything, this is going to make the task of shooting while moving way more 
user-friendly than previous Prime titles. Beyond that, the ability to actually 
push and pull onscreen mechanisms with real life motions has us excited 
in a way that moving stuff around should never really excite a person. The 
storyline seems to follow Samus' struggle to thwart Dark Samus and the 
Space Pirates as they use Phazon seeds to corrupt one planet after another. 
We're not sure how it all turns out, but we're pretty sure you're going to 
need to track down some energy tanks to get the job done. 





:• feature 

7 

It's hard to find fault with a franchise that has so many times proven itself as such a phenomenal example 
of how much fun a game can be. Perhaps that's why Twilight Princess has gamers the world over so 
excited. In this version of the Zelda tale, Link is a young wrangler from a small village who is inadvertently 
drawn into a conflict threatening all of Hyrule. Beyond the dramatic change in artistic style this time around, 
the biggest shift will be Link's trips to the Twilight Realm, where he mysteriously becomes a wolf. In this 
lupine form, he'll meet a girl named Midna with strange magical powers. The Wii version of the game 
will have players flipping their controller forward as a fishing pole, aiming their bow with the pointer, and 
shaking the controller to drop into a wild spinning sword attack. And yes, we're as excited as you are to see 
how it all turns out. 

Watching a grown man play the new WarioWare Wii game is 
an experience not to be missed, as he squats, lifts, and spins 
about like a puppy chasing his tail. Banking on the idea that it 
should be amusing to watch either the game or the people 
playing the game, the 200 split-second microgames in 
Smooth Moves all encourage not just hand motion, but full 
bocly interaction with the onscreen instructions in order to 
succeed. Expect this one to be a real hit with the nursing 
home crowd. 

The smart money's on a wider variety of sports showing up in the final product. but the current 
lineup of tennis, baseball, and golf each serve as a fantastic intro to the Wii as a whole, since the 
motions are simple and familiar to just about everyone. It also happens to be a great showpiece 
for the flexibility of the controller functionality. In the tennis section, the game can recognize the dif
ference between volleys, slices, and lobs as well as the angle and power of the hit, not to mention 
whether you're hitting forehand or backhand. If this game isn't packed in with the system, don't be 
surprised to see Nintendo pushing it in some other way like a lower price or through a special offer. 
These simple motions are what Nintendo is building their company's future on, and they want 
everyone to know why. 

For simple racing fun, Excite Truck will be your 
best bet in the early days of the Wii. Racing 
and jumping from huge drop-offs has way 
more potential than it normally might since 
you'll steer like you've actually got a steer-
ing wheel in your hands, turning side to 
side to stay on track. There are also pick
ups along the courses that will 
deform the land layout in front 
of you, transforming small 
bumps into massive jumps. 
You know what we want 
next? Excite Bull Riding. 
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Just before we sent this magazine off to the printers, we got 
word about Mario Strikers Charged, and Battalion Wars 2. 
We'll have details soon, but here's a first glimpse of both. 
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:• feature 

You'd really have to wonder who was in charge 
over there at Sega if they hadn't come out of the 
gate with a Monkey Ball game for the Wii. It's a 
franchise that seems almost tailor-made for the 
strange tilt-sensing capabilities that Nintendo 
has promised. lhankfully, someone has their 
head screwed on right and AiAi and his friends 
are indeed on their way. Controls work pretty 
much the way you would expect Tilting forward 
sends those crary monkeys ahead, and tilting 
back slows them down - same idea with left 
and right New to the series is the jump button, 
which, last we heard, was going to be useable either by tapping A or flicking the Wii-mote in a quick upward jab. 
Beyond the longer puzzle levels, the highlight of this party game will almost certainly be its numerous minigames, 
which are, quite frankly, a riot with multiple players. lhere's a whack-a-mole variation that has you moving the 
controller in 3D space to knock down those pesty rodents. lhere's a jump rope game that involves hopping your 
monkey up and down with careful timing and quick wrist motions. lhere's even a strange track-and-field hurdling 
game that has you using the two-handed controls as your fee~ which you must lift and drop in sequence and 
then jump the barriers. 

When Final Fantasy Crystal Chronides made its 
GameCube deb~ it quickly became known 
as the Bucket Game for its insistence that one 
character must carry a bucket-shaped object in 
order for the party to venture further into a level. 
Although Square hasn't shown any gameplay of 
the Wii sequel, lhe Crystal Bearers, a brief CGI 
teaser trailer of the game did reveal something 
interesting: no bucket It would appear that each 
character now carries a aystal, which means that 
they should have the freedom to venture on their 

own through this dangerous land. lhe teaser also hints at the possibility of riding chocobos and what appears 
to be an airship battle. No control details have been given, but Game Informer has learned that the series will 
stick with real-time action. lhe Crystal Bearers is expected to release in 2007. 

ragon Quest Swords 

Sega's hyperactive hedgehog is ready to throw his support behind 
the Wii with his recently retitled adventure. Playing the game has 
the same frantic speed that Sonic's 3D adventures have had for 
years. However, the new control scheme is surprisingly fun, an 
approach that involves tilting and turning the Wii remote to move 
left and right during your high speed runs to maneuver into the 
path of upcoming rings. lhe visuals look impressive, and we're sin
cerely hoping that the new approach to control gives the little blue 
guy a new lease on life after a recent string of lackluster games. 

Just the thought of using the remote to lob grenades has us losing 
sleep, but being able to do it within six different Metal Slug games 
has us banging down SNK's doors for a copy of the game. lhe six 
games are Metal Slug 1 through 5 and Metal Slug X. In addition to 
the motion-sensing gameplay, SNK plans to tap into the Wii's Wi-Fi 
capabilities for cooperative play. Oh yeah, and you can play it day 
one with the system if all goes well. 

Nintendo is a hack. Yup, well before the company developed its motion-sensing 
technology, Square Enix was entertaining kids with its own motion-sensing game called 
Kenshin Dragon Quest: Yomigaerishi Densetsu no Ken. lhis game came packaged as 
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a standalone console with a motion-sensing sword. It is believed that Dragon Quest 
Swords: lhe Masked Queen and the Tower of Mirrors shares a similar design. If this 
is the case, this release will be more of a simplistic hack n' slash than an RPG. Square 
hasn't shown much on this game just ye~ but the company stands firm on its announce
ment of it being a launch title. 
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Golf games are a no-brainer for the new Wii remote, and Teano is jumping on the bandwagon right away with 
Super Swing Golf. As you hold the controller, how far you pull back the controller on your backswing will deter
mine the power of your stroke, and your angle when you strike the ball dictates whether you hook or slice off 
into the trees. Ah, we can already hear the curses ringing through living rooms the world over! A multi-path story 

Unless there have been any dramatic changes since the 
current-gen version of the game released, expect Cars 
to offer some great simplistic racing action in an open 
world setting chock full of the humorous characters from 
the movie. 
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mode changes in response to who is winning and 
losing matches as you play through, and should be 
a little different for each character. There's also a 
free mode for when you just want to hit the links, 
and a challenge mode for more serious contend
ers. In addition to these single-player offerings, 
Teano also has competitive multiplayer modes that 
let you try out match play, stroke play, and even 
some variation on a party mode. Look for Super 
Swing to have Wii gamers teeing off sometime in 
early 2007. 

Nickelodeon Movies' farm adventure is 
headed to current-gen systems as we speak, 
but the Wii will have its own version right 
around launch time. Between sessions of 
warding off the coyote invaders you'll have 
a host of fun minigames to tackle as well. 
Promising a free form, open-ended 
world of gameplay, it might be 
just the ticket for those little 
'uns that come home from 
the movie theater screaming 
about wanting to see more. 
Dam kids these days. 

Man, there must be something about a place called Bikini Bottom that 
really appeals to little kids, because they can't get enough of this guy 
and his underwater habitat This latest Spongebob 
adventure includes the option to rampage through 
town as a giant plankton, take Patrick into outer 
space through an asteroid field, and explore the 
metaphysical relationship between man and 
the sea as a metaphor for Spongebob's search 
for his own inner self. One of those might not 
be entirely accurate. 
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We spoke this month with Fabrice Cuny, one of 
the game designers hard at work bringing the 
Far Cry experience to the Wii. His team is taking 
the second adventure from the recent twcrpart 
360 Far Cry game, and transferring that most 
recent story onto Nintendo's console. While the 
plot will be basically the same, the team has 
totally overhauled the controls and approach. to 
gameplay to tailor the experience to the new system. •1 think the Wii enhances and provides a different experi
ence to the game genre; Cuny told us. "You can't make a direct port of an FPS to the Wii and hope that it will 

be fun. No, you have to adapt your game and think about 
the gameplay with the possibilities offered by the Wii~ To 
do tha~ they've added options like the ability to perform a 
feral attack by making a wide slashing movement with the 
Wii remote. When sniping, moving the controller towards 
the screen automatically zooms in on your target We've 
also heard about the inclusion of Chaos mode in the 
multiplayer arena, where you strive to be the last person 
standing in a frenetic firefight with your buddies. If it all 
comes together, Far Cry Vengeance might be even more 
immersive and involving than the original. 

So, if we were to put in a vote today on which of the Wii games was going to 
be the crazi~ it would be foolish to lay your money down on anything other 
than Rayman. We spoke with game manager Adrian Lacey regarding this latest 
proj~ and he was very forthcoming about the strange and exciting world his 
team is crafting. "As Rayman, your world has been invaded by hysterical out
of-<antrol bunnies, who have enslaved you and all your little friends~ Lacey 
told us. "In order to save your world you must use your skills to entertain the 
bunnies and increase your popularity~ Okay, so that totally makes sense, but 
how will you do so? Apparently, entertaining and ultimately getting rid of the 
bunnies involves completing any number of strange tasks. We learned about 
one where you'll use your two-handed controllers to rhythmically pull the 
udders of an onscreen cow to milk it In another task, you'll take those same 

cows and swing them 
around your head and 
throw them as far as you 
can. You know, like a cow 
toss. There are skydiving 

It looks as if Excite Truck has some competition from Nintendo's 
third-party partners. Ubisoft has plans to republish a version of 
their Xbox Monster Truck game from earlier this year. While details 
are scarce on the Wii version, the Xbox game boasted 40 tracks, 
personalized upgradeable trucks, and four-player split screen races 
and mini-games. While it doesn't sound like a system-seller for the 
Wii, we're eager to find out if the move to Nintendo's camp will do 
anything for this colorful and fun little title. 

Here's a complete list of other known 
games that are currently in development. 
Keep in mind that some of these titles 
likely won't be released in America. Who 
knows? Maybe the U.S. will have a sudden 
locomotive craze and demand an import 
of Let's Go By Train to grace our shores. 

Ant Bully, The - Midway 
Avatar: The Last Airbender - THO 
Blazing Angels: Squadrons of WM\ - Ubisoft 
Blitz: The League - Midway 
Bokujo Monogatari - Mamlous Interactive 
Bomberman Land - Hudson Soft 
Bust-A-Move Revolution - Majesco 
Chicken Little: Ace in Action - Beuna Vista Games 
Cooking Mama: Cooking IMth 

International Friends - Taito 
Digimon - Namco Bandai 
Dragon Ball Z Budokai: Tenkaichi 2 - Atari 
Dynasty Warriors - Koei 

sections that have you tilting the Wii remote back and forth to guide your descent 
Also, as these screens atte~ there will be first person sections as you move about 
the map where you'll have to frantically shake the nunchuck to reload between 
firing. Finally, Lacey confirmed for us the inclusion of multiplayer options 

Final Furlong - Namco Bandai 
Fire Emblem - Nintendo 
Happy Feet - Midway 
HaTVest Moon - Natsume 
Heroes - Marvelous Interactive 
The Godfather - EA 
GT Pro Series - Ubisoft 
James Bond - Activision 
Jawa-Spike 

that should further boost the insanity quotient. 

Red Steel continues to march towards the Wii launch, 
and this month we got to see a little bit more of how 
the team has been improving both the gameplay and 
graphical look of the game in the months since E3. 
Stephane Bachele~ artistic director on the proj~ 
filled us in on some of the details. He explained that 
the team is aiming as much as possible to convey the 
feeling of a foreigner who is visiting Japan for the first 
time, with dramatic contrasts between bright colors 
and deep shadows amid the strange mix of modern
ism and traditional Japanese styles pushed together 
in one place. Meanwhile, gameplay is still on track to 
combine an innovative mix of gun fighting and sword 
duels tha~ if nothing else, should be a change of 
pace from the conventions we've becomes so used 
to in first person gaming in recent years. If all goe}l 
well, we should be getting to see how it all turned 
out on launch day. 

Kawa No Nushitsuri - Mamlous Interactive 
Le(s Go By Train - Taito 
Lost - Ubisoft 
Madagascar 2 - Activision 
Madden NFL 07 - EA 
Medal of Honor: Airborne - EA 
Meet the Robinsons - Beuna Vista Games 
Mobile Suit Gundam - Namco Bandai 
Mortal Kombat: Armageddon - Midway 
Mr. D Goes to Town - Mastiff 
Neao-Nesia - Spike 
Need for Speed Carbon - EA 
One Piece Unlimited Adventure - Namco Bandai 
Open Season - Ubisoft 
Plince of Persia - Ubisoft 
SAN-X All-Star Revolution - MTO 
SD Gundam G Breaker - Namco Bandai 
The Simpsons - EA 
Shrek 3 - Activision 
Spider-Man 3 -Activision 
Splinter Cell - Ubisoft 
SSX-EA 
Tamagotchi - Namco Bandai 
liger Woods PGA Tour 07 - EA 
Tum It Around - Taito 
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PL.AYSTATION 3 I XBOX 360 

Assassin's Creed 
> STYU I-PLAYER ACTION > PU BUSHER UBISOFT > DMLOPER UBISOFT MONTREAL> RELEASE MARCH 

DREAM MACHINE 

T 
he first year of a new console genera
tion can be a bit of a letdown. Ports, 
graphical upgrades, and well-worn 
franchises rule the charts for months 

and it feels like nothing new is making any 
headway. But this set of consoles has had a 
rallying point to look forward to in the form 
of Assassin'.s Creed, although the enthusiasm 
has been limited to the PS3. That is, until 
now. Ubisoft has officially confirmed fan spec
ulation by adding the Xbox 360 to the list of 
formats that Assassin's Creed will appear on. 

Ubisoft's Montreal team has been busy 
creating a new definition of the action genre, 
combing changes in controller layout with 
real-world rulesets for the game's acrobat-
ics. Features only possible with Sony and 
Microsoft's newer, faster hardware include 
crowd interactions, realistic manipulations of 
everything (and everyone), and a story span
ning huge, full-featured cities. 

Scriptwriter Corey May (whose credits 
include the last two Prince of Persia titles) 
says about the differences of storytelling 
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from last to next gen, •o ne significant dif
ference stems from the more open nature 
of Assassin's Creed. The Prince of Persia 
games featured very linear narratives. Every 
cutscene and character interaction was 
the same for every play through. So we've 
worked out a system where there are narra
tive 'bottlenecks' in events you must experi
ence, story points that must be delivered. 
But in between these points there is a lot of 
additional narrative information that's essen
tially optional~ These side points, which will 
earn you gameplay advantages like citizens 
leading pursuers in the wrong direction or 
priests hiding you within their group, also 
fi ll you in about the world, telling players 
about the battle between the Crusaders 
and the Saracens, and what kind of moral 
fiber makes up the people you're assigned 
to assassinate. 

These story element examples tell you 
about Altair's world and his place in it But 
the tale of Assassin's Creed is also wrapped 
in some near-future sci-fi elements that will 

surely surprise players. Says May, 'Toe narra
tive framework also justifies a lot of our pre
sentation decisions. I can't really talk about 
the details, but we tried really hard to ensure 
that any moments of reduced mobility are 
the result of narrative events and not arbitrary 
design decisions. Don't worry, Altarr isn't 
going to be tied up and held hostage for the 
duration of a cut-scene every 10 minutes .. 
In Assassin's Creed, you play the story. You 
don't just watch it' While we've been sworn 
to secrecy about the particulars of Assassins' 
storyline, there is that much-talked-about 
scene at the end of the game's E3 demo 

where the player, in a first-person perspec
tive, seems to be looking up into an operat
ing room .. . a modem room. 

While it seems assured that the gameplay 
will live up to our next-gen ambitions for 
the action genre, it's nice to see that the 
storytelling is getting the same attention 
and ambition. With a multi-platform release, 
the game is set to make a big impact and 
we're excited to see what the fallout is for 
gamers. We're all for vibrant action getting 
mixed with a healthy dose of sophisticated 
storytelling. ■ ■ ■ 
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■ Rey watches m horror 
as his opponent suffers 
night terrors 
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XBOX 360 I PLAYSTATION 2 I PSP 

WWE Smackdown Vs. 
Raw2007 
> STYLE I TO 4-PIAYER ACTION (ONLINE TBA) > PUBLISHER THQ > DEVELOPER YUKfS > RELEASE NOVEMBER 

THE BUILDING OF A DYNASTY 

F 
ans of the WNE wrestling series 
probably already know that the 
PlayStation 3 version of the game 
has been cancelled for undisclosed 

reasons. Therefore, the Xbox 360 will exclu
sively receive the first next-gen version of the 
game, leaving many Microsoft fans wonder
ing how it's shaping up. To answer just that 
question, we spent some hands-on time 
with the 360 version and have a full report 
for all you sports entertainment enthusiasts. 

Aside from the obvious upgrade in 
visuals, the biggest change in store for 
the 2007 WNE release is the inclusion 
of analog controls. Rather than clicking a 
button, grapples are now initiated by flicking 
the right stick, and each direction triggers a 
different grapple. Holding the right bumper 
while flicking the stick triggers a strong grap
ple, which can then transition into a variety 
of moves that give the player the most 
direct control over the action in the series 

to date. Once you've tied up your oppo
nent in a strong grapple, clicking the right 
stick opens up a few special attacks that 
are all triggered with analog movements. 
For example, pushing up on the stick may 
cause Triple H to lift up his opponent, and 
you can move around the ring to your ideal 
location before slamming him to the mat 
by flicking the stick down. Each superstar 
has their own unique analog moves, some 
of which require fl icking up or down, while 
others are triggered with quarter-circle 
moves and the like. 

While the transition to analog grapples 
takes a bit of time to get used to, once 
you pick it up, it adds a ton to the game. 
Grapples are no longer just long animated 
sequences, now players have control over 
where and when the move is executed. 
These new analog attacks can also be trig
gered in specific locations, like against the 
ropes, crowd barriers, and more. Other 

actions, like grabbing the belt in a ladder 
match, are also now handled with the 
sticks. On the whole, these changes are a 
definite improvement, but last year's control 
scheme is available for players who can't 
get into it. 

Although we were pleased with the 
way our playtest felt, Smackdown Vs. Raw 
2007 still has some areas that need to be 
polished up. Some character movements 
are a little stiff and mechanical at this point, 
and hit detection is a bit spotty. A few char
acter balance issues are also present - it's 
cool that heavyweights like John Cena "no 
sell" attacks from smaller characters like 
Rey Mysterio, but winning a match as the 
smaller wrestler is incredibly difficult to the 
point of frustration. Despite these quibbles, 
there is still time for the game to improve, 
and the series has been getting better year 
after year, so we're confident that fans will 
be happy with the final result. ■ ■ ■ 





XBOX 360 I PLAYSTATION 3 

Tom Clancy's Rainbow 
Six: Vegas 
> STYLE 1-PlAYERACTION (MULTIPlAYER TBA) > PUBLISHER UBISOFT> DEVELOPER UBISOFT MONTREAL 
> RELEASE WINTER 

YOUR ODDS ARE BETTER HERE 

I t's no secret that the multiplayer is at 
least as big a draw for the Rainbow Six 
franchise as the single-player campaign. 
We got a chance to speak with Jean

Pascal Cambiotti, multiplayer game designer 
on the upcoming Rainbow Six: Vegas, about 
the steps that developer Ubisoft Montreal is 
taking to ensure that the game has next-gen 
concepts and design to go with its outstand
ing graphics. The new details that he shared 
with us on two such concepts - Attack & 
Defend mode and an expanded Persistent 
Elite Creation feature - have us buying into 
the hype. 

Attack & Defend mode functions very sim
ilarly to Unreal Tournament's Assault mode, 
where one team will have a series of objec
tives to accomplish and the other squad will 
be trying to prevent that. The scenarios all 
make sense within the Rainbow Six mythol
ogy, though. "You can be the hired merce
naries holding a group of hostages against 
their will, or the heroes attempting to rescue 
them," explains Cambiotti. Also, you'll be 
able to choose loadouts like Assault and 
Sniper - but as with any mission-based 
mode, a balanced team that works well 
together will be the key to victory. 
74 GAME INFORMER 

The PEC system, at its heart, is more or 
less a fairly complex structure that allows 
players to cosmetically customize their 
online avatars. Beyond that basic function
ality (which is always amusing for dans 
creating team uniforms and the like), it 
does go a bit deeper. As you earn medals 
and points through playing online, you'll 
unlock new pieces of clothing. equipment. 
and weaponry as well as a rank that pub
licly broadcasts your prestige. According to 
Cambiotti, ·PEC helps maintain an equal 
playing field regardless of what rank your 
opponent is and the content he's unlocked. 
Weapons you unlock are not only visually 
different, but they react differently too. Each 
weapon balances itself out in the long run; 
it all comes down to what you prefer to use 
for the given situation. There is no ultimate 
weapon to unlock in multiplayer; the tactics 
you employ as a team are what make the 
difference between victory and defeat• 

Playing into both of these elements is the 
extensive stat tracking for both individuals 
and dans. •Every game mode has lots of 
statistics for you to compare your perfor
mance against another online player. We've 
put lots of efforts in stat tracking. induding 

your favorite weapons and maps," says 
Cambiotti. "There are tons of achievements 
to unlock, from being the best in the game 
to having participated valiantly in a team. 
When you've accumulated enough points 
you're promoted to a new rank, which 
grants you access to new equipment• 

We've been waiting for a long time for 
competitive console gaming to reach the 
levels of community support and intricacy 
that PC gamers have enjoyed for years, 
and with these systems in place Rainbow 
Six: Vegas looks ready to stand tall with 
the best of the best that any platform has 





Overlord 
> mu 1-l'IAYER ACTION/RPG (MUlllPIAYER TBA) > PUBLISHER COOEMASTERS > DEVELOPER TRIUMPH STUDIOS 
> REI.EASE SUMMER '2007 

GREMLINS 3? 

