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super power full 

It takes a documentary, produced every week 
by an in-house video crew, to help EA producer 
Jeff Peters keep track of the huge array of powers 
and anack combinations that the 140 developers 
working on Superman Returns™: The Videogame 
have put together. • Metallo, for instance, is 
60 stories tall," he says, ·so you might want to 
fly around the city a linle bit, maybe down to the 
port, and find something really massive - a ship, 
for example - pick that up and hurl it at him." 
Each villain has different strengths - and unique 
vulnerabilities - so attacks that devastate one 
enemy won't necessarily work against another. 

"With a villain like Parasite, you maywantto keep 
your distance," he says. "You could do something 
like grab a fuel truck, throw it toward him, then 
blow it up with your heat vision just before it hits 
him." If the ensuing explosion happens to set an 
apartment building on fire, Peters suggests leaving 
the fight for a moment to airlift a fire engine to the 
scene so it can douse the flames, then rejoining 
the battle. "There are so many different things you 
can do," Peters says. · 11 all adds up to this amazing 
feeling of freedom." 

flight maHifest 

When he was 13, EA level designer Zach Wilson 
used to blow his entire SlO-a-week allowance on 
Superman and other comic books. For the last 
two years, he's been tights-deep in processor 
cycles and aerodynamics with the rest of the 
team working on Superman Returns, giving life to 
the Man of Steel with his own personal branch of 
physics - from takeoff to 800-m.p.h. flight through 
the densely packed streets of Metropolis to midair 
hand-to-hand combat. 

"The hardest thing with flight in a 30 environment 
is to make it look realistic and make iteasyto learn at 
the same time." EA's state-of-the-art development 
methods gave Wilson & co. the tools to nail that 
balance between realism and playability. "Gamers 
can be so skeptical,· Wilson says. · 1 understand - I 
used to be those guys. That's what motivates us: to 
prove to the world that we can pull it off." 



SUPERMAN RETURNS 
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11ew world mortar 1 

Before EA concept art director Phil 
Straub and his team could construct 
Metropolis in the game environment 
of Superman Returns, they needed a 
map. Building on 20 maps supplied by 
DC Comics, EA created a detailed 3D 
representation of the city - first on paper, 
then in clay, then out of papier-miiche and 
wood and finally out of bits, pixels and 
polygons. Eighty square virtual miles of 
playable spaca. 

And playable means seriously playable: 
billboards, fire hydrants, cars and tractor
trailers, lamp posts - you can use nearly 
every element in the environment as a 
shield, a weapon - or, in Metal/o's case, 
a toothpick. 











SACRED COW 
BARBECUE 
Everyone has an acclaimed 
game that they just can't stand, 
from Mario to Zelda or GTA. 
We've got plenty of ammuni
tion for aU you haters-in-train
ing to stir up forum wars on 
any corner of the Internet in 

' our inaugural roast 

INDIANA JONES 
Indy's first next-gen foray 
takes the legendary arche
ologist beyond his film 
roots and explores what the 
character is 1U about We 
break down !MW the game's 
procedural Al ind extensive 
environmentll interaction 
will help inake Dr. Jones 

,_-"'---""' cool again. 

GUITAR HERO II 
We Sllute those who give 
us the ability to rock. We 
also take an early version 
of Guitar Hero II and its co
op modes, new tracks, and 
various instrumental lines 
for a spin and offer up a 
full report. 

16111iflhllfitl 
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Capcom Puzzle World ......................... 102 
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Darwinia . . . . . . . . . . . . .. . . .. . .. .. . . . . . . . .. . . .104 
Destroy All Humans 2 ............ ... .. ... ..... 74 

Dreamfall: The Longest Journey . .. .. .. .. .. .. . .. 112 
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Dungeons & Dragons: Tactics .. ..... .. . ......... IOI 

Enchanted Arms .................... . ......... 100 

Far Cry Instincts: Predator . . . . . .. .. . .. . . . .. . . . . 114 

Fatal Inertia .. .. .. . . . .. . .. . .. .. .. . ..105 
Final Fantasy XI .. . .. .. . .. .. .. .. .. .. . 115 

God Hand .. .. .. .. .. .. . . .. .. . . . .. .. .. .. .. . . 105 
Gradius Collection ....... . .. . .. .... .... ..... 119 
Hellboy .. .. .. .. .. .. .. . ............ 76 
Hilman: Blood Money .. ............ .... .... ... 110 

