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THE PLAYSTATION 3 
PREDICAMENT 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

It seems that everyone I talk to in the industry is down on 
the PlayStation 3. I've even heard from some of my friends 
that work there that seem less than confident in Sony's abil
ity to even compete - much less win - in the next-genera
t ion war. 

It makes it tough to keep a balanced and critical view of 
how this console generation is developing. 

I remember being at the Tokyo Game Show in 2005 with 
a crew of industry illuminati as we sat around and nit-picked 
Microsoft's 360 launch in a posh Tokyo hotel bar. At the 
time, I told them some of the things I had learned about 
Microsoft's plan of attack and that while there were some 
problems (as there are with any console), its strategy was 
solid. At the time of course, most of the chorus was one of 
negativity towards Microsoft's second console attempt. 

While I won't dig too deep into the discussion, we did 
spend the rest of the night analyzing the various pitfalls and 
innovations that next-generation gaming would bring. 

Those in the Sony camp pointed towards its experience 
and leadership in the console space and how it would not 
be easy to unseat. In 2005, I couldn't have agreed more. 

In 2006, it is much more difficult to put in perspective. I've 
seen many in the industry go from doom and gloom for the 
360 to an unbreakable belief that it simply can't be beat. I've 
seen people say that Sony brand recognition alone is enough 
to take it back to the top regardless of price. 

There are no easy answers here. We have to watch the 
battle unfold. Over the last year, the Xbox 360 has gone from 
demonized to canonized, and Sony has fallen from sure-fire 
winner to doubtful prospect. A year from now it could be all 
upside down again. I know I still see a strategy for success 
here w ith Sony, just as I did with Microsoft before it, but it 
sure does feel like the company is doing everything in its 
power to muck it up. 

So much so, that I can't stop that sinking feeling in my 
gut that there is more to Sony's problem than mere rhetoric. 
We call them daily looking for answers to tough questions 
w ith none to be found. Developers speak of little to no 
knowledge of Sony's online plans and fear that incorporating 
these aspects into their games may be impossible. All these 
things do not sound like the seasoned market leader, a posi
t ion that Sony has enjoyed for years. These are the signs of a 
company in disarray. 

I'm trying to keep my objectivity. I wish all three hardware 
manufacturers success. And as I have said before, I think it's 
possible for any of the three to emerge victorious. 

However, Sony needs to stop talking a big game, and 
actually start acting like it is playing for keeps this generation. 
Gamers w ant to know what their 600 dollars will buy them. 
Developers and publishers want to know why they need to 
invest tens of millions of dollars in creating games for the 
PlayStation 3 platform, but all Sony has cultivated over the 
last six months is negative commentaries and hearsay that 
continues to breed distrust. 

Save your judgements until the entire case is heard, which 
in my opinion won't be until the dust settles after the 2007 
holiday season. But if Sony doesn't start showing us why we 
loved their hardware over the last ten years, there will most 
certainly be hard days ahead. 

if 
Andy>> andy@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs, Actior,'Platform, 
Driving, First-Person Shooters Interests: Twins Baseball, Sudoku, Tool's 
"The Pot", The Plastic Constellations Dislikes: Blizzard's Cop-Out 
Of Giving Shaman To Alliance And Paladins To Horde (:Nay To Take 
The Easy Way Out Instead Of Just Fixing Freaking Shaman) Current 
Favorite Games: New Super Mario Bros., World Of Warcraft, Brain 
Age: Train Your Brain In Minutes A Day, Scarface: The World Is Yours 
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Reiner >> reiner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Action, First-Person Shooters, Strategy, Sports, 
Fighling Interests: Baseball On The Wii {It Is Frightening How Real It Feels), Helmet's 
Monochrome, The Talk Of A Grim Fandango Movie (Tim Burton!), Stumbling Upon Free 
Pets Outside Dislikes: The Talk Of Game Prices Possibly Going Up Again, Having To Hide 
My Great Strength From Society, My Fiancee Insisting That Bears Cannot Live Indoors 
Current Favorite Games: Dead Rising, Saints Row, Resistance: Fall Of Man, NCAA Football 
07, Gears Of War, The Legend Of Zelda: Twilight Princess 

Matt>> matt@gameintormer.com 
Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Actiory 

1 
Adventure, Actior,'Sports Interests: Maps Of Norway's Awesome New Album Sister 

fl Stations Available Now At GuiltRiddenPop.Coml, Whoring Out My Credibility To Promote 
My Go-Nowhere Band, The Matador, Sunscreen (Pasty 4 Life!), Bratwurst (Meatciclel) 
Dislikes: Nelly Furtado, Summer Re-Runs And No Cable, Global Warming Current 
Favorite Games: Saints Row, Prey, Big Brain Academy, Bully, Scarface: The World Is Yours 

Kato>> kato@gameintormer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/ Adventure, ActioryPlatform 
Interests: Bands I Can't Live Without: Glasgow's Camera Obscura, Trader Joe's {The Gro
cery Store. Not Juba's "Give Me A Quarter And I'll Punch You In The Face" Scam), When It's 
Time To Make The Donuts, The New Wheelin' Dealin' Minnesota Wild, Montoya to NASCAR 
Dislikes: Losers Who Sit Outside Baseball Stadiums In Boats Waiting For Homers, Smooth 
Jau-Crapsters Steely Dan Trying To Shakedown The Wilson Brothers Current Favorite 
Games: Star Wars Miniatures, NASCAR 07, Call Of Duty 3, Battlefield: Bad Company 

Lisa>> lisa@gameintormer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Actior,'Platform, 
Racing Interests: Joining A Bacon Of The Month Club, Kiss Kiss Bang Bang (The Greatest 
Comedy In Years), A Song Of Fire And Ice ... And Torment ... And Angst ... And Reader 
Torture Dislikes: Not Being Able To Read And Watch Movies And Work On My Kitchen 
And Play Games All At The Same Time (I'm Inefficient, I Guess) Current Favorite Games: 
Dead Rising, Gears Of War, Alan Wake, Halo 2 (Playing Through Again For Some Reason), 
New Super Mario Bros., Dead Rising {It Deseives Two Mentions) 

Jeremy >> jeremy@gameinformer.com 
Handle: Gamezilla Expertise: First-Person Shooters, Suivival Horror, Action/Platform, 
Fighting, Strategy/RPGs Interests: Gnarls Barkley, E-Hud, lost Season 2 On DVD, 52, 
Joining The Netflix Revolution (Finally), Hanging Wrth Cool Folks At Comic Con Dislikes: 
The Smell Of Sun-Baked Cosplayers, Forum Whining, The Heatwave From Hell Current 
Favorite Games: Prey, Disgaea 2: Cursed Memories, Trauma Center: Under The Knife, 
Phoenix Wright: Ace Attorney, TimeShift, Mercury Meltdown 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Collecting Leet Epix, The Newest Member Of My Household (His Name Is Oboe, 
And He's Adorable As Well As Feline), Leveling Up Just Because I Can Dislikes: Hearing My 
Own Voice Recorded, Waiting For Burning Crusade, Allergies, My Defective Router (Please, 
Could I Reslart You Every Day? That'd Be Great) Current Favorite Games: World Of 
Warcraft, New Super Mario Bros., CivCity: Rome, Civilization IV: Warlords, Apples To Apples 
(Yes, It's A Boardgame. Yes, It's Awesome) 

Joe>> joe@gameintormer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puule 
Interests: Mischief, The Kurgan, Thinking About Nachos: The Lisa Mason Story, Dunk And 
Egg (Am I That Desperate For Westeros?), Nelo Angelo Dislikes: Looking At Cosplayer 
Images {It Hurts Me More Than It Hurts You, Miller!), The "Should I Keep Playing WowY' 
Debate, Ambiguous Movie Endings (It's Not Deep or Profound, You Hacks - It's A Cop-Out) 
Current Favorite Games: Xenosaga Episode Ill: Also Sprach Zarathustra, Valkyrie Profile: 
Lenneth, CivCity: Rome, God Of War II, Bully 

Handle: The Once And Future Gamer Expertise: RPGs, ActioryAdventure, Fighting, Plat
form, First-Person Shooters Interests: Peter Cullen As Optimus Prime, Childhood Haunts, 
The Strange Recommendations That Netflix Makes {I Don't Like Oprah, Stupid ... ), Super 
Secret Plans Dislikes: Washington D.C. Heat, Immoral Mortgage Agents, The Inexplicable 
Appearance Of Cosplayers On My Desktop Wallpaper Whenever Joe Is Allowed Near My 
Desk Current Favorite Games: Gun, Prey, Condemned: Criminal Origins, Xenosaga 
Episode Ill: Also Sprach Zarathustra, Devil May Cry 3: Dante's Awakening, Moto GP '06 
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... continued from page 3 

As the story continues to unfold down here 

on Earth about what may or may not be 

happenin on the ship orbiting the planet, 

reluctant to go. 

his ancestry, but if you ask his c 

they'll tell you that he holds those c 

The only thing we know about the h 

ship that's circling us and stea""o us 

random is that no one com€ 

there. We can only assume th, 

being enslaved, killed or worse. 

is an option, and if you ask what ~ 

worse than being killed, just think abo11· 

for a second or two. 

-To combat forces like this someone needs 

to be relentless, tough, fearless and quick. 

Tommy embodies all of these characterist ics 

and more. He has always been athletic. 

Blessed with a physique that holds muscle 

and a mind that keeps him alert, the Cherokee 

mechanic is ready for anything. Rest assured, 

his skills are facing the ultimate test as 

we speak. 

He's always been in search of the ultimate 

adventure. Those who worked at the 

roadhouse with Jen remember him coming 

in before quitting time. "He would sit at the 

end of the counter and look through books 

about big cities, small campgrounds, beaches 

and foreign countries. The whole time, you 

could see the sparkle in his eyes like he was 

imagining himself in those pictures," says a 

waitress named Dawn. 

His grandfather once echoed those 

eased, had been appearing to him. 

If this is true, it's likely that his grandfather 

is up there with him now acting as a spiritual 

guide and helping him to make all the 

right decisions. 

It's safe to say that this is the adventure he 

was looking for, he's got more than he can 

handle right now. Telescope images of the 

space ship reveal a sinister exterior. If the 

outside looks that bad, it's safe to say 

there's no carnival going on inside. Except 

maybe for Tommy. This could be just what 

he's been dreaming of. It might just be what 

inspires Jen to tell him she's ready to see 

the rest of the world with him. If they can 

just make it home first. 

10 2006. ATI Technologies Inc. All rights reserved. ATI and AT! product and product feature names arc trademarks and/or reQistered 
trademarks of ATI Technologies Inc. Volocity Micro. and Raptor Signature Edition. are trademarks of Volocity Micro, Inc. Intel and Intel 
Coro ore trademarks or registered trademarks of Intel CorPoration or its subsidiaries in tho United States and other countries. All 01hcr 
company and product nc1mcs are trademarks and/or registered trademarks of their respective owners. Features, pricing, availability and 
specifications are subJcct to change without notice. 
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GI COMMUNITY 

!i.-.,._11&>11bmtfta 
_,-.oily, llld this 
is wben! tloey <11 soaad 
off about Issues lacioJ ... 
,...,, leduslry IDday 

TNE QUESTION: ___ ,.,.,_, 
'"""" fvnilanl lo Ibis 
M/idoystaSOn7 

Power Stone Co/ledion lot PSP. 
My DC ve!Sions died o long time 
ago. Best fighting game ever 
in my hands again. I teor up 
thinkingolt 

Juganhut 

Pt<Nided they don't moke it o 
key-hull/ kke the second on-. 
Metroitl Prime 3. h looo beaut> 
ful (as usual) and i hos shown 
sooie redly roo/ "")'S to us, the 
~e Md lo, goodness sake 
bring bocf the Cl>ozo! 

King Sshi 

Super Me/Joid. When the Wli' 
launches d,is foll, the firs/ game 
I'm going to download off of 
the Virtual Conwe and play .,;11 
be Super Meuoid, guoronteed. 
Deed <Oflridge save bohtties 
be damned. 

God_oUlestrudion 

c,ys;,. I don)....,, wear pants 
onymo,e be<ouse I have to k~ 
changing them. 

cesarhaha 

I have been jon,sing fo, my Ftnol 
Fantasy XII since f p/<rfed the 
demo that a,me :wth Dragon 
Quest Vfll SOlnetimes I vws/, I 
spoke Joponese jusl so I could 
play it new. 

EelO_Brian 

Gear, ol l\!Jt sors something in 
me reminiscent of the awe I had 
for Halo ot /ounch. h looks to be 
tJ,e game to define my Ifft for 
the next four years. 

illogicalhanl( 

Zelda, v./Jat tire? lw been 
looking forward to it for yeo,s 
now, before I was eve,, aware 
of oil the good reoso,,s to look 
frxword to it h mil be the first 
game I°"" for IM( so plq;ing it 
»iii represent d,e moment when 
my support for the console is 
1Andkoted. 

Do yoo want to make your vokt 

~~=~r" 

OVER THE HERO HILL 
I had a question about the cover of issue 156. 
The top line boldly states "Justice League Heroes 
Over 40 Must-Read Reviews Inside." I personally 
don't know any JLA members over the age of 40, 
but would still like to stay up on any superhero 
business. I was wondering if you could be a little 
more specific as to what page or article is so vital 
to our middle-aged Heroes. 

Tim Clapp 
via email 

■ The only way to get a good answer to this 
question is to go straight to the source. 
We wrote to our favorite middle-aged DC 
hero/ subscriber, Alan Scott (a.k.a. Green 
l antern), to find out what part of that issue 
was most compelling to him. He responded: 
"Greetings, Game Informers of Earth. As 
a former member of the Justice Society of 
America (a 1940s precursor to the JlA), I 
must say that I was disappointed in your 
review for Kingdom Hearts II. You appar
ently just lack the necessary skill it takes 
to appreciate the game to the fullest. Also, 
Solomon Grundy sucks!" So, there you have 
it. Apparently elderly superheroes were 
mainly interested in our Kingdom Hearts 
coverage. Oh, and with all due respect to 
Mr. lantern, not everyone can use a magi
cal glowing ring to cheat their way through 
games. Hax! 

THE REAL THING 
My friends think all of your letters are fake, and I 
have been harassed for defending you time and 
time again. Am I wrong? Do you write your own 
letters for Dear GI? 

Brandon Morgan 
Rancho Cucamonga, CA 

■ The reader letters you see in Dear GI are 
absolutely genuine, no matter how ridicu
lous they may seem. Believe it or not, some 
people actually think Shadow the Hedgehog 
is a good game, and that the Alliance isn't 
full of hilarious noobs. Sometimes we can 
only print the "made for TV" versions (edited 
for content and length), but there is always 
a real letter or email at the core. In some 
cases, if we get a ton of similar letters on a 
topic, we may consolidate them all into one 
catch-all sentiment - usually from a "read
er'' with an improbable name (like Hans 
McSplosion), but even those are formed from 
authentic feedback. 

YOU RUIN GAMES 
I appreciated Joe's editorial in issue 159 about 
recycled stories, but he didn't mention the fact 
that fans are partly responsible for the lack of 
innovation, which is why I found it fascinating 
that you ran the article in the same issue as your 
interview with Hideo Kojima. When fans pressure 
designers to make games we think we want (as 
opposed to games they want to make), it takes 
their creative control away and makes them less 
likely to innovate. For example, I've been drool-
ing over Metal Gear Solid 4, but it seems that 
Kojima's heart is elsewhere. If fans keep pushing 
him for more MGS, he'll probably break, but he'll 
have no desire to make them interesting anymore, 
and it will be our fault. 

Sean Kirkland 
New Orleans, LA 

■ You have an interesting theory, Sean, but 
you're grossly underestimating the profes
sionalism of game designers as a whole. 
Asking Hideo Kojima to make another MGS 
is not like asking a petulant child to do the 
dishes; he won't intentionally do a poor job 
just so he isn't asked to repeat the chore. 
The gaming industry is an exciting realm, and 

■ We love Oddworld, which is why it hurts 
when someone says we didn't show our 
support for Stranger's Wrath. It received an 
excellent score of 9 in issue 142, was selected 
as one of the top 50 games of 2005, and The 
Stranger was singled out as one of the top 1 O 
heroes of 2005. Then again, we didn't crown it 
King of Space or aJ1ything, so maybe we didn't 
do everything we could have. Regardless, we 
also thought that this letter provided a per
fect opportunity to remind people that this 
Oddworld: Stranger's Wrath is awesome, and 
that you should play it Here's hoping that 
developer Oddworld Inhabitants isn't actually 
out of the gaming industry for good. 

every developer probably has dream games 
t hey'd like to work on, but that doesn't 
mean that they will marginalize or com
promise their current work- If a game isn't 
a wildly innovative venture on the cutting 
edge of technology, you can't automatically 
assume that the director (or anyone else on 
the team) isn't doing everything they can to 
make it good. Unless, of course, the game 
has "Army Men" somewhere in the title. 

ABBR FTL 
I recently read your July 2006 issue and saw the 
explanation of abbreviations used on the Internet. 
I have to let you know that "wtf" does NOT mean 
"wonderful tact, friend." When you're talking to 
someone and they type "wtf," it's actually insult
ing - they're saying "what the f---!" 

Erin Rish 
via yahoo.com 

■ Seriously?! Uh-oh. Apparently we don't 
have as many buddies on the Harry 
Potter forums as we thought. At least the 
ones who want us to "Show Them Fury 
Unleashed" are still our friends. Thanks for 
the support, guys! 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Ann: Dear GI • 724 North Firsl St .. 4Ih Floor • Minneapolis. MN 55401 Email: deargi@gameintormer.com 
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AREA OF EFFECT 
In your preview for Rule of Rose, I noticed that 
the developer is Sony Japan but publisher is Atlus. 
Vl/ny would Sony, who normally publishes its own 
games, use a different publisher? 

John Song 
via yahoo.com 

■ There is a long list of factors a company 
takes into account when deciding whether 
or not to publish a game in certain markets. 
In addition to politics, financials, and local
ization (see our feature on page 30 for more 
on that topic), a publisher needs to consider 
how its game portfolio contributes to its 
image in a particular territory. For instance, 
Rule of Rose may fit well within the profile 
of Sony in Japan, but there has been some 
controversy ,pver the content in America. 
With video g,ames in the U.S. under scrutiny 
for their violence and adult themes, it is 
understandiiJ>le why a company would rath
er avoid dealing with these issues. On the 
other hand, some publishers (Atlus, in this 
case) may be more comfortable with edgy 
material and make deals to bring the game 
Stateside. Decisions like these don't neces
sarily mean that a title is of lower quality; 
the right game at the right time just varies 
from publisher to publisher. As gamers, the 
important thing is that we get our hands on 
it one way or another, right? 

A GLIMPSE OF 
THE FUTURE 
We are working on 
a title called "Us" for 
the PC. It is about my 
friends and one of them 
is not my friend and we 
don·t like him, but yea, 
you get it. It will play 
like the first Metal Gear. 
Hey, you don ·1 think we 
can do it? Have a nice 
long look at Bungie. We 
won·t end up like 3D0. 
This game will have dif
ferent areas. 

Brandon Taylor 
via verizon.net 
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BOTTOM 9 
LINE 

> Concept: You and your 
buddies (plus that annoying tag
along) meet tactical espiooage 
action somehow 

> Graphics: Halo-quality 
graphic; ensure the continuing 
non-bankruptcy of this fledgling 
developer 

> Sound: Definitely doesn't 
sound like the whole score 
was recorded in some dude's 
basement 

> Playability: Surprisingly, 
a control scheme based on a 
1987 NES game makes a perfect 
transition to next-gen 

> Entertainment: The innova
tive addition of different areas 
is what really sets this title apart 
from its peers 

> Replay Value: Moderate 

Enter the Game lnfonner 
Envelope Art Contest. All you 
need to do is draw, paint, 
scratch, spit, or carve the best 
dam envelope art you can 
think of and send it to us. 
Please include your name, 
phone number, and return 
address on the back of the 
envelope. If you're the monthly 
winner, we'll feature your work 
in GI and you'll receive a video 
game prize from the Game 
lnfomner vault 

Send to: 
Game Informer 
Envelope Art Contest 
724 I st St N., 4th Floor 
Mpls, MN 5540 I 

CHRISTOPHER BALL 
Hey, weren't you on the cover of Final Fantasy: 
Mystic Quest? Shame on you 

CHRISTINA BALLESTEROS 
Fact: Game Informer readers are bet
ter at drawing elves and dragons than 
those Renaissance Festival hacks 

SHARECE 
OVERMYER 
Zelda's got a 
busy night in 
front of her ... 
because she's 
cooking dinner 
for four Links. 
Cooking dinner! 

NICKLOW 
Our sources 
tell us that Sly 
Stallone will play 
Sly Cooper in 
the upcoming 
movie. That guy 
at the taco hut is 
usually on top of 
these things 



5 

Tony Haw!<: Underground" 2 Remix Star wars Batttefroot-11 Untold Legends·: Brotherhood of the Blade· LumineS"' 

PlayStation Poctable 

•MSRP-price quote refers to PSP system price only. PSP Value Pack also available for $249.99 MSRP. 
"PlaY5tation: "PSP" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Internet connection and Memory Stick Duo•M may be required. All games featured 
are trademarked and copyrighted prO!)ertles of respective publishers and/or licensors. Memory Stick Duo Is a trademark of Sony Corporation. 0 2006 Sony Computer Entertainment Ame~ca Inc. 



M 
icrosoft is here to stay as 
a console manufacturer, 
but the company's out
look for its Xbox-brand 
systems is clearly much 
larger than simply mak

ing gaming platforms. From the beginning, 
Microsoft made the online space a key 
differentiating factor between it and com
petitors Sony (which was late and unfo-
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cused to the online party) and Nintendo 
(which eschewed it altogether on the 
GameCube). Even though both Sony and 
Nintendo have significant online strategies 
planned for their PS3 and Wii systems 
respectively, it is the Xbox 360 that is per
ceived by the gaming public as the system 
to get if you deem online an important 
feature. Is this justified? Between Xbox 
Live Arcade, the downloads offered, and 

the online Halo 2 sessions that everyone 
loves, nobody is going to argue that Xbox 
Live is not a fun place to hang out. But 
is it all it could be or what Microsoft itself 
promised it would be? 

Clearly the unbridled success of Xbox 
Live's features (apart from just online 
play) is Live Arcade. From Geometry Wars 
madness to puzzlers like Zuma or the 
excitement over the announcement that 

Alien Hominid (shown above) developer 
Behemoth is onboard, gamers have not 
been able to get enough of the seNice's 
titles. In fact, people wish there were more 
games available. Since the release of the 
Xbox 360 last November, and through 
this spring and summer, the number of 
Live Arcade titles Microsoft has promised 
has always been a moving target that the 
company could not hit. Recently, Microsoft 



announced additional games to try and 
rectify the situation, including new Live 
Arcade titles every Wednesday and high
profile games such as Alien Hominid (see 

sidebar for more 
upcoming Live Arcade 
titles). 

Game Informer 
talked to Steve Taylor, 
president of Ninja 
Bee/Wahoo Games, 
developer of Live 
Arcade's Cloning 
Clyde. Taylor gave us 
very specific reasons 
why the growth of 
Xbox Live Arcade 
isn't as simple as just 
throwing a bunch of 
games on the service. 
Apart from the fact 
that making games 
in general isn't easy 
or something a few 
people can toss off in 
no time at all, Smith 
informed us that 
Microsoft is very care
ful with what titles it 
accepts and which it 
doesn't - mindful of 
not only quality but 
variety. Taylor points 
out that simply mak
ing the game itself 
is only one part of 
the process, because 
Microsoft demands 
that each one contain 
a uniform feature set 
as well as minimum 
requirements for 
things like interface, 
Achievements, etc. 

Whether or not 
Live Arcade delivers 
enough games for 
its waiting fanbase, 
the larger question 
remains: Is it the 
haven for independent 
game developers that 
Microsoft said it would 
be? At E3, the compa
ny bragged that it had 
100 developers on its 
side. That support has 
yet to manifest itself 
in actual games. Given 
that Live Arcade's 
newest infusion of 
titles are classic, previ
ously created titles 
such as Galaga or Pac
Man from well-estab
lished publishers such 
as Namco or Midway, 
Live has yet to prove 
itself as a hotbed for 

independent game development. 
Taylor painted us a picture of what a 

developer can realistically expect when 
making a Live Arcade game, which put 
some perspective on the process. Although 
he declined to tell us what Cloning Clyde 
cost, Taylor did put a range on what a Live 
Arcade game might cost a developer to 
make, saying that you could easily spend 

hundreds of thousands of dollars in the 
process. Taylor was also quick to point out, 
though, that Microsoft was extremely help
ful, providing everything from tools to test
ing and financial support. Only time will tell 
whether the company's help fosters and 
translates into more titles for the service. 

entertainment capabilities that we expect
ed Microsoft to offer. Instead, we get trail
ers for old movies. 

Video chat with the Xbox Live Vision 
camera is on the horizon, but other prom
ised features such as user-created content 
are nowhere to be found. Remember 
Velocity Girl, the one who was going to sell 
us all those Tony Hawk shirts she made? 
Microsoft spent an intolerable amount of 
time at the 2005 E3 press conference 
explaining how the Xbox 360 was going to 
cater to her whims, but it hasn't happened 
yet. Then again, if that means Marketplace 
doesn't get cluttered with crappy merch 
and we never have to hear about Velocity 
Girl again, perhaps that's not a bad thing. 

Looking around at other aspects of Xbox 
Live, it is here where we start to see how 
Microsoft's vision remains frustratingly 
unfulfilled. The company's promise that the 
service would be an entertainment hub for 
your living room has yet to come to frui
tion. Playable demos for titles such as Fight 
Night Round 3 and Prey have excited fans, 
but haven't always been smooth affairs. 
Some have taken a long time to download, 
while others, like Prey's multiplayer demo, 
have been nearly unplayable. Microsoft's 
spring patch made using Live much more 
bearable, and the company tells us that a 
fall patch is also in the works. 

Whether these promises come to pass 

Even with trailers for movies like 
Superman Returns and a deal with 
Paramount, Xbox Live's wallpapers and 
trailers for already released titles don't con
stitute entertainment. There are no direct 
download movies or TV, and although you 
can hook up your iPod, the music store 
that J Allard hinted to us has not surfaced. 
Microsoft and MTV struck a deal in 2005 
for a Windows Media Player service named 
Urge, but it has yet to be unveiled on the 
console. Microsoft has also just announced 
a digital music player 

or not, perhaps the biggest hurdle the 360 
has to face in fulfilling its capabilities is 
represented by the console itself. With only 
a 20 GB hard drive, as it stands the sys
tem is ill-equipped to actually house all the 
music, game demos, Marketplace items, 
and other media available to you even 
today. Imagine how quickly your default 
hard drive (which actually only comes with 
13 GB free out of the box) would fill up if 
all of Live's promised content were avail
able. We asked Microsoft if larger-capacity 
hard drives where on the way, but repre
sentatives would not answer the question. 

Furthermore, some of the 360's media 
capabilities, such as viewing pictures and 

video files, require that 
you have a Windows and software applica-

tion dubbed Zune, but 
few details are available 
about it at the time of 
this writing. The poten
tial is clearly there to 
merge these devices 
and services into Xbox 
Live, but integrating 
them won't be as seam
less as flicking a switch, 
where one day you 
don't have them and 
the next they are just 
there. And what level 
Xbox Live membership 
will you have to have to 
use these services? 

Interestingly, Xbox 
Live's vision of delivering 
entertainment content 
is already upon us -
except it comes from 
publisher Electronic 
Arts. The company's 
partnership with cable 
sports network ESPN 
has created streaming 
content in upcoming 
360 titles like NBA 
Live. Gamers whose 
consoles are connected 
to the Internet will not 
only download routinely 
updated ESPN radio 
streams throughout the 
day, but free clips of 
shows will also be avail
able. Sitting down to 
play some games and 
catching highlights from 
today's SportsCenter 
is exactly the kind of 

SONY AND 
NINTENDO'S OWN 
ARCADE 
Not surprisingly, Sony isn't 
sitting back and letting rival 
Microsoft hog the online 
limelight The company has 
started what it is called ED-
i, or Electronic Distribution 
Initiative in order to compete 
with Xbox Live Arcade. Unlike 
Microsoft, Sony says that will 
be provide first-party titles to 
ED-i as well as helping third 
parties. According to Sony, 
some of the games already 
created for the program due 
to their design and hardware 
requirements wouldn't be pos
sible on the Xbox 360. Sheer 
boasting? Maybe not. Wahoo 
Games/Ninja Bee president 
Steve Taylor told us that 
Microsoft puts a so MB cap 
on Live Arcade games with a 
recommended size of 25 MB. 
Larger titles require specific 
permission from Microsoft 
because the company wants 
titles to be able to fit on its 64 
MB memory card. 

Nintendo, meanwhile, is 
offering gamers the chance to 
dig into a slew of classic titles 
from consoles like the NES and 
SNES via its Virtual Console 
application in the Wii system. 

XP or Media Center 
PC. Microsoft says that 
these features will be 
enabled through its new 
Vista operating system 
(whenever that comes 
out). However, the fact 
still remains that it is 
your PC that is the real 
entertainment hub in 
the equation because it 
does all the heavy lifting 
and media storing, while 
your Xbox 360 is simply 
a remote node hooked 
up to your TV. Microsoft 
told us that this setup 
was "based on consum
er feedback," but the 
cynical would say it's 
designed to force you to 
buy a PC. 

Regardless of what 
Xbox Live has yet to 
accomplish, Microsoft 
says that it has no inten
tion of relinquishing its 
image as the console 
manufacturer who cares 
most about the online 
space. A representa-
tive reassured us that 
'We're not even close 
to scratching the surface 
for what we intend to 
do with this product 
in the coming years:' 
Here's hoping the wait 
isn't too long. 

connect 

WHAT'S NEXT? 
Microsoft has recently dropped a bunch of 
games on Xbox Live Arcade as part of its 
Arcade Wednesdays, where games will be 
launched each week during the summer. 
Also look out for future Live Arcade titles 
from developers such as The Behemoth. 

■ Ahen Hom,md 
(The Behemoth) 
Release Holiday 2006 
Cost· TBA 
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erbal storytelling is an art 
older than writing, and 
it is impossible to deny 
the power of the human 
voice to captivate and 
involve an audience. From 
campfire ghost stories to 
the serial radio dramas of 

the 1930s, there was a time when people 
heard the action instead of saw it. Video 
games, on the other hand, have traditionally 
been focused on the visual side of things. 
When the first computer games were being 
designed and released, the aural compo
nents seived a rather minimal purpose; 
when gamers were just shooting space 
invaders, there wasn't much need for nar
ration or nuanced character work. However, 
in recent years games have become less 
about keeping score and more about com
pelling characters and the stories that sur
round them. In order to deliver those kinds 
of experiences, developers need to ensure 
that their characters are convincing beyond 
the way they move, jump, and take cover. 
The characters need to speak believably and 
in ways that convey their unique personali
ties. Luckily for gamers, there are people 
who specialize in making that happen. 

Gamers are obviously aware of the pres
ence or absence of voiceovers in today's 
biggest titles, but what they may not rec
ognize is the professional community that 
is at work to ensure that the biggest icons 
in gaming sound the way they should. The 
days are long gone when developers could 
just grab a friend or coworker to say a 

game's title or yell "fight!" 
into a microphone. "In 
high-end game produc
tions, voiceover delivered 
by non-professionals is 
about as much of an 
option today as having 
your character art drawn 
by your accountants," says 
Lev Chapelsky, general 
manager of Blindlight - a 
production company 
specializing solely in voice 
acting talent for video 
games. "Professional voice 
actors hone their craft for 
years and years to do what 
they do better than anyone 
else can'.' 

Given the vast number of video games 
that require voiceovers, it should be no sur
prise that there is considerable demand for 
this kind of talent. However, it is interesting 
to note that despite the fact that gamers 
only hear the voice rather than see the 
person, there are several individuals who 
have distinguished themselves as stars in 
the profession. They may not be the subject 
of gossip columns in celebrity tabloids, but 
there are a handful of voiceover artists who 
are frequently selected to portray the most 
pivotal characters in the games we know 
and love. 

This level of budding recognition is 
essentially unprecedented in VO, and it's 
continuing to grow. One of the most distinc
tive male voices in the industry, Cam Clarke, 
maivels at the fact that these days voice 
actors can even get fan mail. "When people 
my age were kids, we never paid attention. 
The voices were just part of the cartoon," 



Clarke tells us. 'We never, even for a sec
ond, cared to think that Daffy and Bugs had 
the same voice actor, or that Yosemite Sam 
was just Bugs talking funny. It was never 
even a concept. It was just a cartoon!" 

Anyone who doubts that today VO is 
rising in prominence only needs to do 
a quick search online. In the last several 
years, the Internet Movie Database has 
started listing video games in addition to 
television and film due to the abundant 
crossover of voice actors between several 
forms of media. However, despite its ties 
to the Hollywood machine, the VO industry 
doesn't operate on the same cut-throat 
principles that people associate with being 
an on-<amera actor. Voice actress Jennifer 
Hale, who you've probably heard if you've 
played any of this generation's triple-A 
titles, thinks it's just the opposite. "I've actu
ally recommended friends for jobs that I 
just knew I wasn't right 

SPEAKlll6 OF ... 

space marines fighting an alien emperor in 
the far reaches of space is a perfectly plau
sible concept. Even so, one must wonder 
how these bizarre characters and settings 
are perceived by the artists recording the 
dialogue, who often don't play the game 
themselves. Totally ridiculous? According 
to Clarke, not at all. "Science fiction and 
fantasy, that's what actors are all about. 
Nothing is strange to me," he admits. "You 
go to an audition, and you ask 'What's the 
character,' and they say 'It's a Pterodactyl,' 
and you say 'Okay'. You don't even blink. 
You think of what you can do to bring life to 
it~ To a voice casting director for a high-pro
fi le game, enlisting actors that aren't fazed 
by even the most far-fetched ideas (like a 
plumber saving a princess, for instance) is 
a must 

Even in light of the many benefits qual
ity voice work can have, its impact on a 

game's success is still 
a subject of debate. for. That's how it is. 

We help each other. 
I'll recommend other 
people all the time," 
she explains. "There are 
rare cases where I say 
'Damn it! They should 
have hired me because 
I so got that! But, oh, 
she got it? She's amaz
ing. That's gonna be 

One of the odvantoges of spoken 
dialogue becoming the standard in 
most g,,mes ~ /hot it sets a !landord 
for the pronundarion of the many 
strange names and ploces in g,,ming. 
If on¥ th~ hod been the case when 
Street Fighter II hit the amides, a lot 
of joystid jockeys would have been 
S<Ned the embonossment of trying 

In 2005, there were 
reports of a possible 
voice actor strike with
in the gaming industry. 
Though it never actu
ally came to pass, 
the central issue was 
whether voice actors 
are entitled to a share 
of a game's profits. 
While this would have 

to soy •euile. • 

so good'." 
Once a voice artist 

gets the part, they attend a studio recording 
session with a script in front of them. To 
a gamer, a story that details a regiment of 

raised their pay, it also 
raised the question of the ultimate role they 
played in driving sales. "I was very happy 
with the resolution," Hale reveals. "I thought 

lonals IS aliout • much 
by ,., accountants. 

people were ultimately very sensible and 
really understood where we are in the 
game process and the evolution of games." 
While no one doubts the importance of 
what voice actors 

on the darker side of the spectrum, Clarke 
answers, "They get paid a zillion times more 
than we would. The stars are gobbling up 
work we would have done, but that's pretty 

much the nature of the 
contribute to a prod
uct, at this point the 
consensus seems 
to be that it is still 
the gameplay rather 
than the cast that 
sells units. However, 
this won't necessarily 
always be the trend. 
To some degree, 
game publishers 
have already started 
using certain mem
bers of the voice 
cast to market a 
game, though these 
individuals are gener
ally live-action stars 
reprising their silver 
screen roles in-game. 