0 
kay, so this game doesn't really have 
anything to do Vllith the vaunted '80s 
film series, but you wouldn't know 
it from looking at It You11 play as a 

powerful warrior-sorcerer who just happens to 
gain the attention of some adorable-looking 
killer minions. Thinking you are their long-lost 
overlord, they'll treat you as such, and obey your 
every command as you seek to subjugate the 
twisted fantasy world around you. IMth the mis
chievous creatures in tow, the choices that lie 
before you have something of a limited scope -
be mean, or be downright loathsome. 

In actuality, the game Vllill track your evil acts 
through a system that measures how corrupt 
you've become. v.tiile it's going to be pretty 
challenging to complete the game without 
'breaking a fE!IN eggs,• the most tempting 
option for many players Vllill be to go all out 
and indulge in the villainy. We learned about a 
situation early on in the game where you have 
to liberate a village from some overly violent 
halflings. Vvtien you free the peasants, they'll 
cheer you. If you start to mistreat them, they'll 
begin to bow and pay homage when you pass 
through town. Truly decimate their town, and 
they'll become so terrified of you they'll start to 
bind their virgin girls on sacrificial poles next to 
your summoning portals in the hope of appeas
ing you. Incidentally, we should mention a pre
diction we have. This game may not receive an 
E rating. Just a guess there. 

From what we've seen, the gameplay pans 
out much like many action/RPGs, as you move 

76 GAME INFORMER 

about the world sVllinging your sword and cast
ing spells. The changeup ocrurs in your ability 
to send your scunying little helpers to exert your 
Vllill without much more than a raised finger 
from you. They'll happily slaughter foes and 
innocents alike, and then steal whatever imple
ments they can use to make themselves look 
more fearsome/ridirulous, creating a ragtag 
army filled with mismatched armor, random 
pitchforks, and the occasional chefs hat for 
good measure. Unfortunately, your minions are 
incredibly easy to distract. Heading into one 
small town, we saw them spy a nearby fiddler, 
and they capered off to dance about him in 
giggling ecstasy. At times like these, you may 
actually have to get your own hands a little dirty 
and silence the distraction. The normal brown 
minions could also be exchanged for more 
forused red or green minions, Vllith fire and 
poison powers, respectively. It's yet to be seen 
exactly how many different types of little guys 
you'll eventually be able to summon, but we 
have been promised that your squad of goons 
could number around 60 at one time. 

Interestingly, there's also been some talk of 
multiplayer, induding a player-versus-player 
option that pits your minion army against a 
buddy's. We've also heard rumors of a potential 
cooperative mode, but we'll have to wait and 
see if that pans out as we get doser to release. 
In the meantime, start honing your skills by 
re.Natching Gremlins and its sequel on a weekly 
basis. You'll thank us later - probably. ■ ■ ■ 



ANANCIE 

A BATTLE To E 

NIN 



~ C ooperative gameplay is becoming 
something of a buzzword in the 
next generation of gaming. and 
EA is building Army of Two around 

that very concept. As we mentioned when 
we named the game one of the 50 hottest 
titles of this year's E3, players will tackle 
the trickiest of jobs with a buddy controlled 
either by a flesh-and-blood friend or the 
game's Al. 

Gameplay in Army of Two revolves 
around not only the basic third-person 
run-and-gun action, but also exploiting the 
combined talents of the two mercenary 
protagonists. Many manuevers go above 
and beyond standard tactics. If you're play
ing with an Al partner, situation-specific 
commands for events like paradrops or 
having your buddy drive a forklift while 
you hang out on the machine's platform 
and gun down enemies abound (though 
human buddies can take advantage of 

some specialized tactics for certain con
ditions as well). And, as we've seen in 
existing games like the latest releases of 
Splinter Cell and Syphon Filter, two people 
can get to places a single person cannot 
reach through moves like boost-ups. 

One aspect of Army of Two that we 
really haven't seen in other titles before, 
however, is the depth of the weapon 
customization. With the bundles of cash 
you make by completing contracts, you'll 
be able to modify the game's basic 
arsenal in a huge number of ways that 
go way beyond simply adding a scope 
or a silencer. Grips, stocks, magazines, 
underslung secondary weapons, and 
more are all totally configurable to your 
specifications. Additionally, cosmetic addi
tions like diamond grips and gold plating 
go the extra mile to make sure that your 
weaponry is as unique of a snowflake as 
you are. 

If EA can truly integrate the game's co-op 
tricks into the flow of play and keep them 
from being one-shot gimmicks, Army of 

Two could be a welcome evolution of the 
third-person action genre when it releases 
next year. ■ ■ ■ 
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XBOX 360 

Forza Motorsport 2 
> STYU I OR 2-PlAYER RAONG (UP TO 12-PtAYER VIA XBOX LM) > PUB USHER MICROSOFT GAME STUDIOS 
> DEVELOPER MICROSOFT GAME STUDIOS > RELIASE NOVEMBER 

REDLINE OR FINISH LINE? 

E 
3 was an interesting juxtaposition for 
two racing franchises. Sony brought 
an HD demo of Gran Turismo, while 
Microsoft showed some nondescript 

dips and wireframes from Forza Motorsport 
2. Neither contained much substance, but 
the reaction from the crowds couldn't have 
been more different Sony's GT presentation 
was not only confusing (since the demo 
wasn't representing an actual game) but it 
was underwhelming as well. Show goers, 
meanwhile, were excited about the second 
entry in Microsoft's simulation racer. But 
what do we actually know about the game? 

This new Forza once again covers the 
spectrum of cars, from the pedestrian to 

the jaw-dropping. The game spans 300 
cars from over 50 manufacturers, and this 
year indudes some newbies like a few 
Lamborghinis and an Fl Mclaren road car. 
These will not only be customizable once 
again, but now the game will encourage 
you to spend more time, effort, and money 
on each one. As you progress in the career 
mode upgrades will be available, but your 
car itself will also level up as you have 
more success. 

Like the first Forza, the online and single
player components will be integrated so that 
you can progress your career while playing 
online with friends. Now you not only race 
career mode races online, but you also 

accrue money, cars, and 
parts by simply racing in 
the online portion itself. 
Microsoft isn't letting 
all the cats out of the 
bag just yet about this 
mode, but it did tell us 
that similar to Project 
Gotham Racing 3, this 
game will have Forza 
Motorsport TV, allow
ing you to watch the 
action going on all over 
Xbox Live. Microsoft 
says it has some surprises in store for this 
mode, so we're anxious for them to spill the 
beans. For those of you who like this kind 
of passive experience or are, how shall we 
say ... too chicken to race, you'll be glad that 
the Drivatar feature is returning for Forza 
2. Microsoft says that your Drivatar will be 
smarter - which is always good. However, 
we remain skeptical that any Al could rep
licate people's tendency to drive hard into 
a corner and brake late - something that 

always gives human racers an advantage 
over the by-the-book Al. 

Clearly there are still some secrets left 
to uncover about this game, but barring 
anything major, it looks like we're in store 
for another solid outing from the series. 
On the bright side, Microsoft keeps tight
ening the feature set and exploring new 
ways to find more speed from this estab
lished genre. ■ ■ ■ 





PLAYSTATION 2 

Final Fantasy XII 
> STYlf I-Pt.AYER ROLE-PIAYING GAME> PUBLISHER SQUARE ENIX> DEVELOPER SQUARE ENIX> REI.EASE OCTOBER 31 

SO CLOSE 

T 
he long wait is almost over. Gamer.; in the U.S. can 
now count the days until Final Fantasy XII is in their 
hands, ending the years of anticipation that began 
in 2003. However, for you RPG fanatics that can't 

take it anymore, we've got some impressions directly from 
the latest playable English version of the game. 

Because it is such a radical shift for the series, the battle 
system in FF XII is what has been attracting the most atten
tion. All actions occur in real-time as players move through 
large areas with freely roaming enemies - elements that 
often appear in the MMO genre. Now that we've delved 
into the game's Gambit system (which manages your 
allies' Al), we can say that the similarities to massively mul
tiplayer games don't stop there. 

Gambits do much more than simply tell your compan
ions to auto-attack; they can be used to effectively program 
an ally into a partirular role. Have one party member heal 
anyone whose HP drops below 30 percent while another 
toruses all attacks on enemies with over SO percent HP. 
It isn't required that you use Gambits to perform these 
actions; if you'd like, you can manually enter each com-

mand for any character. Unfortunately, this kind of micro' 
management is slow and impractical given the fast-paced 
nature of the fights. 

Like a good leveling party in Final Fantasy XI, the Gambits 
ensure that no one deviates from their duty. While this 
efficiency-forused system makes the average enemy 
encounter go smoothly, it has the potential to take the 
sense of achievement from major boss battles. In those 
encounters, success feels less dependent on the actions 
you take personally and more on how well you can fully 
automate your party. 

Despite its unnerving gravitation towards the realm of 
MMORPGs, Final Fantasy XII does appear to deliver big in 
one area those games never can: the story. The pacing 
feels much slower and deliberate in this entry, building 
characters and events slowly against a compelling backdrop 
of political unrest Thankfully, every important character 
we've run into so far has been interesting. with no trace 
of any painful attempts at comic relief (Wakka, Zell, your 
legacy is deadO. 

The Final Fantasy franchise is in for some changes. 

Whether U.S. fans embrace or reject them has yet to be 
seen, but FF Xll's attempts to bring certain MMO conven
tions into a single-player framework is certainly a daring 
endeavor. Be sure to check out our full review in next 
month's issue to see if it pays off. ■ ■ ■ 
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XB0X360 I PC 

BioShock 
> STYlE I-MYER ACTION > PUBLISHER 2K GAMES> DEVELOPER IRRATIONAL GAMES > RELEASE 2007 

THE SIN OF PRIDE 

S 
ince the game debuted on the 
rover of Game Informer back in 
March, BioShock has continued 
to impress both gamers and the 

media alike. Right nOIN, we can't think of a 
game we're more excited to get our hands 
on. Developed by Irrational Games, the cre
ative minds behind such dassics as System 
Shock 2 and Freedom Force, BioShock tells 
the disturbing tale of Rapture, the undersea 
utopia that went terribly, terribly wrong. 

As you begin to explore the art deco 
ruins of Rapture, you'll see hOIN the city's 
reliance on genetic modification and 
dependence on a mysterious 
substance called ·Adam' 
turned it into a 
nightmare tableau 
populated by 
hideous mon
sters. Against 
this grim back
drop, you'll 
be forced to 

you're going to survive, and what kind of 
person you' re going to be. 

The most prominent decision you'll 
have to make is if and what kind of 
Plasmids (the game's term for a host 
of genetic modifications) to make use 
of. These Plasmids range from familiar 
gaming powers like Pyrokinesis (fire 
projectile), Telekinesis (the ability to 
lift and throw objects with your mind), 
and Cryokinetic Touch (freeze) to more 
interesting powers like Springboard Trap 
(a small vortex that launches enemies 
into the air when they step on it), Decoy 

(which confuses enemies into think
ing one of their own is you), 

and Splicer Irritant (causes 
Splicers, one of the game's 

most dangerous enemies, 
to attack the next thing 
it sees). 

Given that the mutants 
that now stalk you in 
Rapture were horribly 
changed by their addic
tion to genetic modifica

tions and Adam, it's likely 

that you are running a terrible risk by using 
Plasmids, although Irrational won't reveal 
just what the cost to your humanity will 
be. They have, however, lifted the veil on 
some of the game's levels. Thus far, most 
of the footage shown has been in the rav
aged art deco interiors of Rapture, but the 
enormous underground city holds many 
more surprises for the player. One inter
esting level is Arcadia, a giant biodome 
that provides the oxygen for the entire 
complex. Although you are still within the 
confines of Rapture, Arcadia plays out 
as a gigantic forest, demonstrating that 
lrrational's design has been limited only by 
its imagination. 

Whether you proceed through the 
adventure in a moral fashion, or gradu
ally become what you've come to hate 
most, there's no doubt that BioShock is 
looking to be one of the most gripping, 
creative visions brought forth in video 
games for a long, long time. Although 

• it's not slated to release until 2007, we 
expect the time from now until then will 
be spent fashioning this promising title 
into a true classic. ■ ■ ■ 





PC 

Age of Empires Ill: 
The Warchiefs 
> STYlE I ·PLAYER ACTION (UP TO 8-PLAYER VIA INTERNET OR LAN)> PUIUSltO MICROSOFT GAME STUDIOS 
> DEVILOPIII ENSEMBLE STUOtOS > 118.EASE OCTOBER 10 

GOING NATIVE 

C 
onquering the New World during 
the age of imperialism was all fine 
and good in Age of Empires Ill, but 
who doesn't want to step into the 

moccassins of a brave Native American and 
kick a little European rear? This expansion 
for AoE 111 allows players to do just that, and 
packs in some improvements to the basic 
gameplay to boot 

The biggest differences between native 
civilizations and their Old World counter
parts are the titular Warchiefs and the Firepit 
structure. The Warchief unit serves as the 
native version of the Explorer ( a hero unit 
that can't be permanently killed), but unlike 
the Explorer will grow in power as your tribe 
advances through the ages. Warchiefs also 
give aura-like buffs to nearby military units, 
so keeping him upright and in the fray is 
very desirable. Firepits allow you to order 
your worker units to perform specific dances 

that give global advantages to your civiliza
tion. For instance, the fire dance will greatly 
increase the damage your troops do to 
buildings, which counteracts a major native 
vveakness. Of course, dancing worlc.ers bring 
in no resources, so rt's a balancing act like 
anything else. 

A couple of new multiplayer features 
sound interesting as well. A "treaty moc1e• 
where nobody is allowed to attack for a set 
timeframe v.;11 allow for games devoid of 
early rush tactics. Plus, a •revolution• option 
for European civilizations (which takes the 
place of advancing to the Imperial Age} 
turns all your workers into militia and gives 
big military boosts at the expense of your 
Home Gty and resource-gathering. All in all, 
Age of Empires Ill: The Warchiefs should 
offer plenty to fans when it launches on 
October 10. ■ ■■ 

PLAYSTATI0N 3 

Mobile Suit Gundam: 
Crossfire 
> STYlE 1-l'IAYER ACTION (MULTIPLAYER TBA) > PU BUSHER NAMCO BANDAI > DEVELOPER NAMCO BANDAI 
> REI.WE WINTER 2006 

ALL GROWN UP 

I 
f nothing else, the new Mobile Suit 
Gundam can boast of some impres
sive visuals. Early demos of the game 
show off the mammoth mech fighting 

machines with impressive weapon effects, 
swirling dust, and remarkably detailed vehi
cle bodies. From the surrounding landscape 
to the intricate appearance of man-made 
buildings, there's no part of the world that 
doesn't look great For those more familiar 
with the anime look of the franchise, this 
realistic style is likely to be a major change 
of pace. 

From what we've seen of the game in 
action, there's not as much to surprise 
players on the gameplay side of the equa
tion. You'll control your bulky Gundam 
with appropriately bulky, slow responding 
controls. Moving and changing direction 
takes time and patience, unless you 
make use of the available jet pack 
on your suit for faster maneuvering. 
In the demonstration we saw, the 
Gundam utilized some massive 
long range weapons in addition 
to an energy blade used to slice 
apart machines. Individual pieces of 
enemy vehides can be destroyed 
until your foe completely collapses 
in a quick cutaway cinematic. 'Mlile 

the action seems pretty standard behind
the-back fare, there's some evidence of 
open-ended missions that allow you to 
tackle objectives at your own pace and 
from your own angle of attack, as well as 
command your squad so you can plan out 
your own strategic approach. You'll also be 
able to upgrade your mechs using points 
you acquire through completing mission 
objectives. Honestly, it's like no other game 
we've ever encountered. 

Sarcasm aside, given the early stage of 
development, it's not surprising that the 
gameplay was in need of some polish. 
On the bright side, to see the game look
ing so great this early on bodes quite well 
for the final visuals. Here's hoping the 
playability of the game catches up in the 
coming months. ■ ■ ■ 





PLAYSTATION 2 

S0C0M U.S. Navy S.E.A.L.s: 
Combined Assault 
> STYLE 1 OR 2-PIAYER ACOON (UPTO 32-PIAYER V1A INTERNET OR LAN) > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA > DEVEIOPER ZIPPER 
INTERACTIVE> REI.EASE NOVEMBER 7 

ONE LAST DANCE ON PS2 

T 
he millions of rabid SOCOM 
fans out there will be gratified 
to learn that they won't have to 
break the bank on a PlayStation 

3 to enjoy the next revision of the 
franchise. Combined Assault, while in 
some ways aptly desaibed as •socoM 
3.5,' nonetheless throws a ton of new 
content as well as a number of tweaks 
to the gameplay that should justify the 
price tag for any fan of the franchise. 

The biggest and best improvement 
is undoubtedly the online four-player 
co-op. Being able to tackle the entire 
single-player game with up to three 
buddies controlling the rest of your 
squad is something that many fans 
have dreamed of for a long time. Even 

better, the online community sup-
port that is so integral to the SOCOM 
experience extends to leaderboards for 
co-op stats as well, so you can find out 
if your team really is the best virtual 
anti-terror squad out there. 

Also in the realm of single-player 
additions is revamped Al that will have 
each enemy adopt different tactics 
based on what kind of weapon he's 
carrying. Snipers will try to maintain 
distance from your team, heavy 
machine gunners will lay down a base 
of suppressive fire from a stationary 
position, and dose-range combatants 
with SMGs or shotguns will attempt 
to bound from cover to cover while 
dosing to an effective range for their 

weapon. The developer expects play
ers to see much more coordination 
and actual tactics from the Al-con
trolled enemies, which will make 
pulling off a successful strategy that 
much sweeter. 

Multiplayer, of course, is far from 
neglected. A slew of new 32-player 
maps will join the entirety of SOCOM 
3's multiplayer element in Combined 
Assault This means that you'll be able 
to jump online and fight SOCOM 3 
players without having to go back and 
load up the older game, though they 
obviously won't be able to play on 
any of the new maps. Also, in addi-
tion to the community support that 
SOCOM players expect (leaderboards, 
stat-tracking, etc.), Combined Assault 
players will have a wealth of cosmetic 
customizations at their fingertips. This 
aspect is planned to be extensive 
enough that it'll be rare to encounter 
someone online with the same look as 
anyone else, so you should be able to 
recognize that spawn-<amping bastard 
on sight rather than have to squint at 
nametags before gunning him down. 

Though it appears that any truly 
significant changes or re-workings of 
the SOCOM formula will have to wait 
for the PS3, Combined Assault has 
all the makings of a great pickup for 
current fans. And the best part is that 
the November 7 release date isn't that 
far off. ■■■ " 
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Tiger Woods PGA Tour 2007 
> STYLE I TO 4-PlAYER SPORTS (UP TO 4-PI.AYER VIA PS2 ONLINE OR XBOX LM) (PS3 ONLINE TBA) > PU BUSHER EA SPORTS 
> DEVELOPER EA REDWOOD SHORES > RELEASE OCTOBER 10 (NOVEMBER FOR PS3) 

YEAR OF THE TIGER? 

A 
nother toumameni 
another Tiger win. After 
his recent major victory, 
the only other thing Tiger 

could do to cement his place as 
the greatest golfer of all time is to 
bring about world peace. Think 
Jack Nicklaus could talk down 
the Israelis and Hezbollah? Puh• 
leazzzze. Send Tiger over there 
with a nine-iron, and not only 
would he get it done, he'd prob
ably come back with Bin Laden 
too! He's like Jimmy Carter, only 
with a better chip shot and with· 
out the peanut smell. No, the 
real challenge is how to make 
the latest installment of his video 
game new and exciting. 

Straight out of the gate, Tiger 
comes at you with something 
fresh by adopting the upcom· 
ing PGA Tour season format 
with The FedEx Cup, its points, 
and the PGA Tour's first ever 
playoff system. This is similar to 
NASCAR's Chase for the Cup 
format in which a champion is 

crowned after a reset of points 
based on final regular season 
standings and the ensuing play· 
offs are played. Short of lining 
the fairways with anti-personnel 
mines, this new system is an 
exciting change for the sport 

Handling the pressure from 
a course lined with spectators 
isn't quite as unnerving as fight· 
ing man-eating lions in a hostile 
coliseum, but nevertheless, Tiger 
07 wants to make you sweat 
The galleries are bigger, and the 
crowds will follow you from hole 
to hole cheering and booing you 
as you go. Too bad you can't use 
Tiger's caddy to tell people to 
shut the hell up. 

EA says that the dual analog 
swing system has been refined 
to make getting that perfect 
swing down 'tougher." While 
we don't agree that the new 
mechanics actually make the 
game harder, they do give you 
some new options to get you out 
of those tough spots. Although 

the usual options to choose a 
flop or chip shot are still there, 
with the right analog stick you 
can now change the pitch of the 
dub face, thereby changing how 
you strike the ball. This can come 
in handy if you need to loft it 
over a tree or angle your dub 
head down to punch the ball out 
of the rough. 

Still, even if your game is a 
little off, in the career mode 
you can take on challenges and 
bone up on your strokes before 
heading off to a tournament to 
sink the tour studs. Practicing is 
now a more integral part of the 
game instead of just a stand
alone mode in the main menu 
to be ignored. 

Okay, so maybe this new 
Tiger Woods isn't as exciting of 
a proposition as if it were Tiger 
Woods' Al-Qaeda Killer, but if you 
get a good handle on the new 
analog options, you could be 
absolutely deadly with a putter in 
your hands. ■ ■ ■ 

:• previews 

PSP 

Cash Money Chaos 
> STYU 1-PlAYER ACTION (UP TO &-Pl.AYER VIA A0-00C OR INFRASTRUCTURE) 
> l'URJSIIEI SONY ONLINE ENTERTAINMENT > DlVBOPEll SONY ONLINE ENTERTAINMENT 
> IIBEASl MARCH 

TOTAL CARNAGE! 

S 
ony Online Entertainment 
( one of the most innovative 
PSP publisher/develop-
ers around) has recently 

announced a Smash lV-styted romp 
exdusively for the handheld platform 
and we got the lowdown with some 
hands-On playtime. Cash Money 
Chaos features a bunch of modes 
designed to highlight the same thing: 
frenetic action. Players are abducted 
by an alien race that enlists thetr cap
tives to battle through a messed up 
interpretation of a '70s game show. 

SOE's take adds contemporary 
features to the Smash M.O. like eight· 
player deathrnatches, two to four
player co-op survival, and a so-level 
single-player onslaught We recently 
got to play through a few stages of 
the orrus level and v,.,ere nothing 
short of delighted with the action. 
'Mth controls along the lines of 
Geometry Wars and wave after wave 
of, shall v,.,e say, inno
vative enemies, CMC 
seems destined to 
be an adult send-up 
of one of gaming's 
dass«: ideas. 