Hotpxl ........ . ............................. 103 

Legend of Spyro: A New Beginning, The . . . . . . . . .103 
LEGO Star Wars II: The Original Trilogy . . . . . . . . . . 84 

Lost Magic .. . .. . 118 
Lost Planet .. .. .. .. .91 
Marvel Trading Card Game . . . . . . .. 104 

Medieval 2 . . . .. . .. . .. .. .. . . .. . . . . .. .. . . .. .. 104 
Mercenaries: World In Flames .. .. .. .. . .. .. .. .. . 72 

MLB 2K6 ................................ ... 115 
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NCAA Football 07 .. .. .. . .. . .. .. .. .. .. . .. 98 
New Super Mario Bros. .. .. .. .. .. . .. . .. .. .. . 92 

NHL 2K7 .............................. ... .. 107 

Okami .................................... 93 
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Rogue Trooper .. .. .. .. .. .. .. .. .. . .. .. .. . 110 
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THREE 
THOUGHTS 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

Don't Hate Us .... 
This month, we try something that I think is a bit of a 

twist Our video game roast that we so cleverly named 

The Sacred Cow Barbecue is a chance for us, the writ

ers, to anger not only our readers, but the publishers 

whose pockets have been lined by the very milk these 

cows produce. 
But we all know someone like this. It's hard to fath

om that there is anyone in the world that thinks Super 

Mario Bros. is the worst game ever made, or that Halo 

is a sub-par game. Hard to believe, but it's true. This 

month we spread the hate for your enjoyment 

It's On Like Donkey Kong ... 
The hardware wars have gone into a full-fledged 

fervor, and I can't say how much I enjoy it This issue 

is packed with a ton of new games to see, and next 

month we'll have even more when we break down 

all the happenings of E3 and what they mean to the 

gamer. The funny thing about the whole console war is 

that for once, the race is really up in the air. Last round 

it was PlayStation all the way, but I can play scenarios 

in my head where any of the three hardware manufac

turers can win. November can't come soon enough. 

Handhelds and You ... 
You know the greatest thing about handheld gaming 

isn't the games themselves, though there are many 

truly outstanding titles you can play. It's the fact that 

you just never know who you are going to meet when 

you sit outside with a GBA, OS, or PSP in hand. The 

opening line of, "What are you playing?" is universal, 

and one that leads to some good old-fashioned video 

game talk. So next time you see someone playing, 

make sure to say hello. You never really know who you 

might meet 

Enjoy the issue. 

Cheers, 

if 
ameinformer.com 

Handle: The Game Hombre Expertise: RPGs, Actioryl'1atlonn, 
Driving, Fi151-Person Shooler5 Interests: Built To Spill, Trail Of Dead, 
The Postal Selvice, Pretty Girls Make G@ves Dislikes: Stupid CD Cases 
That I Sv.ear /ve Broken The Moment You Open Them, Appointments, 
Retreads Current Favorite Games: Mega Man Maverick Hunler X. 
Kirby Canvas Curse, World Of Warcraft. Tetris DS 
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Reiner >> reiner@oamelntormer.com 

Handle: The Raging Gamer Expertise: RPGs, Actioo, Fi151-Person Shooters, Strategy, 
Sports, Fighting IMerests: The Great Debate MechaGodzllla Or C~ 7, Pretty Girls 
Make GrMS Elcn Vital, Farting On Fnends' Controllers (The Video Game Equivalent Of 
Marking Your Temtor;). A Storm Of s- ds Dislikes: The Empty What /vn I Gomg To Do 
Nowr Feeling That Sinks In After Completing A Final Fantasy Game.Jurassic Pork 4 (Talking 
Dinosaurs?), The Short Rechargeable Battery Life For Xbox 360 Controllers Cumnt F-ite 
Games: Final Fantasy XII, GradlUS Collection, The Elder Scrolls IV: OblMOI\ lost Planet 

Matt>> matt@oamelnformer.com 
Handle: The Original Gamer Expertise: First-Person Shooter5, Action/Platlorm, Action/ 

,....~~, Adventure, Action/Sports Interests: Medium, Knowing M1: Knowing You With Nan 
' Portndge (Gets Better Every Time I Watch It), Almonds, Built To Spill - You In RMrSe, 