SPEAKING OF ... 
Not too long ogo, p,ofessionol 'IOice 
actors basmlr hod to hide the fact 
/hot they were involved in video 
game p,oje<ts. '7he g,,me indUS/Jy 
wonted access to th~ tolent • explains 
Lev Chopelsky, "but it wasn't ready 
or "'/ling to deol with the terms of 
empk,ting the octo,s under union 
conuoct • As o result, many voke 
actors odopled pseudonyms to work 
on these projects. For in!/once in 
Metal Ceo, Solid for the PSone, 
Ckxke and Hok voiced choroctoo 
unde< the names - Flindeis 
and CJJrren Leaming, respe<Jive/f. 
Fortunotelt, this Yend hos changed 
recently, and rou con see their real 
names in the aedits of the remade 
Metal Ceor Solid: The Twin Snakes. 

entertainment beast." It 
would appear that just 
as gamers are uncertain 
of the role of licensed 
games in the industry, 
their role within the voice 
acting industry is also 
surrounded by varying 
degrees of acceptance. 

In current popular 
culture, many forms 
of media have begun 
to cross over, and the 
divisions between mov
ies, games, and TV are 
not as static as they 
once were. Where this 
trend will lead VO in 

So, if big-name actors and actresses are 
doing more voice work, does that threaten 
the jobs of professionals who have made it 
into a career? "A small portion of the acting 
work will always be appropriate for celebri
ties, and the vast majority of the acting work 
will always be reserved for journeymen 
actors," Chapelsky observes. This is a fairly 
optimistic take on the situation, though 
some artists see it from a different angle. 
"There'll be a dent here and there. I don't 
really focus on it because there's nothing 

the future is unknown, 
but for now it is exciting as gamers to see 
so much care and consideration being put 
into something that ultimately enriches the 
game when we finally get our hands on it. 
"My hope," confides Hale, "is that the work 
we do as voice actors can just make the 
game experience that much more intense, 
that much more fun, that much more of an 
escape and a great time." ■ ■ ■ 

Full Interviews Online 
Be sure to check out the Unlimited section at Game 
Informer Online to read the full interviews with Cam 
Clarke, Jennifer Hale, and Lev Chapelsky. I can do about that• points out Hale. And 
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DATA FILE 
More News You Can Use 

NEW NEVERWINTER INTO 
WINTER? 
Atari ~ ct.laying the release of Neverwinter 
Nights l by a month, meaning the Obsidian
developed PC game will now come out in late 
October. 

PS3 WRESTLING ON HOLD 
THQ has put the ~eeper hold on the PlayStation 
l version of WWE SmacW0"'1! \IS Raw 2007. The 
game was supposed to come out this year, but is 
instead being cancelled. The PSJ version of Raw 
will skip a year and debut with a 2008 edition. A 
year v.;tt, no beefcake is a bad year. 

TREYARCH IS BOND'S 
BARTENDER 
Call of Duty J developer Treyarch ~ now hiring 
talent for Activision's first James Bond title. 
Cosino Royole hits theaters th~ Christmas, but it 
is almost certain that Treyarch's game won't see 
the light of day until well after the film's release. 

INTRIGUING PAIR FOR Wii 
It's no secret that EA ~ going to be putting its 
titles out on Nintendo's Wri syslem, but at a 
recent studio showcase, the publishfr quietly 
announced that both SSX and The Godfather 
will be coming to the system. The fom,er series 
has yet to be mentioned in conjunction with 
the other consoles, and the latter's open wood 
structure should be an interesting challenge 
for the Viii. Do you think Miyamoto imagined 
choking gangsters when he helped design the 
Wii controHers1 

UBISOFT IN DRIVER'S SEAT 
Atari has sold Tanner down the river to fellow 
Frenchmen Ubisoft. Not only will UbMft be 
taking c,m the !ranch~. but it11 also be getting 
·most of the assets and au of the personnel" 
of the series' famed developer Refl<ctions 
Interactive. 
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I 
l's without hyperbole that we say that NBA '06's Since dunks, lay-ups, and the jumpstop are all mapped to guy, and figuring out where the ball is going to be is vital to 
The Life mode saved Sony's NBA franchise from the same button, getting the right contextual balance and getting that rebound. The game will even sometimes svvitch 
irrelevance. It was a clear example of how a franchise cleaning up the low post is going to be crucial to a good to a different camera or flash indicators on the court when 
could boldly reinvent itself, keeping it from the year- experience. the ball comes off the rim to help you out In the early build 
to-year grind. Of course, The Life is coming back this Speaking of the low post. NBA '07 is hying to make we got of the game, it took getting used to, but we're glad 
year, but the question for the game is not necessarily rebounding a bigger part of the game. Fixing the auto board Sony's trying to make this stat more relevant in video games. 

whether or not it will continue its heavy-handed d@ma (but problem from last year, boxing ou~ svvitching to the nearest Arrf gameplay fixes implemented will go a long way to 
that's why we like it!), but whether the • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • making the already anticipated The Life 
gameplay can keep up. POCKET BALLER Volume 2 even better. Especially since this 

Sony says that it has worked on the ThePSPversionolNBA YJ7isonffll!ttlyddferent year's mode has made its own changes 
gameplay bugs and exploits that made beosl than its console big bro/her. Ncluroly, IMr• will for the better. Last year took us on a jour-
1 r' be plenty of min~ (ll>dud,ng O rhyrJtrn-basM 
ast yea s title far from superior in that dunk con/est and games like sk...txJ/1 and pmboll) ney with The Kid. This time we also get to 
department. In particular, hitting square for pick-up-end-play action, but the title also ind<Kks step into the shoes of his nemesis - the 
for the jumpstop move won't leave the Conquest mode Hereyou'lldefendterritoryond man they call Big W (that's "Big Dub" to 
player paralyzed in the low post. In fact, acquire players°' you toke your1eom to supremacy. you). You'll play through both players' 

The PSP edition also features o full season mode 
Sony says that that area of the court will and wireless mu/tip/eyer play vio both M Hoc and storylines as the mode takes you back and 
be better tuned to give you more options. 1nlros1tudure modes. forth between the two and their different 
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WITI-I MEMBERSI-IIP. NOTI-IING MORE: TO BUY, E:VE:R! 
Weezer: Make Believe 
(Gatten) 62034 
System Of A Down: Toxicity 
(Columbia) I.I 41700 

The Pussycat Dolls: PCO 
(A&M) 62538 
The Very Best Of The Who: 
My Generation (MCA) t 5793 
Nlckelback: The Long Road 
(Roadrunne~ 51229 
Disturbed: The Sickness 
(Giant) I.I 34229 

Natasha Bedingfield: Unwritten 
(Epic) ____ _ 62095 
The New Amsterdams: Story Like A 
Scar (Vagrant) 64 t 42 
Bloc Party: Silent Alarm 
(Atlantic) I.I 61310 
Anna Nalick: Wreck Of The Day 
(Columbia) 61311 
Martina McBride: Timeless 
(RCA Nashville) 62733 
Van Zant: Get Right With The Man 
(Columbia) 61459 

Death Cab For Cutie: Plans 
~tlantitj _ _ --- ~ 
Chns Brown (Jive) 62850 
Disturbed: 
Believe (AepnseJ 

Santana: All That I Am 
(Arista) 

I.I 45562 

62868 
World Leader Pretend:Punc~ 
(Warner Bros.) 61672 
My Chemical Romance: Three 
Cheers For Sweet Revenge 
(Reprise) I.I 53211 

Stamd: Chapter V 
(Atlantic) I.I 62209 
Shooter Jennings: Electric Rodeo 
(Universal South) 64393 
Keith Urban'. Be Here 
(Capitol Nashville} 54443 
INXS: Switch (Epic) 63141 
Dierks Bentley: Modern Day Drifter 
(Capitol Nashville) 61530 
The Best Of Eric Clapton· The 
Millennium CoUection 
(Polydot) 53035 

i113■■ 
Kom : See You On The J•mes Blunt: The Black Eyed PHs: Disturbed: Ten Audlosl•ve: Other Side Blick To Bedl• m Monkey Business Thousand Fists 
(Virgin) I.I 6314S (Atlantic) I.I 62664 (lntersccpe) 62872 (Reprise) 62459 

Out Of Exile 
(lnterscope) 

Mudvayne: Lost And Found 
(Epic) I.I 61264 
AC/DC: Back In Black 
(legacy) 46963 
The Black Eyed Peas. Elephunk 
(w/Bonus Track) (A&M) I.I 54073 
Nickelback: Silver Side Up 
(Roadrunnet) __ 41322 
Franz Ferdinand: You Could Have It 
So Much Better (Epic) 62581 
Allister: Before The Blackout 
(Drive-Thru Records) 62564 
My Morning Jacket: Z (RCA) 62585 
Rona Apple· 
Exttaotdinar, Machme (Epic) 62589 
Aqualung: Strange And Beautiful 
(Columbia) 61177 
8.8 . King: The Ultimate Collection 
(Gatten) 61196 
Gretchen ~n: All Jacked Up 
(Epic) 62620 
The Emine~ Show 
(lnterscope) I.I 44644 
Ill NifK>: One Nation Underground 
(Roadrunner) G:I 62648 
Hinder: Extreme Behavior 
(Universal) I.I 62649 

The Best Of Snoop Dogg 
(Priority) I.I 62723 
Anthony Hamlrton: 
Ain't Nobody Worrying 
(So So Def (Zomba)) 63114 
Billy Currington: Ooin' Somethin' 
Right (Mercu,y) 62734 
Ciara: Goodies 
(Laface (Zomba)) 
Cassidy: I'm A Hustla 
(J Records) 
Ashlee Simpson: 

54266 

I.I 61376 

Kanye West: Late Registration 
(Roe-A-Fella) I.I 62352 
John Legend: Get Lifted 
(Columbia) 60062 
Josh Turner: Your Man 
(MCA Nashville) 62909 
The Ve,y Best Ot The Beach eoVS:
Sounds Of Summe1 (Capitol) 48744 
The EsSential Stevie Ray Vaughan 
And Double Trouble 
(Legacy) • 50987 

Blink•182: Greatest Hits 
(Gatten) I.I 02822 
BubbaSpa;;,;_,:TheCha,;;,---
(Vorg,n) Ill 64367 

Common: Be (Getten) I.I 62665 

Aerosmith: Big Ones '60s-'90s hits. 
(Gotten) 06271 

The Bangkok Five: 
Who's Gonna Take Us Ahve 
(Listen Up) I.I 64351 

l~tt~n> 62194 r _----- --111 ~ -
:~/~~:

1
•y: now you can join online! 

[~ii:1;:f
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.,B ~, ~:::::·:;::taS,g 
(Rhino) 64218 over 14,000 CDs 
George 

~~y~, fflUSIC • Listen to sound clips 
Greatest Hrts-
30 Years Of Rock S e , V I C e • Get your free CDs faster 
(Capitol) 52885 
The Derek 
Trucks Band: 
Songlines 

Shinedown: Us And Them 
(Atlantic) ______ 62669 
Daddy Yankee. 
Barrio Fino en Oirecto (1 CD/1 DVD) 
(lnterscope) CJ• 14174 
Nelly: Sweatsuit 
(Universal) I.I 63097 
Shinedown: Leav8 A Whisper 
(Reissue) (Atlantic) 53185 
Ja Rule: Exodus Best-of set. 
(Del Jam) I.I 63152 
The Best Ot Fuel (Epic) 63129 

Yellowcard: 

61743 
Lights And Sounds 
(Capitol) 63463 

Destiny's Child: lfl 's 
(Columbia) 62857 
Sugartand: Twice The Speed Of Life 
{Mercury Nashville) 602n 
Bo Bice: The Real Thing 
(RCA) 63126 
Bigg Sn00p Dogg Pris'eniSWeicome 
To Tha Chuuch- Tha Album 
(Koch Records) I.I 63200 
The Diary Of Allcia.KeyS ---
(J Records) 

C-·-J NO POSTAGE 
NECESSARY 
IF MAILED 

INTHE 

~':~~~~ATES 

Liz Phair: Somebody's Miracle 
(Capitol) 62653 
Soulfly: Dark Ages 

(Columbia) 
64226 

Bon Jovl: Have 
A Nice Day 

BUSINESS REPLY MAIL 
(Roadrunner} I.I 62654 
O.A.R: Stories Of A Stranger 
(Lava) 62665 
Iron Maiden: Death On The Road Live! 
(Sanctuary) • 06495 
Simple Plan: MTV Live From The 
Hard Rock (Lava) 62668 
Ghostface Killah: Fishscale 
(Def Jam) I.I 64092 
Soundgarden. A-Sides (A&M) 24937 
Franz Ferdinand (Epic) 52786 
Blue October: Foiled 
(Listen Up) . 64126 

Placebo: Meds (Astralwerks) 64135 

Oo<tllaz (Virgin) ■ 48138 

(Island) 62813 
Teddy Geiger: 
Underage 
Thinking 
(Columbia) 

64242 
Trace Adkins: 
Songs About 
Me (Capitol 
Nashville) 61410 
Green Day: 
International 
Superhits! 
(Reprise) 41830 
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Kelly Clarkson: Breakaway 
(RCA) 60388 The Killers: Hot Fuss {Island) 53027 

3 Doors Down: Away From The Sun 
(Republic) 46190 

P.O.D.: Testify (At!Mtlc) 63206 NOT~ING MORE TO BUY, EVER! Totally Country, Vol. 4 
Gretchen Wilson, Toby Ketth, etc. 
(RCA Nashville) 61026 

Say Anything: ... Is A Real Boy 
(1 CD w/Bonus EP) 
(J Records) Gh 04305 
Audioslave (Epic) 46217 

The Best Of U2: 1980-1990 
(Island) 26400 

Marilyn Manson: Lest We Forget
The Best Of (lnterscope) m 58992 
Missy Elliott: The Cookbook 
(Atlantic) ID 61827 

Third Day: Wherever You Are 
(Essential) 62958 
Guns N' Roses: Appetite For 
Destruction (Geffen) ID 70348 
A Dozen Furies: 
A Concept From Fire 
(Sanctuary) 
Dream Theater: Octavarium 

62349 

(Atlantic) 61223 
B.G.: The Heert Of The Streetz, Vol. 2 
(Koch Records) m 64696 
Shakira: Fljacl6n Oral, Vol. 1 
(Epic) 61864 
Bowling For Soup: Goes To The 
Movies (Jive) 62988 

Classic Rock- Gok:1 33 monster rock 
songs! (Hlp-0 Records) * 61551 
John Mayer Trio: Trr, Live In Concert 
(Columbia) 62992 

2Pac: All Eyez On Me 
(Death Row) 11:1 45521 

Bow Wow: Wanted 
(Columbia) 61930 

Slipknot. 9.0-Llve 
(Roadrunne~ 11.1* 14362 

Norah Jones: Feets Like Home 
(Blue Note) 52028 

The Best Of Bob Dylan 16 classics. 
(Columbia) 62996 

Ludacris: The Red Light District 
(Def Jam South) m 60535 

Protest The Hero: Kezia 
(Vagrant) 
Crossfade (Columbia) 

Matisyahu: Youth (Epic) 

64415 
60551 

63393 

Gwen Stefani: Love. Angel. Music. 
Baby. (lnterscope) 60562 

II Divo: Ancora (Columbia) 63410 

Mariah Carey: The Emancipation 
Of Mimi- Ultra Platinum Edttlon 
(Island) 63155 
Ump Bllktt Greatest Hitz 
(Geffen) 11:1 63007 

Saves The Day: Sound The Alarm 
(Vagrant) 64424 
Young Jeezy: Let's Get tt-Thug 
Motivation 101 (Def Jam) m 62063 
Jason Mraz: Mr. A-Z 
(Atlantic) 62068 

Korn: Greatest Hits, Vol. 1 
(Epic) 11:1 60176 

Brad Paisiey: Time Wetl Wasted 
(Arista Nashville) 62134 

The Game: The Documentary 
(Aftermath) 11:1 60747 

Slipknot Vol. 3-The ~lminal 
Ve<Ses (Special Edition) 
(Roadrunner) 11:1 * 61355 
Michael Bu~: It's Time 
(Reprise) 
OK Go: Oh No (Capitol) 

60TT2 
62355 

3 Doors Down: Seventeen Days 
(Republic) 60TT3 

GoriUez: Demon Days 
(Virgin) 61780 
Usher: Confessions (Special Edition) 
(Laface (Zomba)) 60129 

Ginuwine: Back II Da Basics 
(Epic) 62963 
Switchfoot: Nothing Is Sound 
(Columbia) 62339 

Coktplay: Parachutes 
(Nettwer1< America) 36834 

Dem Franchize Boyz: On Top Of Our 
Game (Virgin} CJI 15174 

Rihanna: Music Of The Sun 
(Def Jam) 62397 

50 Cent: The Massacre 
(Shady/lnterscope) IIJ 60985 
Nine Black Alps: Everything Is 
(lnterscope) 11:1 63831 
Lynynl Skynynl: Family 
Htts! Skynynl, 38 Special, others. 
(Geffen) 63833 

Kelty Clarkson: Thankful 
(RCA) 48257 
Puddle Of Mudd: Come Clean 
(Flawless/Geffen) 11:1 41186 

Black Sabbath: 
Greatest Hits 1970-1978 
(Rhino) 63861 
Mercyme: Coming Up 
To Breathe (INO) 64463 
Ktrk Franklin: Hero 
(Gospo-Centric) 62449 

Trapt: 
Someone In Control 
(Warner Bros.) 62460 

DMX: Grand Champ 
(Def Jam) 11:1 51125 

Ludacris: Chicken•N•Bffr 
(Def Jam South) CJ 51166 

Coheed And Cambria: Good Apollo, 
I'm Burning Star IV ... 
(Columbia) IIJ 62512 
Dr. Dre: The Chronic 
(Death Row) 
Rage Against The Machine 

CJ 45517 

(Epic/Associated) CJ 10094 
Godsmack: Faceless 
(Republic) CJ 46944 
The Very Best Of ZZ Top: Rancho 
Texlcano (Rhino} • 53221 

m •• Pall Out Boy: Prom 
Under Tho Corte Troe 

C■nie Underwood: 
aom.Hoarts 

Tho Fray: 
How To Save A Ltfe 

llptom Of A Down: lmlnem: Aveft98d Sevenfold: 

Qsland) 51553 
Meanertze 
(Columbia) Ill 51709 

Curtain Call-The Nita City Of Ev11 
(Attennath) El 63154 (Warner Bros.) El 62878 (Arista) 53024 (Ej)ic) 52348 

Kenny Chesney: The Road And The Keyshle Cole: The Way It Is Bruce Springsteen: Hammersmith 
Radio (BNA) 63263 (A&M) 11:1 61652 Odeon, London 75 (CokJmbla) * 15094 

Journey: Greatest Hits 
(Columbia) 

G•Unit: Beg For Mercy 

05196 

(lnterscope) IIJ 51653 

Power Baltads-Gokt 
Styx, Kiss, many others. 
(Hip-0 Records) * 00139 
OevilDriver: The Fury Of Our Maker's 
Hand (Roadrunne~ m 61894 

T.I.: Urban Legend 
(Atlantic) m 60486 

Eminem: The Marshall Mathers LP Megadeth: Greatest Hits-Back To 
(Aftermath) m 35081 The Start (Capitol) 61823 

Akon: Trouble (Universal) ID 51666 

Bri1ney Speers: Greatest Htts-My 
Prerogative (Jive) 60597 
Snoop Dogg: R&G (Rhythm l Gangsto)-
The Masterpiece (Geffen) GI 60599 

Kanye West: The College Dropout 
(Roe-A-Fella) Ill 52098 

50 Cent: Get Rk:h Or Die Tryin' 
(Shadynnterscope) m -

30 Seconds To Mars: A Beaut~ul Lie 
(Virgin) 62214 

10 Years: The Autumn Effect 
(Republic) 62248 

T.I. Pr9sants The PSC: 25 To Life 
(Atlantic) D 62259 

Linkln Par1<: Hybrid Theory 
(Warner Bros.) 38183 • Destiny's Child: Destiny Fulfilled 

(Columbia) 60467 
Jamie Foxx: Unpredictabfe 
(J Records) 11:1 62960 

Maroon 5: Songs About Jane 
(J Records) 52387 That's 12 CDs for the price of 1. 

A shipping and handling charge will be added to each selection. 

ISi I'd like to join BMG Music Service. Please send my 3 FREE selections now. I ! hen agree to buy 1 selec/ion 
at the rQgular Club Drice w ithin a year and choose 8 more selections FREE. That's 12 CDs for the pri<e o 1, 
with nothing more to IHly, ever! A shipping and handling charge will be added to each selection. 

: us~ilc':t; n~l:1: I've checked the~ music cotegory I like best (butt <an 1hange my mind ot ony timel.a 

□ (42) ro, 40 The Pussyca1 Dolk, The Blo1k Eyed Peos D (39) R&I Chris Brown, Jamie Foxx 0!5!J 
□ (32) AOULT CONTEMPORARY James Blunl, Bon Jovi □ (41) HIP•HOP Konye Wes1, Chomillioooire 

□ (40) MOOIRN lOCI( Nidelbock, Go.illo, □ (33) UGIIT & WY Roel Stmirt, Mi<hoel Buble 

□ (31 ) CUSSIC lOO Bob Dylon, lZTop □ (ln JAZZ Ovis Bot!i, Jane Monheif 
□ (38) MITAL Disturbed, System Of A Down □ (3S) ClASSICAl Hilory Hohn, Andre R~u 

□ (SO) ADULT AlnRNATIYI Wiko, Ryon Adorns □ (46) LATIN Christion C1111ro, V'Kente Fernandez 

□ (34) COUlmY Kenny Chesney, Mortino M<Bride □ (36) OIRISTIAN Costing Crowm, MKhod W. Smilh 
□ (44) GOSPIL Mory Mory, Kirk Franklin 

~ Mt. 

t:j Ms. (Pll.ASE PRINij first"-~fwJSicnerOS1MS tie '9tlor""'51 

::-.:i::~:'i::t~:1:".t 7Addr,..,....,-, - -------- - - - - -----,A-pl-. - - ----

be odcled. lole dnges ... be odcled. lo pa,1-d.oe 
bii. Offer IMtile ii c"1hnd USA 111d -=---- ------- ---,,-------,,.=-.. - - ----
tmr ,pe<im CITong,menl i, Ablca, Hawoi, Oty Stolt ...,, 

l'latollio, U5.'ll., lol'O!lldFPO. "'1'1-- -'-::.AJ-,.- ,=-odt.,..-'----------------- ----

Email Address: By providing my email address, I agree to be notified by email about special otters 
for BMG Music Service members. Please do not provide a wireless email address. Include full 
address will1 punctuation. 

A G111I o..t. Eljoy terrific sa'lir9S, tree music and more' 'rou'I st,rt 

with 3 FREE COs now, and pick the rest late< from = 14,IXXI ti1leS. 
You'I get a IDlal of 12 COs for ttie price of 1-and no more 
commhments, ever! A ~ and lmli:lg cllarge wil be added 
toeadlselectioo. 
10-0ay, Rlslc-fm Usttnlng. When you receive your FREE 
selectiOns, preview them and examine 11\e lerms of Club 
members/lip for 1 O days. tt you're nol completely satisfied for 
any reason, return your free seleciioos at our expense. There's no 
further obligation. 
Thouund1 Of Selectlon1. As a new member, about ever, three 
woeks (18 times a year), you'll receive a BMG Music Service mag
azine! There you'll get to choose from thousands of selections
everything trom classic hits to the hottest superstars-along with 
music news and recommendations from our editors. 

Thi Choict Is .AJwayt YOU11. In your exdusive Club magazine, 
you'U always find a Fe.lll>'ed Selection just for you. tt you want ii. 
don't do a thing; you'I receive It automatically. tt you dooi want It, 
return ttie Repty Card by tlle date specified or respond ooine, and 
you v.ooi have to return the Reply card. You'll always have 10 
days to decide. tt you have less lime and receive an unwanted 
Fe.ltured Selection, return It at our expense and we will credit your 
accounL You may cancel your membership at any time, once you've 
ptWchased your one regular-Club-ptice selection ($14.98 to $18.98). 

Save Now, Save l.111r. Start saving with our outstanding introduc• 
tory offer, keep saving the looger you're a member with discounts 
up to 70%, clearance CDs as low as $2.99 and the chance to get 
even more FREE seleclioos. At BMG Music Service you'll always 
get the best value, 

Reply Card Mlsslnjj? Please write to: BMG Music Sefvice, 
PO Box 1958, Indianapolis, IN 46291-0010 ~:!Ill". 

lii1 Par1111al ~onloinse~ 
~ onJ/,r artwod,, 
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otably absent from Live's debut on the 360 was 
the Superstar aspect that the series cultivated 
just the year before. Thankfully it is back and 
truly better than ever as the franchise tries to 
build its base up once again. 

The Superstar feature of '06 has been blown 
out in every way for this year. Players will now be able 
to switch between the various Superstar styles on the fly 
(by pressing left bumper on the Xbox 360, for instance, 
and clicking the right analog stick on PS2). So instead of 
each guy being pigeonholed to one Superstar type like in 

• .. • • • ...... • .. • • • past, now you can take a guy like Tracy 
McGrady and switch him from a High 
Flyer to a Scorer, to a Shooter, and then 

Thats the saying in sports, and back to a High Flyer. This is all assuming 
NBA live 01 ~ /tying to replicoten the players real-life counterpart has the 
in the game. You'll hove to manage skills, so you won't see Shaq becoming a 
your roster and the egos within I k 
it in order to build a tide-winning P ayma er, for instance. 
team that gets along on ond off the The Freestyle moves you unleash 
court resufting in a<tuol in-game with these Superstars have been broken 
performance bump< down into three levels, each of which 

• • • • • • • • • • • • • • • • • • contains four moves mapped to the right 
analog. Players are assigned a maximum level appropri-
ate to how good they are. Level 1 moves are naturally the 

easiest to pull off, involving straight directional motions with 
the stick ( up, down, left, right). Level 2 Freestyle moves 
incorporate quarter turns, while Level 3 involves half turns. 
Finally, if you get to Level 3 and your team has momentum, 
your player can perform special "In the Zone" moves such 
as a 360 dunk. So, a Level 1 move to the right might be a 
reverse dunk, while a quarter circle to the right for a Level 2 
player is a windmill dunk. 

Apart from EA's attempt to more accurately replicate the 
change of direction and a sense of momentum and weight 
in players, NBA Live 07 is also promising to work on the 
series' Al. EA says that it has rewritten the last years code, 
including changing offensive and defensive strategies, as well 
as fundamentals like passing and shooting. The game also 
hopes to use players' ability ratings to a better degree. 

Rumors isn't just your momma's Fleetwood Mac record. 
They can be just as terrible when they hit a basketball team. 
This years game features an assistant head coach, and 
one of his responsibilities in Dynasty mode is to keep track 
and alert you to any rumors flying around the league. This 
includes things like who might be traded, who wants out, 
and players' morale. If you investigate the rumors and they 
turn out to be true, you'll get an advantage such as getting 
the inside track on signing players before other teams. 

........ .............................................................................................. 

approaches to playing the game. Needless to say, there will 
be plenty of drama as the two face adversity during the sea
son and even square off in an MVP race. 

Although gamers enjoyed the new take that The Life posed 
to them, there were many justified complaints about the 
mode's difficulty. Sony has addressed this for Vol. 2 in several 
ways. The game's pacing is easier, not to mention the fact 
that the difficulty level will drop if you're having a hard time 
with things, alleviating the frustration of being stuck on one 
task. Vol. 2 will also dynamically adjust to your play by giving 
you goals in addition to your pre-game ones. For instance, if 
you're stealing well, it may ask you to get a certain amount of 
steals along with your normal objectives. The game will also 
mix the pacing of its minigames and offer more quick hits. 
Sony told us that you won't be playing full games or halves 
until you progress far into the mode. 

GAME INFORMER 25 



connect feature 

E 
schewing rival EA's approach of starting from ugly jump shot or the way a guy like Shaq powers his sistently use a spin move, while Kobe is good enough to 
scratch for the next generation, NBA 2K6 fans way to the basket. dip into a much fuller repertoire. 
were able to enjoy a full feature set from the Right analog lso-Motion controls have been further Thankfully, the new context-sensitive nature of lso-
get go. What's next for the franchise? Although tweaked with this idea of increased realism in mind. The Motion carries over to playing defense. Instead of simply 
it does not feature whole new modes or such outcome of using lso-Motion will be more varied and mapping a steal move to the right analog, lso-Motion 
radical overhauls, developer Visual Concepts has context sensitive. Three different players will likely act in on defense now gives you more ways to counter the 

made some big changes to the series that has become three different ways when put in the same spot. What dribbler's own moves. For example, you'll be more adept 
the critics' favorite. they do using lso-Motion will be determined by what at foiling a crossover move. The team says that it wants 

If there's a hallmark of this year's game, it's that the each particular guy is best at and/or what he naturally to produce more •neutral outcomes~ Whether or not the 
title is trying to make its players behave more like their does in that situation. For instance, Gary Payton may con- game can do this will be interesting to see. 

real-life counterparts. This starts out with . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Apart from the overhaul to 24/7 
graphics. Despite last year's great-looking mode (see sidebar), NBA 2K7 has 
models, 2K7 makes a conscious attempt LIKE NIGHT AND DAY - THE NEW 24n significantly bolstered its online league 

24/l mode is ITl()(e 5neor in S/ru<ture, complete with story-
to mimic the moves and mannerisms of imbuedcu&enesthotchronideyourrisetothebigtoomoment. • rf!.:illllll play, enabling real time drafts, more 
its players. Steve Nash is just as ugly in Simiklrtoold6mes, you'llun/od.ondloceNBAp/O)fflasyou power for administrators, a friends lead-
the game as he is in real life, and this 90. Only now you'll hove two friends who'll be with you the erboard, season awards, and more. Also 
time around he'll even perpetuate his wholewoy-oneolwhichboresonunlortunoteresembloncero -"I;•■ seeing tweaks is the Association modes, 

Entourage's Turtle- as""'" as a nemesis also working his way 
gross habit of licking his fingers. Perhaps uptheloddernomedBemord. Themodewillo/soleotureexdu• ~~''=' which features accumulated fatigue. You 
more importantly, however, you'll see sivemini9ames,somewhichployootinthefirstperson. now have to manage players during 
many of the shots that you see on games and practice to keep them fresh 
TV - whether that's a player's particularly for that grueling road schedule. 
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Feel the energy of a live show at any 
time with exclusive video from V CAST 
Performances. For an authentic music 
experience. stream broadband quality 
concert footage of the hottest emerging 
artists direct ta yourV CAST phone. Learn 
more at verizonwireless.com/music. 

DRAB RIODBACKS now TD 
SREAK A TASTE OF THESE 

HOT BREAKIOD BARDS! 
TEHT "LIVE" TD :1'101. 

V CAST is available in 181 major melropolitan areas in U.S. Subject 
lo Cuslomer Agmt & Calling Plan. V CAST coverage & $15/mo 
VPak subscription rcq'd. Coverage maps al verizonwireless.com. 
Standard Text Message and Ringback Tone charges apply. 
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LOOSE TALK 
Hot Gaming Gossip 

DEATH JR.'S 
CONSOLE 
OFFSPRING 
In an intefView with Game Informer 
Online, Bad<bone Entertainment's 
studio head Mike Mika dropped 
some hints about a console version 
of Death Jr. in the future. 1M1ich 
one(s)l Mika wouldn, let on, but he 
seemed to insinuate that Nintendo's 
Wii would be a good fit for your 
scythe moves, »ilile also saying 
that the company plans to have 
downloadable content This comment 
would seem to fit for the Wii, as well 
as the Xbox 360 and PlayStation 3. 

IT'S AN AXE WAR! 
After having been blown off the 
stage by Red Octane's Guitar Hero 
game, Konami G lool<ing to regroup 
and reclaim its title as the rhythm 
game master. The company has filed 
pape,wori( to tradernari< the name 
"Guitar Revolution." According to the 
trademark, the game would not only 
indude a controller accessory, but 
also cover an arcade version. Konami 
G no stranger to the stage, howeffl, 
as • released Guitar Fml<s for the 
P5one and arcade bad< in 1999. 

BATMAN DOESN'T 
GO TO THE 
MOVIES? 
Tired of bad movie-lkensed games 
Ike Batman Begins, for instance? 
loose Talk has heard that the caped 
crusader's next adventure won, be 
based strictly on the next Batman 
lnOYie. W. donHnow»i>idl 
direction the game will go in. but 
chances are it11 be better than most 
of the Batman games that have been 
released. 

PANDEMIC'S 
MERCENARIES 
FOUND A HOME? 
Powemouse developer Pandernk 
showed off Mercenaries 2 for PS3 at 
EJ, but the game was curiously with
out a pubtisher. The first Mercenaries 
was put out by LucasMs, and d~e 
some rumors to the contrary, our 
sources are telling us that the house 
that Star War> built will be publishing 
Mercenaries 2. The game is also 
corning out for the 360, but you knew 
that already. 

Got some rlSidet no? Emoi1 us at -@gameirlamet.axn ondwe1 be o1...,_ 

NAME THAT GAME 
Test Your Sight 

For the few of you »!lo actually had a girlfriend in high school, 
you were probably scared to death of a ffJY named Slkk 
sweeping in and taijng her away. One of the protagonm in 
thG month's game- Ryan - had that very thing happen 10 
him. But instead of letting• go, Ryan got hG buddy Alex to 

-111-111 -
1 

roam the streets with him in this side-scrolling beat 'em up on rr== = ==r===~=aaa..,r""'="i 
the NES. You'll make your way lhrough nine gangs. including 
The Zombies and The Plague before you an rescue Ryan's 
main squeeze. Coins dropped by thugs let you buy food from 
mal~ with »ilkh you an replenGh your energy. Other stores 
help you build up your attributes. 

(/W;N« 00 page 34) 
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BIG CHANGES FOR E3 
VIDEO GAME'S BIGGEST EVENT GETS 
DOWNSIZED 

A !though the rumors that E3 had been "cancelled" proved to be false, the Electronic Software 
Association sent shockwaves through the Internet when it announced that the world's largest dedi
cated video game conference was being radically reinvented as a much smaller, industry-only affair. 

In an inteiview with Game Informer, ESA president Doug Lowenstein confirmed the news. "In terms of 
[E3] being defined as an event with a big trade show floor, [that's] not going to be what we're doing any 
longer; commented Lowenstein. "\/1/e're evolving the event into something that's more narrowly focused 
on ensuring quality interactions with top-tier media and other audiences .... E3 has just become a little too 
much background noise during the event and increasingly difficult to conduct business there. So, how do 
we evolve that fundamentally important event into something that continues to seive and hold value for 
the industry going fo1Ward?" 

These changes were sparked by concerns by the major game publishers regarding the cost and scale 
of the event Despite rumors that this announcement was prompted because several publishers had 
pulled out of E3, Lowenstein denied those reports and stressed that the new E3 is being crafted in coop
eration with the major manufacturers and publishers, which make up the association's board of directors. 
"Every year at E3 I go around and meet with all of my board of directors and talk about a number of 
issues ... including their state of mind about E3," said Lowenstein. •so, out of those discussions emerged a 
need to evolve this event into something more targeted and focused. We began those discussions inter
nally ... and eventually brought some ideas to the board and they were approved'.' 

Lowenstein then detailed how this new E3 would function. For one, it will no longer be held at the 
Los Angeles Convention Center (although it will still be held in Los Angeles). Effectively, there will be no 
"convention" in the way E3 has been defined in the 11 years of its existence - no booths, no show floor. 
Instead, the event will be centered around a few "headquarter" hotels where publishers will book suites 
and meeting rooms for the purpose of showing retailers and press game demonstrations on an invite
only basis. One E3 tradition that will continue is the manufacturer press conferences, which Lowenstein 
hinted would emulate Microsoft's presentation last year, in which the conference was immediately fol
lowed by a reception with game kiosks set up for journalists to get hands-on time with the company's 
products. Lowenstein also said that the intent was to shorten the conference back to its original three-day 
length; most industry people have had to devote an entire week to E3 in recent years. 