This as certainly no 
ride for the kiddie 
sei desptte its youth· 
fnendly 1nspuatJons. 
Bearded ladies, laser 
equipped nipples 

( not on the same character, mind 
you), and hillbillies are merely the 
vessels for dialogue that v,.,e've heard 
is so over-the-top that the ESRB 
was brought in to preview the script 
SOE's concern was that while this is 
the studio's first Mature-rated game, 
they wanted to ensure that the title 
wasn't jumping into AO territory. 

Whether or not the politically incor· 
rect situations and characters w,II 
offend depends on the player, but it 
looks like the action will be hard for 
anyone to deny. The single-player 
was over the top chaos with swarms 
of enemies to control, pov,.,er·ups 
to grab, and money to collect 
Multiplayer indudes this along with 
(in the versus modes) the goal to 
steal money from the other players. 
Cash Money Chaos will make you 
squeal - an involuntary response, 
v,.,e've found, from so much pure fun 
in such a small package. ■ ■ ■ 
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Madden NFL 07 Valkyrie Profile 2: Silmeria 

With the release of Okami, Clover Studio's Atsushi Inaba joins the ranks 
of the very few game designers with a genuine masterpiece under their 
belts. Drawing on the deep traditions of Japanese charcoal brush art, 
Okami delivers some of the most gorgeous visuals we've ever witnessed 
in a game. The gameplay, which utilizes a host of innovative brush
based powers, is every bit as inventive as the graphics. Even as the 
focus of gaming moves towards the next generation, you owe it to your
self to boot up the old PlayStation 2 for this grand adventure. 

NHL 07 

Our crack (or crackhead, we can 

never decide which) review team 

rates games in a number of cat
egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

THE SCORING SYSTEM 
10 
9 
8 

Outstandu,g. A truly efrte title that is nearly pe,fea 111 ~ way. This score is grven 
out rarely and indtcates a game !hat cannot be missed. 

Supert,. Just shy of gam,ng nrvana, tfus score ,s a high recommendation because 
the game reviewed ,s head-anckhoulde aboYe its compention. 

Very Good lnnovatNe, but pemaps not the nght chooce for everyone. This score 
indicates that there are many good things to be had. but arguably so. 

7 Average. The game's features may v.Ofl:. but are nothing that even casual players 
haven't seen before. A decent game from begw,ntng to end 

Dungeon Siege II: Broken World 

Dragon Quest Heroes: 
Rocket Slime 
With an irresistible combination of classic Zelda-style action and 
genuine charm, Dragon Quest Heroes: Rocket Slime is a rare all-ages 
game that appeals to young and old alike. Surprisingly complex, yet 
easy to pick up and play, expect Rocket Slime to rule your OS for 
some time. Plus, that little blue blob is just so cute! 

> Concept: IMlat 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 Limited Appeal Although there may be fans of games rece,ving this score, many w,II 
be left yearning for a more rewarding game e,penence. 

> 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 obvious !hat the game has lots of potential, but its most 
engaging features rould be under-.ably flawed °' not integrated into the experience. 

Bad While some things may wont as planned, the majority of this title either 
maJfunaions to varyw,g degrees °' rt is so duD !hat the game falls short as a 'MlOle. 

Painful tt there is anything tha(s redeeming 111 a game of this calibef, ti's buried 
beneath agoruing gameplay and uneven execution ., its features °' theme. 

Broken. 8asicaly ~ n.s game is so nsufficient in execution that any value 
would be def1Yed in extremely smal quantities, d at all 

Pluto. Fails to meet the scientrfic definl!Jon o1 ·game: 

> Replay Value 

High - You'll still be popping th~ game in frve years from now. 

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

Moder.lie - Good for a few months or a few times through. 

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

low - You1I quit playing before you complete the game. 



Loco Roco Mega Man ZX 

Company of Heroes 
Heavyweight RTS developer Relic Entertainment has done it again. 
Company of Heroes melds a slew of advanced and innovative concepts 
into an amazing whole, and sets a new high water mark for the genre. 
The way you think about a battlefield may never be the same after seeing 
what happens to the environments here once the Axis and Allies have it 
out. Find out why World War II isn't quite played out yet as a video game 
setting on page 108. 

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

This ,s where GI breaks down multi plat 
form gdmes So whenever you see this 
logo, there 1s important multi system 111for 

mallon regarding that product 

Content suitable 
onlyf0< adults. 

1080i -A resolution specificallon used fo< HIJTY. 
t080i stands fo< resolution of 192())(1080 prxels. 
The Y means that the ooeo • betOg interlaced 

480p - Progressive SC,anning. this option ("p"• 
progressive), creates a p,cture signal v.,th double 
the SC,aO &nes of a CCO'le!11Jonal interlaced 
picture, 480i (I- interlaced), 10 create a 
ooticeably sha,per image. The 480p image 
offeis higher ptCt\Jre resofution and eliminates 
wtually al motion ar1lfacts in a 640x480 pixel 
resolubonsemng 

720p - A resolution specification used f0< HIJTY. 
720p stands f0< resolution of 1280x 720 pixels. 
The "p' means that the ooeo is in progressive 
foonat 

odion - A term we use f0< games hke Devil Mitt 
0y and illewt,fuf Joe 

ad hoc - A lype of v.veless connection that 
oonneas you v.,th other players in your 
immed•te v.anrty 

- - A term we use f0< games ike Myst 
and Esc.ape From Monkey Island 

Al - Mrooal Intelligence. Usually used to refer 
to how wel the computer reacts to a human 
opponent 

bloom - "'1 effect that ~mulates the soft. blurred 
y}c,I of bnghl hght reflectrng off of surtaces 

-.r -A term we use f0< games ike Jeopardy! 
and Mario Party 

eel shldlns - A tedinique used to create 3D 
rendered ol'lf(1S that resemble hand-drawn 
animation eels 

E3 - Electrooc Entertainment Expo. The world's 
la,gest CCO'le!1tion f0< ooeo games 

fi&hllr'I- A term we use fo< games ike Mol1al 
Kombat and Dead 0< Alive 

llnt-po,ty -A game made by a console 
manufacturer's internal de,elopment teams 
exdusively f0< its own system 

FMV - fiJl1 Motion llodeo. Usually refeis to on 
animated a; cutsceoe 

FPS - Frames Per Second. How many animallon 
frames happen in one second. Also used to 
denote Fi<st-Person Shooteis Ike Halo, Doom, 
and Call ol Duty 
"-- The frames of animation used to 

create the ilusion of rllOYemer1t 
honland - A game's menus and options 
GIA - Game Boy Advance 
GC - GameCube 
HDIV - High Definrtron Televisron 
infnslnldun - A lype of wueless oonnectJon 

that uses the Internet to connect w,th other 
players o,,er long distances 

1somo1ric - Three-quarters top doMi view, ike 
StarCraft 0< Baldut's Gate: Dari< Aliance 

ISP - Internet Servrce PmYider. The COfTl)anY that 
provides you v.,th acress to the Internet 

joaies - Graphical ines that are i,,gge<l v.!len 
they shoolcl be straj,t 

LAN - Local t,,e, Networic. Cooned>1g CXlfTl)Uters 
°' a,nsoles together v.lthrn a smal space to 
.... "'"'""""'!Jon between them. Provides 
ras1, siruhaneous gameplay 

MMO - MasSlllely Multrplayer Online. Usualy 
applied to role-playing trdes, we use this term for 
games w,th peisrsten~ multi-user onlne woods 
Ike EverQuest and World ol Warcraft 

IIIOlicNI blur - Phantom frames folow an obJe<1 
to gM! the rnpr~ of - speed 

......a llllppinc - A graph,cal tedir,que 11 

whrd, a ht-res ski, containing 30 1nf0<mation, 
revealed by ight reflecting off the surface, is 
wrapped a,oond a low-res model 

NPC - Non-Player Cllaractef. Those people 
and creatures you see wandenng aroond 
11 games that are no( being oontrolled by actual 
h...-nans 

portide effects - Thongs like smoke Of spartcs 
created 11 real-ame 

plalfvml -A term we use fO< games ike Super 
Maoo and Crash Bandicool 

fNIIHIP - \\t1en ooieas onscreen suddenly 
appear, typically due to poor draw distance 

PS2 - Sony PlayStation 2 
puule- A term we use f0< games like Tetris and 

Puyo l'rlp 
~ - A term we use f0< games like Gran 

Tunsmo and Mario Ka<t 
RP<. - Role-Playrng Game. A game that in\ooes 

character ,mp,o,,ernent through collecting and 
spendr,g poots. A term we use fo< games like 
Fra Farnasy and Xenosaga 

- ~ Celel>nrtion - v.liat J)<blic 
nstrtutJons need to cal Maddenoliday. Not 
......,..,. beltMs ., the pa,yer ol John Madden. 
you know! 
.-, - A term we use f0< games like lkaruga 

and Gradius 
sports - A term we use for games like 

Madden NR. 
s1r-sr - A term we use fo< games like La 

Pucefle and Front Mtssoon 
third-plfly - Something made fo< a console by a 

company other than the console manufacnJer 
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PLAYSTATION 2 I XBOX I GAMECUBE 

Madden NFL 07 
> STYl£ 1 TO 8-PIAYER SPORTS (PS2), 1 TO 4-PIAYER ()(BOX, GQ (2-1'1.AYER VIA PS2 ONLINE OR XB0X lNE) > PUBUSHER EA SPORTS 
> DEVELOPER EA TIBURON > RELEASE AUGUST 22 > ESRB E 

HATE THE GAME, NOT THE PLAYA 

T 
his game really scares me. After playing as 
a wide receiver in its improved Superstar 
mode, I started to act like Terrell Owens -
and that's not cool. I was calling for the ball 

every play and became upset with the coaches 
and my QB when - on a crucial third down play, 
for instance - the ball wasn't thrown my way. Once 
I even yelled at the lV, •Hey -hole, I was wide 
freakin' open!!" Luckily, my ego shrunk to man
ageable proportions when I started playing more 
workmanlike positions such as offensive tackle. 
And that's why I'm a little fearful of this game - that 
Superstar mode is effective enough that it changes 
my mentality whenever I play it 

Make sure you use between-game practice 
sessions to learn the nuances of your position, 
because some will be easier than others. For 
instance, receivers don't make hard cuts, so run
ning precise routes can be difficult Add on the 
fact that neither of the camera views available to 
you makes it easy to judge incoming passes, and 
playing WR can be feast or famine. Despite this 
learning curve, Superstar mode is immediately fun, 
as even a routine block, catch, or pass deflection 
becomes a personal triumph deserving of a gra
tuitous celebration that would make the refs mad 
and Steve Smith envious. 

What strikes you about this 
mode is just how crucial each 
position is to the football team as 
a whole. Miss a block, run a bad 
route, or ignore your defensive 
zone and terrible things could 
happen very quickly. You are just 
one cog in the machine, and 
ultimately, that's what makes 
Superstar mode both good and 
bad - but always realistic. As 
awesome as it is to play so well 
that you change the course of the 
game and accrue different player 
roles and influence points (which 
you can spend on yourself, your 
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teammates, and even against the enemy), it's also 
easy to get frustrated at those around you. The Al is 
pretty conservative in its playcalling, and oftentimes 
just doesn't call the right plays. Coach calls a play 
that sends the receivers short of the first down 
on third and 15? Too bad. Unless you're the QB, 
you can't audible out of it. You can run the perfect 
route, but then the Al QB might make an awful 
throw that gets picked off. It's moments like that 
when that selfish, Owens-like streak starts to rear 
its ugly head. 

For those who are after more traditional Madden 
play, you may be disappointed when I tell you 
that I don't think one gameplay problem was foced 
from last year. Dropped interceptions, sticky anima
tions, bad Hit Stick response - they are all here. 
The Lead Blocker feature is very cool, but it too 
suffers from a problem from the past Blocking on 
the backside is difficult and leads to many losses 
behind the line of scrimmage. All in all, though, I 
found myself taking control of a FB or guard just 
to blow guys up. This year's Franchise mode has 
added roles to some players, which creates a sort 
of team chemistry aspect to your locker room. A 
Franchise QB, for example, gives stat bumps to 
players around him, while a First-Round Pick will 

WELCOME TO THE NFL 
• First Play As a Rookie: Line up as a cor

nerback against Colts' Marvin Harrison in pre
season. I crap my pants a little 

• Halftime: I have five influence points, in part 
because a good return I had on a kick-off 

• Encl of the Game: I end up with nine influ
ence points, one tackle, and three deflected 
balls. Marvin Harrison? He only caught two 
balls in just over a half of football, and was a 
non-factor. SHU1 DOWN. CORNER, baby! 

demand a minimum amount of playing time. All 
role players' overall attributes and even their free 
agent value will also change depending on how 
they play within your team. 

Despite the overall fun I had with Superstar mode, 
it's unfortunate other aspects of the game haven't 
been fixed. I guess it's like the real NFL, where a 
great individual performance by a player is good to 
see, but winning it all requires the combined effort 
of everybody working as a team.-KATO 

BOTTOM 8 25 
LINE • 

> Concept: Madden evolves 
Superstar mode in a ~ that will 
elevate your ego to planet ~ze 

> Graphics: I didn't notice any 
differences from last year 

> Sound: There's only one thing 
to say: Wrr/ am I still hearing 
Tony Bruno's voice in this game? 

> Playability: The new 
onsaeen menu overlays make 
the myriad pre-snap options a lot 
~ to perform 

> Entertainment Ceding some 
ol your play-to-play control in 
Superstar mode ~ a tradeoff 
Jor how fun th~ mode can be 
at times 

> Replay Valut: Moderately 
High 

Second Opinion 8 

The current-gen games are 
finally starting to show their 
age when stacked up against 
Jhe Xbox 360 offering. And 
I'm not Jalking about Jhe 
visual comparison. The 
current-gen Vlrions are 
missing my favorite add~ 
lion to !his year's game: 
The Madden Gamer Lelle!. 
Most ol my lime with this 
series is spent competing 
in multiplayer. The Madden 
Gamer Lelle! caters to !his 
crowd with its gambling and 
stat trading furKlionality. 
ruside of !his, the cur
rent-gen games continue to 
dominate on the gameplay 
front The running backs are 
more receptive. recievers 
read the baD better. and the 
Af is far more aggressive on 
defense. Additionally, !his is 
the only place where you'll 
find Owner mode. I also 
like how Jhe presentation 
behind Hall ol Fame mode 
pulls you into your career. 
This Jrusty quarterback still 
has some game left in its 
blood. bu! by no means 
is ~ in the same league as 
Jhe up-and-coming Xbox 
360 title.- REINER 



M•UilfolllllllfoilllliM 
XBOX 360 I PLAYSTATION 2 I XBOX I PC 

Just Cause 
> STYLE I-PLAYER ACTION> PUBLISHER EIOOS > DEVELOPER AVALANCHE STUDIOS> REI.EASE SEPTEMBER 19 > ESRB M 

WELCOME TO THE JUNGLE 

A 
s bullets whizzed by me on all sides, I 
planted the final explosive to blow the 
missile facility sky-high. The timer set for 
mere seconds, I jumped down from the 

scaffolding, machine gun blazing at the nearby 
guards. Mowing them down, I made a beeline for 
the nearest jeep, keenly aware of the seconds tick
ing past. Stealing the vehicle, I floored it towards 
the cliff, driving the jeep right over the edge. With 
the ocean thousands of feet below me, I climbed 
out of the car, jumped, and opened my parachute, 
floating down to safety as the missile facility 
exploded behind me. 

There are a lot of exciting moments like this in 
Just Cause, the open-world title that puts you in 
the shoes of Rico Rodriguez, an American law 
enforcement agent tasked with the overthrow of 
the evil president of San Espirito. These exciting 
sequences are coupled with a tropical setting 
that's unique in the sandbox game genre, some 
original ideas like your ever-present parachute, 
and a very welcome lack ot conventions lifted 
from Grand Theft Auto. However, on the other 
hand, a few issues detract from the overall experi
ence, making Just Cause more of a promising 
start than a real revelation. 

As in any sandbox game, Just Cause is divided 
into story missions and side quests, some of 

which are more compelling than others, par
ticularly the liberation missions. With the help of 
some Al rebels, you must free small towns from 
government rule by killing the occupying troops, 
destroying their barricades, and raising the rebel 
flag. Free enough towns, and the entire province 
will come under guerilla control. Performing 
liberations and other missions earns you pro
motions within the various factions on the 
island, resulting in better weapons and vehicles. 
Causing political instability certainly appeals to 
the agitator in me, and is one of the most suc
cessful aspects of the game. However, others 
don't work as well. 

Most other side quests are essentially piua 
delivery missions: go here, get this, bring it 
back. In other words, they're boring. Demolition 
missions seemed like they would be fun, but 
on several of these I discovered that my target 
couldn't actually be destroyed, due to a weird 
clipping bug. These were few and far between, 
but not the only glitches I encountered. On other 
occasions, I found myself stuck on the front of 
a car, unable to leave the water, and floating off 
the ground. The context-sensitive action button 
also gave me occasional problems; several times 
I tried to open my parachute after jumping out of 
a burning aircraft, only to discover that I triggered 

the ' jump to vehicle' stunt instead. This naturally 
led to flaming death rather than escape. 

Despite the flaws that keep Just Cause from 
earning a higher score, I encourage you to check 
it out if you like the genre or the subject. It is a 
fun game with some cool ideas, just one with its 
share of problems. If nothing else, it tries a few 
new things, which is more than you can say about 
many games.-JEREMY 

B0110~1 7 25 
LIN[ • 

> C-ept CNer1hrow a comJl)I 
Souil, Amerir.an goYelMleOt l"1 
caosing chaos m a lush. open
world jungle setting 

> Gnphics: Whie some short· 
CIJIS -e iaken, 1he SG!le and 
scope of 1he IJopal serung are 
imp,essive 

> Sound: The voice v.ol1< and 
music are decen~ but bolh 
recycle 1he same dips 100 often 

> Playability: Too many func
lioos are mapped lo 1he same 
key, especially since ooe face 
button ISll'I used at all 

>~It's noceto 
see a sandbox game lhai ISll'I 

ap,ng GTA and has new Ideas, 
but a lrttle add1lJonal polish 
wouldhaw,helped 

> Replay Value: Moderately 
High 

Second Opinion 7 

btCUt1blsic.llythe 
billellmiedblldpd 
ri 1111M 1h11 I hM Rell 
11qlile1 .... ~. 
tleWlllld1pllt{ll"'5' 
M-lllllvau•• 
1111MeorWlldloneotlllt 
amanes.Thelamaleo 
SOll1dloo is a pt mood 
dlr, luthevoic.
-~bevme. The 
..,..,offeslri
lilrQ miedwilh bodl m.
and l1W10I ...,,.nee. The 
pndUI/ mechanic com
lnl wilh thep,pq"' 
mlllslorsomespe(llallar 
mamenlS 15 yau lall onlo 
n1 llnd on -,Pd IIIDq 
'llhilles.~. 
111051 d the olher medal, 
ics ftllhs llllll done. The 
wlidesPRUYnuh5linli. 
nlthe-•abcu 
aulase ID Mlllt as you 
<111 ll!l ror 1Us Ids nl 
ir>pne buss (and yes, this 
pne his plenly d issues). 
than SIi some "'1 111 be 
bnl pncluiltl 1111111d 
thewodd and laq SUI 
...... thisisdqenxl!lr 
dale ID beq ~ plain bad. 
'llrf? bl CUt.-ANDI' 
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PLAYSTATION 2 I XBOX 

NASCAR 07 
> SlYU 1 OR 2-P\AYER RACING (UP TO 4-PIAYERVIA PS2 ONLINE ORXBOX lM) > PUIIUSHO EA SPORTS > D£VU0Pfl EA 
TIBURON > lt£UASI: SEPTEMBER 6 > ESIIB E 

NOT QUITE THE CAR OF TOMORROW 

I t's obvious that NASCAR fans will 
buy anything. For a fanbase that 
eveiyone thinks 1s a bunch of po' 
rednecks, they sure have a lot of 

money to blow on Junk. The Official 
Doorstop of NASCAR? Put 1t 1n the 
cart The Official Tampon of NASCAR? 
Sign me up! By the Wirf, where can I 
get one with Cari Edv,.,ards' head on 
it? The only real question is whether 
fans will buy this years game, seeing 
as how it has no ma)OI' imprOllelTleOts 
or features from '06. 

This game tnes some new things, 
such as giving dnvers skill grades 
depending on the type of track and 
letting you earn attnbute bonuses 
during a race, but I honestly didn't 
see much difference on the track. 
However, it did seem like cars' han
dling was a little easier, and getting 
tapped in the rear quarter panel is 
less likely to put you into a spin. But 
these are small matters. You could 
make more changes to a chaSSIS in a 
13~nd pit stop than were made 
to this title. IM'lere's the next step in 
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Fight to the Top mode? There are 
no in-depth off-the-track features. 
No new teammate commands. This 
mode is fruitlessly gomg around 1n 
ordes worse than Kyle Petty. I will 
Sirf, however, that I'm thankful that 
the mode's long rise up the ladder 
to the Cup cars is easier thanks to 
the new Allstate Qualifiers, which 1s 
a series of test sessions at different 
tracks. Do well enough 1n them and 
you can Jump straight into a Kenny 
Wallace-owned Busch car. 

The one thing that makes this 
game worth it to NASCAR rubes hke 
you and me is that the new speed 
blur makes side-by-side raong pretty 
damn cool. Of course, developer 
Tiburon missed a huge opportunity 
to make the racing really awesome 
when they decided not to include 
live cougars in the cars (or put Ricky 
Bobby on the cover), but maybe 
that's just the Wirf I like to race. Still, 
rt looks like we're all going to be 
on hold for a while until next-gen 
kicks in.- KATO 

BOITOM 7 75 
I.INE • 

> c-e,t Make so few chang
es !hat !he seoes 6 no longer 011 
!he lead lap 

> Grapl,la: The mooon blur 6 

lanlaStlc, and depending 011 lhe 
cameraVtew, 61asl 

> Sound: Your spotte!'s acru
racy hasn'I rnpro.ed at al 

> Pllylbilily: Bengabfe lo 
change your CM's sen5IIMly 
v.thota p,ar,g isn't rtalistlc. tu 
you may find h1seful 

> ~ Raan' ~ 
amays loo. And even "'°" so d 
you spin ext Tony Slewart along 
theway 

> Re,lly Vllue: Moderately 
High 

Second Opinion B 

Sore it is a tad disappor1lllg 
!hat NASCAR didn't nae a 
nexl-generabon debcJ this 
season, oot I can't be more 
pleased MIil EP:s current-gen 
offenngs. Boch versms arenl 
that different from last year's, 
00( the moment~ slart. 
~ can tel that a lot d lime 
has been spent mab1g the 
cars drive belt£r lhan f'll!I". 
You coud ague that the 
llafll' IS "easier; bt.( I prefer 
the plrase •more~
In the cased NASCAR 07 
this is a~ S11Ce one 
wred can spoil 'f{U S61SOO. 
I am d the woot Craftsman 
Trud senes dnoier f'll!I", bt.c 
get me behind the wheel d 
the Nexlef Cup cars and rm 
a speed demon. l!ernerriJer, 
l's about the ~41>
~ pawng that mab!s 
NASCAR..tlalitis,andllis 
eame dewer5 that eiqien, 
ence and more.-AHrlf 

MULTI-SYSTEM QUICKIES 
XBOX I PLAYSTATION 2 

NHL 2K7 
> STYU I TO 4-PIAYER SPORTS (2-PIAYER V1A XBOX LIVE OR PS2 ONLINE) > PUBLISHER 2K 
SPORTS> OEV'ElDPER KUSH GAMES> RELEASE SEPTEMBER 12 > ESRB EIO. 