Millennium Connect On 35th And Chicago (Awesome Hip-Hop MIXtilpes For CheapO 
Dislikes: The Current Car Trouble Sv.eeping The GI Offices, Decider5, Stress Over The New 
Vikings Umfonns (Scary!), Bonng Bands Current Favorite Games: Bram Age, The Elder 
Scrolls IV: Oblivion, Tetris OS, Tomb Raider: Legend, Guitar Hero II 

Kato > > kato@gamelnformer.com 
Handle: The Game Katana Expeltise: Sports, Racing, Act1orvAdventure, Actlorv'P1adorm 
Interests: My Japanese Vacation (I Miss Daikanyama!), Rose Melberg's Cast Away The 
Oouds, Popeye's Chicken, Conrad & Nolan's lirst Birthday, The New Viking Unfforms (They 
/ven't Out Yet, But I'm Crossing My Finger5) Dislikes: Kevin McHale. The New Morrissey 
Record (I'm A Fan, But This Album Simply S11nksO, Transferring Through O'Hare Airport, 
HilVlng My Veracity Queslloned On A Message Board Cumnt Favoritt Games: The Elder 
Scrolls IV: Oblivion, Guitar Hero II, Call Of Duty 2, NFL Head Coach, Brain Age, Lost Planet 

Lisa>> lisa@oamelnformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Miorvl'ladorm. 
Raong Interests: Str~ars Water Gun Assassinations. Dietrich (Best Fake Person Ever), 
The Cubes Toys (I Was A Cube Monkey, And This Is Funny Stuff), Craislns, Phaidan Design 
Oossics Books Dislikes: High-Def Format Wars, Cutesy Dog Beds (Lame To The Max), 
My Home Internet Connection Current Favorite Games: Tomb Raider: Legend, Black. 
Tetris OS, World Of Warcraft. Dreamfall: The Longest Journey, The Tower SP (So Addictive), 
Assassin's Creed, Bram Age 

Jerem >> 'erem ameinformer.com 
Handle: Gamezilla Expertise: Fi151-Person Shooter5, Survival Horror, Action/Ptatlonn, 
Fighting, Strategy/RPGs Interests: A New Bike And Great Weather To Ride It In, The 
Rivefvlew Theater, Gnlhng Season, Friends Of Lulu, Brian K. Vaughan Comics, The Netflix 
Virus Finally Spreading To My House Dislikes: Hanging Drywall, Cooked Carrots. Buying 
Candy Wrth Bugs In It Current Favorite Games: The Elder Scrolls IV: Oblivion, Far Cry 
Instincts: Predator, Ultimate Ghosts 'N Goblins, Lost Planel Dead Rising, Guitar Hero II 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi151-Person Shooters, Fighting 
Interests: The Hormel Row Of Fame, Making Ridiculously Powerful Potions In Oblivion, 
The Twins Playing Real Baseball, Watching The Yankees, Braves, And White Sox Lose 
Dislikes: Having A Gean-Up Hitter Batting .085, Not Really Liking /vrf Of The New Baseball 
Video Games, Trying To Harvest Wisp Stalks, Warranties Not Covering Everything They 
Should Current Favorite Games: World Of Warcraft. The Elder Scrolls IV: Oblivion, Brain 
Age, Zuma, Geometry Wars Retro Evolved 

Joe>> joe@gameinformer.com 
Handle: The Real ~n Gamer Expeltise: RPGs, Adventure, Action, Strategy, Puzzle 
Interests: Tyrion Lannister (Best Hand Ever. Almost), Having A 105% Chameleon Buff In 

'l"'!-.~-. Oblivion (I /vn Undetectable Mayhem!), Parentheticals (Apparently I Just Can't Resist 'Em!) 
Dislikes: Oil Man (Lame! Now I See Why He Didn't Make The First Cut), Fooling People 
Into Thinking I Know Anything About Baseball (Watch: "Yeah, I Totally Think Batista Is A 
Better Clean-Up Hitter Than White." Psych!) Current Favorite Games: The Elder Scrolls IV: 
OblMOn, Mega Man: Powered Up, World Of Warcraft. Destroy All Humans 2, Indiana Jones 