The other major change is the timeframe. E3 has traditionally been held in mid-May, but it is being 
moved to July in order to help developers show more polished product and more playable games. The 
event's name is also being changed to the "E3 Media Festival" and will only house around 5,000 attend
ees, down from a reported 60,000 people in 2006. 

In the end, Lowenstein and the ESA hope that this event will be more focused and cost-effective for 
the publishers. "Our goal is to make it effective and efficien~ • he elaborated. •1 think that one thing that 
people can agree on at E3 is that as wonderful as the event has been, there is now probably a mismatch 
in the total amount vested in there, and the return. I've read on some of the sites that say, 'It's cost 
cutting, and the industry is tightening its belt: And that's b-t. It's not about cost consciousness and 
tightening. It's about rational business. It's not that people don't want to spend the money. People spent 
the money for a long time at E3 and it made sense. It doesn't make sense to spend that dimension and 
scale of money at E3 anymore because of how things have evolved." 







Could you outline how the 
localization process works? Are 
you involved during all stages 
of development, or do you 
come in more towards the end 
for translation and tweaking 
the cultural references? 
TAKAGI [Square Enix]: For any 
given title, the localization special
ists would usually be provided 

TRINEN [Nintendo]: To be hon
est I don't know that we have 
anything that could really qualify 
as normal anymore. With Twilight 
Princess, the depth of story and its 
connection to past games means 
that not only does it have twice 
as much text as Wind Waker, but 

with some visuals or a preliminary 
Japanese build, and a length of 
time for familiarization along with 
all the text that needs to be trans
lated. The text would include the 
event text dialogue, voiced dialogue 
(including movie dialogue), menu
related text (including tutorials), 
scripted battle calls, glossaries, 
and miscellaneous informational 
documents. After the familiarization 
phase comes the translation phase. 

The voiced dialogue and battle 
calls need to be translated early to 
prepare for voice recordings, which 
take time to set up (auditions, con
tracts, etc.) and record. The glossary 
also needs to be worked on at an 
early stage. 

Oby 

itself and merely 

replaced the 

words, it would 

come out as 

something like 

it includes a fair number of legacy 
terms that originate in past games, 
so consistency is a big focus there. 
We've also been given the oppor
tunity to provide a lot of input on 
everything from play control to 
difficulty to character design, so 
over time our role has grown from 
simply localizing the Zelda games 
to almost being a branch of the 
development team itself. 

BIHLDORFF [Nintendo]: One 
example I can think of was when 
Leslie [Swann, localization manag
er] and I went to Japan to do the 
first Paper Mario. We spent a week 
crammed into this tiny little room 
with Intelligent Systems, working 
on item names and various text 
files, and I had to play through the 
whole game in Japanese with the 
team that made the game looking 
over my shoulder and snickering 
whenever I got my butt kicked. 
That was brutal. 

TRINEN [Nintendo]: Our involve
ment in the process really varies 
quite a bit, depending on which 
team we're working with. When 

'Believe cannot!' 

- Jyun Jakagi 
it comes to Twilight Princess, we 
have a fantastic relationship with 
Eiji Aonuma and his team, and we work very closely with 
them. Nate [Bihldorff] and I helped put together all of the 
trailers we've released so far, and we've been in close 
communication with them on a number of different levels 
since before the game was first unveiled at E3 two years 
ago. Of course we're also huge Smash Bros. fans, so 
we've gone out of our way to stay in close communica
tion with Masahiro Sakurai. 

BIHLDORFF [Nintendo]: From the writer side, once we 
get rough text from the translators, we hop to it. We 
use a number of text tools depending on the developer, 
but all of them gauge line lengths and window sizes to 
some degree. From that point on, it's a balancing act 
of establishing character voices but also keeping things 
simple enough to fit within the physical limits of the dis
play windows. Dialogue is easier in general - you have 
decent sized text bubbles - but menu items and data 
screens tend to require a lot of work. You can fit a ton 
of information into a small space with kanji, so when 
we make the switch, we do a lot of abbreviating. While 
we're doing the actual text rewrite, we're also writing and 
recording any voices in the game, not to mention playing 
the early ROMs as much as possible to identify anything 
that needs to change graphically or thematically for our 
market. I remember slowly driving around every course 
in Mario Kart: Double Dash!!, looking at road signs and 
shop windows for the slightest bit of Japanese. You'd be 
surprised how many little things lurk in the nooks and 
crannies of these games. 

Could you describe any examples of when this pro
cess went differently than normal? 
HULETT [Atlus] : In certain projects, usually ones by our 
parent company Atlus Japan, we're asked for input on 
certain aspects of a game. Our upcoming title Trauma 
Center: Second Opinion is the most recent example. 
There have also been isolated cases of us writing the 
sparse English text that appears in a Japanese game, but 
those instances are few and far between. 

What are some names, situa
tions, jokes, pop culture references that are com
monly changed between North American and other 
territory's releases? 
HULETT [Atlus] : Here at Atlus, we don't normally change 
things for sensitive content. After all, our flagship Shin 
Megami Tensei games push the envelope pretty far as 
it is ... However, in certain cases, changes are necessary. 
We do have to change jokes and pop culture references. 
The reason for this is quite simple (though it might upset 
the hardcore purists). When the Japanese writer scripted 
the game, he wrote certain areas to be funny. His vision 
here was for the player to laugh (or chuckle, or smile, 
or whatever). If an American player read that same text 
translated literally it would not be funny. Therefore, a 
direct translation would be violating the vision the writer 
had for this part of the game. So, like it or not, we need 
to alter the text so that it is funny 
to an English-speaking audience. 
So, while our text is not word-for
word directly translated, we do 
strive for a l 00-percent accurate 
experience. 

TAKAGI [Square Enix]: Japan and 
North America have cultural differ
ences in the degrees of permis
sible adult themes, violence, and 
coarse language, so adjustments 
are always in order. The original 
Japanese text would also often 
casually have "god" in various 
contexts, and that always needs 
to be handled with care, because 
we obviously don't want to offend 
anybody's religious sensibilities, 
but we also want to remain faithful 
to the original contexts. 

We always try to be careful with 
ellipses, which tend to be seen 
as overused in Japanese dialogue 
text. Japanese dialogue is often 
about what is not being said that 

carries more weight than what is verbalized. A great deal 
of thought goes into expressing these passages in English 
so as to convey the intention without being too explicit or 
too cryptic. 

TRINEN [Nintendo]: There isn't anything that as a rule 
gets changed when coming to North America. We look at 
everything within the context of the game and the target 
audience. The ESRB has, in a sense, made those deci
sions easier, because we're able to look at content within 
the context of what we expect the game's rating to be. 
With Twilight Princess, we expect the game to get a T rat
ing because of the more realistic graphics, so because of 
that you may see scenes and situations in that game that 
wouldn't have fit in a game like The Wind Waker. 

Could you share an example of an unusual (but 
possibly hilarious) change that needed to be 
made? 
HULETT [Atlus]: In Steambot Chronicles, you can date 
three of the game's lovely ladies. If you play your cards 
right, things may progress to an ... intimate encounter. We 
were localizing the game right as the Hot Coffee scandal 
was blowing up, so it was a real concern. Connie [one 
of the potential love interests] specifically lets out a very 
alluring, "Stop it" in that special "no means yes" kind of 
way when the screen faded to black and the saxophone 
music started. So, what was a localization editor to do? 
Easy! The screen still fades out and the saxophone music 
still plays, but instead of trying for the reach-around, pro
tagonist Vanilla is offering Connie a mug of hot cocoa. 

TAKAGI [Square Enix]: In Japanese, a sentence can be 
considered complete without a subject or an object. 
Needless to say, if we were to simply replace the 
Japanese words in that kind of sentence with only the 
equivalent words in English, the sentence would come 
out sounding retarded at best. 

Case in point: in Final Fantasy VII: Advent Children, 
when Marlene responds to Vincent who lifts his cape to 
show that he doesn't have a phone, the original line in 
Japanese was "Shinjirarenai!" If we took this phrase all 
by itself and merely replaced the words, it would come 
out as something like "Believe cannot!" We felt the need 
to make it clear that Marlene wanted to borrow Vincent's 
phone. We couldn't change the [previous] "May I?" line 
because it was so short - we could see Marlene's face in 
the scene, and additional syllables in the line would not 
synch with the mouth movements. So we kept the line 
in question as "You don't have a phone?" which, conve
niently, Marlene says with her back towards the audience. 

In Star Ocean, there was a location named Seahearts 
(which was phonetically close to 
what it was in the Japanese origi
nal) which was, one day, suddenly 
changed to Aquaria. The translation 
team (which I was not a part of) 
seemed to think that Seahearts 
was awful. I personally didn't 
have a problem with Seahearts. 
Aquaria, on the other hand, had 
the late '60s, hippie, flower-power 
connotation, which I thought was 
obvious, but never got to confirm 
if the translators were fully aware 
of. Sure enough, one of the voice 
actors had a field day with it, sud
denly breaking into song - 'We're 
here at Castle Aquaria! Castle 
Aquariaaa!!!" - when we were 
expecting a line to be read! None 
of these outbursts ended up in the 
game, of course, but we certainly 
kept them aside exclusively for our 
private amusement. ■ ■ ■ 

Check out Unlimited for the 
full cul of these interviews. 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
TED PRICE 
President. Insomniac 
Games 

1 Super 
Metroid - SNES 

2 Doom-PC 

3 Half-Life 2 - PC 

4 Conker's Bad Fur 
Day-N64 

5 The Legend of Zelda: 

Ocarina of Time - N64 

READER 
FRANK GOMEZ 
Chicago, Ill. 

1 Grand Theft Auto 
Ill - PS2 

2 GoldenEye 
007- N64 

3 Resident Evil 4 - GC 

4 Super Mario 
3 - SNES 

5 The Warriors - Xbox 

Send Top Fives and a photo of yourself to: 

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

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

(attach digital picture) 

TOP TEN 
lists ... Everybody loves Lists . 

Top Ten Games 
Concepts That Don't 
Need To Happen 
10 Pi~atas 

9 Game Informer Office Life Simulator 

8 The DoVinci Code ... whoops, too late 

7 The Sisterhood of the Travelling Pants 

6 A Dharma & Greg Sims expansion 

5 Basically anything involving Joan Rivers 

4 Encyclopedia Britannica 

3 Cheech & Chong 

2 [Insert Broadway Musical Here] 

1 Perkins 

Name That Game fv>swer. Riv,, City Ransom 
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When did this dialogue start? 
We first tossed around the idea about nine months or so ago, so 
it's actually something we've been talking about for a long time. 

When did you decide to go ahead with the change? 
It was about two or three months ago that we finally came to the 
decision to do it. 

What spurred you to do this? 
We knew we had a symbiotic relationship between the paladins 
and the shaman, in that a lot of what we would do to one class 
we had to do to the other class. So over time, as we've been 
adding new content to the game that is more finely tuned, that 
symbiotic relationship is actually becoming tighter. So we were 
feeling more and more constrained in terms of what we could 
do with the shaman and the paladin as independent classes. I 
kind of saw this trend continuing over time, to eventually where 
it would feel more and more like we only had eight classes in 
the game and not nine. I felt like really the only way we could 
achieve what we had as a core design goals, which is to have 
really distinct character classes, was to have some way to devel
op the paladin and shaman in different directions. I felt that the 
only way we could do this without breaking the game balance
wise is to go ahead and share them across each [faction]. 

How are you going to protect each class's place in a raid 
or encourage people to take different classes? We know 
a lot of shaman are wondering, 'Why should I take sha
man to a raid when I can take a paladin' and vice versa. 
We're just going to have to make sure that every class brings 
something that contributes to the group as a whole ... what we 

do try to do is ensure that each class has enough to offer so that 
you aren't implicitly turning down any class to show up for a raid. 

Hybrid classes, in many cases, have to spec healing 
to get into a raid because thafs all they do. Does the 
change help that and get hybrids back to their role of 
being hybrids? 
It does help to a degree, and it helps in different ways in that 
we really kind of intend for the shaman to be a DPS/healing 
kind of hybrid and the paladin to be a tank/healing hybrid. So far 
we've been kind of hamstrung in terms of how far we could go 
in those kinds of directions because of the lack of crossover. So 
what I see in the expansion is that it gives the paladin more tools 
to be an effective tank, and give the shaman more tools to have 
effective sustained raid DPS ... [currently] they kind of get left out 
of the mix when it comes to scenarios like the Twin Emperors 
in Ahn'Qiraj 40, where a lot of players have found that the best 
strategy is to use warlocks to tank. 

Do you see the expansion having viable paladin raid 
tanks and viable shaman filling in a DPS role in raids? 
That's definitely the intent. We do plan to give the paladin a 
snap-aggro ability. I expect them to be very competitive with 
warriors in terms of tanking ability, but hopefully they will be 
competitive in just slightly different ways and feel a little bit 
different than each other. And then the same goes for the sha
man, who will have some better sustained raid DPS. You could 
always argue that as long as they have a heal, and healing is 
more efficient than damage, then in a lot of cases there's still 
going to be healing. 





THE GOOD, THE BAO, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

GOOD? GOOD 
Some will rejoice while others recoil at the news that Sega has confirmed that both its 
next-gen Sonic title and Full Auto 2: Battlelines are slated for the November launch of 
the PlayStation 3. Love or hate 'em, they are gonna be there. 

Codemasters and Colin McRae are branclling off with the 2007 PS3/Xbox 360/PC title 
DIRT: Colin McRae Off-Road. Naturally the game tackles both off-road racing and rally 
championships. If only there was an 01' Dirty Bastard game called 008: DIRT McGilt 

GOOD 
We all loved Rockrn(s Liberty City 
Stories on the PSP, and here's hoping 
that GTA: Vice City Stories is just as good. 
The game has just been announced for 
October 17, and the cover art may reveal 
some returning characters from the 
console edition. 

UGLY 

Ironically, Webzen's 
Endless Saga MM0 for 
PS3 and PC has indeed 
come to an end. The 
company has announced 
that the game is being 
cancelled for quality 
reasons. 

In this month's edition of "Somebody Tell The Suits At Sony To Stop 
Talking Because They Are Onty Making Things Worse," Kaz Hirai 
once again steps up to the plate. In a recent interview, the Sony 
president left the door open for higher priced PS3 games, stating 
that •ff • becomes a bo higher than S59, don't ding me." Luckily, 
Hirai prevented wide-scale rioting when he went on to reassure 
everyone that he didn't expect games to ho SlOO. Hey, ff they're 
$99, don't ding him! 

GOOD 
Final Boss team members David Walsh, Thomas Ryan. Daniel Ryan, 
and Ryan Danford have earned a $1 million contract with Major 
league Gaming. The team won the MLG championship in 2004 
and 2005, and under the terms of the contract can only play in 
MLG events. 

BAD 
If a recent poll we conducted through 
Game lnfonner Online is any indication, 
the PlayStation J's lack of rumble could be 
a bad thing. Out of 2,280 votes, 53 percent 
of respondents dassif~d having rumble as 
either important or so extremely important 
they wouldn't buy the system. 

11 % Extremely. I wouldn'I buy a 
system withoul it 

16% I don't care. It wouldn't affect 
my buying 

31 % It's okay. I can take it or leave ii 

42% Important. I really like rumble 

GOOD 
Final Fantasy XII fans will face a 
decision when the game releases 
on October 31. A collector's 
edoion is being sold exdusively 
through EBGames and Gamestop 
for $59.99, which will feature a 
bonus DVD filled with developer 
interviews, featurettes, promo 
trailers, and art 



Introducing the All-New Bowflex Xtreme™ Home Gym 
Built for serious strength training, the New Bowflex Xtreme™ home gym features 
traditional gym-style design, built-in lat tower, adjustable upper & lower pulley 
positions, and a reinforced X-shaped base for unmatched stability. It's compact 
enough to fit into any workout space - yet the Bowflex Xtreme™ home gym 
performs over 65 gym-quality exercises. All this for just $19 a month!* 

Results You Can See in Just 6 Weeks - GUARANTEED!t 
Just 20 minutes a day, 3 days a week is all it takes to get rock-hard abs, a sculpted 
chest, and powerful arms & legs using the new Bowflex Xtreme™ home gym . .. 
in as little as 6 weeks. Results guaranteed - or your money back (less shipping 
and handling) - with our 100% Satisfaction Guarantee!t 

Bring Home REAL Bowflex® Quality 
Over I million Bowflex® customers know that nothing else compares 
to Genuine Bowflex® Power Rod® Technology for professional-level 
performance and proven results. Now it's your turn: 

Call (800) 952-6912 and take the Bowflex® Challenge today! 

LOOK AT ALL YOU GET! 
• Built-in Lat Tower and Squat Station 

• Adjustable Upright Seating 

• Adjustable Upper & Lower Pulleys 

• Commercial Quality Construction 
with 7-Year Limited Warranty 

No-Time-Limit Power 
Rod® Warranty 

• 100% Satisfaction Guaranteet 

The New Bowflex Xtreme'" Home Gym 

801/VFLEX. 

---------------FAEEt 
LEG ATTACHMENT 
You Save $200 

Call Now & Pay Just $19/month!* 

(800) 952-6912 
www.bowflexweb.com 

I 
I 
I 

D YES! Reserve my Bowflex Xtreme'" Home Gym with 
FREE' Leg Attachment. 
I'll pay just $19/rnonth* on a Bowflex'" Credit Card -
or I can pay in full using a major credit card. 

Not ready to order? Call for a FREE Video or DVD! 
Name: 

I Address: __________ _______ _ 

I City, State, Zip: _________________ _ 
Phone: _ ________ E-mail: ____________ _ 

I Mail to: Nautilus, Inc., 16400 SE Nautilus Or., Vancouver, WA 98683 or Call(800) 952-6912 

.;._-------------------------------==i• ~=os':.. - - - - - - - - - - - - --·on your Bowflex™ credit card, subject to credit approval. The Reduced Rate 16.99% APR and minimum monthly payment of 1.5% of the purchase price are effective from the date of purchase for 12 months if your Account is kept current. The number of months you will pay and 
the amount of your total minimum payment due will depend on additional purchases and your Account balances. Thereafter, the standard minimum monthly payment and the Standard Rate 21.8% APR will apply. For Accounts not kept current, the promotion will be cancelled, the 
Default Rate 25.8% APR and standard monthly payments wilt apply. Minimum Finance Charge $1. Certain rules apply to the allocation of payments and Finance Charges on your promotional purchase if you make more than one purchase on your Bowflex™ credit card. caJl 1-888-
367-4310 or review your cardhotder agreement for information. Estimated monthly payments do not include ta,ces, and shipping and handling. Quoted shipping charges are for the 48 contiguous states. For shipping costs to Alaska or Hawaii, call 1-800-269-3539. We regret that 
we cannot ship to a P.O. box or international destinations. tExcludes shipping and handling. can for details on the Bowflex® 100% Satisfaction Guarantee. t:Excludes shipping and handling. Offer subject to change without notice. Offer may not be combined with any other offers. 
C2006. Nautilus, Inc. All Rights Reserved. Bowflex, the Bowflex logo and Power Roel are registered trademarks of Nautilus, Inc. BFMG0512 (0906) 
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Riding The Storm 
Roper breaks into the gaming 
industry with a little-known 
company called Blinard 
Entertainment working on 
a crazy little project called 
Warcraft: Ores & Humans 
as both a producer and a 
voice actor. 

A Rising Tide 
Warcraft II: Tides of Darkness 
launches and secures the 
franchise as a haHmark ol PC 
gaming for years to come. 
Roper's work on the title 
indudes everything from 
holding down the executive 
producer position 10 !he 
narration. 

Deal With The 
Devil 
As a producer and voice actor. 
Roper plays a big role in the 
creation of another one of PC 
gaming's biggest hits: Diablo. 
The game quickly becomes 
!he most well-known, critically 
acdaimed, and successful 
action/RPG to date, due in no 
small part to its free online. 
play on Blizzard's shiny new 
Battle.net. 

The Final Frontier 
Adding anothe< worldwide 
smash hit to his resume, Roper 
lakes on h~ usual producer 
and voice acting duties for 
Slarcraft. The game pushes 
Blizzard's revoJutionary 
Battle.net service even further 
than Diablo did, and is held 
up even today as a paragon of 
brilliantly balanced design. 

Back Into Hell 

Easily surpassing the original's 
high bar in every am, Diablo 
II comes out and proceeds to 
igntte the PC world. To th~ 
day, more people are playing 
Diablo II online lhan moit 
subsaiption,based games, and 
!he game has probably clone 
more work to cement Battle.nel 
as a fixture in online gaming 
lhan any other. 

Roper founds Flagship , 
Studios along with ....,.al 
other ex-Bliuard emploYees. 
Namco signs the company's 
first tttle, Hellgate: London, lo 
a publishing deal and work 
continues apace. 
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BILL ROPER, CEO, FLAGSHIP STUDIOS 

>> New developer Flagship Studios is pushing the online envelope with its upcoming game Hellgate: 
London, and CEO Bill Roper is the company's guiding star. We spoke with him about how much more there 
is to online gaming than World of Warcraft. << 

What have the previous games you have 
worked on taught you about design and pro
duction? 
One of the big things that's been good for us is that 
we draw something from every game that we've 
worked on. Whether that's methodology, process, or 
philosophy about game design or just little develop
er tricks, there's always something to be learned ... 
It's kind of like a relationship, when a relationship 
ends, you want to draw something positive out of 
it. Fortunately, we never had any bad breakups with 
Blizzard. [Laughs] 

Were you surprised at the success that World 
of Warcraft had? 
No. [Laughs] I wasn't surprised by the success. I 
think that the thing that's exciting about it in terms 
of the industry is that it is somewhat foolhardy to 

that gameworld that they've become in love with ... 
You run gross numbers in World of Warcraft for 
example, it's grossing probably close to 700 or 
800 million dollars a year. They're approaching the 
billion dollar a year gross mark. That's ridiculous! 
That's crazy talk! [Laughs] 

What's your take on the growing importance 
of the European market? 
The way we look at it is that much, much more of 
Europe is coming online. They've broken through 
some of the things that have kept their online 
penetration down - everything from high pricing on 
broadband connectivity to monopolies in the tele
com marketplace. There are plenty of gamers, and 
I think you're now really starting to see it in Europe, 
who have predominantly been on consoles, but 
now that they can actually start getting online and 

'Well, the consoles aren't too sharp anymore'.' And 
you have to start working on the next one, because 
the PC's moved on. 

.As an independent developer working on a 
• big-budget, triple-A title, how do you deal 
with rising development costs? 
We wanted to try and maintain as small a studio 
as possible. So we've put a large focus on working 
with contractors and doing outsourcing. There are 
certain areas where we do everything internally 
still because we know that's our best chance for 
success, like we do almost all of our programming 
internally. 

Do you think that this kind of specialization is 
the wave of the future in game development? 
I think it is. It's something that, to draw a compari-

The PC's not dying, it's actually getting stronger -
you're just not looking in the right place. 

attempt to beat them at their own game at this 
point. .. So you're seeing things like Auto Assault 
come out; you're seeing a game like Hellgate: 
London come out. We're not directly competitive 
because our gameplay model is different. 

Do you think that having one 800-pound 
gorilla like World of Warcraft is a natural state 
for the online market to be in? 
I think that as with almost every genre, there tends 
to be one or two games that dominate that genre. 
The difference being that WoW does not represent 
everyone who wants to play online. It represents 
a large portion of people who want to be playing 
that style of MMORPG online. I think there's plenty 
of room for people who want to play different 
types of MMORPGs that have different focuses and 
different things, that want to play different styles 
of online games. Look at the massive, massive 
numbers of casual online game players that wow 
doesn't even touch. I think that finally analysts are 
starting to come to the realization of what a lot of 
us in our industry have been touting for the past 
few years. The PC's not dying, it's actually getting 
stronger - you're just not looking in the right place. 
When you're looking just purely at box sales, yeah, 
there are fewer boxes being sold because people 
are more apt to buy a game and then continue to 
pay for that experience and new elements within 

experiencing what I still believe to be the biggest 
boon in the PC gaming side, which is the depth 
and level of sophistication of our online gameplay. 
It's really nice to see that growth in an area that 
we know that there's a lot of gamers there, and 
it's always been frustrating in the fact that there's 
nothing we could do to crack it. It had to be that 
the atmosphere of that market changed in terms of 
infrastructure and support. 

Are the next generation of consoles any more 
attractive to you because of the increased 
technical and online capabilities? 
Anything online-enabled certainly is attractive. One 
of the challenges is that they're also very closely 
and strictly regulated by the hardware manufactur
ers. So if you're running a game, you're going to be 
running it through Xbox Live, for example. There is a 
layer that's placed there because they are the ones 
who control the gateway. The most exciting thing 
about working on the PC is that we're constantly 
changing. We're on this ever-evolutionary platform. 
I remember Ed Fries saying - and this is a brilliant 
way of looking at it - that whenever a console 
comes out, it's a snapshot of the best that a PC can 
be in that point in time. But that's why you have to 
have a new console every three years, because the 
PC keeps evolving. And after a few years, it's like, 

son to another industry, the film industry's done for 
a long time. If you look at Spielberg, for example, 
he has a core group of people that he works with 
on every film, but he doesn't maintain a company 
of 500 people that he takes from movie to movie. 
He maintains a company of 50 to 100 people that 
he takes from movie to movie. And then they go 
out and hire the hundreds of other people that 
are required to get a film done. That's the way, I 
think, that the gaming industry is moving towards, 
especially for indie developers .... You'll have large 
periods of time where you have big groups of 
developers not doing anything. When you're in the 
last six months of a game, your artists aren't doing 
a lot - especially if you've got 60 of them. Unless 
they've moved on to another project or are working 
on additional content for the game, you end up 
with very, very highly paid testers. You'll have some 
modeler that costs you 75 grand a year hunting 
bugs ... That's great and all, but it's also incredibly 
expensive. For us, we know we can't do that. So it's 
much easier for us to find groups that we can work 
with and manage that we can use where they have 
a high level of expertise, and then when we get to 
that point, they're done contracting with us. That's 
what they want, that's what we want. 
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MICROSOFT ZUNE 
Manufacturer: Microsoft Website: www.microsoft.com 

List Price: TBA 
There are still a ton of questions that need 

some serious answering, but Microsoft has 

finally confirmed what the Internet has been 

buzzing about for weeks. The lune is a real 
thing and many tech geeks' greatest dreams 
will be included. lune is a family of hardware 
and software products designed for sharing 
media in as social and easy a way as pos
sible. The first device (the prototype image 
shown here) is a hard drive-based media 
player with integrated Wi-Fi. Under the direc
tion of J Allard and Robbie Bach, the plans for 

Wi-Fi options are really interesting. One idea 
has users in the same hotspot sharing sam
ples of tracks or suggesting playlists to other 
people nearby. Another option is to have one 
central storage location for media that can 
be accessed and moved between the lune, 
a Windows Media Center PC, the Xbox 360, 
and/or a phone running Windows Mobile. 
Yet another possibility is being able to buy 
and download music directly to the player 
over Wi-Fi, thereby ditching the requirement 
to have a PC handy. It sounds like the first 
stages of Live Anywhere could be closer than 
we thought - and the features could all fall 
under this new lune umbrella. 

DIii 
GOJIRA/GODZILLA: 
KING OF THE 
MONSTERS DVD 
Manufacturer: Classic Media 
Website: www.godzillaondvd.com 
List Price: $21 .98 
North America got a taste 
of Godzilla decades ago, 
but like Final Fantasy Ill, 
hadn't been in line for 
the original magic until 
this year. Classic Media 
is releasing a two-disc 
Gojira/Godzilla treatment 
on September 5th that 
will have both the previ
ously unreleased in North 
America original Japanese 
cut along with the classic 
American treatment star
ring Raymond Burr. 
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SANDISK 4 GB MEMORY 
STICK PRO DUO 
Manufacturer: SanDisk 
Website: www.sandisk.com 
List Price: $219 
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This isn't necessarily life-changing technology, but 
four gigs of space for such a reasonable price 
shouldn't be ignored. The upgraded size was 
announced at E3 and is now available nation
wide and online. 

RUMOR MONGERING 
The Facts: 
► Xbox head honcho J Allard and media mas

ter Robbie Bach have been cloistered away 
working on the Zune project 

► More players are planned in the line includ
ing a video-centric version ( confirmed) and 
a smaller Nano-styled device (rumored, but 
not disputed) 

► Integration with Windows Media Player 11 
and the upcoming Vista OS are assured 

The Hopes: 
► A social networking aspect will drive users 

toward the family of services to share and 
discover new bands, shows, and all varieties 
of media 

► The large screen (around three to 3.5 inch
es diagonal) is rumored to support millions 
of colors and great video playback 

► Intuitive integration of buying and sharing 
music directly from the device, without a 
PC hookup 

The Dreams: 
► Some are speculating that Microsoft might 

be forming partnerships with the satellite 
radio networks to offer streaming of their 
content and direct purchasing from the 
device 

► A full-featured web browser isn't totally out 
of the question, but has not even been 
hinted at by Microsoft 

► It's possible that the software giant will be 
willing to take a hit for each unit sold to 
extend their user base (much like they did 
with the Xbox) and would offer the player 
for less than an equivalently-sized iPod 

fflere was some speculation that Z- was • 
portable Xbox. While the musk player shown 
here Is due by the end of the year and future lune 
cadpts could Include more pming options, this 
tint wave Is no Game Boy slayer 

liWHiHEtl 
MEMORY STICK 
ENTERTAINMENT PACK 
Manufacturer: Sony 
Website: www.sonystyle.com 
List Price: $60 (1 GB), $100 (2 GB) 

Maybe Sony is second-guessing that whole UMD 
movie thing. These Entertainment Packs include 
a memory stick and a CD that will unlock one 
of four Sony flicks formatted, optimized, and 
watchable exclusively on the PSP. Customers can 
choose between Hitch, S.WA.T., The Grudge, or 
XXX: State of the Union. 



To access our services you need a mobile with 
WAP or GPRS activated and with the right 
configuration. If you have any problems with 
WAP, please contact your operator for further 
Info on how you can configurate your mobile: 

SUPPORTED CARRIERS: 

cingular.com 
sprintcom 
t-mobile.com 
dobsoncellular.com 

POLYPHONIC RINGTONES: LG G4011 ; MOTOROLA 
V180; NOKIA 3100,; SAMSUNG X426; SIEMENS 
A56; SONY ERICSSON T226; REAL TONES: LG 
G4015; MOTOROLA Vl 80; NOKIA 3100; SAMSUNG 
X426; SIEMENS A56; SONY ERICSSON T226; FUN 
SOUNDS: LG G4015; MOTOROLA V180; NOKIA 
3100; SAMSUNG X426; SIEMENS A56, CF62; 
SONY ERICSSON T226; COLOR WALLPAPERS: LG 
G4015; MOTOROLA V180; NOKIA 3100; SAMSUNG 
X426; SIEMENS C61 ; SONY ERICSSON T226; 
SCREENSAVERS: LG G4015; MOTOROLA 
V180; NOKIA 3100; SAMSUNG 
X426; SIEMENS C61 ; SONY 
ERICSSON T226 - for more I ,;.' llll''IIR'~ 
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GET THESE 
TREASURES FROM 
LANDS FAR AWAY 
(OR.YOU KNOW, ORDER THEM ONLINE) 

--SHADOW OF THE COLOSSUS FIGURE 
Manufacturer: Kotobukiya Website: www.kotobukiya.co.jp 
List Price:10,290 Yen (about $90) 
This amazing statue shows one of the Colossi (Colossuses?) standing over a 
teeny, tiny Wanderer - pretty succinctly illustrating the point that there weren't 
many enemies in that game, but they totally ruled. --FINAL FANTASY Ill 

OS LITE BUNDLE 
Manufacturer: Nintendo/Square Enix 
Website: www.nintendo.co.jp 
List Price: 22,780 Yen (about $198) 

Don't panic too much about the 
price - the bundle includes a 
Crystal White DS with custom art
work by Akihiko Yoshida and a copy 
of the interesting FF Ill remake. It's 
a sweet but limited edition deal that 
hits when the game launches in 
Japan (August 24th). 

IIIIIl1'II 
LOST ACTION FIGURES 
Manufacturer: McFarlane Toys Website: www.spawn.com 
List Price: $14.99 

Resident king of the realistic action figure, 
McFarlane Toys, is bringing out a sweet 

set of Lost figures based on the 
show's first season. Locke, Jack, Kate, 
Shannon, Hurley, and Charlie each 

get individual sculpts with a fun extra 
for each - a life-size prop from the show. 
Kate comes with her toy plane, Charlie 

with a Drive Shaft ring, and Jack with a 
copy of Kate's mug shot. There's also a 

group figure available with the crew looking into 
the hatch for the first time. The figures are all 
planned for release this November. 

EIIII 
SUPER MARIO BROS. 

I 
COMMEMORATIVE 
STAMPS 

gJ Manufacturer: Visionslnc 
• •

0 
• Website: www.visionsinc.eo.jp/consumer_mario.html 

List Price: 3,150 Yen (about $26) 

ao ..... so ..... so ..... so ..... ao ..... 

You can, if you're in Japan and you're crazy, 
use these to mail actual letters within the 
country. Then again, who sends paper 
through the mail anymore? Except us, that is, 
nevermind. 
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PHANTOM LAPBOARD 
Manufacturer: Phantom Entertainment Website: www.phantom.net List Price: TBA 

Okay, there are only two reasons that infamous Phantom Entertainment is getting 
brought up again. One is that their Lapboard peripheral, announced along with 
their dead-before-arrival console, is actually a sweet piece of hardware. It rotates 
for easy left or right-handed operation, wirelessly connects to a PC, allows free 
mouse control, and even has headphone and mic jacks onboard. And it's really, 
really handy. The second reason to give this more than a passing nod is that 
there's a supposed release date: August 15th, according 
to the Phantom website. We're hoping, but 
we're not promising. 





I 
love RTS games. They stole my heart 
back in 1992 when I first played Dune 2, 
which most folks credit as the game that 
launched the RTS genre. Before Dune 2, 
the closest you could come to an RTS was 
Herzog Zwei on the Sega Genesis, which 

was another favorite of mine. 
Since then, and it's been over 10 years now, 

the genre has evolved and changed. Sometimes 
the changes have been in big. impressive ways, 
but recently the evolution has slowed. When I 
announced that I would be developing a new 
RTS, this spurred many people to say to me, 
"Chris, the genre's been around a long time now, 
is there anything more that can be done besides 
making small incremental improvementsr 

My answer is a resounding YES! There is no 
doubt in my mind at all. There are so many 
things to do, I can hardly keep still in my chair 
(In fact, I never keep still, and my legs are con
stantly pumping with hyperactive energy. And 
no, I'm not kidding!). 

I was faced with the question of exactly how 
I was going to take the RTS experience to the 
next level when I sat down to write the first draft 
of the Supreme Commander design document 
in the fall of 2003. I remember that day well, 
because I had all these ideas in my head and I 
had a publisher coming to visit on Monday (and 
I would need to present the design to them). 

I don't usually get excited about creating docu
ments, but I remember getting up at 6 a.m. 
(something I never do) and writing until about 4 
p.m. that afternoon, each idea flowing out of my 
head and into my new design document. Every 
idea took something mundane and ordinary 
about the genre, and in some way lifted it up, 
enhanced it or made common UI interaction 
more informative and convenient for the player. 
I rinsed and repeated this on Sunday (okay, I 

didn't rinse). At the end of the second day I was 
looking at a hefty 65 page design doc, stuffed 
full of new ideas and improvements and tweaks. 

But despite all the meat that was in the design 
doc, there was still something fundamental 
missing from the design. 

Fast forward to January 2004, which is when 
work officially began on Supreme Commander. 
The design was still missing that essential ingre
dient. I had always talked about my next RTS 
game as the ultimate "strategy" game, but how 
would I truly bring this next level of strategy to 
the genre? I often considered RTS games to be 
heavy on tactics and light on strategy. I have a 
saying: Strategy happens before the battle, tac
tics happen during the battle. 

That belief may not be technically correct in 
the eyes of all those hardcore strategy buffs out 
there, but it did start me down a particular line 
of thinking. What if the maps were bigger, and 
the player had more time to use distance in the 
gameplay? What if the units could be more real
istic and have more than a couple of different 
weapon systems and capabilities? What if we 
could put super-huge units into the same game 
with the smaller units? 