I wouldn't necessarily say 
that Kush half-assed the 
current-gen versions of 
NHL 2K7, but it's safe 

to say that no more than 
three-quarters of an ass went 
into them. Crease Control, 
Cinemotion, and most other 
buzzwords that are included 
in the Xbox 360 version are 

nowhere to be found on the PS2 or Xbox. Pressure Control, however, is a part 
of the picture. If you enjoy dishing out hits and disrupting offenses, you are 
going to love this new gameplay addition, which basically allows you to tell 
your players to hit and cover others. Outside of this, however, the enhance
ments to gameplay are minimal. The Al is still riddled with holes and your 
money plays from last year will still work. It's a respectable game, but you can 
clearly see that Kush's focus was on the next generation.- REINER 

PLAYSTATION 2 I XBOX 

NHL07 
> STYLE I TO &Pt.AYER SPORTS ( I TO 4-PlAYER ON XBOX) (2-PlAYER V1A PS2 ONLINE OR XBOX LIVE) 
> PUBLISHER EA SPORTS> DMLOPER EA MONTREAL> RELEASE SEPTEMBER 12 > ESRB EIO. 

I f you ever wondered what 
last years game would 
have been like without the 
crazy deke-o-matic crap, 

well, you're looking at it. If "Old 
Time Hockey" is your motto, 
then this is your game. So much 
so, in fact. that there have been 
scarce improvements in this 
title from the pre-strike days of 

2004 - when Todd Bertuzzi didn't have a care in the world, and punching 
guys in the back of the head was just a glimmer in his eye. Regardless of the 
fact that you can pass now with the right analog. this game is for anyone who 
yearns for a simpler time when hockey was arcade-like and EA wasn't afraid 
to hit out on the ice - unlike the next-gen version.-KATO 

PLAYSTATION 2 I XBOX I GAMECUBE 

FIFA 07 
> STYLE I TO 4-PlAYER SPORTS (XBOX. GAMECUBE), I TO B·PlAYER (PS2) (2-PlAYER V1A XBOX LIVE 
OR PS2 ONLINE)> PUBLISHER EA SPORTS > DMLOPER EA CANADA> RELEASE OCTOBER 3 
> ESRB E 

A 
nother of FIFA's phenomenal soundtracks is the highlight of the great 
front-€nd production values that govern this years effort Gameplay, 
meanwhile, makes some minor adjustments this year - giving a few 
more control options including the ability to play with a scheme that 

is identical to Konami's Winning Eleven button layout. Unfortunately, the on
pitch visuals are starting to look a little iffy- let's hope the inevitable next-gen 
version in a few months can boast more than some minor upgrades. The 
manager mode continues the tradition of incredibly flexible options to build 
up your team and its profitability, now even allowing you to craft your own 
club from scratch. Not to be overlooked, the online interactive leagues should 
definitely please those of you looking to play more than just the friends on 
your sofa. Are there profound changes this year? Not really. Is this still the 
best soccer option that's not going to force you to spend a month learning 
controls? Yep.-MIUER 



XBOX 360 I PLAYSTATION 2 I XBOX I GAMECUBE 

LEGO Star Wars II: The Original Trilogy 
> STYLE I OR 2-PIAYER ACTION > PUBLISHER LUCASAATS > DMI.OPER TRAVELLER'S TALES > RELEASE SEPTEMBER 12 > ESRB EIO+ 

NOTHING QUITE LIKE THE ORIGINAL 

M 
y job is to review video games. The 
purpose of my existence, however, is 
to give George Lucas money. In the 30 
years that I've lived on this rock, my 

credit cards can confirm that I've purchased enough 
Star Wars merchandise to put two of Lucas' chil
dren through college. I won't deny that I have an 
unhealthy obsession with this distant galaxy, but 
it all boils down to Lucas and his crew's ability to 
rekindle the magic and excitement of a story that 
has been in our lives for decades. LEGO Star Wars is 
a perfect example of this. It made me feel like a kid 
again ... a kid who was watching the trilogy for the 
very first time. 

On a strange note, the inaugural release in the 
LEGO Star Wars series, which followed the prequel 
films, didn't sweep me off of my feet quite like this 
one did. What's interesting about this statement 
is that both games are constructed nearly identi
cally. You can clearly see that the brand of humor 
and quality of gameplay are fired from the same 
cannon. What sets these games apart is the source 
material. Don't get me wrong, I love the prequel 
trilogy, but comparing these films to the films in 
the original trilogy is similar to comparing Jar Jar 

Binks to Han Solo. The prequels don't have the 
strong story, likeable characters, or truly memorable 
moments like the original films do. As it turns out, 
even when recreated in building blocks, a story can 
go a long way. There are a ton of scenes in the 
prequel game that don't resonate for the simple 
fact that they didn't stand out on the big screen to 
begin with. Almost every scene in the original tril
ogy is instantly recognizable and ripe for Travelle(s 
Tales ability to turn serious moments into laugh
out-loud parody. 

For LEGO Star Wars, the sights and sounds 
are everything. This is one of the few games out 
there that can get away with its gameplay playing 
second fiddle to the visuals. It would have been 
nice to see some improvements in this regard, but 
the game's simplistic approach is still fun and fits 
perfectly with the theme. Basically, if you have the 
motor skills to jam on a button, then you are more 
than capable of making it to the end of this game. 
Most of the challenges revolve around mindless 
lightsaber flailing, rapid laser blasting, and straight
forward LEGO brick assembly puzzles. Platforming 
is still a part of the picture, and yes, the camera is 
a nuisance, but it's not as prominent as before and 

is more so shoved off 
to the side for secrets. 
The only gameplay ele
ments that really show 
off significant changes 
are the vehicles, which 

UNITING THE TRILOGIES 
This game comes pre-packaged with over so playable 
characte15 that made appearances in the original trilogy. 
Those who are playing the game on the PS2, Xbox, and 
GameCube have the option to load up save files from the 
prequel game to upload ~ character that is unlocked. 
So, you could in fact see Darth Maul facing off against The 
Emperor in the final battle in Return of the Jedi. Although 
the Xbox game is compatible with Xbox 360, the save data is 
not But this doesn't mean that you can't use prequel char
actelS. For a low sum, LucasMs is selling all of the prequel 
charactelS in one bundle on the Marketplace. 

oddly enough remind me of the old arcade game 
Zaxxon. Whether you are tripping up an AT-AT with 
a Snowspeeder tow-cable or making the Death 
Star trench run in an X-Wing, the game's obses
sion with jamming on buttons is ever presen~ and 
once again more than sufficient at delivering thrills. 
What you take away from the game are the little 
things, such as kicking stormtroopers with Lando, 
shooting off C-3PO's limbs so that he has to use 
his head to open doors, and Force pushing R2-D2 
off of ledges. 

In the end, I had a blast with this second go into 
the world of LEGO Star Wars. This entire game 
is held up by the comedy that it delivers, and 
as a result, I don't think I've laughed this hard in 
years. After finishing the game, the first thing that I 
wanted to do was run out and purchase every Star 
Wars LEGO set that I could find. It's good to be a 
kid again.- REINER 

BOTTOM 8 
LINE 

> Concept The second entry 
,n ihe LEGO Siar Wars senes 
stays ihe course. but is elevated 
higher lhan l1S predecessor by ihe 
source malerial alooe 
> Graphics: LEGO pieces don't 
exactly have a Ion of detail, yet 
Travelle(s Tales has managed 10 
creale a beautiful game 

> Sound: John Williams steals 
ihe show here, but lhe mumbling 
stormlrool)ffi also desefve props 

> Playability: Dealh is an 
impossibility and most of lhe 
game utilizes one button 

> Enttrtn,ment; Although « 
can be completed m one silting, 
!his is a game that you ,.,1 coo
bnue lo go bad< to 

> Replay Vlllue: Moderaie 

Second Opm1on 7.5 

I've - had mon! fun 
wilh an average aame than 
I had with LEGO Siar Wars 
II. Wlat11lactsi11111l(M
tion and ~ II makes 
up for wilh accessi>ilily and 
tons of laughs very mud, 
along the ines of 11s hilan
ous predeces5or. The few 
new additions, like land 
vehidesand ..... Slages. 
are cool~ c1on, add Mff 
cimension; yo/re 511 basi
~ mashing a couple~-
111115 enclmtf. Oespile lhe 
pme's <Mral 5impficly, 
OMloper Tl'Mlel's Tale 
dM1y paid..,_, lhe 
liale details (rtjokes, incxt
ables, crealH<haracter). 
and !hat's precisely whal 
makes 1he whole~ 
lOendeellngandacldicl,;e. 
I as.sen'bled theworsl non
Gungan Siar Wars charac!!r 
Mr - a 811h Jedi i1 a l)IJl)le 
ape~ l.l!ill's metal 
bbli and no l)IIW5. You 
can even play as Garindan. 
~he'sr9tfonlyaood 
fof one tlq: I vic1lm of 
repealed force d1oking. 
l'olfl8 or okl, al pners can 
"""&Ml11hll NIiiy Iona
nosed .. IP'f whal 
he deserves! Remember 
Dodq8ay941-IOE 
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> STYLE !·PLAYER ACTION/ADVENTURE > PUBLISHER CAPCOM 
> DEVELOPER CLOVER STUDIO> RELEASE SEPTEMBER 5 > ESRB E 

HIGH ART 

I 
've been keenly anticipating Okami for quite 
some time. The game's gorgeous water• 
color visuals, unique brush-based gameplay, 
and the fact that it was being made by 

Clover Studios' Atsushi Inaba (the creator of 
Viewtiful Joe) marked it as a game to watch. 
However, as I sat down to begin the game, I 
certainly wasn't prepared for what I was about to 
experience. I had expected a quirky, unique title 
with an engaging and fresh art style. 'Nhat I got 
is probably one of the most engrossing gaming 
experiences I've had in recent memory - an 
enormous adventure that I think stands among 
the greatest PlayStation 2 games ever released. 

As you begin the saga as Amaterasu, a white 
wolf god who holds the power of the Celestial 
Brush, you start off exploring what appears to 
be a very small world, experimenting with slight 
powers that allow you to make trees bloom 
or gates to be cut in two by cirding or slashing 
with your brush. From this rather modest intro
duction, you'll gradually conquer all 13 of the 
Celestial Brush techniques, which will eventually 
allow you the power to bend even time and 
the elements to your will. Just as the gameplay 
becomes more ambitious and unique, so do 
the environments and missions, taking you to 
the bottom of the ocean, the tops of snow
crested mountains, and even the belly of a giant 
serpent. 

The game's plot is also grand in scope and 
incredibly rich. In a time when games are 
becoming increasingly Westernized, aping suc
cessful Hollywood action films and cliches, 
Okami is resolutely Japanese, delivering a gentle 
message of spirituality and a love for nature. As 
you battle the dreaded eight-headed dragon 
Orochi and the agents of darkness that have 
engulfed Japan, you'll encounter a brilliani time-

twisting tale that unravels Amaterasu's mysteri
ous history and observe the landscape being 
restored from a ravaged wasteland into lush, 
verdant plains. 'Nhile many of the themes of 
Okami are serious, it's also lighthearted, thanks 
mostly to your constant companion lssun, a pea
sized "wandering artist" who's there to provide 
comic relief when it's most needed. 'Nhether 
he's threatening a giant dragon 1,000 times his 
size, or commenting on a priestess' large, ahem, 
"melons," lssun is definitely one of the year's 
best new characters, and provides an excellent 
foil to the dignified (and silent) Amaterasu. 

'Nhile it's not perfect - some of the puzzles 
are too obvious and for the most of the game 
the boss battles aren't particularly challeng-
ing, especially if you keep a good supply of 
items - Okami remains compelling throughout 
the literally dozens and dozens of hours that it 
takes to complete the adventure. Throughout 
the course of the game, you're constantly 
encountering new gameplay, new abilities, and 
new environments, which helps keep this game 
fresh past the point where most similar titles 
start to go stale. The brush techniques add a 
level of gameplay that is stunning at times, as 
you feverishly switch back and forth between 
arduous platforming, brush techniques, and con
ventional attacks. 

Most important though, is the level of artistry 
and detail that is shown throughout every 
minute of the game. The core mission of any 
game is to create a world that players want to 
get lost in, and Okami delivers on this in every 
way - with the gameplay, with the graphics, and 
with the story. I sincerely hope this game gets 
the audience it deserves.- MATT 

Need a hand with your godly duties? Check 
out our tips from the developer on page 118 

BOTTOM 9 5 
LINE • 

> Concept: A gorgeous, epic 
adventure filed With artJStry, 
heart and great gameplay 

> Craphks: Transcends me,e 
"eel shad1n( with IIISua~ that 
rec.all tradrtooal Japanese 
charcoal brnsh and water-<olor 
pa1nong 
> Sound: The score IS beautiful, 
yet understated, drawmg on 
both orchestral film music and 
Japanese folk 
> Playability: The groundbreak• 
ing brush lechniques add a new 
layer of depth lo an already 
expertly tuned actiofvadvenlure 

> Entel'tainmtnt I spent count· 
less hours completing this game, 
and honestly can't wait to play 
rt again. Okami rs a triumph of 
1mag1nation 

> Replay Value: High 

Second Opinion 9.5 

Okam1 is nothing short 
of a stylistic tour de force 
that everyone interested 
rn an adult video game 
design should check out. 
I feel a need to clarify 
"adult" in that statement, 
though. There isn't any• 
thing scandalous or explicit 
with regard to content, 
but my point is more that 
the game tells stones with 
images, gameplay, and 
beautdully translated text 
that adults will get more 
meaning from than the 
kiddie set will. It's an adult 
game without being sarcas• 
tic or bloody, and a mature 
game Without the simple
ton hussies and brutal 
leading men. Part of this 
matunty 1s rn storytelling, 
but a big part for me was 
the gameplay. The mter
estmg painting mechanic 
is fast - it's more like a 
combo string entered in an 
unconventional way than 
anything else, and is totally 
successful. Okami is a great 
epic with a compelling look 
and feel all its own.- LISA 
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Valkyrie Profile 2: Silmeria 
> STYLE l·PIAYER ROlE-PIAYING GAME> PUB USHER SQUARE ENIX> DEVELOPER TR~ACE 
> REI.EASE SEPTEMBER 26 > ESRB T 

A DIFFERENT KIND OF GOOD 

W hen. n first. came ou~ the original Valkyrie 
Profile d1stmgu1shed ttself from its peers 
by weaving Norse mythology together 
wrth 2D V1SUals and old-school sensibili

ties. In a bme when most games 1n this genre were 
about ideallSIJc workkavmg heroes, VP was the 
upstart young mavencx RPG that refused to play by 
the rules. Valkyrie Profile 2: S1lmeria does not follow 
in this tradmon. It cames over a couple of traits 
from its predecessor, but the sense of the unique
ness that made this senes disbnct is diminished. 
Thankfully, there are a host of improvements that 
make VP 2 more playable than the fi~ even if it is 
more traditional. 

Though these comparisons to the original game 
are inevitable, VP 2 does an admirable job of estab
lishing its own identity. The addition of Seal Stones, 
which have various effects on all creatures in an 
area (indud1ng you), adds a compelling challenge 
to dungeons as you try to bp the bonuses in your 
favor. The 1ntncate skill system - providing you read 
the in-game explanatJon - 1s an innovative w~ to 
gain abilities without Just spending points on some 
menu screen. Refinements like these give surpris
ing depth to seemingly Simple mechanics, but the 
combat system IS the best example of how the 
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game adds layers of complexity without becoming 
overwhelming. 

Fights involve rnaneuvenng on a 3 D battlefield 
to position yourself for a quick stnke against the 
enemy leader. You could Just fight every monster 
you see, but taking down the leader nets you an 
automatic win and greater rewards. Your move
ments need to be methodical, since enemies will 
move whenever you do, but you can use a dash 
to bypass their attack field. Ideally, this sets you up 
for an attack from behind, but be aware that things 
might not go as planned; when dashing. your party 
members have a tendency to get hung up on pil
lars, comers, and other obstructions that will lead 
to them eating damage when they should have 
been free and clear. It isn't a constant problem, and 
most of the time I was focused mainly on using 
the timing-based combo system (based on the first 
game's) to trigger the sweet Soul Crush attacks like 
Niebelung Valesb. 

Despite tweaks made to the mechanics, VP 2 is 
missing one element that the first game delivered 
in spades: backstory. The Einherjar (souls of dead 
warriors) that JOtn Silmeria are baSlcally devoid 
of personality. There aren't any cutscenes detail
ing their tragic deaths, and they aren't tied to the 

overarching story. You just come across a glowing 
weapon in a dungeon, the game asks if you want to 
materialize another Einherjar, and one is randomly 
selected from a few possibilities for that location. It 
doesn't really affect how you play the game, but it 
is disappointing to lose the bittersweet insight into 
your party members. 

Fortunately, the main characters and the central 
plot are interesting enough to carry the action along. 
and the way it bridges the story to the original VP 
will leave fans very pleased. But "fans• is sort of 
a key word with VP 2. It definitely isn't friendly to 
RPG newcomers, but 1f you've played the original 
(or other tri-Ace games), you'll find that Valkyrie 
Profile 2: Silmeria is a competent and clever 
adventure.-JOE 

BOTTOM 8 
LINE 

> Concept Create a moch
desaved prequel that mprOYeS 
the senes on some W¥ and 
faltesonollm 
> Grophks: Gorgeous 8faph,cs 
aboood, and the arustJc direcnoo 
bes them together perfecdy 

> Sollnd: A couple of cool and 
haootong tunes ,n the back· 
8fOUnd, With decent VOtCe work 
all around 

> Playability: Definrtely takes 
some pract,ce. Movement and 
timing in battle are importanL 
but not very inturtive. II doesn't 
help that your pany gets caught 
up on the erw,ronmenL either 

> Enttnainment Fal~ a brt 
sholl ,n character department 
(when compared to the ong,naQ, 
but the gameplay keeps you 
goong 

> Rtplay Valllf: High 

Second Opinion 8.25 

rve been pumped abw !his 
al-new Valyne Profile for 
what seems 111:e ages now 
Largely, I am r~ happy 
Wllh how« 1Umed ru. The 
sto,y gets up lo speed nghl 
~ and handles lhe idea 
(and dialogue challenges) of 
t'Ml prominent souls in one 
body with exceptional skill. 
In faa, lhe poncess and her 
harbored valkyne sp1nt are 
m3'fbe my favonte part of 
the new game. Whal I miss. 
!hough, is lhe bad.sto,y 
~ of lhe ocher figlters 
!hat was such a cool part of 
lhe first VP game. I also l'A5h 
1hat mollelTlefi dt.mg ~ 
had been tJtfened ~ Slb
st.nially. There's a new dash 
move 1hat players need lo 
master eartf on lo have ¥'f 
success Ill combal. blA man
handing boch dlstaxe and 
liredton for Yf1,J party are 
difficult and~ IOO mushy 
for how mportanl a skil rt 
IS. w.h the rest of lhe game 
being so undormly excellent, 
rm really upset about !his 
one pfflistent is.sue, because 
l's lhe lynchpin of the entire 
combat system. Sttll, patience 
can get anyone (J>/1!.f 1h15 
Id. and lhe VP expenence 
is wonh a ltltle pain 10 get 
lhrough.-USA 



• 

ROCKSTAR GAMES 
PRESENTS 

I 

I 

I 

com1no ocTo~r~ 2006 
TO THE PSP· (PLAYSTATION·PORTABLE) SYSTEM 

WWW. ROCKSTARGAMES.COM/VICECITYSTORI ES 

n Visit www.esrb.org I\\ (or upda!ed rating 
1W information. PlayStation. Portable 

02006bcblo-.klocblo'°""locblot,od!.locblollri." ll. "'""'IWl""'-'°""'IWl•loplllA-~lop•-lll/•-■i-'--W....k-n.r-', .. "11''-!loplll"?lr•-■i-,5""'--k-, Sici1MN ......... i.w"""'"'1 1'111-iul••-■1 .... , .. ___ ...... ____ , ... ___ li_RIIIII ___ ,.._ .,_, .. ..._.""' ..... "'··-·-· ... ., ... _ 
-·- ,.,.-y _ _,...., ...... 111., ... ___ ..,, ""'_ ...... 111.-., ......... .., ....... _. __ • ..,_...,_ ... ..... 



It's rare IO encounter a game 
that tries so many things and 
manages to fail at almost al 
ol them. 'Mlelher mudclr1g 
through the erde$ly repeti
tive mech battles. rnaMllig 
al how bad the on-loot ITIIS· 

SIOIIS Me, or~ )Wr 
head agam the wa1 <lm8 
the tnane aiscenes. Mry 
one ol Etffla TsJlllieplav 
Ideas is as flat as that soda 
youleltottlastllll,tt The 
Ul1IOOg featlJ'e ol these dlf. 
ferent parts ol the game a.-e 
how bady they al comol - d 
nodiing else. you gl't a sense 
just how urMUly a giant 
robot • feel t t were 
l110W1g through mola= 
tt for no odler reason than 
to save us horn hamg IO 
review another one ol these 

Pl.AYSTATION 2 

Rule of Rose 
> STYU 1-l'IAYER ACTION > PUBLISHER ATlUS > DMLOPER SONY COMPUTER ENTERTAINMENT JAPAN> RELEASE SEPTEMBER 12 
> ESRB M 

BAD TOUCH 

I 
t's almost like Rule of Rose 
1s two separate games. The 
beginning is an amoral sub
versive horror adventure that 

manages to make you curious 
and repulsed at exactly the same 
moments. After combat gets intro
duced, though, you'll be more afraid 
of having to manhandle the clunky 
controls than what icky scene might 
be behind the next door. I like the 
first and I loathe the second. 