Miller>> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, ActioryAdventure, Fighting, 
Platlorm, Fi151-Person Shooter5 Interests: Approaching One Full Week Of Time Spent In 
Tamriel, Kmgdom Of Heaven (It's Better Than You Think), Bikes In Springtime, The Jeremy 
Dance Dislikes: Buying New Shoes, People Flaunting What Games They've Beta Tested 
(ll's Not A Contest!), Trying To Navigate Ubisoft's Labyrinthine Lair Current Favorite 
Games: Assassin's Creed, Guitar Hero II, Tomb Raider: Legend, The Elder Scrolls IV: 
Oblivion, 2006 FlFA World Cup, Super Princess Peach 
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THE BENCH BITES BACK 
As a long-time subscriber, I read your magazine 
because I respect your Views and reviews of 
video games. That said, I don't read your maga
zine for your opinions of what it takes to be an 
athlete. I found it offensive that in his review 
of Arena Football, Kato called the athletes in 
the AFL •not man enough• and •failures as pro 
athletes.• The AFL is a professional league and 
has been for 20 years. Because it's a differ-
ent game, that makes it non-professional? The 
NFL has had solid players come from the AFL. 
including a Super Bowl-winning MVP quarter
back. Kato's arrogance in his review has, in my 
eyes, discredited anything further he has to say 
about sports. I hope from now on he works on 
what he's paid to do: review games for what 
they are instead of attacking and belittling hard
working professional athletes. 

Steve Snyder 
via aol.com 

■ Whether ifs Arena Football, Shadow 
the Hedgehog, or Dragonball z. every car
toon, character, and sport will have a base 
of devoted followers. This shouldn't be 
regarded as a bad thing; fandom is one 
of the elements at the core of the gaming 
industry. So, when you read a review (which 
is ultimately just an opinion) that expresses 
a view you disagree with, feel free to write 
to us like Steve did. However, there are two 

things to keep in mind. First. remember that 
reviews are only useful if they're honest. You 
can disagree with them, and even choose 
to ignore them, but in the end we would be 
doing you a disservice if we weren't forth
coming with our true thoughts and opinions. 
Second, know that we base our scores on 
a game's merits, not the subject matter's. 
Kato's perception of Arena Football athletes 
aside, the game just isn't well-tuned or fully
developed, and it was scored accordingly. 
Whether or not one enjoys the sport itself 
isn't going to change that. 

DIGGING DEEPER 
I was reading your April 2006 issue, and came 
across 'Top 10 Games You've Never Heard Ot.• 
Though I thoroughly appreciate the effort taken 
to find the best free games available, the title 
is misleading. \Nhile many freeware games are 
not well-known, Runescape is not one of them. 
Immediately after reading your list, I talked with 
five random people in the chat room for another 
online game. We had all heard of and/or played 
Runescape. Do you call that •unknown"? 