Meanwhile, in my normal flurry of game play
ing, I loaded up PopTop's Railroad Tycoon II. 
I realized after playing Phil's latest game (Phil 
Steinmeyer was the founder of PopTop), that 
being able to zoom in and out was the exact 
element that was missing from the traditional 
RTS game. I immediately started to think about 
how this would be integrated into the existing 
design. What would the effects be? Would it 
break something? 

And so we implemented the zoom feature 
into Supreme Commander, and we were thrilled. 
It was like we found the missing link, and I 
knew right then and there that it was the piece 

One thing 

is clear 

though, 

there are 

a lot of 

new and 

innovative 

designs 

that we 

have yet to 

discover. 

I was looking for. And the kicker was that it was 
extremely intuitive for new players to pick up 
and use with a high degree of effectiveness. The 
player could zoom out to assess the whole map, 
zoom in close to issue a quick order, and then 
pop back out and issue a large sweeping order. 

All the pieces started to fall into place. This 
new zoom paradigm meant that we could 
have large units, which wouldn't even fit on the 
screen, mixed with small units in a way nobody 
had ever experienced. 

To say I was happy that this major piece of the 
Supreme Commander design was now in place 
would be a huge understatement. This one fun
damental change in the design radically changed 
the way the whole game was experienced and 
opened up new avenues of gameplay. But the 
even better news was that it didn't fundamen
tally change the way the player interacted with 
the game. 

Today, we are rounding the last few cor-
ners and approaching the finish line. We still 
have a lot of work left to do before Supreme 
Commander is finished, but we are very happy 
with the way all the core elements came togeth
er. In many ways, the game came together 
much better than I could have ever expected. 

One thing is clear though, there are a lot of 
new and innovative designs that we have yet to 
discover. Each of these new design inspirations 
will continue to elevate the RTS genre to new 
heights that many may never have predicted 
back when the genre first appeared. ■ ■ ■ 

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

If you work in the industry and would like lo share your opinion, contact senior editor Mall Helgeson al mall@gameinformer.com. 
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"Columbine simulator." "A violent revenge fantasy." 
If you've read anything about Rockstar's newest 
title, Bully, you've no doubt seen phrases like this. 
Despite the fad that it isn't scheduled to release 
until October, Rockstar's Bully might already be 
the most controversial game of all time. 

Ostensibly the tale of a young mal
content attempting to find his way 
at a new school, Bully has already 

been tagged as the title where the 
company's commitment to edgy con
tent would finally push it over the 
edge into a dark world of teen vio
lence. Even for Rockstar, a company 
that is no stranger to outcry over 

its often adult-oriented content, 
the public discussion over 
Bully has been exception
ally charged. The readion 
has been surprising, all 

the more so for the fad 
that - until now - the 

company has 



released almost no solid information 
on Bully. 

However, this lack of firsthand 
knowledge of the game has not 
stopped critics of both Rockstar and 
the video game industry from calling 
for politicians and retailers to ban 
the game before it is even released. 
Recently, Game Informer was given 
the exclusive opportunity to be the 
first publication in the world to get 
a real look at Bully. Is this really the 
game that will take Rockstar beyond 
the pale? Or is Bully just another 
example of a game that's been 

unfairly demonized by critics who 
fail to understand that video games 
are just another form of art with 
stories - all kinds of stories - to 
tell? As is typical with most of 
Rockstar's games, the truth behind 
Bully is much more complicated and 
interesting than you might have 
expected. 

Ironically, in light of all the 
uproar it would eventually cause, 
Bully was announced to little reac
tion in both the press and online. 
Rockstar announced the game via 
press release on May 10th, 2005, 

giving few 
details on the 
title save for the fad that it was the 
first title to be developed by the 
company's Vancouver studio and 
that it would "[take] the Rockstar 
tradition of groundbreaking, innova
tive, original gameplay and humor
ous tongue-in-cheek storytelling 
to an entirely new setting: the 
schoolyard." 



0 f course, Rockstar would soon find its every 
move under the microscope after the revela
tion in June that its ultra-popular PS2 and PC 

title Grand Theft Auto: San Andreas contained locked 
content (called Hot Coffee) that allowed players to 
simulate sex. This resulted in a chain of events that 
would eventually find Rockstar at the center of a FTC 
inquiry (see last month's issue for more details) and 
Bully on the hot seat. Suddenly, a game that Rockstar 
had envisioned as a light-hearted alternative to the 
grimmer fare of Grand Theft Auto and Manhunt was 
being tagged as a virtual tutorial for children looking to 
act out revenge on fellow students and teachers. 

Needless to say, Florida lawyer and anti-game cru
sader Jack Thompson, who has been a constant thorn in 
the company's side, was soon in the press, leading the 
charge against a title he felt would 'feature the murder
ous violence of Grand Theft Auto in a school setting~ 
Despite the fact that there was no evidence to suggest 
that murder was to play any part in Bully, Thompson's 
charges were soon picked up in the mainstream media, 

which was eager to tie it into the unfolding Hot Coffee 
scandal. Soon enough, Thompson was appearing in 
many major newspapers and even CNN's Lou Dobbs 
Moneyline program calling for an outright ban of a 
game that would not even be finished for another year. 
The events hit their peak in August of 2005, when a 
youth group called the "Peaceaholics" picketed outside 
of Rocksta(s New York headquarters, claiming that the 
game glamorized school violence. 

Of course, this wild speculation on the game was 
aided by the fact that Rockstar, already one of gaming's 
least accessible publishers, had circled its wagons and 
was declining to comment on anything - Bully, Hot 
Coffee, or otherwise. Despite the fact that so many 
seemed to have an opinion, the reality was that only 

about 20 people in the world outside of Rockstar and 
their business partners - a group of journalists who had 
viewed a demo of the game at E3 2005 - had even 
seen Bully in action. 

Speaking recently to Game Informer, Rocksta(s Terry 
Donovan seems to take a fairly philosophical view on 
the controversy, claiming that the company's silence 
was the only good option it had in the face of all the 

• criticism. "I think it was a case of that we knew the game 
was going to be special, but we didn't know how it was 
going to be special until the game had reached a point 
where it could defend itself on its own merits," com
ments Donovan. "Having a debate a year in advance 
of the game coming out didn't seem like a particularly 
healthy thing to do. The debate was horribly colored 
by misinformation. So it wasn't as if we went with a 
'less is more' strategy, it just didn't seem like there was 
anything particularly intelligent to say .. .. We always 
knew that the debate would diffuse once the game 
became real, because the video game issue is more 
about misunderstanding. Most people that have issues 

with video games don't actually play them~ 
\Nhen we asked whether it bothered him that the 

game had been called a •columbine simulator," 
Donovan seemed confident that the game itself would 
silence the critics. •once you start wandering around 
and just being in the environment and it's funny, the 
whole issue goes away. To be afraid of this game seems 
almost absurd now, but if you don't know what it is and 
we can't talk about it. .. You're never upset; you're just 
disappointed because you don't know how to educate 
people. Then, you throw Hot Coffee in the mix, and it 
makes it very complicated." 

Rocksta(s Devin Winterbottom is even more clear in 
his defense of the game. "It's not Grand Theft Auto in 
a school, which is really the most baseline thing people 

seem to think about it They say 'Oh, it's by the guys that 
made GTA, it seems to be an open-world type of game; 
clearly it's Grand Theft Auto in a school: It's not. ... 
[There's] not a gun, not a knife. Not a shred of blood." 

At this point, instead of talking about what Bully isn't, 
perhaps it's time to examine just what Bully is. We were 
lucky enough to get a look at a very polished version of 
the game, and - despite its reputation - it comes off 
more as a wry, endearing look at the school experience, 
done with Rocksta(s typically satirical and rude sense 
of humor. 

For producer Jeronimo Barrera, it's the subject matter 
itself that he feels will be Bully's real contribution to 
gaming. "It's a new kind of game .. .. We feel that this is 
something that's going to change the way people look at 
content in a game. For us, it's very much unique; there's 
nothing else like it \Nhy hasn't it been done before? 
I think because people don't quite get the concept 
that school is an interesting place; your childhood is 
interesting. It's just as interesting as playing a gangster 
or a mage.• 

Although Bully certainly represents a risk for Rockstar 
in a gaming market glutted with spy sagas, battlefield 
simulations, and fantasy epics, on another level it makes 
perfect sense. \Nhether you grew up in Los Angeles, 
Tokyo, or London, the school experience is one that 
everyone can relate to. It also encompasses the full 
range of human emotion, from conflict to romance to 
the all-too-common feeling of being ostracized and 
unaccepted. In its own humorous manner, it's exactly 
these feelings that Barrera hopes Bully can express. 

Barrera continues, "It needs to happen. \Nhen I was 
growing up, I loved Ferris Bueller's Day Off and Pretty 
in Pink and this is the same sort of thing. I recently read 
Catcher in the Rye. Someone said, 'Oh you should read 
that if you're doing a game about boarding schools'. 
I knew that it was banned back in the day and found 
in the possession of the guy that killed John Lennon, 
but I read the stuff and it was parallel to what I want 
to do and the stories I want to tell. Teen angst - we 
all have been through it It's not like, 'Oh I wish I were 
a dragon slayer and I went around and beefed up 
my swords' - which is cool - but this is a story of 
something that is human nature .... Something can really 
happen at a human level, can touch that emotion. I 
think we're doing that with this game, because every
body can relate to it. But, at the same time, it's funny, it's 
comedy, but we're laughing at ourselves." 

The story of Bully is told through the eyes of Jimmy 







continued from page so 

Hopkins, a troubled 15-year-old boy who's on his way 
to Bullworth Academy, which represents his last hope of 
making a go after being expelled from a series of board
ing schools. As we see Jimmy riding in the back of his 
mother's car, the root of his behavioral problems quickly 
becomes apparent After bickering with his mother, who 
appears all too eager to get Jimmy out of her life so she 
can go on a cruise with her latest husband, Jimmy is 
unceremoniously dropped off at the school gates. After 
a terse meeting with the principal, Jimmy heads to the 
dorm to change into his regulation Bullworth uniform, 
where he meets his first would-be ally, the unbalanced 
Gary, who will soon to prove to be a very unreliable 
"friend." Beginning here, Jimmy will embark on an 
adventure that will last through one full school year, and 
attempt to make it through a series of events that will 
change both him and Bullworth forever. 

Although Rockstar is loath to draw comparisons 
between Bully and its most famous franchise, as you 
begin to explore Bullworth Academy it's clear that they 
are similar in one important way. Just as San Andreas 
or Vice City were imagined as real, living universes, so is 
Bullworth Academy and the surrounding area. Although 
the total area is much less than those games, in many 
ways, the simulation of a virtual society is much more 
detailed than in any of the GTA titles. 

While we're used to open-world games having day 
to night and weather cycles, Bully uses time and the 
passage of seasons as an integral part of the world. In 
the top left of your screen is a clock, which is key to gov
erning how you spend your day. Basically, each school 
day consists of two periods of class (if you choose to 
attend), a lunch hour, and free time from four in the 
afternoon to curfew ( 11 p.m.). Although you can skip 
class to do as you please, it's key to note that the school 
prefects and staff will notice that you're skipping, often 
resulting in your capture and a trip to the principal's 
office. In addition, because Jimmy is only 15, he will 
grow tired and pass out at 2 a.m., so you'd better keep a 
close eye on the clock during nighttime missions. 

As the year progresses, you'll also notice changes 
in the school and town. Bully features full seasonal 
changes, which are reflected both in the environment 
and the attire of the characters. In autumn, you'll see 
Halloween decorations in town. By December, snow 
will cover the ground, and you and your fellow students 
will be decked out in winter wear like stocking caps 
and sweaters. 

Using an improved version of the engine that 

powered San Andreas, Bullworth Academy has most of 
the common landmarks that we've come to associate 
with the school experience. From the gymnasium to the 
dormitory, you'll discover that the campus holds a great 
deal of areas to explore and secrets to find. Your dorm 
room and its adjoining common area will be a major 

, hub, a place where you can save your game, change 
your outfii grab a soda from the machine (which serves 
as the game's health power-up), or play one of five 
fully playable arcade video games. Later on, you'll be 
able to travel past the school walls to explore the town 
of Bullworth itself, usually on either your skateboard 
(which is always in your inventory) or a conveniently 
"borrowed" bicycle. 

However, as we know all too well, the real experi
ence of school does not revolve around the buildings, 
but rather the people in them. And it's in this way that 

, Bully really distinguishes itself from the games that 
have come before it First and foremosi Bully is a game 
about social relationships. Rockstar Vancouver has gone 
to great lengths to create a world that truly reacts and 

changes based on Jimmy's standing with his fellow 
students and teachers - a world where every action has 

, a consequence. 
As in the real world, the social structure of Bullworth 

Academy revolves around cliques. The five main groups 
on campus span the common archetypes of childhood: 
Nerds, Jocks, Preps, Greasers, and Bullies. Each group 
has its own mode of dress and home base. The Jocks 
congregate around the gym and sports fields, favoring 
letterman jackets. The Greasers stalk the parking lot 
and auto shop, wearing the traditional leather jacket 
teen rebels have favored since the '50s. The Preps, rich 
and pampered students who look down on the other 
cliques, have their own posh dorm called Harrington 
house. The Nerds, naturally, are left to seek refuge in the 

:• cover story 

library. The last and most dangerous group, the Bullies 
(easily identified by their white button-down shirts), 
have no home base at all, preferring to roam the school 
grounds looking for new ways to make life miserable 
for the other students. We should also point out thai 
contrary to the game's title, Jimmy is not really the bully 
at all, and more frequently finds himself defending other 
students from attacks and harassment. 

Negotiating your way through the often treacherous 
social ladder of Bullworth is key to being successful. As 
you attempt to move your way up the food chain and 
ultimately unite the school against the Bullies, you'll 
have to manage your relationships with the various 
cliques. For example, in an early mission we saw, a Nerd 
nicknamed "Pee Stain" asked us to save his friend who 
had run afoul of some Bullies while looking for parts for 
his science project. After we had come to his rescue, 
we received a mission complete bulletin, which also 
showed that our Nerd respect had gone up, while our 
Bully respect had gone down. In the pause menu, you'll 
be able to see your current level of respect with each 

clique, which often has an effect on how difficult your 
mission is. If, for example, the Preps are mad at you, you 
know that a mission that takes you to Harrington house 
will be a difficult task. 

There are also more complex, personal social interac
tions which govern life at Bullworth. As you begin to 
make acquaintances with your fellow students, you'll 
soon notice that there are no random pedestrians 
on the school ground. In fact, every single student 
has a name and distinct personality. From the craven 
toady who will steal chocolates from an unsuspecting 
classmate to the girls that are a bit "easy," you'll find 
an endless variety of both friends and enemies to 
encounter. Students also react to your reputation and 
what you're wearing. For example, a girl who's aligned 



herself with the Jocks might mock you if you're seen 
wearing a Nerd sweater about campus. Thankfully, 
you do have the ability to either make new friends or 
enemies, depending on how you choose to deal with 
your fellow students. 

The social mechanic is intuitive and simple, yet gives 
you a fair amount of flexibility in how you approach 
those around you. By locking on with the L l button, 
you'll be able to access the interactive face button com
mands on the bottom left of the screen. Although there 
are a variety of different greetings and interaction, you 
basically select either an aggressive or friendly action by 
pressing the circle or X button, respectively. An aggres
sive action could either be a quick putdown to a bully 
or even pinching the derriere of a female student Still, 
sometimes it's better to take a more subtle approach, so 
you'll also be able to rely on other forms of communica
tion like friendly hellos, apologies, and flattery ( even 
digital girls can't resist flowers). As you improve your 
emotional skills and vocabulary in classes (see sidebar 
page 52), you'll even be able to sweet talk your way out 

of trouble with the prefects and teachers. 
Of course, sometimes words are just not enough, 

which is where pranks come into play. With the square 
button you'll be able to pull off such classic stunts as 
the wedgie, stuffing a classmate into a locker or garbage 
can, or even pasting a •Kick Me' sign on their back (an 
order you'll find your fellow students are only too happy 
to oblige). 

Although there is a great deal of fun to be had by 
playing around with your interpersonal relationships, 
Bully is every bit an action game, one that seeks to 
emulate the wide variety of gameplay that has become 
a hallmark of many of Rockstar's games. No matter 
how honed your social skills are, as often as not you'll 
be forced to earn your respect with your fists. Combat 
while not nearty as violent as in the company's other 
titles, does offer a fair amount of depth. The basic fight
ing mechanics seemed to be derived from the system 

used in The Warriors, although it has been simplified to 
a one-button attack control scheme that actually senses 
how long and hard you press the button to perform 
combos. "Instead of heavy and light attack buttons, we 
do taps and holds. So you can do charge moves. So 
'tap, tap, hold' is different than 'tap, tap, tap," explains 
Barrera. 'We've essentially collapsed two buttons into 
one. We feel that people that play a lot of Rockstar 
games aren't necessarily familiar with combat systems 
and things like that. So, if you button mash, you'll look 

, good, but if you take some time to actually learn the 
timing of the moves, you can do reversals, you can 
chain combos, and you can juggle.• 

In addition to the core combo mechanics, you'll also 
be able to perform disarm moves, which entail mashing 
on the triangle button until you've freed the weapons 
from your opponent's grip (this mechanic also allows 
you to escape the grasp of prefects if you can pull it off). 
You'll also be able to bring matches to a quick end by 
performing •Humiliations• to embarrass your foe. These 
range from a simple slap across the face to the classic 

move commonly known as 'Why don't you quit hitting 
yourself?" Some of these Humiliations are also context 
sensitive. For example, if you're brawling in the men's 
room you might be able to administer the most crushing 
of all schoolyard maneuvers: the swirlie. Aside from the 
usual playground scrapes, combat will sometimes be 
expanded into more involved sequences. Proper boxing 
matches will definitely play a part in the saga, and we 
did witness one sequence that resembled a traditional 
boss battle. 

The game also expands combat in several humorous 
ways with its selection of weapons. This aspect of the 
game is sure to raise some eyebrows, lending some 
credence to the criticisms that Bully does portray youth 
violence. However, the developers are clearly treading 
carefully on this territory, and seem conscious of the 
need to keep the tone of the game more lighthearted 
and mischievous than the usual Rockstar fare. To that 

end, most of your arsenal is culled from schooldays 
past; your most common armament (which is always 
in your inventory) is a slingshot, the game's primary 
ranged weapon. You'll also be able to use more strategic 
items like marbles to trip you enemies, itching powder, 
stink bombs, snowballs, and banana peels. There are 
also some more exotic weapons like fireworks and the 
Nerds' special creation, the spud cannon. 

The fighting, while light in tone, can get fairly violent 
as you can use found items like garbage can lids 
and baseball bats. However, Rockstar Vancouver has 
implemented steps to mitigate the violence to some 
degree. More damaging weapons like the bats degrade 
quickly, after three to five hits, preventing you from 
walking around beating everyone in sight Also, if the 
player decides to hit a girl or smaller child, the prefects 
will quickly swarm and take you down. In this way, 
Rockstar - usually known for pulling no punches -
seems to be trying to create an organic system of 
consequences, a far cry in tone from the over-the-top 
world of GTA, a game that Bully has been (somewhat 
unfairly) lumped in with. 

'We're being very careful about [violence], there 
isn't anything that turns it into a massacre game .... 
you can't go around hitting everyone in the school; 
stressed Barrera. 'First of all, you'd get busted, and also 
the weapons break. We want it to be very black and 
white; you're either a good kid or a bad kid. If you do 
something bad, you know you're doing something bad 
and you'll get busted for it. It's our 'cops and robbers'. If 
you get busted, you'll get sent to the principal, you'll get 
your stuff taken away, whatever items in your inventory 
taken away. And, you might have to do a punishment 
minigame like mowing the lawn or, if it's wintertime, 
shoveling snow. But these are things that the player will 
want to do because they're fun, and we allow the player 
to do to earn money'.' 

It's equally important to note that that game is not 
simply about picking fights or stealing a kiss from a 
pretty girl. We've come to expect a great deal from 
Rockstar games in terms of variety and depth, and 
Bully's missions should deliver in that regard. 

•unique gameplay mechanics - definitely - we love 
to do that sort of stuff; says Barrera. '1'he more we 
can get into the game that's unique, the better, so we 
try to fill it up with that sort of stuff. It's not a beat 'em 
up game; you're doing unique things in every mission, 
that's how we approach it." 

A couple of missions we saw demonstrated both the 
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continued from page ss 
variety that is packed into the game, and also Rockstar's 
sly sense of humor, something often overlooked by its 
critics. Early on, many of your tasks (which appear on 
the game's HUD map, which is similar to that found 
in most all of the company's games) will be simple 
errands, like retrieving some lost character sheets from 
the tabletop role-playing game "Grottos & Gremlins" 
for the Nerds. However, as you begin to wander farther 
outside of the bounds of Bullworth, the missions 
become more and more complex. A highlight of our 
demo included an objective called "Panty Raid" which 
began as Jimmy was riding around town on his bike. 
Catching his gym teacher (who claimed to be doing 
"research" on objectionable material) outside of an adult 
bookstore, Jimmy is quickly embroiled in a scheme 
to pick up some forgotten "laundry" for the teacher in 
the girls' dorm. Of course, the laundry is actually thong 
underwear, at which point the game switches to a 
stealth sequence. Here, Jimmy must scale the building's 
trellis, enter a second floor window and make off with 
the illicit garments while avoiding both the girls and the 
prefects (whose cone of vision is displayed on the HUD, 
as is customary in the stealth genre). 

On another mission, this one to save an errant theater 
geek who was being menaced by some hooligans in a 
rough part of town, we saw how Rockstar Vancouver is 
hoping to incorporate some unique set pieces into the 
usual flow of objectives. After a brief scuffle, it became 
apparent that on this occasion, Jimmy and his pals 
were outnumbered. As we hopped on the pegs of a 
friend's BMX bike, the perspective switched to that of a 
first-person track shooting game, as we struggled to slow 
down our pursuers with a steady hail of slingshot attacks. 

In the final analysis, Bully is one of Rockstar's 
most intriguing moves to date. In both design and 
subject matter, it's a clear break from both the current 
marketplace and the company's own recent catalogue. 
Given just how foreign themes of childhood and school 
days are in modern video games, Bully's commercial 
prospects are almost impossible to gauge. That being 
said, it does display many of the core design princi-
pals that guide most of the company's products: a 
subversive sense of humor, freedom of exploration, and 
a focus on constant variety of gameplay. Even Barrera 
expresses concern that Bully might be too different for 
today's gamer. 

"That's the thing I'm worried about Is the audience 
going to understand thatr he comments. "Have we 
progressed enough as an industry to let us do this stuttr 

The other question that will only be answered after 
Bully releases is just how it will be received by the 
crowd of social critics already sharpening their knives in 
anticipation of deaying the game as an irresponsible 
tutorial in violence aimed at children. Based on what 
we've seen, the game is far from the over-the-top, 
twisted fantasy that its been portrayed as, more similar 
in tone to the crude-but-sweet teen comedies of the 
1980s than a brutal re-enactment of Columbine. And, 
as Rockstar has stated, Bully contains no death, blood, 
or bad language in any form. Still, it's likely that given the 

• level of coverage it's already received, certain industry 
watchdogs will determine it to be over the line. Perhaps 
this is at least in part due to the fact that largely, Bully 
shows children behaving exactly how children often 
behave in real life. The controversy over the game, and 
game content in general, often seems to be 
more about the fact that much of 
our society isn't comfortable with 
the artform depicting worlds and 
stories that closely resemble 
the one we live in everyday. 
It seems like no coincidence 
that ultra-violent fantasy
based titles like God of War 
pass largely unnoticed by the 
mainstream media. In many 
ways, the struggles that Bully 
has gone through mirror 
the growing pains of a 
medium still trying to 
find acceptance as 
a viable venue for 
original storytelling. 

"There are so 
many other 
forms of media 
that have 
explored the 
schoolyard 
as a place 
where fiction 
can exist You 
name them," 
observes 
Donovan. "Go 
through the 
whole list of 
successful books, 

television, and films that have been set in and around 
school. It's totally viable subject matter for fiction for 
anybody - seemingly - apart from the video game busi
ness. That doesn't really make any sense to me, except 
for the fact that I understand that there's a vast propor
tion of the population that doesn't play video games 
and aren't comfortable with things that aren't familiar to 

• them.• ■■■ 





Different names for 

different modes that 

attract two different 

ticularly true for 

Digital Illusions CE (or DICE), 

creators of the Battlefield fran

chise . Long known to 

its epic rounds of 

team play, the 

less has no real 

of its online Conquest batUes . 

Not content to simply cash in on 

an already enamored fan base with 

more expansion packs, howevar, 

the people at 

themselves to solve the inequity 

between the two worlds of single

player and multiplayer . What was 

the secret that seemingly kept 

the two modes apart? Did it hava 

to be that way? 

DICE's desire to create a single-player component 

of Battlefield that is every bit as deep and exciting 
as its multiplayer is part and parcel of the series' 

appearance on home consoles, which requires the 
compelling single-player experience that is so vital to 
non-PC players. Drawing on its experience with other 
console titles, as well as on those team members 
who have made the PC editions of Battlefield as 
highly regarded as they are, the developer sees an 

opportunity to create a dynamic console game with 
the coming of the next generation systems. But if you 
ask Battlefield: Bad Company's senior producer, Karl 
Magnus Troedsson, there's more at work here than 
just the team's ambitions and the appearance of new 
platforms. "You can't get lazy, because the fans will kill 
you off. We want to make sure that every time we put 
something out on the market, we innovate:' 

Battlefield 2: Modern Combat was the developer's 
first attempt at crafting an engaging single-player 

portion. Unfortunately, the game's solo play didn't 
match the prowess of its online component. The 

problem was that although it tried to give gamers a 
taste of its multiplayer fun via a hotswapping feature 
that let you jump into the body of any soldier on the 
map, this aping of online spawning totally negated the 
single-player experience. By being able to be anybody, 
players had little sense of themselves. In Battlefield: 
Bad Company, DICE is taking a more traditional route 
to capture the imagination of those who play the 
game solo. 

Taking place in the near future, the aptly subtitled 
Bad Company follows the AWOL adventures of four 
squadmates. Inspired by the more modern and 

complex portrait of soldiers (with more than a dose 
of black humor) shown in movies such as Three 

Kings, the game's story disposes with the traditional 
hero concept. 'We wanted to create a story about 
more ordinary guys who do crazy things," explains 
Troedsson. "If the war is a wrapper for the entire story, 
there is an adventure within the war. That is what 
these guys are experiencing. They are going out on 

the line and doing something they are not supposed 

to do. For different reasons in the story they go off 
on a tangent for their personal ambitions:• Although 
Troedsson was loath to give away too much of the 
game's plot, it's not surprising that at least one of the 
motivations that would make trained soldiers disobey 
orders and embark on an adventure that will take 
them from Eastern Europe to points all over the globe 
is money. Well, that's not all there is to our AWOL 

heroes, but as Troedsson puts it, they are on a "one
way ticket to bad things:' 

The term "cinematic" has been bandied about 

for some time now, and is equated with either rich 
storytelling, lots of cutscenes, or crazy camera angles. 
But DICE has its own definition of the term and how 
this serves Bad Company and its audience. Although 
Troedsson also describes the word in terms of 
watching a movie, his idea of cinematic in Battlefield 
is more about how natural it is for you as a viewer to 
take in what you are seeing, rather than simply how 
grandiose it is. "You don't really have to think about it, 
you're just there. You experience it. You feel it:• 
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When understood in these terms, it's easy to see 

that the work the developer has put into how the 

game looks greatly influences the impact of the 

single-player experience, which in this case depends 

on a certain amount of believability. This is especially 

important since DICE admits that the 360 version of 

Modern Combat wasn't nearly good enough for the 

hardware it was created on. Explaining the philosophy 

that drives Bad Company, Troedsson says, 'The sum 

of the details makes the greater whole. A lot of games 

come out and they're like, 'Look at the vegetation 

renders!' And I'm like, 'Yeah, I see it, but the houses 

look like crap: We always want to create the same 

level of quality over everything.• 

In footage we saw of the game which was running 

on the game engine and was not prerendered, minute 

details such as stitching on a soldier's uniform and 

the texture it was made out of were evident This 

is not just a tech demo, however, as the graphics' 

applications in gameplay are quickly understood. 

Take a tank, for example - a pretty important piece 

of machinery given Battlefield's traditional marriage 

of vehicles and FPS combat. Your first impression 

is of fear. "In real life, if you encountered this tank, 

you'd run like hell," states Troedsson. That's exactly 

what DICE wants. That's the visual effect. The reason 

the tank looks as scary as it does is that it has twice 

the geometrical detail compared to the one from 

Battlefield 2. Therefore, the practical outcome of the 

developer's visual work is that any damage it suffers 

is much more communicable to the player. Since the 

vehicles are more fully modeled in places - and not 

just bump-mapped for looks - more stuff gets blown 

off and exposed as it takes a beating. 

Other details are used to flesh out your character 

and bring him to life. Although it's a first-person 

shooter and naturally your body isn't visible, that 

doesn't mean that DICE can't use it to draw the player 

into the game. Using ragdoll and Havok physics, your 
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"The ragdoll simulates what 

happens, and then we stick 

the camera on top of that, 

which gives you a pretty 

exciting way to die." 

character in FPS vvill have an actual 
I' 

body that is taken into account • 

So when an explosion blows up 

next to your guy, his body will be 

affected accordingly. This includes 

your head snapping back by the 
whiplash created on impact if 

you're blown to the ground, seeing 

your hands as you get up, or merely 

having the shockwaves rock your 

body off course as you keep on , 

running. The development team's : 

favorite activity was blowing guys 
1 

out of buildings and watching their 

arms flail before hitting the ground 

vvith a thud. 'The ragdoll simulates 

what happens, and then we stick 

the camera on top of that, which 

gives you a pretty exciting way 

to die." 

Of course, your main experience in the game 

is firing your guns, which has also received some 

subtle tweaks. If fellow EA game Black from Criterion 

attempted to bring guns alive through sound, then 

DICE is trying to do it through its own little details. A 

random movement variable has been added to your 

aiming axis to create more non-repetitive fire, and 

you'll notice more head sway from your character as 

he aims and strafes. DICE's FPS body representation 

also plays a part here. Since an animation system is 

imposed on your ragdoll even though you don't see 



it, actions like running and strafing won't just feel like 

you're skating on ice. Furthermore, your aim will be 
affected by how a gun's recoil acts on your shoulder. 

Following actual marksmen principles, your first shot 
in burst fire will be the most accurate. As you fire more 

bullets, the character will actually lean his body into 
the rifle butt to adjust to the recoil, and then move 

forward slightly when you stop firing and the recoil 
ends. So in gameplay terms, instead of your reticle 
moving constantly upward as you fire like in most 

games, your aim will go away from you but return as 
the player's body adapts to the recoil. Your aim will 
also be affected if you concentrate on it using a skill 

called lronsight. Here the game's use of an out-of-focus 
filter for background objects will gradually shroud your 

peripheral vision as you concentrate on your target 

It's the same effect you get in real life when you stare 

at an object long enough and everything around it 
slowly blurs. 

It's hard not to see the work that DICE is putting into 
the graphical aspects of Bad Company as realistic but 
perhaps too subtle. We asked Troedsson about this and 
whether it was worth the effort He understood our 

concerns but replied, 'Toe sum of all the details makes 
up for the greater whole of the quality experience. 

We can't ship a next-gen game without having perfect 
execution on the things we want to have. Well, you 

can of course, but you're gonna get shot down for 
it. Even though there are small details that won't 

show up immediately, people will feel like it's a good 
experience, where it just feels like a great game. Then 

hopefully, hardcore gamers will pick up on the little 

things and use it to their advantage.• 
Investment in graphics and physics is something that 

equally benefits both multiplayer and single-player, but 
it doesn't necessarily elevate playing by yourself to the 
heights that the series is known for on the multi player 
front. In order to do this DICE had to literally break 

down a wall between the two modes, one that existed 
because the imagination and strategy inherently used 

in online wasn't replicated by single-player. So what 
the developer did was reaffirm what it thought made 

the multiplayer great and make sure the concepts were 
attainable in single-player. Troedsson puts the success 
of the franchise down to its sandbox nature, where 
people are thrown in a location, given a bunch of 

weapons and vehicles, and told to go at it. In order to 
help spur creativity in the single-player experience - as 

■ DICE wants to make sure that each 
aspect of the character is accurately 
conveyed to the player, whether that's 
how they reload a gun to how their body 
moves - even though this is an FPS 



well as create a host of new options within the 

multiplayer world - DICE added destructible 

environments to give players more freedom 

to feel like the game's world was there for 

the exploiting. 

Troedsson showed us a mockup level 

that perfectly illustrated how destructible 

environments will help bring both modes 

together. After coming across a tank in a courtyard 

on a routine patrol, your squad scrambles and 

takes cover. At this moment you are appraised 

of your obvious mission objective - destroy the 

tank. This could be done in different ways. You 

could search around and find a vehide to combat 

it with. You could get in real dose and strap some 

C4 to its body. Or you could try and search around 

for an anti-tank rocket or something. "How 

you choose to take out that tank is up to you," 

Troedsson informs us. "That makes level designing 

a nightmare, but it's an interesting challenge." 

While you are figuring out what to do, the tank 

will track your movements, firing at you and 

destroying whatever it can to get to you. 

Our first indination of how to handle the above 

scenario was to get a rocket launcher, find some 

high cover in a building and take the tank down. 

But when it was alerted to our prime sniper 

position on the second floor, the tank simply 

blew out a huge hole in the side of the building, 

damaging us with shrapnel and debris. Sensing 

that we suddenly weren't as safe as we once 

thought we were, we proceeded to run from 

room to room as the tank chased us with more 

shells. Once down on the street, we weren't 

necessarily any safer. The comers of buildings 

can also be taken out, creating a situation where 

you will have to be highly mobile and willing to 

adapt your strategy to the constantly changing 

degrees of cover and whatever the game throws 

at you - just like a frantic multiplayer game. 

Using the environment to your advantage 

naturally also comes into play when you go 

on the offensive. You could crash a roadside 

building or tree in order to create a roadblock 

or bring it down on a passing convoy. Similarly, 

some well-placed C4 can be detonated when an 

enemy passes too dose. Other opportunities can 

be created, such as blowing out the sides of a 

building to fashion your own custom sniper's nest 

with the perfect vantage point Above all, DICE 

does not want to restrict or funnel players into 

specific decisions or choke points, something that 

doesn't bind multiplayer. Knowing that freedom 

is exactly what makes that mode of Battlefield 

the most popular, Troedsson acknowledges that 

"their imagination is what creates [Its] emergent 

gameplay moments. It's not a tunnel game. This is 

Battlefield. It's not a simulation, it's about making 

war more fun:' 

Despite its focus on single-player, naturally 
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the developer has not neglected its bread and butter. 
Apart from the obvious impact (pun intended) 

destructible environments will have on multiplayer, 
DICE isn't revealing much about this portion of the 
title. The game will support 24-player online play, and 
although they are more interactive than ever before, 
Bad Company's map sizes will be the same as previous 
titles. "Battlefield has always been about multiplayer," 
Troedsson assured us. ''To be very blunt, we invented 
the vehicular first-person genre as it is. Other people 
are trying to get a piece of the pie, but we still feel we 
have a good grip on what we're doing. And we take that 
very, very seriously. Multiplayer is at the heart of what 
we do. We would never ship a game without a strong 
multiplayer component:' 

"How you choose 

to take out 

that tank is up 

to you ... " 

Bad Company features new as well as re-organized 
character classes. DICE says it is amalgamating some 
of the classes so they are "boiled down." as well as 
creating new loadouts of weapons and equipment. 
Always mindful of what its dedicated fan base is saying. 
balancing these changes (Including the new weapons 
and vehicles that Bad Company will introduce) is at the 
forefront of the developer's minds right now as the mode 
is put together. Troedsson admitted that the company 
has made balancing mistakes in the past, pointing out 
that some loadouts in Battlefield Vietnam which were 
too powerful. DICE is also planning more gadgets with 
specific gameplay functions such as BF 2's defibrillator. 
Troedsson promises us that the developer will deliver 
"day-one" downloadable content (both for free and at 

cost), as well as a commitment to more. "Anybody who 
purchases Battlefield: Bad Company is going to feel like 
there's more things to come down the line continuously'.' 