Even though I feel so strongly, 
and negatively, about the game's 
combat, I think that there are a 
few things in Rule of Rose worth 
commending. I would even go so 
far as to recommend it to fans of 
survival horror and adventure titles, 
11 they come with a little patience 
and appropriate reservations. The 
storytelling. for one, is top-notch 
adult horror. Frequent cutscenes are 
gorgeous, serve as nice rewards, 
and move the story forward quickly. 
In the first hour and a half alone, 
animal cruelty, hints of dental tor
ture, live burials, and some sexual 

innuendo were all perpetrated by 
a troop of messed-up school kids. 
And it only gets ickier as the game 
goes on. While I wouldn't call the 
subject matter specifically entertain
ing. the intense sense of unease is 
hard to deny, and even harder to 
actually pull off. 

That success might be enough for 
some people to call it worthwhile. I, 
on the other hand, couldn't get past 
how broken the combat is. Fighting 
is so bad that the exploration fea
tured prominently in the early game 
is discouraged later on just because 
you'll have to deal with more 
dudes. Difficult to control, slow, and 
(as the game goes on) more and 
more arbitrarily forced fights suck 
fun directly from the player. 

So, in the end, I'm torn about 
Rule of Rose. I love that the story 
is designed for adults and plays 
into the morbid side of fairytales 
and childhood in general. It will 
surely offend a lot of people, but 
that's for each player to decide 
for themselves. The soundtrack 

1s innovative and 
one of my favorites 
since Voodoo Vince 
(another example 
of an unusual score 
really helping the 
experience). But 
piss-poor fighting 
can break all of this 
unique vibe and, 
in the case of Rule 
of Rose, I think it 
did.- LISA 

BOTTOM 6 25 
LINE ■ 

> Concept: Try lo not freak out 
too much while a group of nefar
ious orphans mess with /!Very 
moral code you hold dear 

> Graphics: It's a lot prettier 
than the screenshots show and 
/!Ven the menus have a cool, 
creepy look 

> Sound: Really mterestrng 
parlor mUSK makes the score a 
highlight and the sound effects 
themselves are subtle, creepy, 
andsman 

> Playability; The camera 
generally behaves nself (l!Ven 
thoogh 11's fixed), but combat 6 

downright m,serable 

> Entertainment: I don't know 
~ I would descnbe the contenl as 
•entertairnng, • but Rule of Rose 
certainly gets under your skin 

> Replay Value: Moderate 

Second Opinion 5.75 

Well, I guarantee you've 
never played a game with a 
plot qurte like Rule of Rose. 
Arnmal cruelty, bullying. 
child abuse, and even a hint 
of creepy preteen sexualrty 
are all part and parcel of this 
very Japanese surv,val horror 
adventure. tt Jack Thompson 
actually, you know, paid 
attention to games not made 
by Rockstar, he'd probably 
have a fit INf!f this. Along 
with the dtSturbing content 
Rule of Rose does create a 
very haunting atmosphere 
enhanced by a great score. 
However, the real horror 
lies in this title's glaaal pace, 
obscure puzzles, and inept 
combat N. least now I can 
say I've stabbed a deformed 
1mi>-child to death with a 
tori<. That's something. 
- MATT 





In trying to retlM'lll how 
we play hodey It's unfortu
nate that EA lost something 
of the sport along the~ 
Although there are alwirf.; a 
few moments in each g.ime 
"'1ere you will marvel at 
how cool it feels to deke and 
shoot with the ~ analog 
slJd, the rest of the game 
ju5I doesn't come together as 
well. The puck doesn't m<M! 
as freely as adver1lsed. you 
can skate aromd the Al, and 
the decision to put shooling 
and chedilg on the same 
strl was a bad one. It's not 
hard to reco,,ize the cool 
elements in NHL 07, but it's 
only then that you realize 
how.-sorne it wood adil
ally be if the rest ol the game 
folcMed suit-KATO 

XBOX360 

NHL 2K7 
> STYLE I TO 4-PLA\'1:R SPORTS (2-PLAYER VIA XBOX LIVE) > PUBLISHER 2K SPORTS > DEVELOPER KUSH GAMES 
> RELEASE SEPTEMBER 12 > ESRB EIO+ 

■ You see ... this is what 
happens when you play 
hockey in warm states! 

SEND IN THE HANSONS 

I 've always been of the 
mind that any player that 
scores a goal against me 
needs to be delivered a 

message. The message usu
ally consists of a blind-sided 
check, a face-first nudge into 
the boards, and maybe even 
a stick to a kidney if that player 
happens to be Mike Modano. 
Of course, stalking specific 
players puts a serious kink in 
my gameplay strategies. My 
bid to exact revenge usually 
leads to a defensive meltdown. 
This year, developer Kush 
Games is helping my unsound 
cause by placing the league's 
most celebrated players 
directly in the crosshairs. 

Through a new feature 
dubbed Pressure Control, you 
now have the ability to order 
your teammates to cover, 
double team, and apply a 
concussion-inducing hit to 
a specific player on the ice. 
I didn't think I would enjoy 
watching another player do my 
dirty work, but I actually found 
it to be quite an uplifting expe
rience. No longer are you the 
hitman. You are now the Don 
wno orders the hit This new 
feature is not only a great addi
tion for people who like to play 
dirty, it's an effective strategy 
to silencing explosive offenses 

and rattling sharpshooters. 
Last year, I felt that the Al 

had a glass jaw. The defense 
wouldn't challenge shooters, 
they left the blue line wide 
open, and I got the impres
sion that most goalies were 
actually blind. Goaltenders 
are a hair smarter, yet remain 
overly robotic and susceptible 
to malfunctioning on point 
blank shots. The remainder 
of the team, however, attacks 
with newfound aggression. 
They step up on the blue line, 
poke check like it's going out 
of style, and will even rough 
up players who try to establish 
position in front of the net 

In addition to honing its 
craft on the ice, Kush has 
also implemented one of 
the strangest things I've ever 
seen in a sports game. It's 
called Cinemotion. This new 
mode replaces all of the com
mentary in a game with an 
original orchestrated score that 
dynamically changes with the 
action on the ice. It sounds 
lame, but it's actually a nice 
change of pace from listening 
to the announcers. 

In the end, NHL 2K7 skates 
circles around the competition, 
but it still needs solid goaltend
ing before it can make a run 
for the Stanley Cup.-REINER 

BOTTOM 8 25 
LINE ■ 

> Concept: Kush continues to 
find new w~ lo enhance its 
game. Th~ year, ihe focus is on 
defensive strategies. It's nol as 
flashy of an addrlion as sophisli
cated stick conlrol~ but it makes 
f01 a better play 

> Graphics: An ammalion 
powerhouse. Hits fr01n varied 
angles produce different player 
reactlOllS. The g.ime also boasts 
some of !he best-looking player 
models ,n sportS 

> Sound: Orcheslrated music 
works for sci-Ii and war, so why 
not hockey? It actually works 
quite well ... v.iiich leads me lo 
believe 1ha1 violins and violence 
are the perfect parr 

> Playability: Auld, hard-M
ting. and deeper than you could 
ever rmag,ne. Sadly, goalies just 
don't match the high caliber 
puck play ihat IS exhibried 

> Entertainment: Offers a 
by•ihe-numbers career mode, 
extensive online features, and 
the best play on ihe ice this year 

> Replay Value: High 

Second Opinion 8 

As is typical for this series, 
~ takes a large step forward 
and then proceeds lo totally 
u,p over its= feet The 
new skating physics and 
camera woril alone are rev
elations. but the game is still 
plagued wrth old problems. 
Crease Control is sadly the 
same, goalies' side-t<Kide 
movements are inept (espe
cially on wraparounds), and 
the shot response is bad. The 
new pressure mechanic is 
cool, but I stopped u~ng it 
bEcause d took too long to 
activate on the nght player. 
The foundation IS set in stone 
for this game, now developer 
Kush Just has to build off 
olrt-KATO 



INDULGE 

IN A NEW 

IDENTITY 



XB0X360 

MADDEN NFL 07 
> STYlE I OR 2-PlAYER SPORTS (2-PlAYER VIA XBOX LIVE) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON> RElEASE AUGUST 22 > ESRB E 

LOST IN THE DEPTH CHART 

T 
his game lets you step 
into the shoes of an NFL 
superstar all right, but let 
me tell you - fame and 

fortune aren't all they are cracked 
up to be. Yeah my guy's a super
star, but he sure doesn't play like 
one. Developer Tiburon may have 
thrown in a good amount of lea-

lures this time around - including 
some 360-exclusive ones like the 
Madden Gamer Level and Live 
Opponents - but they can't cover 
up for this game's deficiencies on 
the field. 

NFL Superstar is a cool mode that ,; • 
takes the sport a step forward, but 

by the fact that when you actually 
control players, their movements 
feel like they are skating on ice. 
This means that changing direction 
is difficult. Therefore, positions like 
wide receivers - and the entire 
defense - are frustrating to control 
due to their inability to make hard 
cuts. Although some Al problems 

thered by the fact that you'll see 
receivers slide into place to make 
a catch. 

in this next-gen case, it's held back 

XB0X 360 

The Godfather 
> STYlE I-PLAYER ACTIO~CING > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER ELECTRONIC ARTS > RELEASE SEPTEMBER 12 > ESRB E 

MEET THE NEW BOSS 

T 
he version of The Godfather released for current-gen 
systems a few months ago was a major disappointment 
for me. Thankfully, Electronic Arts has taken this 360 
version of the game as an opportunity to right the ship, 

making a host of improvements and adding new content to the 
game. There are new missions, a new "favor" systems that allows 
you to finesse your way through negotiations, the ability to hire 
a crew of thugs, a new gang compound, and more variety in the 
interior environments like stores and illegal rackets. EA also has 
(very slightly) enhanced the visuals, but I could really be damned 
to notice the difference except for the fire effects. 

However, the fact remains that this is still the same flawed 
game that was released for the current-gen systems. You'll still 
spend way too much time needlessly driving between meet
ings (these gangsters are a chatty bunch) and dealing with the 
inconsistencies of the dual-analog fighting system, the still-spotty 
auto-targeting. and the often irritating mission goals.-MATT 
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•• from last year have been cleaned 

I feel what we have here is a lot 
of spectacle that doesn't stand up 
to the scrutiny. How long did you 
keep playing last year's Madden 
before the excitement wore off? I 
think this edition will last longer, 
but will still fall short of what you 
expect from the franchise. You up there's sti ll a lot here that makes 

you wince, such as the game's 
collision problems. Players' moves 
for the ball are often unresponsive, 
whether that means receivers don't 
go up for jump balls or cornerbacks 
don't swat the ball when you tell 
them to. This feeling that catches 
are sometimes automatic is fur-

can see the developer's attempts 
to improve the game in all kinds 
of ways at every point in the 
game, but when it comes time to 
strap the pads on and hit people 
I feel like I'm back at the Xbox 
360 launch.-KATO 

BOTTOM 7 75 
LINE ■ 

> Concept: A retooled Xbox 360 
~ of 1he recent current-gen 
console hrt 

> Graphics: Some improvemenl5, 
most nocably l\ith the fire effecl5, 
but no1 a huge step up from lhe 
Xboxvers,oo 

> Sound: The VOtCfOl/ffi are greaL 
as ~ the iconic music. Brando's 
there; too bad they couldn't get 
Pacino 

> Playability: The targeting~ bet
ter, ~ still flawed, but most of the 
mechanics are solid enough 

> Entertainment I appreciate the 
effort that went into improving th~ 
game for 360, but there's just some
thing very dull about The Godfather 
that can 'I be fixed 

> Replay Value: Moderate 

Second Opinion 7.5 

The Godfa«her stumbles onto 
the Xbox 360 riddled with 
bullet holes. Rather than fixing 
the problems that plagued the 
current-gen game, EA decided 
to slap Band-Aids over them. 
It's a better play, but it still 
limps along with many of the 
same annoyances. The repeti
tion in indoor environment5 
has been addressed. but most 
of the missions still deliver the 
dullness of staring a corpse in 
the eyes - REINER 

PLAYSTATION 2 

Enchanted Arms 
> STYLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER UBISOFT 
> DEVELOPER FROM SOFTWARE> RELEASE SEPTEMBER I > ESRB M 

NEW SYSTEM, SAME FORMULA 

T 
he first Japanese Xbox 360 RPG isn't a totally unquali
fied failure, but it's a far cry from anything I'd call a suc
cess. After hours and hours in the world of Enchanted 
Arms, it's hard to imagine that the game ever had 

aspirations to be more than mediocre, and even that lofty goal 
slips out of reach. What remains is a sad attempt to appeal to as 
many gamers as possible by oversimplifying the most basic RPG 
formula. The results should come as no surprise. What the game 
does right are mostly surface-level things. Visuals, by and large, 
look great There's also a robust creature collection system and 
a flexible character upgrade approach. Unfortunately, without 
exception the gameplay is insultingly simple and way too linear, 
with a promising strategic battle system that ultimately falls flat 
While not broken in any fundamental ways, this soulless and 
cliched title tries to be many things to many people, and in the 
end does none of them well.-MILLER 

BOTTOM 7 75 
LINE • 

> Concept: This game's one of 
those annoying punks that acts like 
a Superstar, but plays like a second
Slringer 

> Graphics: The presentation aspect 
of the game has improved l\ith some 
better shots between plays 

> Sound: Sad fact: The local homer 
commentator is WO<Se than Madden's 
drivel 

> Playability: The controls aren'l as 
responsive as you need them lo be 

> Entertainment More playable 
than last yea(s but no1 by too much 

> Replay Value: Moderate 

Second Opinion 8.5 

Last year, the Xbox 360 Vffiion 
resembled Joey Hanington. 
II generated tons of hype and 
showed great potential on the 
field, but ultimately couldn't 
play the game worth a damn 
This season, the Xbox 360 ver• 
sion draws comparisoos to 
Michael Vkk. It's flwly, but 
more importantly, capable 
of playing one heel: of a 
game. It no longer feels hke 
Madden Lite, either. Su~r 
mode offers great depth, and 
this version actuaHy offers a 
number of exciting features 
that you won't find ,n the cur
rent-gen games What a dn
ference a year can make. This 
rs definitely the football game 
to get. - REINER 

BOTTOM 6 
LINE 

> Concept: "Intro 10 RPGs 101 • 
turns out to be one of the most bor
ing classes you've ever had 

> Graphics: Pretty dam nice - a 
highlighL if one is to be found 

> Sound: Hour.; of voiceover, but 
that doesn't mean any of rt ~ par
ticularty good 

> Playability: If th~ ~ too hard, put 
down the controller, hang a stupid 
sign on your head, and go get a 
brain scan 

> Entertainment Do you feel like 
you'll die if you don't play the same 
cliche you've been playing since the 
early '90s? This game's for you! 

> Replay Value: Low 

Second Opinion 5 

Are you a chimp that recently 
underwent a human brain 
transplant? Do you lack the 
wherewithal to manage your 
ovm bladder functions? If so, 
then Enchanted Anns might be 
worth your time. The dialogue 
is insipid. the characters are 
hollow, and combat is so sha~ 
low that the auto-attack option 
is just as effective as manu-
ally inputting commands (but 
faster!). The visuals are pretty 
much the only redeeming 
aspect, but n looks were all that 
mattered, rd have married a 
Return of the Jedi Princess Leia 
standee years ago. - JOE 





XBOX 

Painkiller: Hell Wars 
> STYU 1 ·PIAYER ACTION (UP TO 8--P\AYER VIA INTIRNET OR I.AN) > l'WUSIIU DIIEAMCATCI" R > 11£Yf.l.OPD PEOl'lE (Nj flY 
>REUASE JUIY~ >lSIIM 

CIRCLE-STRAFING 101 

A 
s much as I hate to say 
it, thlS. title is so 2005. It's 
a htt!e unfair - there are 
certainly plenty of gamers 

who lack the gaming PC to play the 
ong1nal - but at the same time It's 
hard to get very exated about a port 
of a game that is exactly the same as 
one I played a year ago. Even ladong 
any new content ( and on a system 
that has been left for dead by the 
rest of the industry), though. this tS 

one of the better PC-to-console ports 
I've seen. 

Don't let the thin veneer of story 
fool you. Painkiller 1s about shooting 
demons, grabbtng some ammo every 
so often, and then shooting some 
more demons. Not since Senous 
Sam has an FPS been so single-
mindedly dedicated to gratuitous 
violence. Fortunately, the combat 1s 
tight and fast, and the weapons and 
enemies are vaned enough to keep 
things entertaining all throughout the 
lengthy single-player game. As with 
the original, some of the optional 
goals (which unlock new special 
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pcll,'olel"S) are asinine, as tS collecting 
money (which allows you to enable 
unlocked powers). But the bosses 
are huge. impressive, and clever, so rt 
all worh out 1n the end. 

Only a few dtfferences between the 
PC ong,nal and this port exJSt, and 
they're very minor. Mtd-level loads 
come up occa5IOOally, but they're no 
worse than most console games. A 
couple of the weapons, notably the 
cha1ngun and lightning gun, aren't 
nearly as useful without the precision 
of mouse-and-keyboard control, but 
those are hardly your only options. 
If you suffer (like so many of us 
do) from occ.asional cravings to gun 
dcMn hordes of Satan's minions 
with no regard for silly modern 
concepts like the stealth or RPG 
elements that seem to creep thetr 
way into nearly every action game 
these days, Painkiller tS an excellent 
way to blow off some steam. Just 
don't go in expecting some kind of 
deep emotional expenence - enjoy 
this for what 1t is, and you won't 
be disappomted.-ADAM 

BOTTOM 7 75 
LINE • 

> C-ept Takt fast year's PC· 
oriy fast-paced FPS and port a to 
lhe XllOI. No lfflOUSly, lhal's • 

> (.npl,la: This ddnldy 
belongs 11 lhe lop Iler o/ omni· 
gen gamesYISUal'{ 

> Sound: 0-V E1ro-mefal 
and ~-whoch IS 
1mes11y a perfea Ill for lhe 
pneplay 

>PllyMlilily: Oll51deola 
lllJl)ld ~ 11 weapon
~ this plays srnood-jy 
and COlllrok ~ 

> blon Ii ut <Jlher lhan 
lhe fact thal lhe Jlba< ship has 
pretty mud, •Nett sailed. Ills 
IS a IOlaly SOM! (of somewhat 
shalow) lale 

> Replay Vllue: Moderate 

Second Opinion 7.75 

Pamb'lef- HelW&5 isone 

ol those games lhat makes 
video g.wne rewMrS eat 
their-~ rm sick to death 
ol preoct.ible le-.el ~ 
al00ary lll6lm g'O<Jis..n! 
mrdessshoocrlg. So 'l«l'f 
did I have a~ good 
trneWllh tis~ 
bers gorele511 Pariiler's 
<Ner~lop gonzo seng. 

btky, enormous bos.115, 
.moorageousweapons 
somehow male tis seem 
li1e more than JU51 a holey 
slasher FPS. rm not ~ 
sure how this woru. bli it 
does - up to a poml It's def~ 
llllely a fun bme, but even 
lhe biggest adcf,ct,; ol Mtch 
FPS v,,I begin to ~ tired 
ol lhe 11M p,der action 
(M!f lhe long hau S!Jl. lhis is 
shameless 11 lhe best sense 
ol lhe word. -MATT 

PC 

Dungeon Siege II: 
Broken World 
> STYU l·PIAY£R ACTION (UP TO 4-PIAYER VIA INTERNET OR LAN) > PUB USHER 2K GAMES 
> DEVELOPER GAS POWERED GAMES > REl.fASE AUGUST I > ESRB M 

FAT LOOTS AND BIG NUMBERS 

A 
nyone who regularly reads the magazine 
knows my respect for any kind of mod
erately rewarding experience and loot 
treadmill. This expansion delivers on that 

Iron~ and makes little pretense of being anything 
more than a vehicle to level your party up to insane 
heights of power. And while there's nothing wrong 
with tha~ some fixes to the irritations of Dungeon 
Siege II would've been nice. 

Basic hack n' slash action, the staple of Dungeon 
Siege since the franchise's inception, is done with 
the same level of skill as ever. Sure, the Al bugs out 
once in a while and characters sometimes try to 
path through trees, but it's still a fairly smooth expe
nence overall. One could wish for more cool spells 
and abilities - as in the base game, you'll likely find 
yourself using the same three or four for hours on 
end - but that's the price we pay for simplicity. 

Broken World's focus on crafted Ober-items 
(which require you to hunt down a few uncommon 
reagents rather than hope for a single rare drop) is 
both blessing and curse. On the plus side, it's nice 
to be able to see your progress toward a super
powered sword. On the other hand, filling up your 
inventory space wrth a ton of feathers, stones, and 
suchlike in the hopes that you'll have the necessary 
ingredients on hand when the next recipe comes 
along is tedious and irritating. 

This expansion IS really nothing more than the 
quintessential extension of the base game. Nothing 
tS really fixed or broken from the onginal, the new 
content is entertaining enough to play through, 
and some of the additional spells and hero classes 
are kind of fun. Extrapolate Dungeon Siege II 
for another dozen or so hours of playtime and 
you've got a pretty good idea of what's going on 
here.- ADAM 

• ' 

.. 
' ■ This wizard used to masquer

ade as a good guy. No. seriously 

BOTTOM 7 5 
LINE • 

> Concept Take a party of high· 
level characters through a quest 
to savt the wolld that they 1ust 
helped destroy 

> Graphia: Same as ever 
Close-ups loot medtoae, but 
the chaos of battle can be qurte 
pretty 

> Sound: Does iTunes count) 
B«ati5t this audio IS ffl!J'ely 
fo<gellal,le 

> Playability: Occasoonal Al 
flabless and some palhlng 
issues are presen~ but not 100 
frequent 

> Entoruinmtftt It's a llad< 
n' slash dungeon cravkr No 
mo,e, no less 

> Replay Value: Moderate 

Second Opinion 7.5 

Would yoo be shocked d 
I told yoo that d yoo hked 
lhe previous Dungeon 
Siege games yoo would be 
pleased Wllh llus expans10n? 
Of course yoo wouldn't The 
senes has neffl really been 
dbolJI complicated neffl• 

before-seen gameplay, ti's 
about a gamer's need lo 
gnnd that next le-.el, kill 
that next boss. and procure 
that next g.-eat item as 
yoo march '(WI w.11 to 
total game domnattOn In 
that rea;ird, Brol<en World 
plays lhe tamaiar tune well 
enough, while offenng 
fans more of the dungeon 
aawt,ng madness that you 
~ love Of despise. My 
only compla,nt IS that this 
series could re.illy use 
a <M!rllaul ol lhe aging 
g.-aph,cs engine. - ANDY 





I t isn't often that a supremely high level of 
design, execution, presentation, and plain 
old fun come together, yet developer Relic 
Entertainment is continuing its streak of truly 

outstanding titles with Company of Heroes. There 
was a time that playing yet another World War II RTS 
was only slightly above hosting a Pauly Shore movie 
marathon on my priority list, but now I can't tear 
myself away from another round of kicking Nazi ass. 

Anyone who played Relic's last RTS effort. 
Warhammer 40,000: Dawn of War, will be instantly 
familiar with the basic mechanics here. Control 
points that give their holder a steady stream of 
resources dot the map, infantry are commanded on 
a squad level and are actually balanced well against 
vehicles, and cover and positioning are critical to any 
battle. As good as that title was, though, Company 
of Heroes takes everything a step farther. Nearly 
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everything on the field of battle is destructible and 
can be used for cover, many maps feature garrison
able buildings for additional infantry protection, and 
a balance between footsoldiers and heavier weap
onry is utterly crucial to victory. 

Simply dumping these concepts into any RTS 
title would virtually guarantee a decent game at 
the least Company of Heroes' true genius is in 
how these elements all come together along with 
the available unit types and map design to form 
a cohesive, clelicately interrelated whole. Because 
controlling territory is the means by which you 
acquire resources, any strategy is vulnerable to small 
raids by the enemy to disrupt your supply lines and 
mess up your economy - which makes mastering 
that tactic as well as defensive measures against it 
extremely important On a smaller level, the addition 
of directional armor (tanks take more damage from 

behind, for instance) means that an adept tactician 
can take great advantage of flanking maneuvers. 
And that's just the tip of the iceberg when it comes 
to cooking up strategies in this game. The founda
tion of rules and concepts is so solid that a huge 
variety of advanced tactics and ploys can be built up 
once you've mastered the basics. 

On the down side, several overly scripted single
player missions keep the campaign from being 
much more than average. Also, the aforementioned 
need to keep an eye on the entire map is some
times a chore due to the standard-fare RTS control. 
Outside of this (and the done-to-death subject 
matter), there's very little not to love in Company of 
Heroes. Anyone who owns a gaming PC will be well 
seNed by this outstanding effort-ADAM 

BOTTOM 9 
LINE 

> Concept: Bridge the gap 
between overly complicated and 
too-simple World War II RTS in 
brilliant fashion 

> Graphics: Even on an average 
machine this looks great On a 
beefy rig. it's freaking amazing 

> Sound: In a rare feat for the 
genre, the audio is absolutely 
outstanding 

> Playability: Standard RTS 
contra~ are augmented by sur
prisingly good pathing. especially 
for infantry 

> Entertainment: Unless the 
thought of playing another WWII 
game ~ totally abhorrent you'll 
find few RTSs to match this 

> Replay Value: High 

Second Opinion 9.25 

tt this game doesn't totally 
blow you~. you must 
be missing your awesome 
gene. Building off of the 
best recent innovations in 
real-time strategy, Company 
of Heroes does for the 
WWII RTS what Medal of 
Honor and Call of Duty did 
in the FPS arena - make it 
real. The intensrty of action 
delivered in every firefight 
artillery strike, and tank 
battle is unmatched in any 
other similar game I've 
encountered. Enemies and 
allies alike naturally recog
nize cover and Its strategic 
value, giving your role as 
a commander a degree of 
sophisticatioo and complex
rty that's both refreshing 
and nerve;wading. There's 
nothing quite like seeing 
your last squad of airborne 
commandos pinned down 
behind a rapidly disintegrat
ing wooden wagon under 
heavy fire, and wondering 
how long before your rein
forcements arrive. tt rm to 
muster up a complaint it's 
that during the thick of a big 
battle, there weren't amays 
enough visual cues to tell 
me what type of unit I had 
selected and weaponry they 
had equipped. But ff thars 
my biggest concern - oh 
man, you've got to check this 
game out - MILLER 



00 
www.koei.com 

Visit www.esrb.org 
for updated rating 
information. 

PL.Fl..,_,B,FIT/Drl. 3 

www.fatalinertia.com 
Fatal Inertia and the KOEI logo are registered trademarks or trademarks of KOEI Co., Ltd. C2006 KOEI Co., Ltd. All rights reserved. 'PtayStation· and the 'PS" Family logo 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Association. All 01her trademarks are 
properties of their respective owners. This utle has not been concept approved by Sony Computer Entertainment America. 



PSP 

LocoRoco 
> smE I-PLAYER ACTION > PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA> DMLOPER SONY COMPUTER 
ENTERTAINMENT JAPAN > RELEASE SEPTEMBER 5 > ESRB E 

FIRST YOU HAVE TO TRY 

P SP haters are going to 
have a field day with 
this one - it's the inno
vative, wacky, "Didn't 

Nintendo make that?" kind of 
title that Sony's port-heavy hand
held lineup has needed. Bu~ as 
illustrated by the early days of 
DS, innovation can take some 
time to find its groove. LocoRoco 
is a really promising and infinitely 
charming title that falls a little 
short, but it's weirdly a game that 
you'll really, really want to love. 

My biggest problem is the 
unique control scheme for the 
game. Using the shoulder but
tons almost exclusively, you'll tilt 
the world around the LocoRoco 
and maneuver them through 
puules and some platforming
like stages. But the issue is that 
jumping and getting any speed 
going are more of a chore than 
a joy. Unlike Katamari Damacy, 
another series with wacky con
trols and tons of charm, I never 
really got comfortable with 
maneuvering in LocoRoco. 

But there are a lot of interest
ing ideas here and, hardcores 
be damned, it's cute-as-a-
button attitude is a great asset. 
I found myself exploring and 
retrying more than the core 
gameplay would have war
ranted just because I liked 
looking around. Can style trump 
gameplay? Ultimately, no; but 
personality can, as they say, go a 
long way. - LISA 

110 GAME INFORMER 

BOTTOM 7 5 
LINE • 

> Concept Bring about 
world peace by moving some 
blobs around 

> Graphics: Incredibly ador
able and uniquely stylized, lhe 
characteis and the environ
ments are always interesting 
10 look al 

> Sound: The cutesy music 
doesn't work as well a handful 
of hours inlo it. bul I don'! 
know that anything else would 
have fit 

> Playability: A messy 
implementation of the shoulder 
buttons never really did feel 
comfortable to me 

> Entertainment A great 
experiment and just the kind 
of bizarro innovation that the 
PSP needs, but not quite up to 
ns potential 

> Replay Value: Moderate 

Second Opinion 8 

LocoRoco is probably the 
most infectious. charm-
ing game rve played since 
Kat.imari Damacy. Like that 
title, it features great music, 
a brightly colored, strange 
art style, and addictive 
gameplay. In this case, your 
task is to navigate a blob 
across a series of increas
ingly complex platforming 
levels. Like Katamari, ii does 
get a bit repelilNe after 
awhile, but for the most 
part this is an e,aUent and 
creative PSP Mle.-MATT 

HANDHELD QUICKIES 

PSP 

Miami Vice 
> STYLE I-PLAYER ACTION (2-PLAYER 
V1A AD HOC) > PUBUSHEI VIVENDI 
UNIVERSAL GAMES > DEVElOPU 
REBELLION > RELEASE JULY 18 > ESRB M 

• 

I give Rebellion credit -
it has dearly put some 
effort into making this 
game something more 

than Just a hastily slapped together 
shoot 'em up. Although it lacks any of 
the depth and drama of Michael Mann's 
summer film, little details like being able 
to art shacly cleals with drug traffiders, 
having your clothes affect your reputa
tion on the streets, and being able to 
cruise the waterways on a cigarette 
boat add an extra touch to what could 
have been a fairly standard shooter. 
Unfortunately, these "extras· are the 
best part of the experience, because the 
game's odd RE 4-style aiming mechanic 
(which forces you to be stationary while 
firing), oddly hyperactive enemies, and 
wonky character movement ultimately 
sink what could have been an over
achieving PSP licensed game.-MATT 

OS 

Monster House 
> STYLE I-PLAYER ACTION 
>PUBUSHER THQ 
> DEVElOPU A2M 
> RELEASE JULY 18 > ESRB E 

• 

The fact that I played 
all the way through 
Monster House makes 
me seriously question 

my chosen career path. It's not that this 
is a bad game, it's just that I can't imag
ine anyone else ever spending so much 
time with it Monster House's gameplay 
is ripped off wholesale from Smash 1\1, 
even replicating most of the weapons 
in kid-friendly water gun form. But as it 
turns out, replacing Smash TVs overt 
violence and campy gameshow theme 
with animated enemy books and dishes 
makes for a fairly dull experience. So 
even though Monster House is better 
than your average kid's movie game, I 

just have to imagine most kids will put 
this down long before I did, and go do 
something more meaningful, like dimb 
a tree or read a book.-JEREMY 

PSP 

Ultimate Ghosts 'n Goblins 
> STYLE I-PLAYER ACTION > PUBLISHER CAPCOM > DMLOPER CAPCOM > RELEASE SEPTEMBER 5 
>ESRB EIO+ 

ULTIMATE? 

I 
f this were another franchise, no one would defend 
its missteps as anything other than poor design 
and implementation. k, it is, there are going to be 
some that stalwartly stand up for Ultimate Ghosts 

'n Goblins by daiming that anybody who finds any .. 
problems with it must just not be capable of recognizing 
its genius. The truth is that this formulaic retread of a 
beloved concept still holds up remarkably well 1n many 
regards. But it's nowhere near perfect. . . 

Like a shiny coat of paint, Ghosts 'n Goblins wears. its 
beefed up visuals and audio well. The creepy melodies 
that accompany Arthur on his prosaic quest to save the 
princess are particularly good, and the special effects 
and overall art design are equally strong. 

It's impossible to talk about a game with this name_ 
without bringing up the subject of difficulty. The classic 
games from which this takes its title are still renowned 
for their insane challenge. For better or worse, that ele
ment remains largely intact. Even on the lowest setting, 
the danger is constant and intense. You never feel safe 
from attack; every hop forward could mean potential 
death. Old-school fanatics would cry foul if the game 
wasn't this hard, and the dose of punishment this 
shells out shouldn't disappoint. Simultaneously, a newly 
generous continue policy means mere mortals might 
actually stand a chance. . . 

What hurts the game is its insistence on ma1nta1n
ing the controls and conventions of its predecessors. 
The non-adjustable lateral jump means you'll regularly 
be landing someplace you don't intend (read: in a 
lava pit). Plus, the number and frequency of enemy 
respawns can be placed distinctly in the frustrating 
column rather than the legitimately challenging one. 
Finally, reaching the final level takes only a scant 
few hours, but a silly collection mechanic will force 
you into a whole second or third playthrough before 
you can even see the end. Weak. I'm fine with a . 
game that has me tearing my hair out from the dif
ficulty - but the gameplay sure better hold up during 
those frustrating hours. In this case, I'm not sure it 
always does.-MILLER 

BOTTOM 7 25 
LINE • 

> Concept: Return lo the glory 
days of getting your ass handed 
to you by an endless swarm of 
baddies between you and your 
special lady friend 

> Graphics: No disappoint
ments here. Bright colorlul 
worlds and rockin' monster 
designs definitely hold your 
attention 

> Sound: A standout success 
in the mUSKal departmen~ with 
tunes that combine an 8-bit sen
sibility with a modern flair 

> Playability: A major letdown. 
Awkward controls are a holdover 
from the past. A much-needed 
update ~ required to return to 
greatness 

> Ent, rtainmenl: Even ~ you 
like your gaming with a pinch 
of masochism, it's not all~ 
could be 

> Replay Value: Moderate 

Second Opinion 6.5 

It's hard lo really enjoy a 
game v.nen you fed like 
it is constantly punching 
you in the face for trymg to 
play it It's not that I don't 
enjoy a challenge, it's that 
Ultimate Ghosts 'n Goblins 
feels more like a co8ec-
tion ol punishments than a 
real game. This series is all 
about difficulty, but blind 
jumps, forced replays, and 
sticky controls just aren't 
much fun any more. Purists 
v.flo love the series exactly 
how it is and don't want any 
evolution in the gameplay 
will love it. as it does have 
some great graphics, excel
lent sound, and good an~ 
mation. The rest of us, how
M!I', have moved oo, and 
realize that challenge no 
longer has to come at the 
expense of fun.-JEREMY 
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Many games can fairly be 
described as charming, but 
most of those don't pack a 
lot depth behind their cutesy 
facade. Then there's Rocket 
Slime. Don't let the fact 
that it's undeniably ador
able fool you - it's a deep, 
smart adveture game that 
achieves that rare Pixar trait 
of all-ages appeal. Even after 
I finished the main quest, 
I didn't want to put Rocket 
Slime down, and continued 
to play around with some 
of its extra features. And let 
me tell you. not many "kid's 
games· get their hooks so 
deeply into us jaded game 
joumalists.- JEREMY 

OS 

Mega Man ZX 
> STYLE I ·PLAYER ACTION > PUBLISHER CAPCOM > DMLOPER CAPCOM > RELEASE SEPTEMBER 12 > ESRB E 

NEW SYSTEM, SAME GAME 

I t is beginning to seriously 
irritate me that capcom 
is apparently incapable 
of releasing a Mega Man 

game that doesn't have some 
kind of glaring flaws that keep it 
from achieving even nostalgic 
greatness. Mega Man 7JI. is a 
perfect example of this. The 
core gameplay (which is lifted 
almost entirely from the Mega 
Man Zero series on GBA) is 
nearly perfect, but nobody 
bothered to implement all of 
the other things that a game 
needs to be truly exceptional. 

The fact that dropping 
bosses grants you new forms 
with specific mobility-related 
abilities as well as new attacks 
is a welcome change from 
the Zero series' performance
based upgrades. Likewise, 
the dropping of the overall 
difficulty down to a reasonable 
level is a blessing even for a 
hardcore Mega Man player 
like me. However, 
this is where the 
improvements 
unfortunately end. 

Unlike in previ
ous Mega Man 
titles, the world of 
7JI. is a series of 
interconnected, 

development, but when you're 
forced into blind wandering 
because the game never tells 
you where your next mission 
takes place - much less how 
to get there - exploration 
becomes a chore. Also, as is 
becoming customary for Mega 
Man games, a few absolutely 
horridly designed levels 
(including one that is the most 
frustrating experience I've had 
since the Battletoads hover
bike sequence) make it all too 
easy to shut the game off and 
never come back. 

Fans will certainly appreciate 
the opportunity to platform 
their way through another 
Mega Man adventure, and 
there are some clever bits that 
compare favorably to the best 
that 20 gaming has to offer. 
Inconsistent quality and unnec
essary tedium are two foes 
whose powers I'd just as soon 
not absorb, though.-ADAM 

BOTTOM 7 
LINE 

> Concept: You have powered 
armor 1ha1 comes complele 
with a gun on your arm and 
a lightsaber. Just do whal 
comes naturally 

> Graphics: Decenl enough, 
bul disappointing in the fact 
lhat ii doesn'I look any belter 
than the Zero series on GBA 

> Sound: The sparkly . 
techno-pop tunes actually lit the 
gameplay rather well 

> Playability: As always, it's 
fairly simple lo make Mega Man 
zoom and dart about the screen 
as only he can 

> Entertainment: A couple 
of stupid design paradigms 
and a few obnoxious levels 
and bosses make this yet 
another average installment of 
the franchise 

> Replay Value: Moderate 

Second Opinion 7 

As the Mega Man series 
has evolved in different 
directions, each branch has 
become known for different 
things. That's why gamers 
shouldn't be fooled by the 
name Mega Man in this 
game's title; it's more akin to 
the immensely challenging 
GBA Zero games. Switching 
among your Biometal suits 
to aid in exploration adds a 
new layer to the "kill boss, 
get weapon• routine and 
is almost Metroid~ike in 
execution, but sloppier. 
Tedium sets in quickly as 
you move through similar 
screens in a side-scrolling 
open world, hoping the 
transporters can get you 
within two or three zones of 
the next level. Mega Man 7Y. 
has fun gameplay, but this 
structure just isn't focused 
enough to get me excited 
about it.-JOE 



OS 

Star Fox Command 
> STYLE 1-PLAYl:R ACTION (UP TO 8-PLAYER VIA WIRELESS, UP TO 4-PlAYl:R VIA NINTENDO WI-A) > PU BUSHER NINTENDO 
> DEVELOPER Q-GAMES > RELEASE AUGUST 28 > ESRB EIO+ 

WHAT GOES UP MUST NOT COME DOWN 

I t looks like someone at Nintendo 
finally took my advice and broke 
both of Fox McCloud's legs. I 
know this is a horrible thing to 

say, but disaster strikes whenever 
this fuzzy little critter frolics in the 
brush. His place is in the cockpit. 
That's where he's at his best. When 
he isn't soaring in his Arwing, the only 
thing that is airborne is a Nintendo 
machine thrown out of a window by 
a disconsolate fan boy. Nintendo tried 
to expand the Star Fox brand with the 
on foot focus in Star Fox Adventures 
and Star Fox Assault, but it just didn't 
take. Rather than making the same 
cataclysmic mistake of grounding the 
excitemen~ Nintendo and developer 
Q-Games are giving Fox another 
chance to earn his wings. Star Fox 
Command isn't the sequel to Star Fox 
64 that everyone has been looking 
to the skies for, but it does deliver 
the same nerve-rattling intensity 
that the series has been lacking in 
recent years. 

The Nintendo DS' touch screen 
may not seem like a suitable naviga
tional tool for a game of this ilk, but 
thanks to the ingenious design from 
Q-Games, it handles the Arwing's 
movements quite well. Sliding the 
stylus across the screen adjusts your 
vessel's pitch and yaw, and a quick 
circular motion performs the evasive 
spin. The ship's other functions, such 
as the flip, are also designated to the 
touch screen - not as stylus move
ments, but icons that you simply 
need to tap. I found that this new
fangled control system allows you to 
be more accurate in your targeting 
and more precise in your evasive 
maneuvers, but also more prone to 
mixing up your actions. A quick eva
sive swipe may be read as a spin, or 
you may accidentally hit the flip icon 

as you veer to the side. 
Unlike the Star Foxes of yesteryear, 

this one isn't a track shooter. It plays 
out more like a strategy game. Before 
you can down your first bogey, you 
must first coordinate the movements 
of your team by drawing their flight 
paths on a top-down map. 'Mien 
your tactics are se~ the enemy will 
make its move. If your flight paths 
collide, the game switches to a real
time combat phase. These segments 
usually only consist of a handful of 
targets, but the enemy doesn't follow 
the old one-shot and run strategy that 
it used to. They'll stick to your tail and 
rip your Arwing to shreds if you don't 
lose them quickly. It still has that great 
Star Fox feel to the comba~ but now 
it has elements of Ace Combat and 
Advance Wars thrown into the mix. 
A game that once just focused on 
your piloting skills now brings out the 
general in you. 

The mind game that comes from 
reading your enemy's tactics is truly 
fascinating, but the game runs into 
the problem of the battles being far 
too short. A map usually only takes a 
few minutes to clear. Just as you start 
to get into the strategy elemen~ you 
are pulled away and sent to another 
galaxy and another battle. 

The game still offers a number of 
different paths, which is great for 
replay. Multiplayer is also present 
and proves to be as much fun as it 
was back when it was powered by 
the FX chip. 

Star Fox Command isn't the second 
coming, but it is a great start to 
repairing a franchise that had crashed 
and burned. Let's hope that Nintendo 
continues with this formula and adds 
some length to the wars that unfold 
in future installments.-REINER 

BOTTOM 8 
LINE 

> Concept FOi< lakes lo 1he skies 
agail\ but doesnl ~ aibome ftt 
long enough. The action ~ !1eal. 
but 1he levels a-e too short 

> Grapl,i<s: ~ better 1han 
1he SNES's fX ~graphics.Draw 
distince can be a problem. v.iidi 
forces players to trad vessels on 
lheirmap 

> Sound: All energelic so,,rdraci 
Jhat IS accon"4)anied by annoyi,g 
l1lUIOOfed character ipeak 

> Playability: Ol.«side of 1he 
occasional misre.id, 1he touch 
screen controls ate solid. The 
strategy elemem a-e also qt.ile 
interesting. but again, too short 

> Ento11ainment: A retool lo 
1he gfoiy do¥ i, bod, single aid 
m~ 

A totally new control scheme 
r.an be a l!idy 1hing. You 
wanU to be easy to pid( up 
and learn, but stj hold some 
fun after hours of playtme. 
WeB, kudos to the Star Fox 
team, because this IS one 
of the best touch screen 
control approaches rve yet 
seen, and It's actuaBv IIJl 
10 use! A new 51rcllegy-ke 
approach to ge11r1g no 
battles 15 pretty !Wee! - you1 
maneuver ll'IIO the fttgt1I 
pa1hs of OllCDfTll18 waves 
of enemies and l1ll$a5 
to prole(1 your base ship, 
and then one by one ¥t 
out the battles you've run 
into in large arena-like dog
fights. PunSIS wi bemoan 
the los.s of the longer loon 
flying f-d levels, but for 
my taste a changeup of the 
formula Ill thcs W1I( was )llSt 
v'1al a hardleld llffllOO 

needed Onff the repebbon 
of most of the battle types 
and scenanos reilly got me 
dooMi. There's lacs of 5lralglt 
up challenged you're no 
ihat, and plerty of delai 
about the 1cM! affair5 thal 
frogs share d you're more 
no Iha!. though you miglt 
wan1 to keep thal Ill your, 
self Ill most sooal acles. 
Good tnnes. - MIUER 

Before pulling in some time 
wilh Hoops. I was COIMOCed 
that playing basketball with a 
stylus would be perhaps the 
most dreadfu e,iperience of 
my gaming Ille. Thankfully, 
I was pleasantly surprised 
to find that the controls are 
fun. Here is where the praise 
ends however, because 
while the cootrol scheme 
is enterta1111ng. it is also 
extremely one-dimensional. 
I found myself picking the 
s,ng1e,p1ayer game apan 
with outrageous scores hke 
684 to zero. Thankfully, the 
single-player starts to offer 
up some challenge once you 
get to the Rainbow tourna
ment. but by this point I had 
found thal I was already 
holed wilh the game and 
its sirrc>licitY. It's a neat and 
original <iversion. but as 
a full-fledged game Mario 
Hoops disappoints.- ANDY 



OS 

Cooking Mama 
> STYLE I ·PLAYER ACTION > PUBLISHER MAJESCO > DEVELOPER TAITO 
> RELEASE AUGUST 29 > ESRB E 

WONTON WAYS 

I 
love (no, love) food as enter
tainment - in particular those 
wonderfully geeky shows on 
Food 1V like Good Eats and 

Ham on the Street. Along these 
same lines, Cooking Mama could 
have been a wacky, gameplay
oriented way to have some fun 
with my food. Because of the 
dual-=een layout and minigame 
design, it just plain isn't Points are 
seemingly docked at a flat rate -
so failing to stir the rice enough 
could be just as bad as dropping 
all of the meat pies onto the floor. 
This scoring discrepancy is even 
more aggravating when some of 
the actions are way too easy and 
others are pretty hard under the 
game's harsh time limits. In short, 
the games themselves just aren't 
as much fun as other minigame 
collections and are really repetitive. 