The fact that Battlefield is known as a franchise that 
succeeds because of its multiplayer is entirely the result 
of DICE's dedication to the series and its fan base, but 
no longer will that be confined to that mode alone. After 
all, the developer has discovered that there's no reason 
it has to be. When we first met Troedsson, he started 
out with the rhetorical question: 'What is Battlefield 
actually?" The answer to that question is not exclusive 
to one particular mode over another, and it's something 
that neither DICE nor Battlefield: Bad Company loses 
sight of. ■■■ 
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MISSION BRIEFING 

E 
ver since it was unveiled on our cover 
in January, Splinter Cell fans have 
been waiting for more answers about 
what Sam Fisher's latest adventure 

has in store for the gruff secret agent. The 
world has known for some time now that 
Double Agent would be a departure for the 
series in many ways, as it has Sam go under
cover in an enemy organization for the first 
time. We had a chance to check out some 

of these changes first hand, as we spent 
some serious time playing around with the 
current-gen version of the game. And, for 
good measure, we explored the Xbox 360 
version as well. 

The two versions of the game both have 
some surprises in store for fans. While they 
feature the same story line, areas, and char
acters, the level design is differeni as are 
some gameplay elements. While the current-

gen version features a tweaked and simpli
fied HUD, the 360 version does away with 
almost all on-screen indicators. Instead of the 
familiar action box of the previous games, 
interactive items in the next-gen build display 
a small icon demonstrating the executable 
action when the player approaches. For 
example, in the level we played, a small 
arrow appeared when we approached the 
back of a truck, indicating that we could crawl 
underneath and hitch a ride. 

At this point, the current-gen version feels 
more familiar, as it sticks with traditional 
Splinter Cell presentation and even incorpo
rates elements of Chaos Theory's co-op into 
the campaign (this feature will also appear 
in the 360 version, but wasn't present in our 
demo). Double Agent opens with a level in 
Iceland in which Sam is accompanied by 
another Splinter Cell, and the game offers 
optional training videos on how to work with 
your partner, as well as all its other game 
systems. Little additions like these train-
ing videos do a lot to make Double Agent 
more accessible to new players, as do small 

touches like Sam turning his head to look at 
walls where his trademark split jump is pos
sible. These tweaks likely won't disturb fans -
there are far bigger changes in store with 
Double Agent. Once Sam infiltrates the JBA 
(the terrorist organization at the heart of the 
story), he'll constantly have to make choices 
that affect a trust meter that slides back and 
forth between the JBA and NSA Objectives 
in the missions can move the meter towards 
one side or the other, and you're in trouble if 
you don't strike a balance between the two. 
For example, in the prison break level, find
ing a hidden disc on your new JBA member 
friend Jamie earns you points with the NSA, 
and planting a fake record of your death in 
the prison computer gets you trust from the 
JBA But what do you do when you encoun
ter a man who Jamie wants dead and the 
NSA needs alive? Choices like this will follow 
you all through Double Agent, and you must 
choose wisely. All it takes is one mistake in 
the world of espionage to end up on the 
wrong side of a gun. ■ ■ ■ 
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KICKING HITLER IN THE JIMMY 

I 
t may seem strange to some that Call of Duty creator Infinity Ward isn't making Call of 
Duty 3. Activision has handed custody of the project to internal development squad 
Treyarch, with Infinity Ward nowhere to be found. However, as we saw with Treyarch's 
last game, Call of Duty 2: Big Red 

One, the studio is a more than capable 
caretaker of the biggest war franchise 
of the day. And it has big plans for this 
sequel - even on the current-gen plat
forms. 

Aside from the normal sequel progres
sion of "bigger, better, more intense," 
CoD 3 will add some promising new 
features to the series' trademark cinematic 
action. First and foremost, making much 
of the gameworld destructible will change 
the way you approach objectives. Hiding 
behind a barrel isn't such a good idea 
when a single burst from a submachine 
gun will rip it to shreds, and the pos
sibilities of grenades in such a setting are 
nearly limitless. As Activision executive pro
ducer Marcus lremonger put it when we 
spoke to him about the game, "It changes 
the way you use your ammunition. Now, sometimes aiming at cover will be a good thing." 

Going hand in hand with the environmental destruction is CoD 3's enhanced Al. Both 
friendly and enemy NPCs are aware of the state of the battlefield, particularly in terms of 
cover. They'll abandon damaged positions as well as attempt to compromise your own 
through tactics like suppression and flanking maneuvers or blowing apart your own ad hoc 
fortifications. Activision is promising that players will see, overall, much more unit cohesion 
and tactical thinking out of the Al in this title. 

A ton of effort is going into the multi
player side of the game as well. While 
the Call of Duty franchise has long 
offered solid and thrilling online play, 
it has always lagged behind its com
petitors in terms of innovations. CoD 
3 is changing that with the addition of 
soldier classes (medic, sniper, etc) and 
extensive stat-tracking, not to mention 
a 24-player cap on the next-gen sys
tems. Vehicles will play a large part in 
online play as well, but CoD 3's biggest 
advantage might be something a little 
more nebulous. "I think, very simply, 
it's Call of Duty 3," explains lremonger. 
'We're really carrying the intensity from 
the single-player to the multiplayer'.' 
It may sound trite, but anyone with 
experience in the genre can tell you that 

there's a world of difference between shooting some Nazis and being in combat on a huge, 
chaotic battlefield. 

Though several questions were raised in our minds by the change in development 
teams, it would seem that Treyarch truly is making the best Call of Duty 3 in its power. And 
after hearing firsthand the passion of the team behind it and the ideas they have for the 
gameplay, we're a lot less concerned with who is making it and more interested in when 
we'll be able to play it. ■ ■ ■ 





A 
fter all the delays and problems that have plagued 
its development, Vivendi's much-anticipated 
Scarface game is finally on track to be released this 
October. Recently, the company paid a visit to the 

Game Informer offices and let us get some playtime with a 
highly polished version of the game. 

1/Vhile questions regarding any open-world game of this 
scale won't be answered until we have a chance to dig in 
with a review build, based on what we saw, this game is on 
track to become one of the surprise hits of the year. At the 
very least, it looks to be an enjoyable Scarface saga that has 
made tremendous progress in the last year. 

Producer Pete Wanat told us that the team had really 
focused on getting the core gameplay correct, and this care 
and attention appears to be paying off. The game's driving 
engine is rock solid, allowing for over-the-top chase scenes 
and even some fairly elaborate gunplay while behind the 
wheel. The basic shooting mechanics have been improved 
immensely as well, with a very quick turning rate and 
accurate targeting thanks to the FPS-style control scheme 
(which is also used to good effect in Saint's Row). Targeting 
can be performed either by a shoulder button lock-on or by 

regular aiming, which builds your Balls meter more quickly. 
In an interesting move, the game's "Blind Rage" mode 
(which is triggered by pressing the circle button when you 
have filled your Balls meter) actually switches the viewpoint 
to first-person, allowing you to quickly gun through all 
enemies in your path. Because you are invincible when in 
Blind Rage, it becomes a useful strategic tool, as using it 
judiciously can allow you to get through hard parts of the 
game unscathed. 

Another area in which Scarface is seeking to expand 
beyond the current conventions of the GTA genre is the 
way that it gives you the feeling of being a kingpin. As you 
rebuild Tony Montana's empire from the ground up, you'll 
be able to draw on a number of resources, henchmen, 
and abilities that make your experience much easier. For 
example, once you've hired a driver and arms dealer, you 
can call for a car anywhere via your (very old school) satel
lite phone and have one instantly appear, saving you the 
trouble of jacking a hoopty. Also, your trunk will have a full 
arsenal of weapons, allowing you to reload for war on the 
fly. In addition, as a kingpin, you can save valuable drive 
time by calling on a limo or water plane, which can instantly 

transport you around the world. 
This idea of empire also plays out in the form of manag

ing resources and locations. Once you buy or take over 
drug fronts, you'll have to assign security systems and 
henchmen to guard them from rival dealers. Since every
thing costs you money, you'll want to give the locations 
that get the best rates on product the most security dollars. 
Of course, dirty money leaves a trail, so you have to go to 
banks to launder your cash, performing a quick "golf-swing" 
type minigame to determine how much the bank takes as 
its cut. These minigames also pop up when you are given 
the chance to do small, street-level drug deals (mess up 
the minigame and the guns come out) or talk your way out 
of trouble with the police. As you grow your fortune, you'll 
see the results of your work in your mansion, which can be 
outfitted with furniture, collectibles, and design motifs. 

All these details, along with the tight gameplay, seem to 
be fleshing out Scarface into something more than just 
another GTA clone with a dirty mouth. If the final touches 
of polish can be added in time, this might be another 
bright spot for an increasingly moribund current-gen 
landscape. ■ ■ ■ 
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XBOX 360 

F.E.A.R. 
Monolith Productions owner IMJmer Bros. Interactive is stepping up its video game business (see our 
interview with Jason Hall in our lost issue), and unsurprisingly, the developer will be OJtting off its rela
tionship with rival Vivendi after F.EAR. launches. So where will the F.EAR. franchise go in the future? 
In most cases, the publisher would own everything pertaining to the game and simply put a different 
developer on the project for further titles. However, Monolith apparently retains the rights to all of the 
characters in F.EAR., while Vivendi has contJol of the name and the fictional universe itself. Since the 
original game did fairly well sales-wise according to the publisher, we will likely see more F.EAR. tides 

> STYLE I-PLAYER ACTION (UP TO 16-PlAYER VIA XBOX LIVE OR SYSTEM LINK) > PUBLISHER VIVENDI GAMES 
> DEVELOPER MONOLITH PRODUCTIONS/ DAY I STUDIOS > RELEASE NOVEMBER 

in the coming years, though the plots will necessarily be almost unrelated ~ can't help but question 
whether another developer will be able to pull off the great mix of suspense and action that Monolith 
provided, and the story will lose its best facet without creepy antagonist Alma. Only time will tell, though. 

LATE TO THE PARTY 

L 
ast yeafs horror-themed first-person shooter 
for the PC did many things right - but most 
people wouldn't count releasing shortly 
before the Xbox 360 launched as one of 

them. Now, 12 months later, we're finally coming 
close to the release of the long-promised 360 port. 
After playing through a level of the latest build of the 
game, we're confident that 360 owners will get just 
as much out of this excellent FPS as PC users did. 

There's no doubt that F.EAR. plays very well on 
the 360. According to Vivendi, the graphical detail 
is roughly equivalent to running the original with all 
the options maxed out - a feat that takes a good 
two grand worth of hardware to do in Windows. 
Most importantly, throughout the game's definitive 

gunfights, with massive amounts of particle effects 
and crazy physics and everything else going on, 
the framerate stayed stable during our playtests. 
After all, F.EAR. players already have a time-slowing 
power to play around with, and it's a hell of a lot 
more fun than graphical slowdown. 

The severe dearth of new content in this port 
unfortunately makes it a largely pointless purchase 
for anyone who owns the PC version. Unless the 
single new level (which Vivendi steadfastly refused 
to tell us anything about) and the new Instant 
Action mode is enough value for your $60, that is. 
Still, this title should offer plenty of entertainment 
for 360 owners who didn't get the chance to experi
ence the outstanding PC original. ■ ■ ■ 
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Star Trek Legacy 
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GAME STUDIOS > DEVELOPER MAO DOC SOFTWARE > RELEASE OCTOBER 

DREAMS DO COME TRUE 

S 
tar Trek Legacy is shaping up into a 
Trekke(s (or Trekkie's, depending on 
your preferred nomendature) dream 
game. It's filled with an explosive mix 

of fast-paced action with enough strategy 
and nods to the mythology to please both 
franchise fans and the more general crowd of 
people who like blowing up giant spaceships. 
This month we got a closer look at one of the 
single-player campaign levels in action, and 
then fired off some questions at game pro
ducer Charles Harribey about what we were 
seeing and how the game was shaping up in 
these final months. 

Three modes of play present themselves 
at the game opening. The campaign storyline 
is set during all three major eras of Star Trek 
history, opening in the Enterprise period 
of Captain Archer, progressing on to Kirk's 
adventurous years, and finishing out in the 
polished future of Picard's Next Generation 

era. The 15-mission storyline (five in each 
era) is played entirely from the Federation's 
perspective, but not so with skirmish mode. 
There, individual players can join battle in 
any time period and control ships from 
any of the four major factions: Federation, 
Klingon, Romulan, and Borg. If you want to 
bring some friends into the mix, hop into the 
online multiplayer. Here, up to eight players 
can fight gigantic space battles. Since each 
player can control up to four ships at once, 
that adds up to conflicts totaling as many as 
32 starships at once! 

\Nhether alone or with friends, the combat 
has been designed to move fast without 
betraying the integral naval combat feel that 
any fan expects out of the franchise. "You 
can split up your fleet however you want. 
Send one ship to do one thing and two 
others to go back and rearm," Harribey tells 
us. In the mission we saw, the objective was 

to take out a Klingon super weapon. Warp 
straight in and ignore your secondary objec
tives, and you'd have a hard fight on your 
hand. Alternately, you could send a few ships 
to reinforce a beleaguered Federation vessel, 
at which point they might join your cause. 
There's also a Klingon refueling station across 
the system that should make your task a little 
easier if you take it out first. 

Once in combat, ships circle each other, 
jockeying for position and firing arcs while 
juggling power outputs and weapons fire. 
'Toe ship is the gun. You want to steer the 
ship to line up your full broad side onto your 
enemies weakest spots: Harribey relays. 
A phaser shot has to recharge over time, 
and does damage based on distance, so 
you'll have to choose the right moment to 

DOWNLOADS ON THE WAY 

maximize destruction. You can fire photon 
torpedoes for massive damage, but they're 
limited in number and can easily miss a 
target. You can even pull up an energy tri
angle that lets you redistribute power across 
engines, weapons, and shields on the fly. 
"As a Bird of Prey, you might line yourself 
up with a target, and then drop everything 
into weapons, pull a strafing run and fire 
all your weapons for maximum damage: 
Harribey explains. 'Then once you've passed 
the target you could switch everything back 
to engines so you could burn away before 
they hit you~ Altogether, the flash-filled space 
battles that ensue are amazing. and may be 
exactly what many fans have waited years to 
participate in. ■ ■ ■ 

Do you wont the good ne...s or the bod ne...s first? The bod is thot the cencotive/y planned historical 
bottles mode doesn't look like it's going to make the retail game release. The good ne...s? Bethesda 
is strongly considering offering that and other expanded content through download, whether on PC 
or 360. Think about downloading a scenario to play out the Dominion Vlkirs, or reenacting the Borg/ 
Federation conflict at Wolf 359, or even the drawn out wroth-filled battle between Kirk and Khan from 
Star Trek IL Whether these, or new ships, or whole new mink:ampoigns, Bethesda's track record with 
Oblivion says char we might have a lot to get excited about even after release. 
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Phantasy Star Universe 
> STYLE I-PLAYER ACTION/ RPG (MASSIVELY MULTIPLAYER ONLINE GAME)> PUBLISHER SEGA > DEVELOPER SEGA > RELEASE FALL 

COVER YOUR BASES 

H 
ow many MMOs are out there with great universes, 
but no way for an offline gamer to check them 
out? On the flip side, what about the bummer 
when you're playing a really wonderful traditional 

RPG and you'd just like the other people in your party to 
be friends instead of Al.? The Phantasy Star series has 
made a few attempts to appease all of these folks, but the 
upcoming Universe release looks closest to pleasing just 
about everyone. 

We got our hands on the single-player saga and put the 
early stages to the test. The game essentially plays out in a 
series of episodes that Sega estimates will take around 35 
to 40 hours to complete. Ethan Waber's fight against the 
SEED and evolution from bratty 17-year-old to (hopefully) 
wise savior of the free people certainly isn't breaking new 
ground from a storytelling perspective. On the other hand, 
the extensive voice acting even in the early build we played 
was nicely done and adds a lot to the characters and experi
ence of the single-player story. 

During Ethan's fight to overcome various catastrophes, 
certain sections (called Trials) are timed and award bonus 

points and a score when completed. It 
seems logical that faster times or more 
thorough completion will offer unique 
rewards - something that would make the 
game much more replayable. 

PSU's single-player has such a strong 
focus on replay and story that the epi
sodic presentation is really interesting and 
makes the experience feel somewhat 
more manageable. There are even recaps 
and hints of what's to come at the begin
ning and end of each section - an idea 
announced for a few other games that sounds kind of goofy 
at first, but really works well to keep you excited about trying 
the next section. 

We didn't get to play the multiplayer version of PSU, but 
some details have been shared about how it will work. 
Players will create a new character from a variety of races, 
assemble teams from hundreds of players in specific cities, 
and then adventure together in instanced stages. The hack 
n' slash feel of combat could get really frenzied and team-

work-based during large boss fights if the online component 
plays anything like the single-player game. 

With a fall release date, Phantasy Star Universe doesn't 
have a lot of time to get some of its technology kinks 
worked out ( our build was plagued with a hundred little 
problems), but the solid gameplay core is there to keep the 
project very promising. With content nearly done, the team 
has some time to polish, and gamers now have reason to 
hunger for a Phantasy Star game again. ■ ■ ■ 
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Eragon 
> STYLE I OR 2-PLAYER ACTION > PUBLISHER VIVENDI UNIVERSAi. > DEVELOPER STORM FRONT 
STUDIOS> RELEASE NOVEMBER 14 

THE NEXT FANTASY BLOCKBUSTER TAKES FLIGHTS 

A 
s the release date for Eragon, 
20th Century Fox's adaptation 
of young author Christopher 
Paolini's epic fantasy novel 

draws near, Vivendi Universal is begin
ning to lift the curtain on its game based 
on the film. lhe game is being handled 
by Stormfront Studios, which has tack
led such major fantasy franchises as 
lhe Lord of the Rings and Dungeons & 
Dragons in recent years. 

Sining down with a playable version 
of Eragon, it's quickly apparent that 
Storm/rent is doing what it does best: 
delivering solid hack n' slash gameplay. 
In single-player you'll have a variety 
of CPU-controlled cohorts, and also 
the option to have one friend drop in 
for co-op at any point in the game. As 
you might expect, the combat itself is 
fairly simple, with basic button presses 
allowing for a surprising number of 
moves. However, expert players will 
be rewarded by a number of special 
finishing moves, which play out in 
spectacular form thanks to a camera 
system that momentarily shifts to give 
you a cinematic view of the death. As is 

typical of Stormfront's games, the stages 
are very detailed and animated, letting 
you observe oncoming hordes in the 
background or even gian~ destructive 
explosions happening in the lush 
environments. 

Of course, along with swords comes 
sorcery, and as Eragon grows in power, 
he'll be able to call on a number of 
helpful spells. lhese include Repel, 
which will knock back foes; Pull, 
which allows you to move objects or 
enemies toward you; as well as the 
self-explanatory Fire and Magic Shield. 
Overall, it's just another way in which 
Eragon - despite the fact that it hews 
close to genre conventions - manages 
to establish its own identity in a crowded 
marketplace. And that's not even 
including the excellent dragon riding, 
which makes up a full quarter of the 
gameplay experience. Atop your dragon 
Saphira (who can also be called on to 
smite enemies while you're on foot), 
the game switches to an aerial combat 
game similar to Starfox, only with mas
sively huge and gorgeous dragons torch
ing everything in sight. ■ ■ ■ 

AVAILABLE FOR THE FIRST TIME ON DVD SEPTEMBER 5m 
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TimeShift 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYER VIA XBOX LIVE, SYSTEM LINK. OR PC INTERN El)> PUBLISHER VIVENDI 
GAMES > DMLOPER SABER INTERACTIVE> RELEASE SEPTEMBER 

DAYS OF FUTURE PAST 

W 
hen the world was first introduced to limeShift and its time-hopping protagonist 
Michael Swift, the game was being handled by the folks at Atari. But when the 
struggling publisher sold off some of its properties, limeShift was snapped up 
by Vivendi Games, which has wisely allowed developer Saber Interactive more 

time to polish the title, add new graphical flourishes, and more. We recently got a chance to 
get our hands on the multiplayer part of the game, and learned about some of the fun new 
elements that Saber has included to help limeShift stand apart from the rest of the FPS pack. 
Below are some of the more interesting things we learned. ■ ■ ■ 
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QUAID! 
Aside from checking out mu/tip/ayer, we also got a chance to chat with the man who will provide 
Michael Swift with his voice, actor Dennis Quaid Quaid explained to us that he'd been interested 
in trying some voice acting for some time, and accepted the role in TimeShift because his son 
is a big video game fan who has tried on several occasions to get him into games. While Quaid 
admits that his son outshines him in gaming skills, he does own a Pac-Man/Galaga machine 
that he enjoys relaxing with. For him, the most interesting part of his involvement in TimeShift 
is crafting a character that is tough but sensitive. According to Quaid, Michael Swift is a military 
man who has somewhat given up on life, and learns that a sad fate will befall his daughter in 
the future. Hoping to save her, he volunteers to become a time traveler and goes through a 
series of events that are very much like an action movie. 
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LEGO Star Wars II: The Original Tri logy 
> STYLE I OR 2-PLAYER ACTION > PUBLISHER LUCASARTS > DMLOPER TRAVllLER'S TALES> RELEASE OCTOBER 

RETURN OF THE CUTE JEDI 

I n retrospect, it should have been no 
surprise how many people of all ages 
dove headlong into the last LEGO Star 
Wars game. After all, as near as we can 

tell, it combines two of the coolest things 
ever created by humankind. Given the 
success of the first entry, the second one 
seems a sure thing. Luckily, Traveller's Tales 
isn't willing to just toss out another install-

ment without upping the ante, especially 
when it involves the near-sacred original 
three movies. 

This month, while we eagerly awaited a 
final version of the game to review, we got 
to play through some levels from all three 
of the classic movies. Of course, one big 
shift that we've known about for awhile 
is the ability to use vehicles, and this ele

■ Vehides play a much 
bigger role this time around 

ment of gameplay 
didn't disappoint, 
as we careened 
about levels in 
some mammoth 
LEGOs like the 
AT-ST. That's not 
all. We also played 
levels where we 
flew around the 
Millenium Falcon, 
swept into battle 
with an X-Wing, 
and even sped 
through the forest 

on speeder-bikes. 
We also noticed that some of the critiques 

of the first game seem to have been taken 
to heart by the developer. Levels now 
appear to be longer and more involved. 
And while it's always hard to gauge difficulty 
settings in a pre-final copy of the game, it 
certainly seems like the challenge has been 
ratcheted up a bit from the last installment. 
One big factor there might be the new 
adaptive difficulty of the game. Depending 
on how much you die, the game will auto
matically shift the level of difficulty to match 
your playing style. Of particular note, the 
levels we played seemed to have a much 
bigger focus on puzzle-solving, frequently 
using combinations of different character 
abilities to open a door or pass an obstacle. 
It's a design decision we're not totally sure 
works with the carefree humorous action of 
the game, but the combat and silliness quo
tient might still be getting tweaked, so we'll 
hold off on making any judgments. On the 
plus side, many of these puzzles are a lot 

of fun, especially since some paths require 
one of the "good" characters and others ask 
for a "bad" one. There are also identity gates 
based on helmets. For instance, in Jabba's 
Palace, Leia has limited mobility, but once 
she finds her bounty hunter helmet, all sorts 
of doors open for her. 

Meanwhile, the game looks fantastic, 
managing perhaps even better than the first 
game to capture the essence of different 
characters while gently poking fun at the 
situations they find themselves in. A genu
ine attempt has been made to give each 
character unique bonuses that can help 
in moving through a level. Consequently, 
Luke's Force lift power is just as important 
as R2-D2's ability to open a door. The mix 
of fun characters, classic locations, and 
always funny visuals has this high on our 
list of current-gen offerings for the holiday, 
and it wouldn't surprise anyone if those 
cute little Force users garnered even more 
attention the second time around. ■ ■ ■ 





PC 

Maelstrom 
> STYLE I-Pl.AYER STRATEGY (UP TO 6-PLAYER VIA INTERNET OR LAN) 
> PUBLISHER COOEMASTERS > DMLOPER KO VISION 
> RELEASE SEPTEMBER 26 

TWISTING CONCEPTS 

C 
odemasters is bringing this 
Russian-developed real-time 
strategy title over to the U.S. 
despite the bad reputation 

that PC games from the other side of 
the Atlantic sometimes have to deal 
with, and after any amount of time 
with Maelstrom it's easy to see why. 
Maelstrom is much more than simply 
another sci-Ii RTS with big armies and 
fancy explosions. 

Maelstrom doesn't just have ragdoll 
bodies and chunks flying off of build
ings. Not only does the terrain get 
deformed by explosions and such, but 
water will flow down realistically until 
it gets to a stable situation. Bodies of 
water can even be frozen or evapo
rated with the right weaponry. Wind is 
accurately modeled and affects many 
different things. Fires will ravage the 
landscape, spreading based on the 
wind and the type of land, and damag
ing buildings, units, and terrain as it 
goes. And, of course, the three fac
tions have a ton of units and powers 

that are designed to take 
great advantage of all 
this cool technology. 

From what we've seen, developer 
KD Vision has a much better chance 
of building a solid game around its 
fantastic engine than it did with its 
last game, Perimeter. If the gameplay 
is solid, we can expect a good online 
time as well - Codemasters is imple
menting a dedicated matchmaking 
and stat-tracking service for Maelstrom. 
We've also heard promises that the 
story will be somewhat more compre
hensible this time, which would be a 
step in the right direction. At the very 
least, though, we're looking forward to 
literally flooding our enemies' bases 
when this project is done. ■ ■ ■ 



DS 

Magical Starsign 
> STYLE I-PLAYER ROLE-PLAYING GAME (UP TO &-PLAYER VIA WIRELESS) > PUBLISHER NINTENDO > DEVELOPER 
BROWNIE BROWN > RELEASE OCTOBER 23 

READ THE SIGNS 

W 
hat if Harry Potter, instead of 
galavanting around England, actu
ally hopped into a rocket ship 
to explore a bunch of planets in 

outer space? Well, then he'd sort of be like 
the characters in the upcoming RPG Magical 
Starsign, where a group of students at a magi
cal academy explore the final frontier looking 
for their missing professor and trying to save 
the universe. 

Developed by Brownie Brown ( a studio 
founded by several former Square employ
ees), Magical Starsign is a sequel to Magical 
Vacation, a Japan-only GBA game. 
Thankfully, it tells a brand new story 
that will be easily accessible without 
previous experience in the series. 
The plot follows a young 
protagonist (players choose 
between a female or a 
male hero) and a group 
of classmates that use 
their powerful magical 
abilities to stop an evil 
sorcerer from destroy
ing reality. As with many 

RPGs, the only way to do that is through lots 
of fighting. 

The combat at first will seem traditional, 
since it is based on a familiar turn-based 
system. However, some adjustments have 
been made to accommodate the DS inter
face, like allowing players to control the 
whole battle with the stylus. Using more 
magic spells than physical attacks, you will 
tap the action you want to take, and then 
tap the target to initiate it. The strength 

of your spells will even vary 
depending on which planets 

are most prominent in the 
solar system, which pre
vents you from just using the 
same strategy battle after battle. 

It isn't the most high-profile 
game on the way for the D5, 

but its unique gameplay and 
the ability to link up to five 
friends for multiplayer dun
geon exploration certainly 
make it a game for hand
held RPG fans to keep an 

eye on. ■■■ 

EX-P model shown. © 2005 American Honda llotor Co., I nc . 
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PLAYSTATI0N 2 I XB0X 

Justice League Heroes 
> STYLE I OR 2-PlAYER ACTION > PUBLISHER WARNER BROS. INTERACTM/EIDOS 
> DMLOPER SNOWBUND STUDIOS > RELEASE FALL 

THE LEAGUE EXPANDS 

W 
hen we unveiled Warner 
Bros. Interactive' s new 
DC Comics action game 
Justice League Heroes 

a few months ago, fans had a lot 
to say. Most were excited that they 
would finally get to control Supennan, 
Batman, Wonder Woman, The Flash, 
Green Lantern, Martian Manhunter, 
and Zatanna in the same game. 
However, the DC universe is a big 
place, and the Justice League has had 
many members, so some 
fans declared that the game 
should feature even more 
playable superheroes. To 
those fans, we can now 
happily reveal that JLH will 
indeed feature a 
few more unlock-
able heroes. 
While we don't 
know exactly 
how many will 
be included or 
who will make 
the cut, we did 
get the lowdown 
on one: The king 
of the seas himself, 
Aquaman! 

While he's 
been the butt 
of many jokes 
( ours included), 
Aquaman is 
actually a very 
powerful char
acter who has 

seen an upswing in popularity as 
of late, thanks to some great work 
in his comic series, an appearance 
on Smo//v,1/e, and a storyline about 
the character in HBO's Entourage. 
Toughened by the ocean's pressure 
and sporting a magical hand, JLH's 
version of Aquaman features water
based powers like a geyser-assisted 
uppercut and an enemy-seeking 
whirlpool. He also has the ability to 
turn his hand into a sword, shield, or 
bolts that can be fired at enemies. 

With a wide array of attacks at his 
disposal, Aquaman will certainly 
be another fine addition to Justice 
League Heroes' roster of play-

able characters. 
Along with get
ting the scoop on 

Aquaman, we 
recently had 

a chance 
to talk with 
Dwayne 
McDuffie, 

the veteran 
comic book 

and cartoon writer 
who collaborated 

with Snowblind Studios on 
the story for the game. 
For his thoughts on the 
game, as well as other 
Justice League-related 
topics, head over to the 
Unlimited section of 
Game Informer Online to 
learn more. ■ ■ ■ 
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. : • • .. 5 .. • •:. We Play The Crap So You Don't Have To 

Super Monkey Ball Adventure Xenosaga Episode Ill: Also Sprach 
Zarathustra 

Saints Row Civilization IV: Warlords 

Dead Rising 
Capcom has consistently provided 
some of the best moments that 
zombie horror can offer, but it has 
upped a different ante with Dead 
Rising. Chock full of hilarious side 
notes - clothing options, wacky 
weapons, hackneyed survivors, and 
over-the-top psychos - the game still 
manages to actually say something. 
It's no small task to mix this much 
hilarity with a social m essage, but 
Dead Rising unabashedly stakes its 
own claim in the zombie landscape 
and comes out, not just surviving the 
struggle, but triumphing. Head to our 
review of the events in a small town 
mall over on page 94 . 

................ ;.,, ................................................................................ ............. ............. ................. ........................................ ................. . 

Our crack ( or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 
the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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THE SCORING SYSTEM 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A truly elite title that is nearly perfect in every way. This score is given 
out rarely and indicates a game that cannot be missed. 

Superb. Just shy of gaming nirvana, this score is a high recommendation because 
the game reviewed is head-and-shoulders above its competition. 

Very Good. Innovative, but perhaps not the right choice for everyone. This score 
indicates that there are many good things to be had, but arguably so. 

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

Limited Appeal. Although there may be fans of games receiving this score, many will 
be left yearning for a more rewarding game experience. 

Passable. It may be obvious that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 

Bad. Vltiile some things may work as planned, the majority of this title either 
malfunctions to varying degrees or it is so dull that the game falls short as a whole. 

Painful. If there is anything that's redeeming in a game of this caliber, it's buried 
beneath agonizing gameplay and uneven execution in its features or theme. 

Broken. Basically unplayable. This game is so insuffident in execution that any value 
would be derived in extremely small quantities, ~ at all. 

lgnorninous. Look it up. 

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

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

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

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

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

> Replay Value 

High - You1I still be popping this game in five years from now. 

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

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

- Modentely Low - After finishing iL there's not much reason to g~ 
it a second go. 

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



Tekken: Dark Resurrection Hi Hi Puffy AmiYumi: The Genie and 
The Amp 

... 
CivCity: Rome 
City simulation has long been a staple of PC gaming, but it's been a 
while since we last saw a good title in the genre. CivCity: Rome does 
a great job of satisfying the intrinsic human desire to build something 
that works, and even does so without simply aping the decades-old 
SimCity concepts that started it all. Getting your people everything 
they need to build better homes (and therefore pay you more taxes) 
turns out to be an excellent gameplay hook, and makes the dry sub
ject matter of ancient Roman society fun. 

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

Content suitable 
ont,,foradulls. 

1080i -A resolution specification used for HIJIV. 
I~ stands for resolution of 1920x1080 pixels. 
The "i' means that the video is being interlac.ed 

480p - PtogressiYe scanning this opoon ("p"• 
progressive). creates a picn,e ~I with double 
the sc.an lines of a conventional inteflaced 
piaure. 480i (I • intertaced), to create a 
no6reably shatper image. The 480p image 
olfee; 1-jgtler picture resolution and eiminates 
virtual>/ al rootion artifaas in a 640x480 pixel 
resolution setting 

720p - A resolutioo specificatioo used for HIJIV. 
720p stands for resolutioo of 1280x720 pixels. 
The "p" means that the video is in progressiYe 
format 

action - A tenn we use for games like Devil 1Mf 
Oyand',lewtifulJoe 

ad hoc - A type of wi'eless coonedion that 
connects )00 with other playe,5 in yoo, 
imme<iate oonity 

- - A tenn we use for games h,e Myst 
and Escape From Monkey Island 

Al - Artificial Intelligence. Usually used to refer 
to how we! the 00fl1)Uter reaas to a human 
opponent 

bloom - An effect that ~mulates the soft, bluned 
~ of bright fight reflecting off of surtaces 

board - A tenn we use for games like Jeopardy! 
and Mario Party 

eel shNing - A ter:tv,ique used to create 3D 
rendered objects that resemble haod-drawn 
animatioo eds 

D - E1earonic Entertainment flcpo. The v.ood' s 
largest COllYerlllOn for video games 

fighting - A term we use for games ike Mor1al 
Korooat and Dead or Aive 

first-,arty - A game made by a console 
manufacturets internal development teams 
exdusively for its own system 

FMV - full Motion Weo. Usually refers to an 
animated CC rutscene 

FPS - Frames Per Second How many animatioo 
frames happen in one seaind Also used to 
deno(e first-Person Shooters ike Halo, Doorn, 
and cal of Duty 

........... - The frames of rination used to 
create the~ of rnMment 

ftomend - A game"s menus and optioos 
GBA - Game Bo>f Advance 
GC - GameCube 
HD1V - High Definition Teleiision 
inmlslnKture - A type of v.ireless ooonection 

that uses the Internet to ooonect with other 
playe,5 o;er long distanres 

Isometric - Three-quarters top daM1 liew, Ike 
Staruah or Bafduls Gate: Dane Affiance 

ISP - Internet Service PtOYider. The company that 
pr!Mdes )00 with access to the Internet 

jagsies - Graphiral ines that are jagged l'.!1en 
lhey shoud be straight 

lAN - Local /vea NeMoo. CoMed>1g COfl1)UterS 

~~:,~~ 
fast, sirroltaneous gameplay 

MMO - Massively Multiplayer Online. Usually 
applied to rolei>la~ng titles, we use this term for 
games with ~sten\ multi-user online woods 
like EverQuest and Wo<1d of Warcrah 

motion blur - Phantom frames fof1o,v an objed 
to give the impression of realistic speed 

nonnal mapping - A graphical technique in 
which a 1-i-res ski1 oooranng 3D information. 
revealed by ight reflecting off the surlace, is 
wrapped around a low<es model 

NPC - Non-Pla),e< Olaracter. Those people 
and creatures )00 see wandering arOUld 
in games that are not being oootrofled by actual 
humans 

particle effe<ts - Things like smoke or sparics 
aeated in rea~time 

platform - A term we use for games like Super 
Mario and Crash Bandicoot 

pop-up - v.hen objects onsaeen sudder,Jy 
appear, typical>/ due to poor draw distance 

PS2 - Sony PlayStation 2 
puule - A tenn we use for games ike Tetris and 

P\J)<>l'op 
racing - A tenn we use for games like Gran 

Turismo and Mario Kart 
RPG - Role-Playing Game. A game that involves 

charaaer imprc,;ement through collecting and 
spending points. A term we use for games like 
Final Fantasy and Xenosaga 

shooter - A tenn we use for games hke lkaruga 
and Gradius 

spofls - A tenn we use for games Ike 
Madden NFt 

strategy - A tenn we use for games Ike la 
Pucelle and Front Mission 

lhird-porty- Somethilg made for a console by a 
oompany other than the console manufacturer 

Yust - The ultimate power-up in llt'ead Rising 
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PLAYSTATION 2 I GAMECUBE 

S~per Monkey Ball 
Adventure 
> STYU 1 TO 4-PLAYER ACTION > PUBLISHER SEGA > DEVElOPER TRAVELLER'S TALES > RELEASE AUGUST 1 > ESRB E 

THOSE DAMN, DIRTY MONKEYS 

I f these flea-infested poop throw
ers don't suffer the horrible 
death of asphyxiation inside of 
their wondrous rolling balls, I 

may be forced to push them off of a 
diff onto what I hope are the sharp
est rocks in the world. And don't even 
think of calling PETA on me. These 
fiesty hairballs are capable of inflicting 
a lifetime of suffering upon people 
within just 20 minutes of coming into 
contact with them. 