But fun learning could rule the 
day, right? Sadly, the home eco
nomics are just as dumbed down 
as the minigames. You can't 
be successful at the pan-frying 
minigame and also be paying 
attention to what's going on in 
the pan, for example. And, while 
you do do many steps of a dish, 
none are what a normal person 
would call a recipe, so the learn
ing side is kinda bunk. 

Without managing to scratch 
either itch of wacky bite-sized 
fun or interesting educational aid, 
Cooking Mama succeeds mostly 
at proving to me that the idea 
has potential to be really, really 
cool. But this game ain't the one 
to do it Yet-LISA 

114 GAME INFORMER 

BOTTOM 6 5 
LINE • 

> Concept: rona11y make Mama 
happy with your mad saut~ skiz 

> Graphia: Cutesy Japanese 
style 5 applied lo food, charac
te,s. and menus 

> Sound: RepetilNe soood dips 
f0< your success°' faiue and 
a super irUllg main song are 
not ,-lla( I would Gll the game's 
best fealtJ'e 
> Playuility: More IISlruc1lon 
oo how some steps wort would 
be noce, and I had oa:asoonal 
issues with the gamer~
ing v.tial I was trying to do 

> Enttrtainment: Without a 
doubt this is a llOYei coocept 
with 10CS of potential but this 
attempt misses the mark 

> Rtplay Value: Moderate 

Second Opinion 7 

Coolq Mama is no deeper 
lhau bowl d ~ I al!o 
loses ils llMJr in len mil
dl!S. So llfff do I lae!p .-. 
bad: and.,...~ We al 
""inlD 1T10111'1E lllhse"' 
~•alewmiuesm 
cu hnls msil<bM!and 
!lla,apne. lhislillelils 
th.lbl.rsillendedubile-
sized aanrc and PftM!5" 
be a nicr liale ci!vadion. 
The ffl8illlle5 are mtany 
~ luend141fawring 
knollling howlhey lin:lion 
ralhertlai d Once you 
learn"" ledlnicp5. masler
ing diem is a cindt rs cpty 
and bl, Ju~ if you IJl 
inlD ii not eipeding ii" sale 
'IOIS!uW!fbameaiy 
~ -IBNBI 

HANDHELD QUICKIES 

OS 

Deep Labyrinth 
> STYU 1-l'lAYER ~ 
> PUIUSIIU AllUS 
> DEVD.OPIII INTERACTM BRAINS 
> IIUASl AUGUST 15 > lSIII EIO> 

II Deep Labymth lets 
you re-ie,se <ts control 
scheme If you're Jeft. 
handed, and that's 

the nicest lhlng I have to say about II. 
Unfortunately, lefty Of nghty, there's no 
other reason to spend arry nme With this 
mess. The gameplay mtXeS first-pe,500 
acnon With a rune-dra'l,,ng-ke spellcast
,ng mechanic Sll'llllar to Lost Magic, but 
e,ety asped IS urvespons,ve, sluggish. 
and repew,e. It feels hke Deep Labynnth 
dares you to flip the power sw,tch on the 
DS With e,ery new area and encomter, 
and e11er1 d you press on for a whle, the 
game dunsiy heaps on more suffering 
untJ1 you JUSl can't refuse.-JO£ 

OS 

Contact 
> STYU I-Pt.AYER ROI.E-PlAYlNG GAME 
> PUIUSIIU AllUS 
> DEVD.OPIII MARVELOUS INTERACTlVE 
> IIUASl SEPTEMBER 19 > lSIII EIOt 

• 

Play,r,gWllh the idea 
that you as the game 
player actualy make 
'contac:l"v,th the 

cha@cter.; 11 the game, you ~ along 
a doddemg profess0< from outer space 
and the young boy he enlists to ~ 
horn tradt down some lost power cells. 
Lois of great collectables from weapons 
to decals to suange costumes are tu,, 
but the sn-back-and-watch battle system 
kills some of that fun, especially since 
you'll need to be farming XP 11 0<der to 
reasonably challenge a lot of the bosses. 
This isn't going to change the wortd, but 
far be rt for me to conderm ~ for being 
a run-of-the-mil RPG With a fun sense 
of oomor.-Mlll.ER 

OS 

MechAssault: Phantom War 
> STYLE 1-f'IAYER ACTION (UP TO 4-PlAYER VIA NINTENDO WI-Fl) > PUBLISHER MAJESCO 
> DEVELOPER BACKBONE ENTERTAINMENT > RELEASE SEPTEMBER 12 > ESRB T 

MOUNT UP 

I 
've got to tell you, I didn't have high expectations 
for this sucker. Take the explosive visual effects 
and large-scale conflicts of the Xbox action-fest 
and throw them on a handheld? Sounds a little 

questionable. That's why the end result came as such 
a surprise. Phantom War is a fully featured, honest-to
goodness MechAssault game in almost every regard. 
While technical limitations hold the game back from 
greatness, when you look past the downgraded visuals 
there's a lot to like. 

Ignoring those graphical problems is no small task. 
While the short cinematics between some levels look 
pretty polished, the actual in-game environments are 
positively dreadful, filled with textureless masses of 
color and blocky comers. The mech designs fare slightly 
better, even if the animation is choppy. Given the 
system that Backbone is working with, I'm sure it was 
a technical miracle to get things looking even remotely 
this defined on the OS. Still, system limitations or not 
·easy on the eyes• is definitely not going to be your first 
descriptor. 

It's a lot harder to find things to complain about in 
the gameplay. Like its console cousins, the game gives 
plenty of exciting battles, as you navigate any number 
of different mechs and tanks through the most basic of 
objectives - usually to blow something up. You'll even 
have the battlearmor of MechAssault 2, and the ability 
to run around on foot for brief moments to change 
mechs or interface with a computer console. There's a 
lot of character voiceover, but the story is as threadbare 
as MechAssault has always been. Meanwhile, move
ment and fighting controls are remarkably well-mapped 
given the limited number of buttons. The face buttons 
control aiming. and a generous (and necessary) aim 
assist function helps correct for the inaccuracy of not 
having a right analog stick. Several basic functions like 
turning on shields and switching weapons are within 
easy reach on the touch screen. It adds up to conflicts 
that are every bit as fun and tense as the Xbox offerings. 

I think it's a shame that the mammoth mech battles 
are marred by some pretty horrific hacking minigames 
that show up way too often. The final boss fight is also 
a major pain in the butt With the exception of those 
trouble spots, Phantom War delivers with excellently 
balanced difficulty and constant action. We may not 
have heard about any new plans for the franchise on 
Microsoft's new console, but get rid of your low expec
tations on this handheld adventure - it's better than 
you or I thought it would be.-MILLER 

BOTTOM 7 75 
LINE • 

> Concept: Become a mech
warri0< and strike do\\11 your 
mechanized foes in a manner 
remarkably akin to how you'd do 
so on the Xbox 

> Graphics: Just because I'm 
telling you th~ 5 fun doesn't 
mean rt looks any good 

> Sound: Weapon effeclS 
are greal and there's lots of 
\IOICeover f0< a DS game 

> Playability: E.xl:ellent cootrols 
and sm,rt touch saeen use 
should have you sl1ppmg nght 
,mo the actJon 

> Enttftainmt nt A deep, 
sallsfying actioo shooter with 
giant walkmg robots - what's 
not to like? 

> Replay Value: Moderate 

Second Opinion 7.75 

Phantom Wa(s philosophy 
may very well be that bemg 
fun overrides belllg ugly -
like your mom. [Oh no you 
didn'~ - Ed.I Phantom War 
has the basic gameplay and 
the sou of the MechAssault 
series down ~ 
despite sporting environ
rnenls that rnalte II one 
of the ~ loolung 
games on the OS. But. by 
mapping some fe.itures to 
the touch screen, Backbone 
has managed to include 
f!VefV aspect of the console 
titles' gameplay. The cam
paign is fun, the multiplayer 
is solid. and the SIOl'f ~ 
entirely in line with the rest 
of the series- It may not be a 
beauty queen, but Phantom 
War can sti8 offer you a 
good time.-JEREMY 





1,l11ffl111,1 C HA RT S An In-Depth Listing DI The Best Selling Games 

TOP 20 
listing, Based Upon NPD Data For July 2006 Based On Unit, Sold 

Rank r111e LMo System Sc0<e 

1 NCAA Football 07 NIA PS2 8.25 

2 NCAA Football 07 NIA 360 7.75 

3 New Super Mario Bros. 1 OS 9.25 

4 Grand Theft Auto: 
2 PS2 

Liberty City Stories 
8.75 

5 NCAA Football 07 N/A XBOX 8.25 

6 Cars 4 PS2 7 

7 Brain Age: Train Your 
3 OS 8.25 

Brain in Minutes a Day 

8 Big Brain Academy 8 OS 7.75 

9 Cars 6 GBA N/A 

10 Chromehounds NIA 360 7 

11 The Lord of the Rings: The 
NIA 360 8 

Battle for Middle-earth II 

12 2006 FIFA World Cup 7 PS2 8.5 

13 Naruto: Ultimate Ninja NIA PS2 6.5 

14 Prey N/A 360 9.5 

15 Star Wars: Battlefront II NIA PS2 8.5 

16 Guitar Hero 12 PS2 9 

17 God Of War 11 PS2 10 

18 Cars 10 GC 7 

19 Grand Theft Auto: 
18 PS2 10 

San Andreas ,_ 

20 Midnight Club 3: 
NIA PS2 9.5 

DUB Edition Remix 
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Rtleas, Pnce 

07-06 $48 

07-06 $59 

05-06 $35 

06-06 $19 

07-06 $49 

06-06 $37 

04--06 $20 

06-06 $20 

06-06 $28 

07-06 $59 

07-06 $60 

04--06 $30 

06-06 $39 

07-06 $60 

1HJ5 $19 

11-05 $70 

03-05 $20 

06-06 $37 

10-04 $20 

03-06 $20 

TOP 10 JAPAN 
Rank Tille 

I 

New Super Marlo Bros. 
Tmagotchl No Puchl 
Puchl Omlsecchl Gohl-Klnl 
Melly Blood: Act Cadenza 

OS Training for Adults: Work Your Brain 2 

Shaberul DS Cooking 

Animal Crossing: WIid World 

OS Training for Adults: Work Your Brain 

SD Gundam G Genertlon Portable 

Jlssen Pachl·Slot HlshOlhOII 

Klrarln Revolution: Kira Kira Idol Audition 

C!JIBiD 
IIIDIID 

TOP 10 GI 

Syslem 

OS 

OS 

PS2 

OS 

OS 

OS 

OS 

PSP 

PS2 

OS 

Rank Title L. Mo. Syslem 

N/A PS2 

360 

N/A PC 

Dragon Quest Heroes: Rocket Slime N/A OS 

2 360 

coRoco NIA PSP 

Fox Connand N/A OS 
Episode Ill: 3 PS2 
h Zarathustra 
Fl07 N/A Multi 

Thf.S&aft'sFMW!lf:Pi(is 

TOP 10 PC 
Rank TIiie L. Mo. Price 

World of Warcratt 1 $36 

Cars: Radiator Springs Adwentures 4 $18 

Tbe Sims 2: F•IIJ Fun Stuff 3 $20 

TIie Sims 2 6 $40 

Tbe Sims 2: Open tor Business 5 $31 

Guild Wan: Factions 8 $48 

ntan Q1est NIA $49 

The Elder Scrolls IV: Obllvlon 7 $49 

Hall-Lite 2: Episode 1 2 $18 

Zoo Tycooa: NIA $20 
The Complete Collection 

Bad0nMcnlhttlkltSSo6d 



XBOX 360 
2006 FIFA World Cup 
Battlefield 2: Modem Combat 
Blazing Angels: Squadrons of 'vVWII 
Bombennan: Aa Zero 
BumoutR~ge 
Oiromehounds 
Dead or Alive 4 
Dead Rising 
Dynasty Warriors 5: Empires 
Eld<, Scrolls IV;__OQI'~ 
Far Cry Instincts: Predator 
F,g/lt Njgh! Round 3 
Final Fantasy XI 
Full Auto 
Ghost Recon Advan<e<I..Woriighter 
Hitman: Blood Money 

l~ o~~ ~7~:~rth II, The 
Major League Baseball 2K6 
Mote GP'06 
NCAA Football 07 
Ninety-Nine Nights 

Outfit. The 
C>,erG Foghters 
Prey 
Rumble Roses .XX 
Saints Row 
Table Tennis 
Tomb Raider: Legend 
Top Spn 2 
H~en: The Official Game 

PLAYSTATION 2 
24: The Game 
25 to life 
2006 RFA World Cup 
50 Cent: Bulletp,oof 
Ac.e Combat Zero: The Betkan War 
Americ.a's Army: Rise of a Soldier 
Ape Escape 3 
Arena Football 
Atelier 1ris 2: The Azoth of Destiny 
Beatmania 
Black 
Cars 
CMT Presents: 

Karaoke Revolution Country 
Commandos; Strike Force 
Dance Factory 
Oa Vinci Code, The 
Devil M;ry Cry 3: Dante's 

t,wakenirJ8 Special Edition 
Dirge of Cerberus: Final Fantasy VII 
Disgaea 2: Cursed Memories 
Drakengard 2 
Driver: Parallel Lines 
Dynasty Warriors 5: Empires 
FIFA Street 2 
rqiJ,t Night R 3 
Final Fight: Str~se 
FlatOut 2 
Full Spectrum Warrior: Ten Hammers 
Gallop Racer 2006 
Gauntlet: Seven Sorrows 
Godfather:: The Game, The 
Grandia Ill 
Grand Theft Auto: 

Liberty City Stories 
Hitma:n: Blood Money 
Jaws 
~ngdomfurts U 
Major League Baseball 2K6 

M~~~·su~ni%re 
Mega Man X Collection 
Metal Gear_.Solid 3: Subsistence 
Metal Sago 
Micro Machines V4 
Midrnght Ou6 3: DUB Edition R"1flix 
MLB 06: The SOON 
MLB SlugFest 2CX>6 
Monster Rancher EVO 
MS Saga: A New D,3\M'l 
MVP 06 NCAA Baseball 
Naruto: Ultimate Ninja 
NBA Ballers Phenom 
NCAA Football 07 
NFL HeadCwch 
One Piece: Pirate's Camival 
C>Qio,usha: Dawn of Dreams 
Outrun 2006: Coast 2 Coast 
Pirates of the Caribbean: 

The legend of Jack Spooow 
Rampage: Total Destruction 
Real World Golf 
Rogue Trooper 
Samurai Champloo: Sidetracked 
Shadow Hearts: From The New World 
Sonic Riders 
State Of Emergency 2 
Steambot Chronicles 

ARCHIVE 
8.5 Jun-06 
7.75 Jun-06 
7.5 May-06 
3 SeJ>-06 

9.5 Ap<-06 
7 Aug-06 
9 Mar-06 

9.25 Sep-06 
6 Mly-06 

9.5 May-06 
8.75 Jun-06 

9 M.ar-06 
7.25 Jun-06 
7.5 Mlr-06 
9.5 Ap<-06 

Street Foghter Alpha Anthology 7.5 7.75 Jul-06 
Suikoden V 7.5 

Aug-06 Super Dragon aan z 6 
7 Jun-06 Super Monkey Ball Adventure 4.75 

8.75 Jul-06 Tales of Legendia 7.25 
7.75 Aug-06 10CA Race Driver 3 8.25 
7.5 SeJ>-06 Tokyo Extreme Racer Drift 6 

Tomb Raider: Legend 8.75 
Torino 2006 4.25 
Tourist Trophy: 

The Real Riding Simulatol" 8.5 
Urban Chaos: loot Response 7.75 
Warship Gunner 2 5 
!MldArms4 7.5 
l\lnbod 2: Project Poseidon 4 
!Mnning Eleven 9 8.5 
Xenosago Episode Ill: 

Also Sprach Zarathustra 8.5 
X-Men: The Official Game 4 
Yakuz, 6 

7.75 Ap<-06 GAMECUBE 
5 SeJ>-06 

9.5 Aug-06 
2006 FlFA World Cup 8.5 
Cars 7 

5.75 Mly-06 O,ibi-Robo 5 
8.75 Sep-06 

8 Jul-06 
8.75 May-06 

FlFA Street 2 6 
Mego Mln X Cdleaion 8 
Odama 7 

8.5 May-06 
Jul-06 

Rampage: Total Oeslruction 6.5 
Sonic Riders 5 
Super Monkey Ball Adventure 4.75 
X·Men: The Official Game 4 

7.5 Ap<-06 
5.75 Mar-06 XBOX 
8.5 Jun-06 
6 Feb-06 

8.5 Mly-06 
6.5 Feb-06 
8.75 Feb-06 
6.5 Ap<-06 

25 to Life 5.75 
50 Cent: Bulletp,oof 6 
2006 FlFA World Cup 8.5 
America's Almy: Rise of a Soldier 6.5 
Arena Football 6.5 
Black 8.5 

7.5 Jun-06 
8.5 Ap<-06 
8.5 Apr-06 

Blazing Angels: Squadrons of WMI 7.5 
Cars 7 
Commandos: Strike Force 5.5 

7 Aug-06 Da ,Ind Code, The 6 

8 Apr-06 
5.5 Jun-06 
8 Jun-06 
6 Jul-06 

DreamfaU: The Longest Journey 8 
Driver: Parallel Lines 6.75 
FIFA Street 2 6 
F',i,( Night Round 3 9 
Final right Streetwise 4 

9 Feb-06 
6.75 SeJ>-06 
8.75 SeJ>-06 
7.25 Mar-06 
6.75 Mly-06 

6 Mly-06 
6 Ap<-06 

r-06 
4 Mlr-06 

7.5 SeJ>-06 
7.25 Ap<-06 
6.75 Jul-06 
6.25 Feb-06 
7.5 Mly-06 

8.75 Mlr-06 

FlatOut 2 7.5 
Full Spectrum Warrior: Ten Hammers 7.25 
Gauntlet: Seven Sorrows 6.25 
Ghost Recon Advanced Warftghter 7.5 
Godfather: The Game, The 7.5 
Hitman: Blood Money 7.75 
Jaws 4.75 
Mljor league Baseball 2K6 8.5 

~~:·su~n~~re 7.25 
M,dnqjlt Club 3: DUB Edrtion Reo,~ 9.5 
Ml8 ~ugfest 2006 5 
MVP 06 NCAA BasebaU 7 
NBA Ballers Phenom 7.75 
NCAA Football 07 8.25 
NFL Head Coach 6.75 

8.75 Aug-06 
7.75 Jun-06 
4.75 Aug-06 

9 Ap<-06 
8.5 Ap<-06 

Operation F\ashpoint Elite 5 
0uttun 2006: Coast 2 Coast 7.5 
Rogue Trooper 7.25 
Sonic Riders 5 
Tomb Raider: Legend 8.75 
Torino 2006 4.25 

7.25 Ap<-06 
8 Feb-06 

9.5 Apr-06 
5.25 Mly-06 
7.5 Aug-06 

Urban Chaos: Riot Response 7.75 
WarPath 7.25 
l\lnbod2: ProjectPoseidort 4 
Wnning Eleven 9 8.5 
X·Men: The Official Game 

9.5 Mly-06 
7.5 Ap<-06 
5 Aug-06 
8 Jun-06 

AutoAssault 7 
Battlefield 2: Special Fo,ces 9 

7.75 Mlr-06 O,Oty: Rome 8 
7 Feb-06 Commandos: Strike Force 5.5 

6.5 Jul-06 Oarwinia 7.5 
7.75 Apr-06 DreamfaH: The Longest Journey 8 
8.25 Aug-06 
6.75 Aug-06 

4 Sep-06 
9 Mar-06 

7.5 Jun-06 

Dungeons & Dragons Online: Stoonreach 8 
Earth 2160 7 
Eide< Saolls IV: ObfMOI). The 9.5 
Full Spectrum Warrior: 

7.25 Teo Hammers 
Galactic Civilizations II; Dre.&d Lords 8 

5.75 Aug-06 
6.5 Moy-06 
7 Jun-06 

Hatt-1.Jfe 2: Episode One 8.75 
Heroes of Might & Mlgic V 8.25 
Hilman: Blood Money 7.75 

7.25 Jun-06 
6.75 Mly-06 
8.75 Mar-06 

5 Ap<-06 
6 Apr-06 

5.5 May-06 

Lor~: r: ~~-n:rth II, The 8.5 

~=u~"Pr~re 7.25 
Pa1adise 5.25 
f>rey 9,5 

Juf-06 
May-06 
SeJ>-06 
SeJ>-06 
Mlr-06 
Mar-06 
Ap<-06 

Mly-06 
Ap<-06 

Mly-06 
Jul-06 
Ap<-06 
Feb-06 
Jun-06 
Feb-06 

Sep-06 
Jul-06 

Sep-06 

Jun-06 
Aug-06 
Feb-06 
Ap<-06 
Feb-06 
Mlr-06 
May-06 
Ap<-06 
SeJ>-06 
Jul-06 

Mlr-06 
Feb-06 
Jun-06 
Feb-06 
Ap<-06 
Ap<-06 

May-06 
Aug-06 
Jun-06 
Juf-06 

Jun-06 
May-06 
Apr-06 
Mar-06 
Mlr-06 
Sep-06 
Apr-06 
Feb-06 
Mly-06 
Mly-06 
Jun-06 
Aug-06 
Ap<-06 

Apr-06 
Mly-06 
Aug-06 
Feb-06 
Ap<-06 
Aug-06 
Aug-06 
Feb-06 
Jun-06 
Jun-06 
Ap<-06 

Mly-06 
Ap<-06 
Jul-06 

Mly-06 
Jun-06 
Feb-06 
Jul-06 

Jun-06 
Feb-06 
SeJ>-06 
Jun-06 
Jul-06 

Jun-06 
Mly-06 
Feb-06 
Mly-06 

Ap<-06 
Ap<-06 
Aug-06 
Juf-06 

Jun-06 

Ap<-06 

Ap<-06 
Jul-06 

Aug-06 

Rise & Fall: uvilizations at War 
ruse of Nations: ruse of Legend, 
Sid Meie(s C'.Mization IV: Warlords 
Sims 2: Open for Business, The 
SiN Episodes: Emergence 
Star Wars: Empire at War 
Sword of the Stars 
Titan Quest 
WarPath 

NINTENOO OS 
Age of Empires: The Age of Kings 
Battles of Prince of Persia 
Big Brain Academy 
Brain Age 
Break 'Em All 
Electroplankton 
Guilty Gear. Dust Strikers 
Hi Hi ~ AmiYum1: 