Strangely enough, two days ago, 
I would have told you that I was a 
huge fan of the Monkey Ball series. 
\/\lhenever I play these games, I 
always find myself in awe of how 
they make your nerves tense up as 
you try to apply a feather touch onto 
the ball. It's a wicked feeling, and it 
only becomes more intense as the 
difficulty level ramps up with each 
passing stage. Just the slightest touch 
to the left or right could lead to com
pleting a level or having to restart it 
Thankfully, this series is built on the 
idea of every stage being incredibly 
small. Levels last for only a few sec
onds, and you usually don't have to 
make too many drastic maneuvers. 
You just have to find a safe passage 
across the dangerous terrain. 

With Super Monkey Ball Adventure, 
developer Traveller's Tales is plucking 
these primates from their dangerous 
bite-size habitats and is placing them 
into a peaceful world that sprawls as 
far as the eye can 
see. Unfortunately, 
the idiotic anthro
poids are still 
incredibly difficult 
to control. The 
slightest misjudg
ment in movement 
won't necessarily 
lead to death, but 
rather to you slid
ing off of a ramp 
before you reach 
a house or sailing 
past a monkey 
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that you need to converse with. In 
other words, it's like playing Jak & 
Daxter with characters that are drunk 
and uncooperative. Even without 
an enemy in sight, just exploring 
the surroundings can lead to curse 
words flying past your jowls at 
record speeds. 

Menial activities like opening doors 
prove to be an even bigger ordeal. I 
have to rotate this lever 10 times? It's 
a pain in the ass to do it once. That's 
like having to find 10 security cards 
to open a door in any other game! 
And what does all of this hard work 
usually lead to? A transporter that 
will warp you to a normal Monkey 
Ball stage. Adding salt to the already 
gaping wound, most of these clas
sic-styled stages are completed more 
through dumb luck than skill. 

The only area where this game 
shows signs of its former glory is 
within the new party games. Bounce, 
a game that pushes players to turn 
over as many squares on a grid as 
possible by bouncing on them, is 
one of the series' best, and Tag, a 
game as simple as it sounds only 
on a spherical world, can suck away 
hours quickly. 

Long story short, the adventure 
motif simply didn't catch. Even if the 
character controls had been more 
user friendly, the design that Travel
ler's Tales dreamed up fails to elicit 
any semblance of fun.-REINER 

BOTTOM 4 75 
LINE • 

> c-ept: Moving the monkeys 
~ from short puzzle levels and 
placing them in huge woods is 
like taking a fish out of water. The 
results are very unpleasant 

> rnpllics: The most colortul 
and detailed Monkey Ball yt't, but 
..iien S!aded up against other 
franchises, it's still really ugly 

> Sound: Cute little voices and 
melodies joined by your screams 
of agony 

> Playability: An exact recre
ation of the Trtanic hitting the 
iceberg. Cootrol is """'1ere to 
be found 

> Eilleltail111eftt Too fun party 
games and a main quest that 
makes « feel tike monkeys are 
throwing their droppings at you 

> Replay Value: Moderately 
low 

Second Opinion 5 

tt I asked you a you wanted 
some gurnmi bears. you'd 
probably answer yes. 
However, ....tlat ij I told you 
that to get these gummi 
bears, you had to dig to the 
bottom of a VvMe castle 
dumpster? Oh, and one 
more thing, the gummi bears 
are actually five years old 
and stale. Still hungry? That's 
e=tially the situation that 
presents itseH to the person 
that plays Super Monkey 
BaU Adventure. The only real 
innoYatioo the~ 
have managed to add to the 
aging fonnula is a platfonn
style overwortd that succeeds 
solely in making you spend 
time on tedious fetch quests 
between actual Monkey Ball 
levels. What's l\ffle, the 
new levels themselves are 
either too easy or difficult 
to the point of boog totaUy 
random. Honestly, this series 
has been in decline since 
it debuted on GameCube 
so many years ago, and I 
think it might be time to give 
it a rest-MATT 

PLAYSTATION 2 I XBOX 

FlatOut 2 
> STYLE I TO 8·PLAYER RACING (UP TO 6-PLAYER VIA PS2 ONLINE OR UP TO 8-PLAYER VIA XBOX 
LIVE) > PUBLISHER EMPIRE INTERACTIVE> DEVELOPER BUGBEAR ENTERTAINMENT> RELEASE 
AUGUST I > ESRB T 

NO WINDSHIELD, NO PROBLEM 

G 
amers last year probably empathized with 
the drivers in RatOut, who were regularly 
thrown through their windshields. The 
title punished players with floaty cars and 

racing that wasn't much fun, despite the collisions 
and debris that filled the screen. Although many 
of the same rules apply for this sequel, RatOut 
2 improves on the formula enough to elevate it 
above being a total car crash. 

This game hasn't solved all of its pivot-based 
racing problems, so unfortunately that doesn't help 
matters, but at least it's better simply because the 
tracks are more interesting and the sense of speed 
is pretty good. The two go hand-in-hand, because 
not only do the tracks let you get a good head of 
steam going, but their layout is more diverse than 
in the first RatOut My favorite thing about this 
game - the unpredictability during a race - is both 
a blessing and a curse, however. I love all the crap 
flying around the screen and in front of your car, but 
I felt that what would or would not knock your car 
off course was inconsistent And as much as I enjoy 
the fact that the Al cars constantly crash in front of 
you, I never felt that ramming into those in front of 
you was worth the turbo you earned from it. 

If you're a fan of the driver projectile minigames 
from the first RatOut the new ones added here 
will definitely catch your eye. In particular I liked the 
field goal, royal flush, and stone-skipping games. 
Hell, I had fun with them all. The rninigarnes alone 
will keep this game in your machine a little longer 
than it really deserves - but what's wrong with 
that? Nothing. Because if you can't have some fun 
with a dude flying through his windshield, then you 
are all dead inside.-KATO 

BOTTOM 7 5 
LINE • 

> Concept: The fi,g FtatOut 
was as basic as the dirt R raced 
on. Th5 one 5 a much more 
complete game 

> Graphi<s: Both console ver
sions are essentially the same. 
including the pop-up 

> Sound: Perhaps the only video 
game to MJ leat1Ke Supergrass 

> Playability: The driving has 
tightened up a bit. but it's slil a 
littlelloaty 
> Entertainment: The ~ew 
of new minigames 5 perhaps 
the biggest plus, but overall the 
game 5 eminently better than its 
p<edecesso< 

> Replay Value: Moderately 
High 

Second Opinion 6 

FlatOut 2 shoots, "It's like 
Burnout. y'all!" but plays 
more like a sad hillbilly than 
a rowcly good or boy. Floaty 
cars and persnidety impact 
physics are the biggest 
offenders -they are each 
broken in a flavor that makes 
the whole fun-time-aash-
ing idea a bust. But I want to 
like this sequel because the 
presentation is top notch, it 
has a vibe all its own. and 
there's obviously a lot of 
thought and care put into the 
....tiole elll)erience. But man, 
a it isn't fun to play ... well, 
there's not much I can do. 
Granted, as you go on and 
buy better cars the driving 
gets a little bit better, but that 
still leaves us with tm prob
lems. Even at its best, the 
eo<e driving ~n·t a very good 
time, and getting to that pla
teau of "ok,/{ in the career 
mode is nothing short of 
laborious work.- LISA 
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PLAYSTATI0N 2 

Xenosaga E~isode Ill: 
Also Sprach Zarathustra 
> STYLE 1-PLA\'1:R ROLE-PLAYING GAME > PUB USHER NAMCO BANDAI > DEVELOPER MONOLITH SOFT > RELEASE AUGUST 29 > ESRB T 

AND IT WAS GOOD 

I f there's one thing that can be said about last 
year's Xenosaga game, it's that it prepared fans 
of the series for the worst. If you were one of 
the many steeling yourself for disappointment 

in Episode Ill, go ahead and breathe a sigh of relief. 
Putting all of your fears to rest, the final chapter in 
this complicated tale ties up (most of) the loose 
ends, and does it with gameplay and storytelling 

which diminishes the impact of some clearly 
important events. 

Despite the minor hit in terms of cinematic pre
sentation, there's really only one thing that drags 
Episode 11 1 down as a game: a collection of the 
most dry and uninspired boss battles ever assem
bled in an RPG. Granted, they don't happen very 
often, but they are guaranteed to try your patience. 

that nearly recaptures the 
glory of the first Xenosaga. 

After the cool reception of 
Episode II, it seems that the 
team at Monolith Soft really 
listened to gamer feedback 
and made adjustments in 
order to craft this game into 

" ... nearly recaptures 
the glory of the first 

The bosses never require 
any strategy; they've just 
got thousands upon thou
sands of hit points. These 
bouts basically come 
down to endurance, not 
challenge; if you have 
enough magic/items to 

Xenosaga." 
a suitable finale. The new battle system does away 
with the old break mechanic (substituting a much 
better one), and gives each character a chance to 
shine with unique techs, magic, and special finish
ing strikes. It even goes back to the first installment 
a bit by reinstating the importance of stat boosts 
and debuffs, which are necessary to score the big 
hits. These changes mainly affect character battles, 
but the E.S. combat has been overhauled too. In 
fact, I actually liked these sequences more than the 
on-foot ones this time - customiz
able weaponry, sweet animations, 
and cool mechanics make them a 
perfect change of pace. Fighting is 
actually fun again! 

Of course, combat is only part of 
the Xenosaga equation, with the 
complex and twisting story making 
up most of the remainder. I can't say 
much without spoiling everything, but 
fans should be more than pleased 
with how the myriad pieces eventu
ally align and make sense, and the 
pacing is spot-on. The only let-down 
in the storytelling is that more of the 
character interactions are covered 
in text boxes rather than cutscenes, 
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last the 40 minutes it could take to the suckers 
down, you win. Congratulations, I guess? 

Xenosaga Episode Ill has many more successes 
than failures. All comparisons to previous entries 
aside (though you will need to beat both of them 
to enjoy this one), it's a fun and involving RPG 
with two or three immensely aggravating fights. 
But taken in context with the trilogy as a whole, 
Episode Ill is the worthy conclusion to an epic that 
I hadn't dared hope it could be.-JOE 

!_._/ i~iifl§k~h: ,1, 

here's a samp,ing o some ey questions t at 
you'll find very satisfying answers to through
out the course of the game. 

• \Nhat' s going on with blue-eyed KOS-MOS? 

• Is Allen really that big of a wuss? 

• \Nhat (and who) are the Testaments? 

• \Nhat's the story with Ziggy's family? 

• Does Nephilim ever say anything that's not 
totally confusing? 

• Will Wilhelm ever do anything? 

• Is Margulis always so awesome? (I'll spoil 
this one: Yes.) 

• \Nhat really happened during the Miltian 
Conflict 15 years ago? 

• Chaos isn't human, is he? 

• How important could the Zohar really be? 

•· ............................................................................ •• 

BOTTOM 8 5 
LINE ■ 

> Concept: After tripping and 
falling, just stand up, brush 
you~ off, and p1etend nothing 
happened 

> Graphics: No CG this lime, 
but the in-game models and 
environments are stil beauliful. 
The final dungeon in particular 
looks amazing 

> Sound: The score is very hrt 
and miss, bul great voice work 
moves the story along 

> Playability: Considerably 
easier than the previous lwo 
games, but the revamped battle 
sy.;terns are much better 
> Entertainment: Creal when 
you're exploring and fighting nor· 
mal enemies Frustraling during 
the boss encounlers 

> Replay Value: Moderale 

Second Opinion 7.75 

Better than the second 
installment but failing to 
meet the high bar set by 
the first, the third and final 
Xenosaga game is a better 
than ~ ble game taken 
on its own merits. While 
desperately slow in getting 
going, ~ eventually ramps 
up to speed with a reason
ably decent battle system 
and, from time to time, 
some cinematic sequences 
that should leave many 
sci-fi fans Cl)'ing with joy. 
Unfortunately, text boxes 
have now replaced many of 
the scenes that could have 
been animated conversa
tions, and the shift dramati
cally hurts the cinematic tone 
of the game. So, as a stand-
alone product, my judgment 
comes down as a firm shrug 
of the shoulders. N; a com
pletion of one of the deep
est and most complex RPG 
trilogies Mr, this rich final 
act is a thematic triumph, 
weaving threads of religion 
and philosophy together 
to explore concepts of free 
will and individualrty amid a 
backdrop of giant robots and 
mammoth space battles. You 
know, if you're into that sort 
of thing. -MILLER 
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PS2 QUICKIES 

PLAYSTATION 2 

Super Dragon 
Ball Z 
> STYLE I OR 2-PlAYER FIGHTING 
> PUBLISHER ATARI 
> DEVELOPER CRAFTS & MEISTER 
> RELEASE JULY 18 > ESRB T 

II 
Dragon Ball Z games 
have long been con
cerned wilh pleasing 
fans first, and not being 

absolute trash second. It's encourag-
ing to see Super Dragon Ball Z change 
lhese priorities a bit, focusing less on 
pandering and more on actual mechan
ics. Unfortunately, it still isn't very 
good. The fighting system is definitely 
more tactical (it's an arcade port), but 
remains pretty simplistic and feels like 
it was awkwardly transplanted from 
2D into 3D space. I'll admit !hat this is 
technically the best DBZ game I have 
ever played. On the other hand, the 
Black Death is probably the best of the 
European plagues, and I'm not exactly 
rushing to get !hat-JOE 

PLAYSTATION 2 I GAMECUBE 

One Piece: 
Pirate's Carnival 
> STYLE I TO 4-PlAYER BOARD 
> PUBLISHER NAMCO BANDAI 
> DEVELOPER HANO CO. LTD. 
> RELEASE SEPTEMBERS > ESRB E 

II 
While I'm certainly not 
a fan of lhe z;my anime 
franchise !hat this game 
is based on, I like to 

lhink that I'm capable of remaining 
objective and judging a title on its CM/11 

merits, independlent of !he license it's 
tied to. I want to preface my statements 
!hat way, so that when I tell you how 
awful Pirate's Carnival is, maybe, just 
maybe, you'll believe me. Now I know 
you like those wacky characters and 
their crazy pirate antics. And yes, there 
sure are a lot of frantic, button-mashing. 
party-style minigames unceremoniously 
stuffed into this title. But you know 
what? Even if you have dozens of ugly, 
smelly sofas to pick between, buying 
any one of them means !hat at the end 
of the day you're still going to be staring 
at an unattractive couch !hat smells bad 
in your living room. And you don't want 
to do that to your dog. He has to sleep 
up there, man.-MILLER 
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PLAYSTATION 2 

Disgaea 2: Cursed Memories 
> STYLE 1-PlAYER STRATEGY/RPG> PUBLISHER NIPPON ICHI > DEVELOPER NIPPON ICHI > RELEASE AUGUST 29 > ESRB T 

SECOND TIME'S STILL THE CHARM 

C 
all it a sleeper hi~ a cult dassic, or whatever 
you like. Any way you slice i~ Disgaea: Hour of 
Darkness was a low-profile game that delivered 
more entertainment than the vast majority of big

budget high-exposure titles. I was worried that Disgaea 2 
wouldn't manage to capture the same magic that the origi
nal did, but I couldn't be happier that Cursed Memories 
proved me wrong. 

Protagonists Adell and Rozalin don't quite pull off the 
amazing combination of hilarity and emotional attach
ment as well as the 
first game's tandem 
of Laharl and Etna, 
but in the realm of 

improvements sprinkled liberally throughout this time 
around. Secret rooms and marauding pirates, not to men
tion a ton of new Geo Symbol effects, make the Item 
Worlds (randomly generated dungeons that are great for 
leveling up) more interesting, and the Dark Assembly is 
thankfully less of a hassle to manipulate in this sequel. 
Story battles are crafted more like tactical puzzles than 
straight-up slugfests, which plays well to the strengths of 
the game's battle system. While a few rough spots like 
cumbersome inventory management remain, this sequel 

feels a lot like a pol• 
ished up version of 
the original with a new 
setting - and given 
Disgaea's excellent 
pedigree, that's noth
ing to complain about. 

Like its predecessor, 
Disgaea 2 isn't for 
everyone. If sinking 
40-plus hours into 
a game just to see 

RPG characters they're 
well above average in 
terms of anchoring the 
story and involving the 
player in their lives and 
conflicts. A strong sup
porting cast of charac
ters and a setting that 
pushes the boundary 
of absolute absurdism 
(the chapter interludes 
are brought to you by 
an inter-Netherworld 
news service that 
mimics and mocks 

It's 6 o'clock and time for the news. 

the basic ending and 
none of the secret 
or hidden content 
doesn't appeal to you, 
feel free to pass on by. 
But if dropping dozens 

• We are broadcasting to aH netherworld& and 
throughout apace in GigaVialon. 0 

the sensationalist coverage of modem 1V news to great 
effect) also help to lift the story elements up almost to 
the level of the best that RPGs have to offer. 

The amazing depth that permeated every one of 
Disgaea's game systems is back with additions and 

of hours into leveling 
up for the sake of having obscenely powerful characters 
sounds good, or you're looking for some fun tactical 
battles and a clever story, I can't recommend this highly 
enough.- ADAM 

BOTTOM 8 75 
LINE • 

> Concept: Embed engaging 
characters and hilarious dialogue 
in a deeply customizable and 
inleresting slrategy/RPG 

> Graphics: Spell effects and 
team attack animations are greal 
but the rest of the game looks a 
bit like a lale-e<a PSone offering 

> Sound: Maybe the Japanese 
voiceovers are only better 
because I don'! understand 
the language, but !hey beal 
the mediocre English voices 
nonelheless 

> Playability: ll's all grids and 
menus, but they're well though! 
out and easy to use 

> Entertainment: Even as a 
sequel lo one of the best games 
in the genre to date, Oisgaea 2 
does not disappoinl 

> Replay Value: High 

The Oisgaea franchise has 
a pretty unique fomlllia: 
deep tum-based strategy 
combined with a heallhy 
dose of absurd humor - like 
Monty Python's translation 
of The Art of WO/. tt that 
combination appeals to you, 
then you'll love Disgaea 2. 
Few games manage to 
be this complex and still 
work in zarry characters like 
the Prism Rangers, Team 
Invincible. and exploding 
penguin demons. The cast 
is hilarious. and the huge 
number of character dasses 
are nicely balanced. Some 
of the more advanced game 
systems could use a little 
better explanation, but that 
just means you have tons to 
discover by playing around 
with Oisgaea 2's manyfea. 
lures. PersonaDy, I'm hooked 
on the Dari( Assembly, 
which allows me to unleash 
my inner Jack Abramoff 
and bribe senators. It is the 
strange, unique features like 
these that make Disgaea 2 
so much fun. and such a no
brainer for strategy fans like 
me.-JEREMY 



PLAYSTATI0N 2 

Dirge of Cerberus: 
Final Fantasy VI I 
> STYLE I-PLAYER ACTION > PUBLISHER SQUARE ENIX > DEVELOPER SQUARE ENIX 

PLAYSTATI0N 2 

Yakuza 

> RELEASE AUGUST 15 > ESRB T 

REQUIEM FOR A DREAM 

L 
ook, I'm just going to get right to the point. 
After all, if you're interested in Dirge of 
Cerberus, odds are that you don't need an 
introduction to Final Fantasy VII and its key 

characters; you probably just want to know if, as 
a fan, you need to play 
through this game. The 
answer? Yes. I'm so sorry. 

It isn't that Dirge of 
Cerberus is a terrible 
game - its visuals are 
decent, though it struggles 
in most other areas. It 
details the tragic events 
in Vincent's life (back 
when he was still a Turk) 
that will make you see 
his character in a new 
light. But this illuminating backstory comes at a 
price. Between the story scenes and revelations, 
Dirge of Cerberus is an unoriginal and uninspiring 
experience that feels more like a carnival shooting 
gallery than an action game. 

No matter which generic neon techno-future 
level you' re playing, the pattern is the same. 

BOTTOM 6 
LINE 

> Concept: A deadly dull would· 
be crime epic Iha! combines all 
lhe bad elemenlS ot lhe RPG and 
brawler genres 
> c:;raphics: Pretty enough. 
bul lhe loading limes between 
screens gelS very annoying 
> Sound: Some ot lhe worst 
voice acting you'll hear this year, 
nolable only tor a ridiculous 
amounl ot cussing 
> Playability: The fighting ~ 
painlully shallow 
> Entertainment: II you're 
expecting a Japanese GTA, run 
tar, tar ;rway from Yakuza 
> Replay Value: Low 

Second Opinion 6.25 

> STYU t-PLAYER ACTION/RPG > PUBLISHER SEGA > DEVELOPER AMUSEMENT 
VISION > RELEASE SEPTEMBER I > ESRB M 

tt throwing around the 
F-bomb makes a game 
mature, this sucker belongs 
in a nu™ng home. The 
overblown machismo and 
cussing that is smeared 
throughout Yakuza will do 
much more to make you 
laugh than make you feel 
"street• Bolstered by some 
terrible music and worse 
dialogue, your mob enforcer 
with a heart of gold wanders 
through streets populated 

0 
ddly enough, for a game that has been perceived as the 
"Japanese GTA" (a description that's far off the mark), 
the experience of playing Yakuza reminds me most of a 
somewhat scary evening I spent drinking at Irv's Bar, one of 

Minneapolis' most notoriously tough dives. This might sound like a 
weird comparison, but in practice, it's pretty much the same. Most 
of the time, you're listening to rambling, incoherent conversations. 
Then, about every 15 minutes, some weird guy wanders up and 
tries to start a fight with you for no apparent reason. Basically, this 
is a poorly made RPG where the battles are determined by brief 
Streets of Rage-style brawling instead of turn-based battles, plagued 
by repetitive fighting, boring levels, and nearly zero variety. Please, 
someone put a hit out on this one before it commits more crimes 
against gaming.-MATT 

by more thugs than Sega 
has forgotten game fran
chises. The clumsy combat 
system and RPG feel might 
have been good, but end 

Soldiers pop oui and you shoot them. Sure, 
sometimes you get to shoot explosive barrels next 
to the soldiers, but that's about as inventive as it 
gets. Don't expect any stylish Dante-caliber demon 
slaying; most battles are won by simply plugging 

away from a distance. 
Even though this style of 
gameplay doesn't exactly 
get the blood pumping, 
it makes it pretty easy to 
blow through the levels 
and get to the interesting 
bits, like Omega Weapon. 

There is a whole stable 
of titles that are basically 
made to satisfy loyal fans 
(see Super Dragon Ball Z 
on page 92), but very few 

of them expand and enrich the source universe 
like Dirge of Cerberus. On the other hand, despite 
all of the effort that clearly went into this game's 
visuals, story points, and even gun customization, 
making Dirge of Cerberus fun to play slipped to a 
disappointingly low priority somewhere along the 
way.-JOE 

Do you mean, 
111 have an 

MP3 jack," or 
11 I have an MP3, 

Jack"? 

el ementandfriends.com 

BOTTOM 6 75 
LINE • 

> Concept: Vincent Valentine is 
cool. Make a game about rt 
> Graphics: Character models are 
impressive, and the Advent a,;/dren
quality CG is amazing 
> Sound: Excellent voicewort and 
an atmospheric soundrack set the 
mood perlectly 
> Playability: The conlrol scheme 
is surprisingly complicaled and 
ufM'ieldy tor a game where you basi
cally just point and shoot 
> Entertainm,nt: The story is com
pelling at poinlS, but the game itself 
is just no tun 
> Replay Value: Moderate 

Second Opinion 6 

Vincent and 71re MatrPts Neo 
have a lot in common. Not only 
do they both have an eye for 
flamboyant fashion, both of 
them have starred in sequels that 
make our inner.fan boys weep. 
Dirge's plot is just as confusing 
as anything the Wachowski's 
would dream up, but it actually 
looks quite good ...tien stacked 
up against the gameplay, v.tlich 
is basically a shooting ga~ 
1ery that crushes souls with its 
yav.,rinducing encounters and 
key card J)IJZZles. Heart-wrench
ing horrors accompany almost 
e,ery step that you make, but as 
always, Square's CG sequences 
are to die for, but not worth 
playing a crummy game to see. 
- REINER 

up as a mishmash of sopho
moric attempts to be hard 
edged that end up as simply 
ridiculous.-MILLER 

EX-P model sho-..n. © 2005 American Honda Motor Co ., Inc. 



XBOX 360 

Dead Rising 
> STYLE !·PLAYER ACTION > PUBLISHER CAPCOM > DMLOPER CAPCOM > RELEASE AUGUST 8 > ESRB M 

SYSTEM SHOCK 

0 
h. My. God. With pundits flailing on the side
lines of video game design theory, trying so 
hard to cite gaming experiences that are 
"art," I'm afraid they're going to miss one 

of the most potentially compelling examples: the 
genre-smashing Dead Rising. capcom's zombie fes
tival of campy gore is so much more than it seems 
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on the surface, but at its core succeeds in the one 
thing that sets video games apart from other forms 
of entertainment: It's unrelentingly fun and still has 
something to say. 

Looking for nothing more than a playground 
of undead destruction, I approached the game 
as many of you will. I was hoping that the action 

wouldn't get too 
repetitive. With any 
luck, I thought, the 
cheesy dialogue 
and setting would 
be an asset and not 
a source of droll 
cutscenes I would 
want to skip through. 
I started the game. I 
literally mowed over 
zombies. I cackled 
every five minutes 
when a newfound 
weapon sliced 
through the thick 

hordes in an over-the-top mockery of slasher flicks 
and secret dreams of the biggest Dead Alive fan. I 
outright horrified the other editors by walking Frank 
around in a cute little sundress for a full day. 

But the little surprises around every display 
rack couldn't shock or delight me as much as 
the underdog feature in this game: Dead Rising's 
story. It's political, steeped in condemnations of 
consumer culture, sympathy for those wronged by 
the government, and patriots disillusioned by the 
establishment they were once fighting for and are 
now battling against It's about the freedom of press 
and imperialism. Most importantly, it manages to 
balance heady political commentary with the afore
mentioned silly action - I don't really know how, but 
it does, trust me. 

There must be some sort of braniac magic going 
on with the team that developed Dead Rising, but 
they aren't perfect. Of the handful of boss fights, 
two are miserable, two are mediocre, and one is so 
awesome that even dying brought a weirdly pleasur
able case of the adrenaline shakes so bad that I had 
to take a break after each attempt. Of the icky fights, 
the big problem is that they're just too much like 
what we've always seen - an overpowered enemy 
with superhuman predictive abilities, frustratingly 
powerful weapons, and who can only be injured by 
using the game's least innovative mechanics (Guns? 
I don't want to use guns - there's a bowling ball 
and sheets of plywood right over there!). In short, 
they're hard and they're boring. 

But the rest of the game ... well, figuring out where 
the thing actually ends is hard. I think that you 
could go through a dozen times and see at least 
two entirely new, large-scale events each time. The 
game is huge on replay in the main mode and 
offers even more after the tale is done. Without 
spoiling anything, let's leave it with the promise 
that you'll be popping this in for months to come. 
And do you want to know why? For more than the 
bounty of content, or interesting twist of social com
mentary, or even the collection of secret touches -
you'll keep booting it up because it's an artsy brand 
of fun that you can't get anywhere else. - LISA 

Zom/J,t Trouble? Ched 001 Se<tet Access (p. 1()4) for some undead-bedinl} ,.,,_ 

BOTTOM 9 25 
LINE • 

> Concept: Survive the mall. 
destrcv the zombies, expose the 
truth, and consider a vegetarian 
I~~ 

> Graphics: There are some 
cut com~ but the overall effect 
of so much stuff onscreen is 
exhilarating 

> Sound: The occa~onal burst 
of m~ is well timed and effec
tive. and the voice acting really 
sens the stor{s balance of camp 
and social message 

> Playability: First person 
controls are my only complaint 
in the l'Alole game, but you don't 
need to use them too much 

> Entortainm,nt: Smarter than 
anyone would expect and even 
more fun than K looks - Dead 
Rising is a genius game 

> Replay Value: High 

I parted an un<read sea 
with a chainsaw. kicked a 
zombie wearing a teddy
bear mask down a flight 
of stairs, and sacrificed the 
l~e of a frightened old man 
just so that I could snap a 
photo that might help me 
win the Pulitzer. tt you could 
hear my horror-loving heart 
right now, it's pounding 
with maniacal glee. I guess 
I shouldn't be surprised 
that turning a pristine sub
urban mall into a sloppy 
mess would be anything 
less than a brilliant time. 
The list of weapons that you 
can use against the legions 
of feet shuffler5 is 'hUnder· 
fully divffie, and in some 
cases, downright wrong. 
For instance, I learned that 
throwing CDs at zombies 
only agitates them, but a 
cash register to the head 
makes instant brain soup. 
The riotous gameplay is 
joined by a story that has a 
number of great plot tv.ists. 
You oon't believe where 
this story goes. Politicdl 
messages? Really? The only 
area where this game truly 
struggles is in its boss fights. 
Outside of this millOf gripe, 
I hate to say il but I really 
enjoyed spending 72 hours 
in a mall.- REINER 



XB0X 360 

Saints Row 
> STYLE I-PLAYER ACTION (UP TO 12-PLAYER VIA XBOX LIVE) > PUBLISHER THQ > DEVELOPER VOLITION > RELEASE AUGUST 29 > ESRB M 

ANOTHER ROCKSTAR GROUPIE 

I n some parts of the wortd, the powers that be 
would decree that every person who worked on 
Saints Row deserves to have a hand chopped 
off for the crime of stealing from developer 

Rockstar North. Saints Row doesn't just pay homage 
to Grand Theft Auto, it pistol-whips it takes its clothes, 
and masquerades as it. Thanks to this Single White 
Female-like release, the descriptor "Grand Theft Auto 
clone· has a whole new meaning. It should now be 
taken quite literally. Volition's actions are shameless 
and ignoble, but they have also led to an addiction 
and enchantment with a game that I haven't experi
enced since I departed San Andreas. 

I wouldn't be surprised if I heard that this release 
made the bigwigs at Rockstar sweat a little bit It's 
an incredibly well-made and highly polished game. 
At the same time, however, I wouldn't be shocked 
if Rockstar looked at this copycat and said "Nice try, 
chumps. You still have a long way to go~ Saints Row 

hones in on the core of the GTA experience, but not 
the extracurricular activities that have pushed this 
genre forward through the years. This means that 
you won't find yourself base-jumping off of a sky
scraper, launching a speedboat across waves in the 
ocean, or popping a wheelie down Main Street on a 
motorcycle. It's all about cars and guns. 

In a way, this sandbox experience is a few years 
behind the competition, but it's what Volition does 
with the core mechanics that makes this title shine 
with the vibrancy of a finely polished rocket launcher. 
The application of FPS-style controls to character 
movement and targeting is the most impressive alter
ation, which allows players to run and gun with fluid 
pinpoint-precision, and never once have to worry 
about an auto-lock malfunction. The weapon/item 
wheel is another nice touch that will have you flipping 
between an AK-47 and a hamburger within a second. 
Every weapon is equipped with a melee move, and 

the player can throw punches from the left and nght 
and kick on command. 

The game is also very sensitive to the playefs 
temperament. For instance, you won't need to 
reload a game or restock your inventory after failing a 
mission. Instead, you are quickly prompted to restart 
the mission with the weapon stash you originally 
brought into it. Being able to save anywhere and dial 
up your gang members for help also prove to be 
great aids and timesavers. 

Even with the arrival of next-gen technologies, it 
would appear that this genre is still too much of a 
beast when it comes to draw distance. It's a shame 
that cars magically appear on highways, but I don't 
think you'll find yourself complaining too much over 
the visuals. The texturing and lighting are incredible 
spectacles to take in, and as it turns out, there's a lot 
of fun to be had with physics. Slamming into a tree 
will jettison a hostage through the windshield, which 
I can safely say is one of the funniest things I have 
ever seen. The ball of fire that accompanies explo
sions is quite the eye-opener, but it's the airborne 
debris (and bodies) that will likely make you blow 
up every car you come across. After hours of setup 
and experimentation, I managed to send a man 
flying over a 10-story building, which I will take to the 
grave as one of my finest moments in life. 

You can easily spend over 100 hours in the single 
player experience, but don't be surprised if you 
spend more time elsewhere. The one area where 
Saints Row really goes outside of anything that GTA 
has to offer is through its amazingly diverse and 
highly enthralling online. Deathmatching is a finger
twitching blast but it's the team-based modes like 
Protect the Pimp and Blinged Out Ride that really 
deliver something you haven't seen before. And 
once you get a taste of it, the rest of your 360 library 
will start collecting dust. 

For once, derivative is good.-REINER 

BOTTOM 8 75 
LINE • 

> Concept: The closest any 
competitor has come to recreat
ing the excitement from GTA, and 
online play helps rt establish its 
own identity 

> Graphics: Environ_.! draw
in is presen~ but it's mostly only 
noticeable on the highways. 
Physics are done up in a big way, 
making each explosion a gawk
worthy spectacle 

> Sound: From Beethoven to 
Winger, the selection of music is 
extensive and often surprising. 
You'll also hear comedic talk radio 
and civilians rambling on about 
random things 

> Playability: Packs a wallop 
wrth silky smooth FPS-style con
trols, accurate vehicle physics, and 
a nice variety of missioo types 

> Entertainment: Fami~r in all 
of the best ways. This is a sand
box game wrth limrtless appeal 

First things first: Saints Row 
is probably the most deriva
tive game I've ever played. 
The developers at Volition 
didn't just steal a page from 
the GTA handbook; they ran 
down to Kinko's and pho
tocopied the whole damn 
thing! However, it's also 
among the most techni-
cally solid and well-made 
of the GTA wannabes I've 
played, which puts me in a 
bit of a quandary in scoring 
this game. Before playing 
Saints Row, you need to 
ask yourself how much you 
care about originality and 
innovation in your games. 
tt you want a ·next-gen· 
GTA experience, this isn't 
it. In many wl!f.,, this game 
isn't nearly as large and 
ambitious as San Andreas, 
a PS2 game, and certainly 
doesn't bring many new 
ideas to the table. However, 
it looks better and does offer 
some welcome improve
ments to the sandbox genre, 
most notably in the diverse 
Activities system, improved 
navigation, and by offering 
an FP5-style control scheme. 
tt you want to crash some 
cafS, cause some mayhem, 
and escalate the murder 
rate, this is an enjoyable 
way to do it. If you're look
ing for something unique, 
look elsewhere. - MATT 
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XBOX 360 

Ninety-Nine Nights 
> STYLE I-Pl.AYER ACTION > PUBLISHER MICROSOFT> DEVELOPER Q ENTERTAJNMENT/PHANTAGRAM 
> RELEASE AUGUST 16 > ESRB M 

THE NEW FACE OF WAR 

F 
amed game maestro Tetsuya Mizuguchi 
has made a name for himself recently with 
the offbeat music games Rez and Lumines. 
Now, along with Phantagram's Sang Youn 

Lee, he is changing his tune to sing to fans that 
appreciate the epic wars in The Lord of the Rings 
films, the dazzling acrobatic combat in Devil May 
Cry, and the high body counts achieved in Dynasty 
Warriors. Mizuguchi's latest creation, Ninety-Nine 
Nights, successfully amalgamates these three 
elements into an experience that will make your 
heartbeat quicken, your muscles tense up, and your 
fingers ache with sword-swinging satisfaction. 

The game empowers you with a god-like might 
that, even when measured by video game stan
dards, is a tad ridiculous. With one effortless swing 
of a sword, you won't just have the opportunity to 
take out one ore soldier, you may cut down a dozen 
of them. The magic that courses through your veins 
is also quite potent. Summoning a meteor shower 
can tum a roaring battlefield that spreads as far as 
the eye can see into a silent graveyard littered with 
corpses. On a good day, you can decimate an entire 
army by yourself and tally over two thousand kills in 
the process. 

Watching hundreds of troops spill over a hillside 
and storm your location is an exhilarating and 
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sometimes overwhelming experience. It gets your 
blood pumping in the calm before the storm, then 
beats your reflexes bloody when the opposing 
steel clangs together. Sorry Dynasty Warriors fans, 
but jamming on one button won't unleash your 
most powerful attack, nor will it assure you victory. 

Each of the seven playable characters that you can 
suit up as in Ninety-Nine Nights has an extensive list 
of moves tucked up their sleeves. Taking a tip from 
the fighting game genre, many of these moves are 
unleashed by performing a lengthy multi-button 

combo. The game also factors in 
precise timing, which means all 
bouts of laziness are met with a 
new cut or gouge. Rather than just 
performing a slash maneuver, most 
of the moves that you have at your 
fingertips are highly exaggerated, 
excessively brutal, and so over-the
top that you'd think that they were 
created by the team responsible for 
the summon spells in Final Fantasy 
VII. Needless to say, combat isn't 
just a skill-based affair, it's also quite 
fun to watch. Changes in the enemy 

BOTTOM 7 5 
LINE • 

> Concept: A faniasy based 
hack n' slash that pits the player 
against armies of thousands and 
delivels big thrills through vast 
bloodshed 
> Graphics: The amaring draw 
distance lets yoo see enemies 
approaching from a mile away. 
The stellar particle effects also 
make each sword slash jump 
from the screen 
> Sound: A decenl soundtracl<. 
but the souncls from the banle
foeld are canned and muffled 
> Playability: Combat ~ highly 
intuitive and surprisingly deep. 
All seven of the characters also 
showcase great differences in 
their fighting sl)1es and weapon 
of choice 
> Entertainment: It ra~ the 
genre up from being mindless 
and shallow, but still needs work 
in developing a flow to the exert
ing banles 
> Replay Value: High 

AN EASY WAY TO BOOST YOUR GAMERSCORE 
None of the 1 O Achievements are necessarily difficult to obtain. They simply 
demand that the player see all that the game has to offer. Seven of the 
Achievements are designated for completing the game with each of the seven 
playable characters. These vary between 50 and 100 points. leveling each 
of the players up to level nine will land you another Achievement worth 200 
points. In a typical playthrough, you'll get your character up to level six or 
seven. Another hour of play should get you to nine. Competing the special 
mission carries an Achievement worth 100 points. The final 200 points can be 
earned by getting an A-rank on all of the missions. This may sound taxing, but 
S is the difficult mark. You can usually land an A on your first playthrough. 

ranks from level to level goes a long way in remov
ing the repetitiveness that has plagued this genre in 
the past. 

It's when the action dies down that the 
game shows a number of nearly unbear
able weaknesses. The level designs are 
far too large and invisible barriers often 
hold you back from exploration. Rather 
than hitting players with constant streams 
of enemies, the opposing force is usually 
divided into pockets spread across the 

1 level. Once you obliterate one squadron, 
a good minute of running is required to 
reach your next battle. 

Although the Al featured in this game 
runs circles around the dunces from 
Dynasty Warriors, your foe still has prob
lems adjusting to certain battle situations. 
Your enemy knows when to abandon 

the bow for a sword, but they absolutely have no 
idea how to read your movements. For bosses, 
the best strategy is to circle behind them and stab 
them in the back repeatedly. While it's fun to jab an 
idiotic foe in an unchivalrous way, the bosses usually 
have way too much health and take far too long to 
down. On the flip side, the enemy is smart enough 
to recognize that many of the environmental props 
don't have collision fields. They can sail arrows 
through trees and rocks all day long if you give 
them the opportunity to. Needless to say, there's 
nothing more frustrating than dying from a shot that 
should never have reached you. This can be quite 
aggravating given that the game doesn't have any 
checkpoints, and some levels can go on for nearly 
45 minutes. 

Ninety-Nine Nights may be the best that the 
genre has to offer, but it also shows us that this style 
of game still has a long way to go.- REINER 

Second Opinion 6. 75 

Evell lhough we are 
approaching the one-year 
annive!saiy of lhe Xbox 
360's release, !his game 
plays and smel~ like lhe 
very definition of a 'launch 
game.· You know, where the 
only thing lower than the 
game's standards is gamers' 
even lower expectations. 
Ninety-Nine Nights had a 
great opportunity to prove 
that being labeled a Dynasty 
Warriors done was an insult 
that could be overcome. 
Instead, it learns few lessons 
from that derided series, and 
even commits some of lhe 
same mistakes. Extremely 
repetitive gameplay, brain
dead enemy Al, and unhelp
ful allies are all here in abun
dance. I admit that the loot is 
much better than in DW, but 
since the game doesn't let 
you actually build your char
acter, it's like pearls before 
swine. Phantagram hasn't 
learned its mistakes from 
Kingdom Under fre, and 
unfortunately Mizuguchrs 
mere presence wasn't 
enough to save this title. 
- KATO 



XBOX 360 

Bomberman: Act Zero 
> STYLE I-PLAYER ACTION (UP TO 8-PLAYER VIA XBOX LIVE OR SYSTEM LINK) 
> PUBLISHER KONAMI> DMLOPER HUDSON SOFT > RELEASE AUGUST 30> ESRB T 

TOTAL BOMBA 

T 
he Xbox 360 has a lot of great games, several medio-
cre games, and now, thanks to Over G Fighters and 
Bomberman: Act Zero, two truly awful games. At its core, Act 
Zero isn't much different than the Bomberman games of old: 

You run around a maze dropping bombs to blow up your competi
tors. But the light-hearted, party game feeling of old is gone, replaced 
by an embarrassingly 19905-feeling cyberpunk theme that gives the 
finger to fans and makes for arguably the worst-looking game on the 
system. The gameplay is even more offensive. Xbox Live and System 
Link are supported, but there are absolutely no multiplayer options 
for a single console. So basically, you'll never get to play Act Zero 
against another real person, because if someone is actually stupid 
enough to buy this, they'll be too embarrassed to actually show 
their face online. Bomberman: Act Zero may be the worst relaunch 
of an older series in history. It both sacrifices existing fans and fails 
to appeal to anyone new, and feels old and dated without being 
nostalgic. There's really only one way to sum it all up: This game just 
sucks.-JEREMY 

:• reviews 

XBOX 360 BOTTOM 5 
LINE 

Over G Fighters > Con<ept: Fly a variety of real 
world aircrah in a shameless and 
disgraceful copy of A£e Combat 

> STYLE I-PLAYER ACTION (UP TO 8-PLAYER VIA XBOX LIVE) > PUBLISHER UBISOFT 
> DM LOPER TAITO > RELEASE JUNE 27 > ESRB T 

> Graphics: If you didn't have a 
360 controflef in your hands. you 
seriously wouldn't know it was on a 
next-gen console THE FUTURE STILL HAS BAD GAMES 
> Sound: Warning you when 
there's no danger and failing to 
offer audio dues when it would be 
helpful the soond effects actually 
make the game worse T 

o say that Over G Fighters is a 
phenomenally terrible game 
isn't an exaggeration or a quippy 
joke. It's simply a natural fact, an 

idea that must be accepted, much like 
knowing the sun will rise in the morning. 
If you accept this fact, then read on to 
learn why this sorry excuse for a flight 
combat game not only attempts to set a 
new low bar for next generation gaming, 
but why it will make you angry at life on 
a much more fundamental level. 

Did you ever have one of those teach
ers in high school that would tell you 
and your classmates to do some impos
sibly inane or challenging assignmen~ 
and then he/she would utterly fail to 
explain how to actually do it? To rub salt 
in the wound, they'd then berate you 
for your inadequacies. Welcome to the 
world of Over G Fighters, where nothing 
is ever clear and you're never really sure 
what the hell you're supposed to be 
doing. Presuming that you've played the 
games that this one is so clearly badly 
copied from (the excellent Ace Combat 
series), perhaps you'll be able to figure 

BOTTOM 3 
LINE 

> Concept: Give lhe cutesy 
Bomberman franchise a dark 
"edgy" make011er, suck every
thing fun out if it. and crap it 
out on 360 
> Graphics: Aa Zero would look 
at home on ihe original Xbox, but 
even more comfortable at lhe 
bottom of a !rash can 
> Sound: Pathetic and forget
table, just like everything else 
about this game 
> Playability: One-button 
gameplay, so you can use the 
rest of your fingers to gouge 
your eyes out for playing this 
abomination 
> Entertainment One of those 
rare games thai has nothing to 
offer anyone 
> Replay Value: Low 

Second Opinion 4 

Deep in the underbelly ol 
this video game catastro
phe, you \WI find the clas-
sic Bomberman ~ 
that we al know and lo>Je. 
Unfortunately, ii is wrapped 
in perhaps some of the most 
cookie-cutter quasi-futuristic 
character designs my poor 
weaiy soul has ever laid 
eyes on. Throw in an awful 
"hard-rockin- SOllldlrack 
and some 'Mr. Roboto" 
voic~ v«Ht. and what 
we have here is an abomi
nation, folks. Take~ behind 
the woodshed and do what 
needs to be done.-ANDY 

out enough to get by for several levels. 
Somewhere along the way, however, 
you'll be confronted by a dilemma. Why 
am I playing a game in which I seem 
to have almost no control over my own 
survival, where my plane controls like 
a boat in mud, and each mission feels 
like a worse version of the one I just 
completed? 

The answer, of course, will be that 
you like flying and blowing stuff up. You 
like the variety of the planes, and you're 
driven to unlock all of them. You want 
to see if the totally disconnected nature 
of the missions and plots eventually 
cohere into a real story. They (as in the 
missions and plots), in point of fact, 
do not improve, and you, as a human 
being, will also not improve. That's right. 
If my experience with the game is any 
indication, you will emerge from your 
time of relaxation and playtime as a 
cranky bea~ a sort of Mr. Hyde version 
of yourself, angry at the world and how 
it has failed to entertain you. Am I off 
topic here? Oh yeah, this game's no 
good.-MILLER 

> Playability: Sluggish controls 
and undear guidance from the 
game tum handling the controller 
into a chore 
> Entertainment: The focus on 
realism should be the only reason 
togiveitatry 
> Replay Value: Low 

Second Opinion 5.5 

Over G Figltets is the Iron 
Eagle N of~ sin sames
yo.Ive seen everything~ 
has to offer before dozens 
of times, except exeaml far 
bt>lter. Dun and clunky with 
voicelwlk that will make you 
want to shoot dovm your v,;ng
man and grapoo that barely 
qualify as •next-gen.• Over G 
doesn1 know if it wants to be 
authenlic or arcadey. The result 
is a twisted aiMow disaster 
ol a game that deserves to be 
forgotten as quicktf as pos
sible, jt6t like Louis CiossEl!Jr.'s 
Glreer.-JEREMY 

I'm now available 
in one solid color. 

hink it 
mistake . 

s just, l 
opinion 
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:• reviews 

CivCity: Rome 
> STYLE l·PIAYER SIMULATION> PUBLISHER 2K GAMES 
> DEVELOPER FIREFLY STUDIOS/FlRAXlS GAMES > RELEASE JULY 24 > ESRB E 10+ 

URBAN RENEWAL 

M 
onths ago, after initally hear-
ing about CivCity: Rome, I was 
intensely interested in the 
game. From what publisher 

2K Games had to say, it sounded like this 
would be everything I ever wanted out of a 
city simulation: Individual citizens that really 
matter, armies to keep the barbarians ou~ 
and a graphics engine that wouldn't make 
my eyes bleed. Strangely enough, it turns 
out that CivCity is one of my favorite titles in 
recent months - for none of those reasons. 

Building something that works is, I think, 
hard-coded into the human psyche as ·a 
good thing." Good simulation games scratch 
that itch, and a well-planned and self-sus
taining (dare I say, even profitable) city is 
its own reward. This core mechanic works 
very well in CivCity, and propels it beyond its 
own inadequacies into the land of entertain
ing diversions. As opposed to many other 
simulations, getting your little Al people to 
do things isn't the problem here. Give them 
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work, and they'll gladly toil away for your 
benefit. Getting them access to everything 
they need - from drinking water to reli
gion - is your goal, and building a city that 
provides that is almost endless fun. 

While I'm profoundly glad that the basis 
of the game is solid and entertaining, a 
whole slew of irritations and just plain poor 
execution hold CivCity back from being 
special. The interface is needlessly frustrat
ing, making players click through a layer or 
two of menus to get anything at all done. 

The framerate chugs 
badly in any well
developed city. And 
most of all, the mili
tary portion of the 
game is completely 
broken. Troops are 
nearly impossible to 
control, there's no 
strategy to combat, 
and your buildings 
go down under 
attack entirely too 
quickly. Thankfully, 
there are plenty of 
scenarios to choose 
from that don't have 
a military compo

nent - otherwise this game would score 
much, much lower. 

In a genre where it seems like every 
successful game is deemed a classic and 
everything else a failure, CivCity: Rome 
falls somewhere in between. Although it 
is plagued by flaws in several areas, I still 
want to keep playing until I've conquered 
every challenge that the designers could 
fit in. And that says something about a 
game.- ADAM 

BOTTOM 8 
LINE 

> Concept: Further the cause of 
the Roman Empire by building 
up new settlements into thriving 
metropolises 
> Graphics: Taking the time lo 
aaft a beautiful, well-planned 
city is worth rt 
> Sound: Wrlf are there only a 
handful of musical badground 
!rads? And 1\1,y are they still 
going through my head? 
> Playability: Digging through 
menus lo do anything is so 
1997. Al least it's functional, if 
only barely 
> Entertainment Building a 
city is fun, even ff some periph
eral facets of the game don't 
won: so well 
> Replay Value: Moderately 
High 

Second Opinion 8 

~ been governing virtual 
cities for yeais. and I always 
appreciate a game that 
makes me feel like I was born 
to have a large populace at 
my meity. WCh a unique 
emphasis on the citizenry, 
CNOy does just lhal. along 
Mill providing several acces
sible options for managing 
the prosperity ol your bud
ding town. I enjoyed how 
housing upgrades give the 
early stages of a city focus, 
and how the later phases 
incOIJ>O(ate more wltural 
and mililary aspects-thoogh 
I wouldn't bother v.ith the 
army ~ I were you, since the 
whole affair is pretty fruslral
ing. Howeller, the biggest 
drag on the game is that 
there are a few factors that 
affect city happiness that felt 
beyond my control. H there 
aren't any jobs, then Slop 
complaining and live some
where else, idiols! &en v,ith 
these problems. the other 
aspects of CNCily: Rome are 
polished and wel-tuned, and 
the abiily to zoom cbwl 
to the level of an incividual 
citizen adds a nice touch 
of human suffering vmen 
'/OU raze their homes to 
make room for a gladiator 
school.-JOE 



PC 

Sword of the Stars 
> 5TYlE I-PLAYER STRATEGY (UP TO &PLAYER VIA INTERNET OR LAN) > PUBLISHER 
LIGHTHOUSE INTERACTM/DESTINEER > DEVELOPER KERBEROS PRODUCTIONS 
> RELEASE AUGUST 22 > ESRB E 10+ 

FORM BLAZING SWORD! 

B 
uilding a terrestrial empire is difficult enough, but there are 
a slew of additional complications when you try to rule the 
cosmos. Some sci-fi • 4X" ( explore, expand, exploii exter
minate) games don't handle these nuances gracefully, but 

Sword of the Stars does an excellent job streamlining the many small 
details required to operate an empire effectively. I never got the feel
ing that I was being bogged down in unnecessary systems or adjust
ments; simple slider bars dictate how you allocate funds and nurture 
fledgling colonies, while ship designing/building is cool and intuitive. 
Most of the game is tum-based, though real-time battles sort of break 
the routine. The problem is that your fleet handles like an annada of 
flying, broken refrigerators - but you can just hit the "close and attack" 
button and they basically take care of themselves. Even with a well
balanced multiplayer experience, I can't say that Sword of the Stars is 
incredibly ambitious, but it's definitely an entertaining and accessible 
way to extend your galactic influence.-J0E 

PC BOTTOM 8 
LINE 

Sid Meier's 
Civilization IV: 

> Concept Give 1he warlike player 
a bunch of cool new Joys to play 
around with 
> Graphics: Civ IV ~ still one of 
1he best-loolung stralegy 1iiles 
around 

Warlords > Sound: Likewise, ih~ boasts out
standing sound to help keep you 
enihralled f0< hou~ oo end 

> 5TYlE I-PLAYER ACTION (UP TO 12-PLAYERVIA INTERNET OR LAN) > PUBLISHER 2K GAMES 
> DEVELOPER FIRAXIS GAMES> RELEASE JULY 24 > ESRB 10+ 

> Playability: ~ every game had 
an inlerface as brillianl as ih~, we 
wouldn't need th~ bullet point 

WHY FIGHT IT 

N 
o franchise has dominated 
my free time like Sid Meiers 
Civilization, and Warlords will 
continue the more than decade

long trend of dominating the world one 
turn at a time well into the night Even 
though I've always been more of a dove 
than a hawk in my digital foreign policy, 
Warlords has the conquest-focused 
content in it to bring the most peaceful 
rulers blood to a boil. 

The eight packed-in scenarios are all 
good, with the exception of one that's 
great: Barbarians. Putting the player in 
charge of eradicating civilization with a 
massive barbarian horde is a brill iant 
idea, and it's as expertly executed as 
we've come to expect out of Firaxis. 
Once you've tapped out the mere hun
dreds of hours it takes to conquer the 
scenarios, however, there's still plenty 
more to do. 

BOTTOM 7 5 
LINE • 

> Concept A magical jaunt 
ihrough a whimsical realm ... naw! 
It's just a whole lol of conquering 
in space 
> Graphics: looks good when 
~ needs to, but most of 1he time 
you're dicking little glowing dots 
> Sound: The soundtrack is 
better classified as background 
music ihan a score 
> Playability: Navigating certain 
screens can be a problem, bul 
1he core gameplay ~ solid 
> Entertainment: tt you can'J 
have fun wiping out entire 
galactic civilizations, you have 
personal p,oblems 
> Replay Value: High 

Second Opinion 7.75 

Sq)iq down a so-Ii·« 
same to its core COl1C!plS is 
a pelfecdy P1"f idea, and 
Sword ol lhe Stars~ ii 

Warlords' enhancements to the stan
dard Civilization IV game aren't huge, 
but they are somewhat significant. More 
of everything from civilization leaders 
to Wonders of the World expands the 
already wide-open strategy, and the 
addition of Great Generals makes it 
somewhat easier to prosecute a war. 
Civ IV is already so huge and deep, 
however, that putting yet more options 
at the players fingertips isn't incredibly 
necessary - but it's certainly not a bad 
thing either. 

For Civ players, Warlords will be a 
great addition. Outside of the fanbase, 
however, nobody will care much about 
this. And rightly so; even with all this war
centric conteni Civilization is still slow, 
deliberate, and not particularly flashy. But 
if those things are deal-breakers for you, 
you're reading the wrong review in the 
first place.-ADAM 

> Entertainment: A good expan
sion to a great game ~ never a 
bad Jhing 
> Replay Value: High 

Second Opinion 7.5 

Now, before you get al 141 in 
aims abcu this score. lake a 
look badt a few months ill my 
soorilg ol the original game. I 
love Civ Ill. Alldthis expwion 
is just as 1111 as the original. 
Bui that's sort ol the prob-
lem. Of the small additions 
to gameplay I delecled in this 
eipansion. very few~ 
arrflhing profoundly exdilg to 
the mix. SIR. there are some 
new lllittw>e>,and someol 
lhe scenms are enll!r13iing. 
rm just not sure this adckJn 
rdf dlqed ~abcu 
the_. pnedvint 
that rd reamnend it to,ou, 
even ii you're as big ol a fan 
of die basepneas I an. 
--MIUEI 

elementandfriends.com 

22/26 mpg* is 
impressive. Myself', 
I'm not too good on 

the highway. 
off prettywel The reaHine 
combat is fairlybrmn, but 
ahandy"All~attackl" 
button mab5 it something 
you don, have to deal Mh. 
The interface could be easier 
to deal wilh as wel. btds 
more of a sti;t malion 
lhan a major 5llmlling 
block. Racicalycilfeient 
races and a somewhat 
randomll!dl ~aswel as 
a decent rrUliplayer imple
menalion, ~ 5'wrd of lhe 
Slar5 enough legs to male ii 
a decentvakle for ll'f slral-

game(s $40.-ADAM 
*Based upon 2006 EPA city/hwy estimates , Use f or comparison 

purposes only . Actual mileage may Yary. 2l1D EX-P model shown, 
© 2005 American Honda Mot or Co . , Inc. 



PSP 

Tekken: 
BOTTOM 8 25 

LINE • 

> Concept: Get Tekken's stable of 
fighlers to kick some bun on the 
only handheld that ran manage it 

Dark Resurrection 
> Graphics: The levels are less 
detailed than their coosole counter· 
parts, but still offer nice backdrops 
for the ~id character models 

> STYLE 1-PIAYER FIGHTING (2-PIAYER V1A AD HOC)> PUBLISHER NAMCO BANDAI> DEVELOPER 

NAMCO> RELEASE JULY 2S > ESRB T 
> Sound: Totally forgettable, but 
also no( annoying 

PURE GAMEPLAY 

W
hether or not Tekken 
is your fighting game 
of choice, this portable 
bruiser puts up features 

and performance that could convert 
some of you non-believers out there. 
For full disclosure, I have always liked 
Namco's fighting series, but also have 
to admit that the game has really 
offered little innovation in the last 
few editions. 

While the PSP-exclusive Dark 
Resurrection isn't without faults and 
doesn't do anything at all to reinvent 
the Tekken code, it does offer a ver
sion that's compellingly full-featured 
and darn playable - and all in a bite
sized portable version. Not an easy 
feat for what you get out of the box. 
The game's good-looking characters 
and environments can be brutalized 
with a huge number of opponents 

■ Hits have big particle effects attached, 
but some of the character customization 
options let you put similar effects onto 
characters full time 

( over 30, including two well-real-
ized new contestants) and a hand-
ful of big gameplay options. There 
are also a bunch of lighthearted 
rninigames designed as breathers 
between bouts. Arcade and sto,y 
mode are exactly what any fan would 
expect and the expanded character 
customization is bigger than any 
Tekken before. 

While content is big, the small-scale 
one-on-one fights are the game's 
true meat. Largely, it works well. 
Playing arcade-style with the PSP 

perched on a table or your leg is cer
tainly an option, although I had nearly 
as successful results holding the 
unit as designed. Overall, I think this 
ent,y is harder - both an increase 
in difficulty and slightly squishier 
controls probably share equal blame 
for this. Working around frustration 
is easy, though, with a handful of 
difficulty settings and the previously 
mentioned bucket of characters to 
pick frorn. 

To be honest, this game really 
annoyed me sometimes, but even 

when I had gotten to the point 
of wanting to chuck a PSP 
through plate glass onto the 
parking lot behind our office, I 
still picked the game back up 
15 minutes later. Take that as 
you will, but for my money, 
that's probably a good sign 
for a predictable, but well 
rnade, fighter.- LISA 

> Playability: A sweel fighter 
with a few raveats 

> Entertainment This is 
Tekken - no(hing terribly new or 
exciting, but still a good time 

> Replay Value: High 

Second Opinion 8.25 

I've always found Tel<ken a 
tad mechanical in its charac
ter movement. lacking the 
flow and interconnection of 
moves that some other fran
chises have. However, MO 

with that bias. I can recog
nize a good thing \\tien I 
see it, and Tekl:en on PSP is 
most certainly that Sporting 
insanely sharp gameplay 
graphics and some amaz
ing (~ sometimes silly) CG, 
this is easily one of the 
best looking games for the 
9/Slern. I'd love to see the 
series have some coorage 
to try more new things, 
but as it is, it still serves as 
a high water mart for how 
good a 3D fighter can be on 
the go.-MILLER 

HANDHELD QUICKIES 

PSP 

NCAA Football 07 
> STYU l·PlAYER Sl'ORTS (HI.AYER VIA AD·HOC 
OR INFRASTRUCTURI') 
> PUBLISHER EA SPORTS 
> DMU>PER EA CANADA 
> RELEASE JUIY 18 > ESRB E 
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Ill From the full-on dynasty 
options to the fast
paced, de-cleating foot
ball action, this game 

totally captures the NCAA experience. 
It's such a deep football experience that 
the one thing I was missing was some 
quick minigames or challenges to make 
it more pick-up-and-play friendly. But 
given that I could get all my football 
needs staring at a handheld screen 
for hours is a trade-off I'll take. There 
is some sloppy tackling Al, but I was 
heartened by how smooth the analog 
stick feels when moving and passing, 
and liked that EA included the new kick
ing mechanic and gameplay cameras. 
NCAA at home or on the go? Now you 
truly can run the option.-KATO 

100 GAME INFORMER 

PSP 

Pirates of the 
Caribbean: Dead 
Man's Chest 
> STYU l·PlAYER ACTION (UP TO 4-Pt.AYER 

VIAADHOC) 
> PUBLISHER BUENA VISTA GAMES 

> DEVELOPER NIJ>J.E ENTERTAINMENT 
> RELEASE JUNE 27 > ESRB T 

.. L~t. 
~- ~ • .i,.,, 
- ..... __ ~ ,. - - .. 

.--· ., . . _ . 

• 

D'yaar, thar she blows! 
Blows, blows, blows. Like 
a waterlogged corpse 
afloat in a handheld sea, 

Jack Sparrovls PSP adventure stinks. 
This game fails in so many areas that 
it becomes a portable laugh riot The 
camera is totally broken, the combat 
system is absurd, and the ship-based 
multiplayer does little to redeem the 
package. The in-game Depp looks okay, 
though, so you can watch a mascara
vvearing Hollywood prettyboy get the 
crap kicked out of him. Pow! That one's 
for Benny & loon, ya stooge!- JOE 

MIOiiMiiH,■iRMU•M 
PSP 

Mercury 
Meltdown 
> STYll 1-l'IAYER PUZZlE (2-PlAYER VIA AD HOC) 

> PUBLISHER IGNITION ENIIRTAINMENT 
> DEVELOPER IGNlllON ENTIRTAINMENT 

> RELEASE AUGUST 21 > ESRB E 

11
1 was no big fan of 
Archer Maclean's 
Mercury, but its sequel 
Mercury Meltdown fixes 

all the problems I had with the origi
nal. Gone are the frustration-inducing 
time limits and cold, technical visuals, 
replaced with par times and a fun 
eel-shaded look. Meltdown is all about 
guiding a blob of ooze through 160-
plus mind-bending maps, which sport 
some great level design, new tricks 
~ike solid and extra-drippy states), and 
fun music. Level select alleviates the 
frustration of difficult maps, and the 
new party games offer their own simple 
charms. Definitely recommended for 
puzzle fans.- JEREMY 

NINTENDO OS 

Hi Hi Puffy AmiYumi: 
The Genie and The Amp 
> STYLE I OR 2-PlAYER ACTION 
> PUBLISHER D3 PUBLISHER Of AMERICA 

> DEVELOPER Sl'NSO!!I' SW[[P 

> RELEASE JUNE 27 > ESRB EIO+ 

• 

The by-the-numbers 
design of Hi Hi Puffy 
AmiYumi's OS game is 
propped up by just one 

thing: style. The Genie and the Amp 
is a side-scrolling brawler with the girls 
traveling through time to get back some 
hit-making mojo. The dialogue and art 
direction are both really tight and very 
reminiscent of the Cartoon Network 
show, but I wish the combat had a 
similar degree of polish. Random button 
pressing will get you farther than most 
attempts at strategy, and getting locked 
into long combo animations is a "feature· 
that makes me just want to die. - USA 

NINTENDO OS 

Break 'Em All 
> STYll 1-PlAYER ACTlON (UP TO 8-PIAYER 

VIA WIRUESS) 
> PUB USHER D3 PUBLISHER OF AMERICA 

> DEVELOPER WARASHI 
> RELEASE JUNE 20 > ESRB E 

• 

You may be tempted to 
write this game off due 
to its extremely generic 
title, cheap-looking box 

art, and derivative concept (basically, 
it's a new version of Arkanoid). How 
superficial of you! Didn't your mother 
tell you not to judge a book by its 
cover? For shame. Now that you feel 
bad about yourself, I should tell you 
how Break 'Em All neatly updates the 
old block-busting formula with cool 
boss battles inspired by top-down, 2D 
shooters, a customizable power-up bar, 
touch screen control, and a number of 
multiplayer modes.-MATT 
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~1Ml1i1,1 CH A RT S An In-Depth Listing Of The Best Selling Games 

! to·P 20 • - : . ' • ~;'":'.\ - • :: 
\ istin s Based U on NPD Data For A ri; 2006 Based On Units Sold , • • 

TOP 10 JAPAN 
Rank Title Sys\em 

Jlkkyou Powerful Pro Baseball 13 PS2 

Rank Tnle L.Mo. System Score Release Price New Super Marlo Bros. DS 

1 New Super Mario Bros. N/A DS 9.25 05-06 $35 
Persona 3 PS2 

Ape Escape: Million Monkeys PS2 

OS Training for Adults: Work Your Brain 2 DS 

2 Grand Theft Auto: Liberty 
1 PS2 8.75 06-06 $20 

City Stories 
Project Hacker: Kakusei DS DS 

LocoRoco PSP 

3 Brain Age: Train Your 
14 DS 8.25 04-06 $18 

Brain in Minutes A Day 

DS Training for Adults: Work Your Brain DS 

Naruto RPG 3 DS 

I Animal Crossing: Wild World DS 

4 Cars 5 PS2 7 06-06 $39 

5 Hitman: Blood Money 3 360 7.75 04-06 $60 

6 Cars 2 GBA N/A 06-06 $29 

TOP 10 GI 

7 2006 FIFA World Cup 6 PS2 8.5 04-06 $30 
L. Mo. Sys\em 

N/A 360 
,_ N/A 360 

8 Big Brain Academy N/A DS 7.75 06-06 $19 
Xenosaga Episode Ill: N/A PS2 
Also serach Zarathustra 

, ______ Dlsgaea 2: Cursed Memories N/A PS2 

9 Hitman: Blood Money 15 PS2 7.75 05-06 $39 
3 DS 

1 Multi 

N/A PC 

10 Cars 17 GC 7 06-06 $39 Tekken: Dark Resurrection N/A PSP 

Civilization IV: Warlords N/A PC 

11 God of War N/A PS2 10 03-05 $20 
I Half-Life 2: Episode 1 PC 

12 Guitar Hero N/A PS2 9 11-05 $69 

13 Kingdom Hearts II 19 PS2 9 03-06 $48 

, __ 

14 NFL Head Coach N/A PS2 6.75 06-06 $40 TOP 10 PC 
Rank Title L.Mo. Price 

15 Over the Hedge 4 PS2 N/A 05-06 $37 
World of Warcraft 3 $36 

Half-Life 2: Episode 1 N/A $18 

16 The Elder Scrolls IV: 
N/A 360 9.5 03-06 $60 

Oblivion 

The Sims 2: Family Fun Stuff 2 $20 

Cars: Radiator Springs Adventures N/A $18 

The Sims 2: Open for Business $31 

The Sims 2 6 $40 

17 MLB '06: The Show 10 PS2 6 03-06 $39 The Elder Scrolls IV: Oblivion $49 

Guild Wars: Factions $48 

18 Grand Theft Auto: San 
N/A PS2 10 03-06 $20 

Andreas 
Heroes of Might and Magic V N/A $50 

I Age of Empires Ill 2 $49 

19 X-Men: The Official Game 7 PS2 4 05-06 $37 

20 Ghost Recon: Advanced 
8 

Warfighter 
360 9.5 03-0 6 $60 

102 GAME INFORMER ».rce: The NPO C.,oup/NPO roo,yorld•/fRSTS• • D.wid Hey s1~s-2m 
BasedOnMor(htrUIW:SSold 
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XBOX 360 
2006 FlFA WOl1d Cup 8.5 Jun-06 
Amped l 8.5 Dec-OS 
S.ttlef,eld 2: Modern Combat 7.75 Jun-06 
81,ring Angels: Squadrons of WW11 7.5 May-06 
6umoot Revenge 9.5 Ap!-06 
can of Outy 2 9. 1s Dec-Os 
Chromehounds 7 Aug-06 
Condemned: Criminal Origins 8. 75 Dec-OS 

~=s~~e 7.25 Ap(-06 
Matlic: Palh of Neo, The 7.25 Dec-OS 
Mega Man X Collection 8 Feb-06 
Metal Gear Solid l: Subsistenoo 9.5 Ap(-06 
Metal Saga 5.25 May-06 
Micro Machines V4 7,5 Aug-06 
Midnight dub 3: 

9,5 May-06 008 Edition Remix 
Ml6 06: The Show 7,5 Ap(-06 
Ml8Slugfest2006 5 Aug-06 
Monster Rancher EVO 8 Jun-06 
MS Sagac A New Dawn 7,75 Mat-06 
WP 06 NCAA SasebaU 7 Feb-06 
Naruto: Uksnaie Ninia 6.5 Jul-06 
N6A06 7.75 Jan-06 
N6A6ale,sl'henom 7.75 Ap(-06 
NCAAFoolbal07 8.25 Aug-06 
Need for Speed: Most Wan1ed 8.5 Dec-OS 
NFL Head Coach 6,75 Aug-06 
Onimusha: Da'M'I ofOreams 9 Mar-06 
Outrun 2006: Coast 2 Coast 7,5 Jun-06 

De.xi Of AJive 4 9 Mar-06 
Dynasty Warrio<s 5: Emp,es 6 May-06 
Elder Saolls IV: Obliyion, The 9.5 May-06 
Far Oy Instincts: Predator 8.7S Jun-06 
FlFA06 8.25 Dec-OS 
F,ght Nigl,l Roun!f l 9 Mat-06 
Fonal Fantasy XI 7.25 Jun-06 

Pac-Man Worid 3 6.25 Jan-06 
Peter Jackson's King Kong 6,5 Jan-06 
Pirates of the Caribbean: 

The Legend of Jack Sparrow 5.75 Aug-06 
Prince of"""": 

lheTwollvones 9 Jan-06 
Rampage: Tola Destruction 6.5 May-06 
Real WOl1d Col 7 Jun-06 

Full Auto 7.5 Ma<-06 
Ghost Reoon Advanc,d Wartighte< 9.5 Apt-06 
Gun 8,75 Dec-OS 

Rogue Troope, 7.25 Jun-06 
San>J,ai Champloo: Sideuad<ed 6.75 May-06 
ShadowHe~: 

Hilman: 6lood Money 7.75 Jul-06 Ffom The New Wood 8.75 Mar-06 
Kameo: Elemen~ of Powe< 7,5 Jan-06 

l~ t~ 'tn£i....nh II, The 8 Aug-06 
Madden NFL 06 7.75 Jan-06 
Major League S.sebaD 2K6 7 Jun-06 

Shadow lhe Hedgehog 4 Jan-06 
SOCOM l: U.S. Navy SEAls 7.75 Dec-OS 
Sonic Ride,> 5 Af!'-06 
Soul Calibur HI 9 Dec-OS 
Star Wars: Battlefront II 8,5 Dec-OS 