The Genie and the Amp 
lost Magic 
Mlgnetica 
Metroid Prime: Hunters 
NewSuwManoll(Q5. 
Point Blank OS 
Pokemon Trozei 
Resident Ev;I: Dead~ Silence 
Rub Rabbitsl The 
Sims 2, The 
Super Monkey Ball: Toudl & Roll 
Super Princess Peach 
Tomagotchi Connection: Comer Shop 
Tao's Adventure: 

Curse of the Demon Seal 
Tetris OS 
Tony Hawk's Americ.an Skat.and 
True S'Mng Golf 
Wofms: Open Warfare 

Ape Escape Academy 
Astonishia Story 
Blade Dancer 
Capcom Classics Cdleaion Remixed 
Daxter 
Def Jam F'tght for NY: The Takeover 
Exn 
Foeld Commander 
F,ght Night Round 3 
From Russia ~ Love 
Generation of Chaos 
Gradius Collection 
Juiced Eliminator 
l egend of Heroes II, The 
Lemmings 
Me and My Katamari 
Mega Man: Maverick Hunter X 
Mego Mln: Powered Up 
Mercury Meltdown 
Metal Gear Acid 2 
MLB '06 The Show 
Monster Hunter Freedom 
MX vs. ATV: On the Edge 

NBA 06 
NBA Ballers: Rebound 
NCAA Football 07 
Outrun 2006: Coast 2 Coast 
Pirates of the Caribbean: 

Dead Man's Chest 
PQ: Practical Intelligence Quotient 
Prince of Persia Revelations 
Pursuit Force 
Race Driver 2006 
Samurai Warriors: State of War 
Sims 2, The 
Splinter Ce!! Essentials 
Street Fight Alpha 3 Max 
Street Supremacy 
Syphon Filter: Dark Mirror 
Tekken: Dark Resurrection 
Tomb Raider: legend 
UltimateBk>d:.Party 
Untold Legends: The Warrior's Code 
Valkyrie Profile: lenneth 
V-ful Joe: Red Hot Rumble 
!Mnning Eleven 9 
Worms: Open Warlare 
WRC: FIA World 

Ralfy Championships 
WWE. SmackOown Vs. Raw 2006 
Ys: The M of Napishtim 

GAME BOY ADVANCE 
Oogz 
Oriti Dozer 

~
Man Battle Net'-Nork 6: 
ast Gregar/ Cybeast Falzar 

Summon Night: Swordcraft Story 
Super Robot Taisen: 

Original Generation 
Tales of Phantasia 
Tower SP, The 

5 Aug-06 
9.5 Jul-06 
8 SeJ>-06 
7 Ap<-06 

7.75 JuKIG 
8.25 Mar-06 
7.5 Sep-06 

8.25 Aug-06 
7.25 May-06 

8 Mar-06 
8.5 Feb-06 
7.75 Aug-06 
8.25 Jun-06 
7.5 SeJ>-06 

Feb-06 
May-06 

5.75 SeJ>-06 
6 Jun-06 

7.25 Aug-06 
8.5 May-06 
9.25 Juf-06 

* 
4.5 Aug-06 
8.25 Mlr-06 
7.75 Mar-06 
7.5 Ap<-06 

6.75 Feb-06 
8 Ap<-06 

8.75 Mlr-06 
6.5 Apr-06 

GET THE LATEST 2 Jun-06 
9.25 Ap<-06 
8.75 Feb-06 

7 Feb-06 

INDUSTRY NEWS, 7 May-06 

7 Feb-06 

EXCLUSIVE UPDATES 4.25 Aug-06 
5.5 Aug-06 
8.5 Mly-06 
8.75 Ap<-06 a INSIGHTS DELIVERED 8 Aug-06 
7.25 Mar-06 
7.5 May-06 
7.75 Ap<-06 

TO YOU EVERY WEEK! 6.75 Mly-06 
5 Mly-06 

8.5 Jun-06 
7.75 Aug-06 

6 Jul-06 
7.25 Jul-06 

* 
8 May-06 
8 Mlr-06 

8.25 Ap<-06 
8 SeJ>-06 
8 Ap<-06 
7 Ap<-06 
4 Jun-06 
8 May-06 

GET WEEKLY 
ACCESS TO 
SIVE CONTESTS 

• SIGNING 
6.5 Dec-OS R THE 8 Ap<-06 
8.5 SeJ>-06 
7.5 Jun-06 

3 SeJ>-06 
7.75 Feb-06 
7.75 Feb-06 
6.25 Ap<-06 
8.5 Aug-06 
7 May-06 

5.5 Feb-06 
8 May-06 

7.75 Mar-06 
6.75 Ap<-06 

8 May-06 
8.25 SeJ>-06 
8.25 Jul-06 
7.5 Jun-06 

825 Ap<-06 
8 Aug-06 
7 May-06 

7.5 Mlr-06 
7 May-06 

8.75 Ap<-06 
8 Feb-06 

6.75 Ap<-06 

6.75 Feb-06 
7.75 Feb-06 

6.5 Aug-06 
7 Aug-06 

7.5 Aug-06 
7.25 Mar-06 

7 Jun-06 
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Attention All Cheaters! 
Cheat codes, by their very nature, are in 
many cases buggier than Virginia in August 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and back up your save before 115ing 
any codes. 

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

MULTI-SYSTEM 

NCAA Football 07 
> PIAYSTATION 2, XBOX 

Last month we showed you the codes for 
all the All Star teams. This month, check out 
the unlocks for all the Mascot teams. Go to 
the pennant select screen and press select in 
order to enter the code. 

Arkansas Mascot Team - Bear Down 
Georgia Tech Mascot Team - RamblinWreck 
Iowa State Mascot Team - Red And Gold 
Kansas Mascot Team - Rock Chalk 
Kentucky Mascot Team - On On UK 
Michigan State Mascot Team - Go Green 
[Minnesota Mascot Team - Rah Rah Rah 
Missouri Mascot Team - Mizzou Rah 
North Carolina State Mascot Team - Go 
Pack 
Northwestern Mascot Team - Go Cats 
Ole Miss Mascot Team - Hotly Totty 
South Carolina Mascot Team - Go Carolina 
Wake Forest Mascot Team - Go Deac; Go 

Over the Hedge 
> PIAYSTATION 2, XBOX 

For all the following, pause the game while 
playing and hold down L1 and Rl while you 
enter the desired code. 

>All Levels - 0. A 0. 0, D 
All Moves - A O, A□. 0 ,0 
Always PoMr GoH - A O. A,0,D,O 
Earn More HP - AO. AO. □, 6. 
Extra Damage - A 0, A 0. A 

'GI Droid' 
(locotion unknown - last seen passing out 

Aquafina water bottles to thirsty tJavellers at 
the airport) 

Palnkmer: Hell Wars 
During the game, press down the following 

button combinations together to unlock 
the effect. 

All Weapons and Ammo - L+White+Y 
God Mode - L +White+B 
Demon Mode - L +White+X 

For the following code, enter the button 
combination from the map screen 

All Levels - Hold down White+Black. then 
press L 

Please geek responsibly. 
You 'TI y speai< + e langua e 

!:> t are you geekP.d? 
He·e s a charce to prove t 

www.uat.edu > 800 658 5744 



••••••• ••• ••• ••• •• ••••• • • •••••• •• ••••••• 
..... GI 
....... -..... Where The Past Comes Ahve 

T 
here are certain games that leave their mark on everyone who plays them. Whether ifs through storytelling. atmosphere, or intense combat, 

sometimes there's just no going back once you've experienced what these games have to offer, and System Shock 2 has undoubtedly earned a 

place among these standout titles. Developed cooperatively by Looking Glass Studios and Irrational Games (itself formed by former Looking Glass 

employees), System Shock 2 was an irresistible combination of mystery, action, and fear when it first released in 1999, and none of that has changed in 

the intervening years. On these two pages we reminisce with lrrational's Ken Levine about what went right, what went wrong. and why people are still 

playing this classic action/adventure masterpiece today. 

A Great Foe Returns 
'A/hen your character first wakes up aboard the Von Braun, it appears that your main foe is 
a legion of mutants called The Many, who have also corrupted the ship's main computer, 
Xe1Xes. This may come as a disappointment at first. considering that the malevolent Al 
SHODAN from the original System Shock is regarded as one of the best villains in all of 
gaming. However, Levine points out that it was never really intended that The Many would 
rival SHODAN in terms of instilling the player with dread. "They measure up as intended," 
he reveals. 'Vve never thought The Many would overcome SHODAN as a villain. We want
ed to create a second foe who had a totally different point of view and agenda, and I think 
we pulled that off well~ 

120 GAME INFORMER 

Of course, when you have a character as awesome as SHODAN in your universe, you use 
her whenever possible. "Not putting SHODAN in Shock 2 is kind of like cutting Collum out 
of The Two Towers. You don't do ii• says Levine. Any disappointment the player may have 
felt at fighting The Many was eventually dissolved, since one of the game's biggest surprises 
is you discover that the survivor you thought was helping you, Dr. Janice Polito, is actually 
SHODAN manipulating you to serve her own purposes. In fact, Levine singles out this revela
tion as his favorite part of System Shock 2. ' I had to fight with a lot of the team to get that in, 
and I think it had an impact on what you could do with a game story," he explains. "It sent 
the message that it's okay to mess with the gamefs head. We like doing that." 



Fright Factor 
It can't quite be classified as a survival horror 
game, but System Shock 2 is widely con
sidered to be one of the scariest experi
ences out there. From the creepy sentient 
computers to the tortured cries of The 
Many (who will frequently beg you to put 
them out of their misery), the atmosphere 
of the game is definitely tense. This is 
interesting, considering that the element 
of fear in the game was sort of incidental. 
"I don't think we ever had a real goal of scar
ing people," admits Levine. •11 just seemed to 

Selling Shock 
"There essentially was no marketing done by the pub
lisher [Electronic Arts] on System Shock 2," Levine states. 
While the game gained momentum 
through word of mouth (in addition 

PAYAmNTION 

naturally evolve in the type of game we were 
trying to make. I could break down all the 

technical stuff we did from a design 
and writing standpoint but in reality it 
comes down to one thing: The player 
was alone. Very, very alone.• That's 
the kind of fear that sticks with you. 
Monsters who jump out of closets are 
good for a quick jolt but when players 

are constantly certain they are moments 
away from death, that's true terror. 

Humble Beginnings 
Since all of the story and gameplay elements of System 
Shock 2 weave together so well, gamers may be surprised 

to learn that the ideas that serve as the 

to rampant critical acclaim), this initial 
lack of official support probably kept 
the game from living up to its sales 
potential. Basically, the highest-profile 
marketing trick for the game was an 
online contest called "Get Killed By 
SHODAN," in which fans could enter 
to have their name and likeness 
appear as one of SHODAN's slaugh
tered victims. •1 wish I could say it 
was a brilliant marketing team," says 
Levine of the contest. 'The truth was 
I came up with it. I pitched it. I sold it. 
Almost every thing I've done during 
the development of Irrational Games 
is through a grand team effort. This 

Because Sy>tem Sh<xt 2 tells most of ns S/OIJI 
throogh i"9(Jme messages and logs. yoo ...,1 
get the whole picture just l7t barre/mg fOfWOfd 
and hoping for a cutscene MU<h of the game's 
mood~ sel l7t reading the desperate ond con
fused final words of slain a,w members foond 

game's foundation were actually a 
part of an entirely different project. 
The team was designing a horror 
game that was simply being called 
Shock. "The plot was sort of a sci-fi 
Apocalypse Now, where you were 
sent to a distant space station to 
assassinate a military commander 
who had become politically unat
tractive to the government• Levine 
tells us. "However, the gameplay 
systems were very much System 
Shock 2. Only when EA got involved 
did the System Shock 2 license come 
into play. We basically adapted the 
gameplay ideas we had previously 

in vaious datapods. ti yoo want to know exadff 
"1lat happened, yoow got a fol of reod,ng to do. 

to a story and setting that involved 
is far less true with marketing. We've 
really been left in the lurch in the past.• Thankfully, 
publisher 2K Games has been far more attentive in this 
department with lrrational's BioShock (Head to page 84 
to see how BioShock is coming along). 

The Legacy 
Despite the fact that it is several 
years old, another of System Shock 
2's defining features is the way it 
has held up over time. Obviously 

SHODAN and the System Shock 
world." Now, if all games that shift design direction could 
turn out as well as System Shock 2, the gaming world 
would be a better place. 

the graphics aren't up to the current 
industry standard, but the gameplay 
and interface set a standard for FPS/ 
adventure titles that is still used today. 
The quality of these aspects was 
not an accident; the way the player 
interacts with the world and manages 
items was something the team set 
out to improve during development 
"As much as I love System Shock 1, 

NOT-SO-SECRET CODE 

to run on modern computers. What it 
boils down to is that the game is fun 
because it presents so many possibili
ties. While the story events remain the 
same, players can customize and tune 
so many aspects of their characters' 
abilities that each playthrough pres
ents different solutions to the same 
obstacles. When asked about the 
biggest challenge in developing such 
an open-ended experience, Levine 
responds: "Anticipating all the crazy 

it was a bit of bear in the interface 
department," Levine observes. "We 

T1lt codt to Sy>tem Sh<xt i's first k,ypad rs 
"45t00. • IM>i/e thrs ~Man /,om;Jgt to the 
original Sy>tem Sh<xt (wrnch hod a door w,th the 
cod, "451, • from Rey Bladbur/s Fahrenheit 4Sl), 
ot one point 451 was also the code ustd an the 
lock to Looking Closs Swdtos' offices. 

s-t players will do. That's the joy and 
the pain of it all at once. Every player 
who played System Shock 2 played 

wanted Shock 2 to play like a shooter, but allow the 
player to interact with the world around them. I think the 
Shock 2 interface was probably the most influential thing 
about the game.• Influence on subsequent games aside, 
there is also the fact that people just love to play System 
Shock 2. Online discussion boards about the game are 
still active, and a community has risen to help users get it 

it in their own style. It's a pain to test, 
but when it all comes together, there's no more satisfying 
kind of game to play.• 

To reod more of Ken Levine~ thoughts on topics 
that don't relate to System Shack 2, be sure to 
ched< out the interview on page 38. 

GREATEST GAME OF ALL TIME 
81 Dai 1d M1lle· 

ILLUSION OF GAIA 
> FORMAT SUPER NINTENDO 
> PUBLISHER ENIX 

The typical RPG conventions of swords, sorcery, and moogles are a 
pleasure to play, but any real gamer knows that there is always room 
for an experience just a little outside of the box. Illusion of Gaia is 
an achievement in terms of standing apart from the fantasy formula, 
yet still maintaining a familiar tone that fans of other games of the 
genre can instantly appreciate. The story, the core of any memorable 
RPG, is always fascinating because it takes place in what appears to 
be the real world. The dungeons you travel to, from Nazca to the 
Pyramids, are all either real places or places from popular mythol· 
ogy. The relative locations of these places on the world map are 
extremely unrealistic, but 
storming the Tower of 
Babel still seems more 
authentic than stomping 
through a forest that's 
either called "forbidden" 
or something vaguely 
Elvish-sounding. 

The locations are epic, 
but of course the story 
would still be weak ii not for the believability (bad translatiorycheesy 
dialogue aside) of the characters. The main character, Will, borrows 
something from the Legend of Zekla series in that he seldom speaks 
out loud to other characters, but through his narration you come to 
sympathize strongly with him. 

The gameplay, like the best of the era, is Simple yet endlessly fun; 
the fighting is rea~time and last paced, and your powers are gradu
ally expanded as the game goes on. The action most resembles A 
Link to the Past in its core mechanics, but rather than using myriad 
items and weapons to solve puzzles, Will can transform at various 
save points into a dait knigh~ or use speoal ab1lrties to slide under 
walls or leap from ramps to distant platforms. This action-oriented 
style has the player pause the game to equip new items much less 
often than in Nintendo's das.sic series. The leveling system, the defin
ing trait of the RPG genre, is also simple and requires nothing from 
the player except to kill every monster in every room. Do that and 
collect enough of the red ,ewels scattered around the world, and 
you will gain every single ability in the game. No grinding INiay at 
random encounters here! 

What makes Illusion of Gaia really stand out in my mind, however, 
is its status as the first full-fledged RPG I ever played, and I think I will 
probably remember every moment of it forever. When the Virtual 
Console concept for the Nintendo Revolution was first announced, I 
instantly knew the first game that I was going to download: Illusion 
of Gaia. 

THIS MONTH IN GAMING HISTORY 

On October 7, 2003 the gaming world was given one of its most 
enduring punchlines. On that immortal date, Nokia's handheld 
disaster/phone/gaming system, the N-Gage, was unceremoniously 
dumped on the public. The precise reason for the device's lack 
of success is still unknown, but it might have been its tac~ue 
size and shape, or the fact that you practically had to disassemble 
the thing every time you wanted to switch games. These problems 
were later fixed with the 
redesigned N-Gage QD, 
but by that point the 
gdming world was just 
past the point of caring. 





• • • ============= 0 N LI N E 
... •...... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: SEPT 20 

This month we brought you a huge roundup of Wii games, but you 
greedy little monkeys always want more, don't you? We give and 
we give, but it's never enough! Fine. Head on over to Unlimited 
to see more shots for games like Tony Hawk's Downhill Jam, Wii 
Sports, Trauma Center: Second Opinion and many more. A veri
table cornucopia of additional screens and art pieces awaits you! 

ALSO THIS MONTH ONLINE: 
Game Informer Online heads to Japan to check out the Tokyo 
Game Show. Sony has promised a big showing for the PlayStation 
3 at TGS this year, so there is certain to be a flood of craz:y gam
ing news. Be sure to check out the coverage of this Japanese 
adventure, as well as a host of other special events promoting this 
holiday's hottest titles. 

er. If our 10-page cover story 
terview with producer and fa 

John Schappert 
EA's Senior Vice President John 
Schappert spoke with us about 
his company's commitment to 
the Wii, and why the publish
ing giant is throwing its weight 
behind Nintendo's new console. 
Head over to Unlimited to read the full text of the 

Ubisoft has been one of the 
most visible third-party support
ers of the Wii, and we spoke 
with the President of Ubisoft 
North America Larent Deloe to 
find out why. Read everything he 
had to say, exclusively in Unlimited. 

PLUS EXTRA ASSETS FOR: 
Final Fantasy XII, Army of 1wo, 
WWE Smackdown Vs. Raw 2007, 
Okami, Forza Motorsport 2, 
Assassin's Creed, Just Cause, 
and more! 
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VIDEO GAME TRIVIA 
As the release of Nintendo's new Wii console approaches, gamers are look
ing forward to high-profile launch titles like Metroid 3: Corruption and The 
Legend of Zelda: Twilight Princess. However, if Wii is anything like the DS, 
after launch there will be a period where we only get to play mediocre games 
as developers learn the hardware. Answer the following questions to discov
er which lackluster title you'll be playing while you wait for motion-sensor 
gaming to hit its stride. 

1 As a gamer, one of your 
sacred duties is to help those 
who can't help themselves, 
including stupid, stupid rodents. 
In the first Lemmin,s for PC, 
which of the following jobs can 
you not assign 
to guide the 
creatures to 
safety? 

A. Builder 
B. Basher 
C. Miner 
D. Jumper 

3 Knuckles has been a regular 
in the Sonic series since his 
first appearance in Sonic the 
Hed,ehog 3. What kind of ani
mal 1s Knuckles, anyway? 

A. Hedgehog 
B. Porcupine 
C. Echidna 
D. Some kind of Xtreme mouse? 

4 In the Midway-published title 
Dr. Muto, what 1s the name of 
the shattered planet the mad 
scientist is on a mission to 
reconstruct? 

A. Mluto 
B. Mutopolis 
C. M utopiter 
D. Midway 

5 True or False: In the Super 
Nintendo's E.V.O.: The Search 
for Eden, it is possible to even
tually evolve your creature into 
a mermaid. 

A. True. Take that, Spore! 
B. False. But you could be a 

human. That's a change of 
pace, right? 

6 Snipers were cool way before 
Enemy at the Gates and Phone 
Booth, as illustrated in the 8-bit 
Golgo 13 games. Which long
forgotten developer brought us 
both Golgo 13 and the sequel, 
The Mafat Conspiracy? 

A. Tradewest 
B. Vic Tokai 
C. Elite Systems 
D. lrem 

7 A true fan of wrestling games 
remembers the days before 
games used "real" characters, 
instead resorting to fictitious 
wrestlers. In Title Match Pro 
Wrestling for the Atari 2600, 
which of the following fighters 
does not appear in the game? 

A. Big Chief 
B. Skin Head 
C. The Amazon 
D. Mr. Mean 

8 Many gamers had issues 
with the key hunt near the end 
of Metroid Prime 2: Echoes 
for GameCube. In total, how 
many temple keys are there for 
Samus to collect? 

A. 9 
B. 10 
C. 15 
D. 18 

9 In the original Tetris for Game 
Boy, what does it mean if you 
have a heart icon next to the 
level indicator? 

A. Five-minute time limit 
B. Blocks fell slower 
C. Blocks fell faster 
D. Direction controls inverted 

10 In the first of Ubisoffs 
recent Prince of Persia titles, 
what does the prince possess 
that allows him to manipulate 
time? 

A. The Dagger of Time 
B. The Sands of Time 
C. The Scimitar of Time 
D. Morris Day and the Time 
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BREAKDOWN 
59,000 accounts in World of Warcraft were recently banned for 
using prohibited programs to automate actions. Take tha~ you 
rotten gold farmers! 

.112'/o of DS Lite consoles are affected by a fault that causes 
cracks to appear in the hinges. Though only a cosmetic problem, 
Nintendo will fo< it if you call their customer support line. 

$20,000: The supposed price developers are paying for PS3 
dev kits 

16% of the moles on Jeremy's body are alien parasites with 
malevolent plans. The remaining 84 percen~ on the other hand, 
are just freakish dermatological anomalies. 

81% of GI readers made the team! Congratulations! To you other 
losers, just empty your lockers and get out 

* Trivia Score & Rank * 

0-1: 2-3: 
Floor Mapper Point I, Laugh 

4-5: 6-7: 
Use Soap! Fetch 

8-9: 10: 
Oiannel surfer Super Punch-Yourself-Out 

Video Game Trivia Answers: 1.0 2. B 3. (4. O5.A6. B 7. C 8. D 9. C 10 A 
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GOD. 
HERO. 

HUNTER. 
SAVIOR. 

AVAILABLE NOW 

"Will go down as one of 
the best games of all time." 

-PS\1 

" ... This beautiful game is 
an instant classic." 

-OP\1 
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