Molo GP '06 8,75 Jul-06 
NSA 2K6 8.5 Jan-06 
NBA Live 06 6.75 Dec-OS 
NCAAFoolball07 7,75 Aug-06 
Need fo, Speed: Most Wanted Jan-06 
NHL 2K6 8,5 Jan-06 
Outf~ The 7,75 Ap!-06 
PerlectDarl.Zelo 7 Jan-06 
Peter Jad:son's l(ing Koog 8.5 Jan-06 
Prey 9.5 Aug-06 
Project Gotham Racing l 8.5 Jan-06 
Quake 4 7.75 Jan-06 

State Of Emergency 2 6 Ap!-06 
Steambot. O,ronides 5.5 May-06 
Street Figt,1e, Alpha Anlhology 7,5 Jol-06 
Suikoden Tactics 6,75 Dec-OS 
Suil<odenV 7,5 May-06 
Tailo legends 8.5 Jan-06 
Tales of Legendia 7.25 Mar-06 
lOCA Race DrNe, l 8.25 Ma<-06 
Tokyo Extreme Race,- Drift 6 Ap(-06 
Tomb Raidel, Legend 8,75 May-06 

Ridge Race< 6 7.5 Jan-06 
Rumble Roses XX 5.75 May-06 
Table Tennis 8 Jul-06 
Toge, Woods PGA Toot 06 8.5 Jan-06 
Tomb Raidel: legend 8.75 May-06 
Tony HaY.-t's American Wasteland 8.25 Dec-OS 
Top Spin 2 8.5 May-06 
X-Men: The Official Game Jul-06 

PLAYSTATION 2 
24: The Game 7.5 Ap!-06 
25 totife 5.75 Ma<-06 
2006 FlFA WOl1d Cup 8.5 Jun-06 
50Cent:llufle1prool 6 Feb-06 
ke COrnbat Zero: The Belkan War 6.5 May-06 
Aeon Rux 7.25 Jan-06 

Tony Hawk's American Wasteland 8.25 Dec-OS 
Top Spin 8.75 Nov-05 

America's Army: Rise of a Soldier 6.5 Feb-06 
Ape Escape l 8.75 Feb-06 

Torino 2006 4.25 Apr-06 
Total OJerdose 6.25 Jan-06 

ll<ena Football 6.5 Ap(-06 
Atelier Iris 2: The Azoth of Destiny 7.5 Jun-06 
S.ttlefield 2: Modern Combat 7,5 Dec-OS 

Tourist Trophy: 
May-06 The Real Riding Simulator 8.5 

Trap< 6.75 Dec-OS 
Beatmania 8.5 Apt-06 
6ladt 8.5 Ap!-06 
Cal of Outy 2: Big Red One 7.25 Jan-06 
ca,, 7 Aug-06 
Ovorides of Nalna: The 00\ 

The \Mid\ and The Wardrobe, The 6.5 Dec-OS 
CMT Presents: 

True Cnme: New YOO< 0ty 8.75 Jan-06 
Uhimate Spidel-Man 8 No,05 
Urban D,aos: Rio< Response 7.75 Jul-06 
W~&uomit: 

Cooe of lhe We,-e-Rabbil 7 NoY-05 
Warriors, The 8.25 NoY-05 
W.-.hip Gunner 2 5 Ap!-06 

Karaoke Revolution COuntty 8 Ap!-06 
College Hoops 2K6 8 Jan-06 
Commandos: Strike Force 5.5 Jun-06 

'Mid Arms 4 7,5 Feb-06 
'Mid Arms: Alter Code F 6 Jan-06 
'Mnbadt 2: Project Poseidon 4 Jun-06 

Dance Fact01y 8 Jun-06 
Da Vind Code, The 6 Jul-06 

!J\linning EMO 9 8.5 Feb-06 
'Mthout Warning 6.5 No,-05 

~~~~~~ Feb-06 
O.agon Quest VIII: 

8.75 Dec-OS Journey of lhe Cursed IGng 
O.akengard 2 7.25 Mat-06 
Driver: Paralel tines 6,75 May-06 

WWE Smackdown Vs. Raw 2006 8.75 Dec-OS 
lf.Men=..11: 

Rise of 9 f'joo-05 
X-Men: The Official Game Jul-06 

GAMECUBE 
Dynasty Warrio<s 5: Empwes 6 May-06 
DynastyWarrio<sSXlremel,gends 6.75 Dec-OS 
EyeToy. Operation Sf)V 6 Dec-OS 
Fatal ffame Ill: The Tormented 7.75 Dec-OS 

2006 FlFA Wcwfd Cup 8,5 Jun-06 
cal of Outy 2: Big Red One 7.25 Jan-06 
ca,, 7 Aug-06 
Chibt-Robo 5 Feb-06 

FIFA Street 2 6 Ap(-06 
F,ght Nigh! Round l 9 Ma,-06 
Final Fight: S1reetwise 4 Mar-06 
From Russia !Alith Love 7.75 Dec-OS 

Chd::en little 7 Nov-OS 
Ovonides of Namia: The lion. 

The \\Itch, and The Wardrobe, The 6.5 Dec-OS 
~nee Dance Revolution Mario Mix 5.25 Jan-06 

Full Spectrum Warrior: 
7.25 Ap(-06 Ten Hammers 

Gallop Race, 2006 6.75 Jul-06 

FIFA Street 2 6 A!>!.._-06 
Flre Emblem: Path of Ra&ance 9 Nov-OS: 
From Russia 1Mth love 7.75 Dec-OS 

Gauntlet Seven Sonows 6.25 Feb-06 Gun 8.75 Dec-OS 
Godfalhe,: The Game, The 7,5 May-06 
G,andia Ill 8.75 Mar-06 
G,and Theft Auto, 

l.ibertyOty Stories 8.75 Aug-06 
Guitai Heto 9 Dec-OS 
Gun 8.75 Dec-OS 
Hany l'<>tter and lhe Goblet of , .. 6,5 Dec-OS 
Hilman: 6lood Money 7.75 Jun-06 
Jaws 4.75 Aug-06 
Karaoke Revolution Party 8.5 Dec-OS 
Kingdom Hea/15 II 9 ,)p,-06 
LA Rush 6.25 Dec-OS 
Magna Carta: Tears of Blood 8.25 Dec-OS 

Harry Potter and the Goblet of Fire 6.5 Dec-OS 
Karaoke - Party 8.5 Dec-OS 
Mario Party 7 5 Dec-OS 
MegaManXu,lectio,, 8 Feb-06 
NSA live 06 7,5 NoY-05 
Need fo, Speed: Most Wanted 8,5 Dec-OS 
Od.lma 7 Mar-06 
Pac-Man Wood 3 6.25 Jan-06 
Peter Jackson's King Kong 8.5 Jan-06 
Pokemon XO: Gale of Darl.ness 5,75 Nov-OS 
Prince of Persia: 

The Tl'.<l Jh10J1es 9 Jan-06 
Rambow Six: LockOOMl 7.5 Nov-OS 

Majo, league S.sebaU 2K6 8.5 Ap(-06 R6mpage: Total Destruction 6,5 May-06 

Shadow lhe Hedgehog 4 Jan-06 
Sims 2, The 7.75 Nov-OS 
Sonic -. 5 Apt-06 
Supe, Mario Strike,s 6,75 Dec-OS 
Tiger Woods PGA Tour 06 8.25 Nov-OS 
Tony Hawk's American Wasteland 8.25 Dec-OS 
True Oime: New York Ctiy 8.75 Jan-06 
Ultimate Spider-Man 8 Nov-05 
Viewtiful Joe: Red Hot Rumble 7 Dec-OS 
Wallace & Grom~: 

Curse of the Were-Rabbit No,-05 

xt:J=. 9 Nov-OS 
X-Men: The Official Game 4 Jul-06 

XBOX 
25 to life 5.75 Mar-06 
so Cent: Bulletp,oof 6 Feb-06 
2006 FIFA WOl1d Cup 8.5 Jun-06 
Aeon Rux 7.25 Jan-06 
Americ.a's Army: Rise of a Soldier 6.5 Feb-06 
Arena Football 6.5 Apr-06 
Battlefield 2: Modem Combat 7.5 Dec-OS 
Siad< 8.5 Apr-06 
Blazing Angels: Squadrons of WW11 7.5 May-06 
Slitz: The league 7.75 Nov-OS 
&others in Arms: fulmed Vl 8$ood 8 Nov-OS 
cal of Cthulu, 

Dari. Come,, of lhe Eanh 6 Jan-06 
cal of Duty 2: Big Red One 7.25 Jan-06 
C3pcom Classic Collection 8.5 Nov-OS 
ca,, 7 Aug-06 
Castlevania: Cooe of Darl.ness 7,5 NoY-05 
Chicxenlittle 7 Nov-OS 
Oirorides of Namia: The Lion, 

The \\Itch, and The Wardrobe, The 6.5 Dec-OS 
Cold War 6 Dec-OS 
College Hoops 2K6 8 Jan-06 
Commandos: Strike Force 5.5 Jun-06 
Conflict: Global Terror 6.75 Nov-OS 
Ila ¼lei Code, The 6 Jul-06 
Doom 3: Resurrection of Evil 8.5 Jan-06 
O.eamfal: The longest Journey 8 Jun-06 
Driver: Parane, lines 6.75 May-06 
Fable: The lost Chaple,, 8.75 Jan-06 
Far Cly Instincts 8.75 Nov-OS 
FlFA Street 2 6 Ap(-06 
fiil>Ujight i!OOnd l 9 ..Ma,-06 
Final Fight: Streetwise 4 Mar-06 
From Russia Vvith love 7.75 Dec-OS 
FuH Spectrum Warrior: 

Ten Hammers 7.25 Ap(-06 
Gauntlet: Seven Sorrows 6.25 Feb-06 
Ghost Recon Advanced Warfighter 7.5 May-06 
Godfather: The Game, The 7,5 May-06 
Gun 8,75 Dec-OS 
HaK-Ure 2 7.25 Dec-OS 
Hany Potter and lhe Goblet of Fire 6.5 Dec-OS 
Hilman, 6lood Money 7.75 Jun-06 
Jaws 4,75 Aug-06 
Karaoke Revolulion Pa,ty 8.5 Dec-OS 
LA Rush 6.25 Dec-OS 
Major League 6asebal 2K6 8.5 Ap!-06 

Ma~=~~re 7.25 Apt-06 
Matrix: Path of Neo, The 7.25 Dec-OS 
'Midnight Oub l: 

DUJl Edi~on Remix 9.S -06 
MLB SlugFest 2006 5 Aug-06 
MVP 06 NCAA S.seball 7 Feb-06 
N6A 2K6 8.5 Nov-OS 
NSABaflef,Phenom 7.75 Ap(-06 
NSA live 06 7.5 NoY-05 
NCAA Foolbal 07 8.25 Aug-06 
NCAA Match Madness 2006 7 Nov-OS 
Need lo, Speed: Most Wanted 8.5 Dec-OS 
NFL Head Coach 6.75 Aug-06 
N=re Before Christmas: 

ie's Revenge. The 5 Nov-OS 
Operation Fi.shpo;nt Elne 5 Feb-06 
Outrun 2CX>6: Coast 2 Coast 7.5 Jun-06 
Pac-Man World 3 6.25 Jan-06 
Peter Jackson's King Kong 
Prince or Persia: 

8.5 Jan-06 

-cI,,<uhrones 

Rainbow Six: Lod<down 8.5 Nov-OS 
Rogue Troope, 7.25 Jun-06 
5efious Sam II 7.75 NoY-05 
Shadow lhe Hedgehog 4 Jan-06 
Shattered Union 4 Jan-06 
Sims 2, The 7.75 NoY-05 
Sniper Elite 7.5 Nov-OS 
SonicRidels 5 Ap!-06 
SSX On Tour 8 Nov-OS 
Star Wars: Battlefront II 8.5 Dec-OS 
Stubbs the Zombie in 

•Rebel 'Mthout A Pulse• 8 Dec-OS 
Ta ito Legends 8.5 Jan-06 
Tiger Woods PGA Tour 06 6.25 Nov-OS 

Ton-I> Raidel: legend 
Tony Ha"1c's American Wastel,nd 
Torino 2006 
Tool Ove,dose 
True Crime: New York Cily 
Ultimate Spider-Man 
Urban Chaos: Riot Response 
Wallace & Gromit: 

Curse of the Were-Rabbit 
WarPath 
Warriors, The 
'Mnbad< 2: Project Poseidon 
'Mooing Eleven 9 
'Mthout Warning 
/(-Menu~: 

Rise of 
X-Men: The Official Game 

Age of Emp;res Ill 
Auto/1.ssault 
S.ttlefield 2: Specialfqr"" 
Black & !Miite 2 
can of Duty 2 
City of Villains 
Cold War 
Commandos: Strike Force 
Da<wicia 
O.eamfal: The longest Journey 
Dungeons & O.agons: O.agonsha,d 

~~~ 
Eanh 2160 
Elder Saolls IV: ObfMOfl. 

8.75 May-06 
8.25 Dec-OS 
4.25 Ap,-06 
6.25 Jan-06 
8.75 Jan-06 

8 No,-05 
7.75 Jul-06 

7 Nov-05 
7.25 May-06 
8.25 NoY-05 

4 Jun-06 
8.5 Feb-06 
6.5 Nov-OS 

9 Nov-OS 
Jul-06 

8.25 Dec-OS 
7 Jun-06 

Feb-06 
No,-05 
Qec-0 
Jan-06 
Dec-OS 
Jun-06 
Jul-06 

Jun-06 
Nov-OS 

F.EAR. -----Full Spectrum Warrior: 
Ten Hammers 

Galactic Civilizations II: 
O.ead imds 

HaK-Ufe 2: Episode One 
Heroes of Mighl & Magic V 

Hilman: 6lood Money 

~:=:~IL The 

~=su~~e 
Movies. The 
Pa,adise 
Prey 
Quake IV 
Rise & Fall: Civilizations at War 
Rise of l'!,tions: Rise of egends 
Serious Sam II 
Shanered Union 
Sid !,<tie(s CMliutionJY 
Sims 2: Open fo, Business, The 
SiN Episodes: Eme,gence 
Star WMS: Empire at Wat 
Taito Legends 
T,tan Quest 
Warl'alh 

NINTENDO DS 
Age of Emp;res: The Age of Kings 
Animal Crossing: 'Mid WOl1d 
Battles of Prince of Persia 
Sig &ain Academy 
Bfain Aae 
~nia:Dcl!Ml So!r . 
Dig Oug: Digging Strike 
Electropl,nkton 
Guilty Gear: Dust Strike<S 
lost Magic 
lunar. O.agon Song 
Madden NFL 06 
Magne1ica 
Mario & Luigi: Partners in Tme 
Mario Kart OS 
Mega Man Bottle NelWOrl. s, 

Double Team 
Metrotd Prime: Hunters 
Metrotd Prime Pinball 
NewSupe,Mario& 
Point stank OS 
PokbnonTrozei 
Resident Evil: Deadly Silence 
Rub Rabbits\ The 
Sims 2, The 
Snov.ooa.-d Kids OS 
Sonk Rush 
Super Monkey S.1: Touch & Roi 
Super Princess Peach 
Tamagotchi Connection: 

Comer Shop 
Tao's Adventure: 

Curse of the Demon Seal 
Teenage Mutant Ninja Turtles 3: 

Mutant Nightmare 
ii:wisDS 

7.25 Ap(-06 

8 Apr-06 
8.75 Aug-06 
8.25 Ju~ 

7.75 Jun-06 

8.5 Ap,-06 

7.25 Ap,-06 
8.75 Dec-OS 
5.25 Jul-06 

,5 Aug-06, 
8.75 Nov-OS 

5 Aug-06 
9S-Jul.06 
7.75 Nov-OS 
4 Jan-06 
cs Jan-06 
7 Apt-06 

7.75 Jul-06 
8.25 Mat-06 
8.5 Jan-06 
8.25 Aug-06 
7.25 May-06 

Mar-06 
Dec-OS 
Feb-06 
Aug-06 
Jun-06 

5 
Dec-OS 
Feb-06 

May-06 
Joo-06 

4.75 Nov-OS 
5 Nov-OS 

7.25 Aug-06 
8.25 Dec-OS 
8,5 Dec-OS 

7.75 No,-05 
8.5 May-06 
8 NoY-05 

_.2_5 Juf9l;] 
4.5 Aug-06 
8.25 Ma,-06 
7.75 Mat-06 
7.5 Apt-06 

6.75 Feb-06 
6 Jan-06 
7 Jan-06 
8 Apt-06 

8.75 Mar-06 

6.5 Ap(-06 

Jun-06 

4 NoY-05 
.2S Apr~ 

Tony Ha"1c's American Sl<Sland 
Trace Memol'y 
True Sv,;ng Golf 
Viewtiful Joe Double Troub4e! 
Worms: Open Warfare 
Zoo Tycoon OS 

Armored Core: 
Formula Front Special Edition 

Astonishia Sto,y 
Slade Dancer 

ca~ 
Con, The 
Daxte< 
Del Jam r,gt,t for NY: The Tak..,.., 
EJcit 
F,eld Commander 
FIFA 06 
F,ght Night Round l 
From Russia with love 
Generation of Chaos 
Ghost ;n the Shell: 

Sland Alone Complex 
C.adius Collection 
Grand The!i Au!i5: 

l.ibertyOtyS!o<ies 
Infected 
Juiced Emnator 
IGngdom of Pa,adise 
legend of Heroes, The 
legend of Heroes IL The 
Lemmings 
imd of !he Rings: Tactics, The 
Madden NFL 06 
Marvel Nemesis: 

Rise of the Imperfects 
Me and My Katamari 
Mega Man: Maverick Hunter X 
Mega Man: PoiNered Up 
Metal Gear Acid 2 
MLB '06 The Show 
Monster Huntet Freedom 
MX vs. ATV: On lhe Edge 
N6A06 
NSA S.llets: Rebound 
Need for Speed: 
Most Wanted 5· 1-0 

Outrun 2006: Coast 2 Coast 
PQ: PrcKlical Intelligence Quotient 
Prince of Persia Revelations 
Pursuit Force 
Race Driver 2006 
Samurai Warriors: State of War 
Sims 2, The 
SOCOM U.S- Navy 

SEALs: rireteam Bravo 
Spfinte, c,u Essentials 
SSXOn-
Star Wars: Batdefrontll 
Street F,ght Alpha l Max 
Street Sup,-emacy 
Syphon ritter: Dark Mirror 
Tiger Woods PGA Tour 06 
Tokobot 
Tomb Raidel: legend 
Uhimate Block Party 
Untold Legends: 
The Wamor's Code 

Vall<yrie Profile: Lenneth 
Vlewliful Joe: Red Hot Rumble 
Vlrtua TeMis: Wodd Tour 
'Mooing Eleven 9 
Worms: Open Warfare 
WRC: F1A WOl1d 

Rally Olampionships 
WWE -Vs. Raw 2006 
X'Meif~sll: 

&se.c 
Vs: The M of Napishtim 

GAME BOY AOVANCE 
OK: King of Swing 
Dogz 
Donkey Kong Counuy l 
OnU Dozer 
0., Mario Puule league 
ronal Fan1a5y IV Advance 
GunstM Supe,- Heroes 
Mario Terwiis: Power Tour 
Mega Man Bottle Networl. 6: 

C)t>east C.egar/Cybeast Falw 
Mega Man Zero 4 
Summon Night: Swo,daaft Sto,y 

Su&:i~!.!~ 
Tales of Phantasia 
Tower SP, The 
Zooo 

8.75 Feb-06 
7.5 Nov-OS 
7 Feb-06 

7.5 Dec-OS 
7 May-06 
6 Jan-06 

l .75 Nov-OS 
4,25 Aug-06 
5.5 Aug-06 

8.5 May-06 
8 Nov-OS 

8.75 Apt-06 
8 Aug-06 

7.25 Ma<-06 
7.5 May-06 
7,5 No,-05 

7.75 Ap(-06 
6.75 May-06 

5 May-06 

5.5 Dec-OS 
8.5 Jun-06 

9,25 Dec-OS 
8.25 Jan-06 
7.75 Aug-06 
6.75 Jan-06 

6 Jan-06 
6 Jul-06 

7.25 Jul-06 
6,75 Jan-06 
8.5 Nov-OS 

6.5 Nov-OS 
8 May-06 
8 Mar-06 

8.25 Ap,-06 
8 Apt-06 
7 Ap,-06 
4 Jun-06 
8 May-06 

6.5 Dec-OS 
8 Ap!-06 

7.25 Jan-06 
7,5 Jun-06 
7.75 Feb-06 
7.75 Feb-06 
6.25 Apr-06 
8.5 Aug-06 
7 May-06 

5.5 Feb-06 

7 Jan-06 
8 May-06 

7.75 Dec-OS 
7 Jan-06 

7.75 Mar-06 
6.75 Ap(-06 

8 May-06 
7,5 Dec-OS 

8.25 Jan-06 
8.25 Jul-06 
7.5 Jun-06 

8.25 Ap(-06 
8 Aug-06 
7 May-06 

8.5 Nov-OS 
7,5 Mar-06 

May-06 

8.75 Ap!-06 
8 Feb-06 

Dec-OS 
6.75 Ap(-06 

7.75 Nov-OS 
6.75 Feb-06 
8.5 Nov-OS 
7.75 Feb-06 
7.5 Jan-06 
8.75 Jan-06 
8.75 Dec-OS 
7.75 Dec-OS 

6.5 Aug-06 
8 NoY-05 
7 Aug-06 

7.5 Aug-06 
7.25 Mar-06 

7 Jun-06 
7 Nov-OS 
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• :: ::::•. ::. Codes, Strategies, Hints, Droids, And Tips 



Attention All Clleaters! 
Cheat codes, by their ~,y nature, ore in 
many coses buggier than Virginia in August 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
o favor and bod< up yours~ before using 
onycodes. 

On a lighter note, you con send your codes 
to secretoccess@gomeinformer.com for o 
chance to be featured here and win o ~,y 
special prize! 

MULTI-SYSTEM 

Go to the options menu to reach the Cheats 
sub-menu, then enter the desired code. 

Unlock All Bonuses - Et In Arcadia Ego 
Unlock All Visual Database Entries -
Apocrypha 
Double Health - Sacred Feminine 
God Mode - Vitruvian Man 
Level Select - Clos Luce 1519 
One Hit Weapon Kill - Royal Holloway 

Enter the following code during gameplay 
without pausing. 

Full Health - A Q A Q A 0 (x2), X 

'GI Droid' 
(location unknown - lost seen eating your 

birthday coke before you blew the candles out) 

• 

Please geek responsibly. 
You 'Tlay speak the langauge, 

but are you geeked? 
Here's a chance to prove it. 

www.uat.edu > 800.658.5744 



I ilh~: :: C LASS I C G I Where The Past Comes Alive 
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According to information in the games, Silent Hill was once a Native American holy land, a 
Civil War-era penal colony, the site of two separate epidemics, home to a once-thriving coal 
mine, and - after all of those facades fell away - a sleepy town that tried to market itself 
as a tourist destination. The town unfolds between layers of fog (in the games) or ash and 
smoke (in the movie), but no matter the source, the claustrophobia is the same. Silent Hill is 
a place of desperation, lies, and horrors, and seems to have a purgatory-like function later in 
the series as characters arrive and are forced to re-live or come to terms with their worst acts 
in the normal world. 

So when exactly in the town's timeline did the shape-shifting, soul-sucking hellmouth 
that we see in the games really emerge? Some say that the Native Americans recognized 
the power of the land 
around Toluca Lake. 
Others say that it started 
with Alessa, a young 
girl whose legacy and 
reincarnations tie the 
four Silent Hill games 
together and from which 
the movie grabbed most 
of its plot. 

OLDS! LEJ..'T BILL 

: ... - ... , - . 

BLOOISL --.. 
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This ultimate discovery of Alessa in the 
movie takes place in the bowels of the 
hospital. Although the structure fits into 
the geography of Silent Hill as presented 
in the first game, players don't go there 
until the second and third titles. Rose must 
battle through hordes of mutated nurses 
(in naughtier outfits than they likely wore 
while on their usual rounds) and takes 
small notice of the girl's main caretaker. 
While unnamed in the film, it's reasonable 
to assume that she is supposed to be Lisa 
Garland, a drug-addicted nurse charged with 
taking care of the vegetative Alessa. At vari
ous points in the first game, Harry encoun
ters Lisa and she points him towards the 
town's manipulative cult leaders, the drug 
the group are feeding to the townspeople, 
and what they really did to Alessa when 
she was little. Lisa is most notable, however, 
as being the only "innocent" person Harry 
encounters in the alternate Silent Hill. 

Rose's quest through Silent Hill ends not 
long after Alessa's tale is told, but the way 
that the movie ends eliminates any sequels 
from taking the path of the games' story
lines. In Silent Hill 3, Cheryl (who goes by 
Heather since her father rescued her in the 
first game) is called back to the town and 
fights against the cult who believes that she 
will be the mother of God. 
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:• classic gi feature 
The extremist religious cult whose elaborate and destructive plans serve a central role in the mythes of the Silent Hill games 

is generally referred to as The Order. The majority of Silent Hill residents that players encounter are members of this somewhat 
secret society. \11/hile they offer services and religious education openly, their greater plans are kept under wraps. In the movie, the 
group's greatest sins are burning Alessa to "cleanse" her and convincing their members that an apocalypse was brought about 
because of their misdeeds. In the games, the group is responsible for distributing a drug called \11/hite Claudia to tourists and resi• 
dents alike (in the first game). \11/hile this forced drug addiction is despicable, the group's biggest indiscretions are against children. 
They attempted to sacrifice Alessa to call forth their true archaic God (before the games begin), and summoned Heather back 
to the town for another attempt at bringing about the rhapsody (in Silent Hill 3). Silent Hill 4: The Room (which wasn't originally 
intended to be a Silent Hill game and had franchise ties inserted later in development) alludes to an orphanage run by some 
members of The Order where Walter Sullivan, the serial killer at the center of SH 4, painfully spent time. 

With all of this emphasis on The Order, the second game 
(whose events have few stated ties to the cult) seems 
left out of the film. From a plot standpoint, this is true. 
But the movie and its marketing campaign took one very 
important icon from Silent Hill 2 - Pyramid Head. One of 
the few masculine enemies in the second title, his pres
ence and actions in the movie are lifted almost directly 
from the game. Dragging a huge blade behind him and 
wearing a large metal headpiece that covers his entire face, 
the enemy's approach in both the movie and the game is 
terrifying. He kills humans and enemies alike. He is relent
less. And he seems to be indestructible. Within the games 
it is implied that he is representative of executioners from 
earlier in the town's messy history, but he also resembles 
Walter Sullivan's first victim in Silent Hill 4: The Room. 

The references between the movie and the games go 
on and on. Some are subtle, like Rose solving puzzles 
to follow her daughter through the town. Others aren't 
so much references as direct recreations of scenes from 
the game. For example, when Rose enters the town and 
starts walking down an alley only to be overcome by 
teams of mutated children, the sequence is a shot-for-shot 
recreation of Harry's introduction to the town. 
Regardless of how successful Silent Hill was or 
wasn't as a movie, it's interesting to watch as a 
player. Seeing what elements of such a long-run· 
ning video game franchise are woven together is 
an experiment that no other series to film adap
tation has offered and, at a bare minimum, the 
results are interesting. ■ ■ ■ 
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GREATEST GAME OF ALL TIME 
by Boa Nguyen 

I METAL GEAR SOLID 2: 
SONS OF LIBERTY 
> FORMAT PLAYSTATION 2 • 
> PUBLISHER KONAMI OF AMERICA 

Quite possibly the quintessence of quality gaming, Metal Gear Solid 
2 delivers on all fronJs, soaring abo-ie the excellence that was its pre
decessor, which boasted an explosive and intelligent SIOfY line, tight 
gameplay, and bizarre boss fighJs. 

Wrthout revealing too much critical plot information, the story 
starts with Solid Snake, the hero of the original title, walking along 
the George Washington Bridge in New York. He vanishes into thin 
air and jumps off the bridge and lands on a tanker, which is home 
to his first mission in two years. After the evenlS of Metal Gear Solid, 
Revolver Ocelot sold off the blueprinJs of Metal Gear REX. a bipedal 
nudear behemoth. The tanker that Snake is infiltrating contains a 
new type of Metal Gear, one that is supposed to be more powertul 
than REX. But things go sour, the tanker sinks, and Snake allegedly 
drowns in the rough waters of the Hudson River. 

Then. two years later, a rookie agent codenamed Raiden pen
etrates an offshore treatment plant to foil the plan of a terrorist orga
nization that has seized the president and numerous hostages. This 
may seem simple, but in reality, the rabbit hole goes a lot deeper. 
Thus begins the long tale of Metal Gear Solid 2. 

Throughout the two chapters, Snake's brief tanker adventure 
and Raiden's long plant mission, the player will guide two amazing 
characters down a harrowing and incredibly intricate storyline. You 
might even tear up on one occasion. but the plot can get a bit com
plicated for those who have yet to play the original. But of course, 
stories do not define the destiny of a game; it's the gameplay that 
counJs. During the course 
of the missions, the player 
will dimb over rails to avoid 
enemy sentries, defuse 
dusters of (4, use a high
frequency blade to beat a 
Doctor Octopus mimic, hold 
up a guard and use him for 
a retinal scan, and more. 
The exciting momenlS of stealth action coupled with a diverse array 
of weapons makes gameplay all the more captivating. And the afore
mentioned momenlS are simply the tip of the iceberg; This game 
contains a hell of a lot more stuff. 

The graphics are still top notch today. Surprisingly, this is an early 
PS2 title. A ton of detail was paid to refining the environmenJs. Rain 
drips on the decks of the tanker. BulleJs cause holes in the walls. 
These finer details, on top of iJs deep gameplay, the convoluted yet 
riveting story, and overall mirror polish makes Metal Gear Solid 2: 
Sons of Liberty an instant classic. And that is why this is truly the 
Greatest Game of All Time. 

THIS MONTH IN GAMING HISTORY 

August of 1976 saw a revolu
tion in video game technology 
and ideas that we're still using 
today. The Fairchild VES (later 
renamed the Fairchild Channel 
F) was the first console to use 
interchangeable cartridges 
for game content instead of internally-stored games. The idea 
and implementation were both revolutionary, but the Fairchild 
was overshadowed a year later by the Atari VCS. and both were 
eventually obliterated by the big crash a few years later. At least we 
still have the Game Boy and DS lines to carry on the ideal of swap
pable games with no loading. 
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... • •. • ... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: AUG 1B 

How They Did It 
To most gamers, the process of how 
a game moves from one language 
and culture to another is something 
of a mystery. This month, we talked 
with several experts on the subject, 
including how they got their sweet 
gigs. Read the full interviews in 
Unlimited. 

GI Online On The Road 

Extra Interviews 
Voice actors sure do say some funny 
stuff. Like that one time, in that one 
game. Remember that? No? Well, you 
will if you go over to September's 
Unlimited and hear more from cam 
Clarke and Jennifer Hale, two of 
the most well-respected and prolific 
voice actors in the industry, as well as 
Blindlight's Lev Chapelsky. 

Ever striving to bring you the absolute latest in video gaming news, the online 
crew is travelling over land and sea this month to bring you more coverage 
across all the internets! Atari will be showing off their latest products in an 
event in Las Vegas, while Konami's summer BBQ promises to reveal some 
exciting tidbits about their holiday lineup and beyond. We'll even have folks 
at the German Games Convention in Leipzig to give you the scoop on all the 
games from the biggest publishers. 

While the name Bully 
has been known to 
gamers for some time 
now, we took the 
chance this month to 
visit Rockstar to get 
the full scoop on the 
rapidly approaching 
schoolyard satire. If 
our 10 pages of info 
and images didn't sate 
your hunger, hop onto 
this month's Unlimited 
section and check out 
some extra screens 
and art that we've 
reserved just for you. 

More Balls 
Hopefully our roundup of this year's 
basketball offerings gave you some
thing to think about. If you found 
yourself firmly wanting more sweaty 
balls, you might want to go online 
and check out our exclusive pictures, 
including some of the motion capture 
work they're adding into NBA Live 07. 

Call of Duty 3 
can of Duty 2 was one of the biggest 
hits of last holiday season, and was 
a clear favorite for early adopters of 
the Xbox 360. Activision is eager to 
repeat its success with its latest take 
on the WWII era, can of Duty 3. We 
spoke with the gamemakers, and you 
can read their full comments to us in 
September's Unlimited. 

PLUS EXTRA 
CONTENT FOR: 
God of War II, TimeShift, 
Justice League Heroes, Star 
Trek Legacy, LEGO Star 
Wars II, and many other 
upcoming holiday titles 
you're waiting for! 
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VIDEO GAME TRIVIA 
One of the reasons people love video games is because they pro-
vide opportunities to do things we can't normally do in real life. But 
wouldn't it be sweet if the world of video game abilities could be trans
ferred over to the real world? Answer these questions to discover which 
power - normally confined to the world of gaming - you can unlock for 
use in your everyday life. 

1 Console versions of arcade 
classics weren't exactly pretty 
back in the ·sos, This screen is 
taken from the NES iteration of 
what coin-op classic? 

A. Paperboy 
8. Rabbit Punch 
C. Hang On 
D. Paperboy 2 

3 Ninjas are universally regard
ed as the perfect video game 
heroes. Which of the following 
was not a ninja weapon or skill 
available to the player in The 
Legend of Kage for NES? 

A. Throwing Stars 
8 . Invisibility 
C. Super Jump 
D. Sword 

4 How many horses were there 
to unlock in the PC version of 
Barbie Horse Adventures? 

A. 4 
8. 7 
C. 12 
D. I didn't play that garbage 

5 Riiiidge racer! This franchise 
from Namco is often one of the 
first out of the gate when a new 
console hits the market. Of the 
following consoles, which one 
did NOT have a Ridge Racer title 
for launch? 

A. PSP 
8. GameCube 
C. Xbox 360 
D. Um, Giant enemy crabs? 

6 In High Voltage Software's 
Leisure Suit Larry: Magna Cum 
Laude, Larry will put up with 
some ridiculous situations all in 
the name of chasing tail. Which 
of the following problems is he 
NOT faced with in the game? 

A. Dressing up as wood 
8. Playing Dungeons & Dragons 
C. Trying not to say "Buttress• 
D. Babysitting a talking monkey 

7 Double Fine's Psychonauts 
has some of the most memo
rable characters ever assembled 
in a game, and this little guy is 
one of them. What is his name? 

A. Dogen 
B. Sasha 
C. Ford 
D. Milkman 

8 True or False: There is no cow 
level. 

A. True 
B. False 

9 Retro Studios may be known 
for its work on the Metroid 
games, but in the early life of 
the GameCube it was working 
on another title that eventually 
got the axe. What was this proj
ect called? 

A. Unity 
8. Thornado 
C. Dead Phoenix 
D. Raven Blade 

10 Gamers should recognize 
this developer as the face of 
Lumines, Ninety-Nine Nights, 
and Rez (plus numerous GI 
Spy appearances). What is his 
name? 

A. Yoshinori 
Kitase 

8. Tetsuya 
Mizuguchi 

C. Suda 51 
D. Denis Dyack 
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BREAKDOWN 
33.3% of the revenue generated by the U.S. mobile game 
market is from puzzle and strategy titles. 

15 The number of years that Sonic the Hedgehog has been a 
focture in the industry. Unfortunately, he was only fun for about 
five of them. 

99% of human beings think the little boy in Superman Returns is 
adorable. The other 1 percent are dead on the inside. 

37% of casual gamers are between the ages 35 and 49, 
according to a recent study. 

0.05% of Xenosaga fans will be disappointed by Shion's 
gratuitous shower scene in Episode Ill. 

* Trivia Score & Rank * 

0•1: 2-3: 
Bottomless Inventory Double lump 

4-5: 6-7: 
Respawn Improbable Weapon 

8-9: 10: 
Oieat Codes Limit Break 

Video Game Trivia Answers: I . A 2. C 3. B 4. D S. B 6. C 7. AS. 89. D 10. 8 
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