Elizabeth Eddy 
Buckley, WA 

■ It isn't surprising that people who are 
already a part of the online freeware com
munity are familiar with Runescape. You are 
correct to point out that the game is fairly 

~~~~.SI 
FAR CRY INSTINCTS 
PREDATOR 
----.---... ~ 
--·-----~ .... -- ---

high-profile among those "in the know," 
but there are many gamers out there who 
rarely venture beyond their controller teth
ered to a home console. We simply wanted 
to spotlight these accessible and fun 
alternative gaming options; the aim of the 
article wasn't to unearth the most obscure 
and underground titles on the Internet. 
However, we know the list was far from 
comprehensive, and we received a mound 
of letters suggesting other games that could 
have made the final cut. So, if you're crav
ing even more of the unique flavor these 
games provide, check out one of these 
recommendations from your fellow Game 
Informer readers: 

Lands of Hope (www.fhol.com) 
Gunbound (www.gunbound.net) 
Maple Story (www.mapleglobal.com) 
Little Fighter 2 (www.lfl.net) 
Future Pinball (www.futurepinball.com) 
Rubies of Eventide (www.eventide.net) 
Astonia 3 (www.astonia.com) 
Cyber Nations (www.cybernations.net) 
StepMania (www.stepmania.com) 

LOOKING FOR A FIGHT 
I enjoyed reading through the new Connect: 
Debate articles in your last two issues. You seem 
to represent both sides very well with little bias. 
The only problem is that it seems kind of dry, as 

.... _____ ----------- --·-------- __ ., __ _ ... ___ ------·---- ---___ .. ________ .., __ ----- ____ .. _ ----- -___ ,. __ -------- _,.,,,_-:..~ 
:=-.:?71::=.~ ~ 
;":?_ ...... ~£ -~----... - ___ .., __ :;; __ -::::: 

--· ..... ---.. ------

■ You bring up several good points, Matt, and the relationship between gaming publications and advertis

ing is emerging as a prominent subjed in the industry right now. As you said, these ads do have some 
similarities to our previews (and those other magazines), so we consciously take steps to avoid confusion. 

In addition to the Special Advertising Section disclaimer, we also try to place them in sections where they 

don't blend with the editorial content. Hke Connect. Even though the Far Cly ad blurs some traditional 

boundaries. it isn't necessarily pure trickery. We spoke with an official at Ubisoft. who gave the following 

comment "Gamers, more than ever, want to know every detail about a game. These advertisements -

product details with some cool graphics - are a way to provide more information to readers than they 

-.dcl normally get from a traditional advertisement. We're not trying to mislead anyone (all of these ads 

cl-1y mte that they are advertisements right at the top of the page). Many people find this approach a 

refreshing dNinge to the old-school layout (a headline. a couple of screen shots and a rendered image) 

which they see for almost every other game:' This approach may be a way to make an ad stand out, but 

some readers undoubtedly will feel deceived. We're not about deception here at Game Informer. If you 

want to comment on these ads, you can contact us (deargi@gameinformer.com), or email Ubisoft directly 

at Glreaderfeedb«k@ubisoft.com. 

Send 'ffAJ/ comments to Gane Informer. Snail Mail: Gane Informer Maga,Jne • Attn: Dear GI • 724 North Fust St .. 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinlormer.com 



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-GUARANTEEO!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 mill ion 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) 244-1703 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 

BOWFLEX 
--~~~~~~~~~~~==-~~=~~=~=~~===•-----------------

LEG ATTACHMENT 
You Save $200 

Call Now & Pay Just $19/month!* 

(800) 244-1703 
www.bowflexweb.com 

1 
0 YES! Reserve my Bowflex Xtreme~ Home Gym with 

FREE' Leg Attachment 

I I'll pay just $19/month· on a Bowflex'" Credit Card -
or I can pay in full using a major credit card. I 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 Dr., Vancouver, WA 98683 or Call (800) 244-1703 

0606GAMEINFJOSH -----------------------·On your Bowflex'" credit card, subject to credit ac,proval. The Reduced Rate 16.99% APR and minimum monlllly paymem ol t .5'11 of Ille pun:hase price a,e effective from Ille date of pun:hase tor 12 months H your Account Is kept current. The numberot moollls you win pay and Ille amoont of your lotJII minimum payment due will depend on additional pu<Chases and your Acc0<Jnt balances. Thereafte<, Ille standard minimum monlllly payment and Ille Standard Rate 21 .1!'11 APR will awly. For Accounts not kepi CUfTen~ Ille promotion will be cencelled, Ille Oelautt Rate 25.8% APR and standard monthly payments will appry. Minimum Finance Charge $1. Certain roles awtY to the altocatioo of payments and Anance CharDBS on your promotional purchase H you make more than one purchase on your Bowtlex"" credit card. Gall 1-888-367-4310 or review your cardholder agreement for Information. Estimated monthty payments do not Include taxes, and shipping and handllng. Quoted shipping charpes 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 handtrng. can for details on the BowfledD 100% satisfaction Guarantee. iExcludes shipping and handling. Offer subject to change without notice. Offer may not be combined with any other offers. 02006. Nautilus, Inc. All Rights Rese~ed. Bowflex, the Bowflex logo and Power Rod are registered trademarks of Nautilus, Inc. BFMG00463 (0606) 



though the writers are only presenting what they 
know rather than what they believe. Shouldn't 
beliefs be the basis fOf a debate? I don't think that 
the opposing viewpoints were as strong as they 
could have been, only because the same writer 
did all of the pros, and likewise for the cons. 'Wny 
not have writers for each topic who actually have 
rivaling opinions on the issue at hand? I think 
that this way there will be much better and more 
impassioned debates. 

Adam B. 
Austintown, OH 

■ From your description, it seems like you 
would prefer to see an argument rather 
than a debate. People argue when their per
sonal views are at odds, whereas a debate 
is a more formal method of analyzing the 
angles of an issue. A good debate has both 
sides forming cogent points and using all 
available information to support them. 
However, by nature a debate is separated 
into two discrete sides: pro and con. In real
ity, the issues at hand are not divided neatly 
into black and white, and few people with 
a well-rounded view of the gaming industry 
could fully support such an extreme stance. 
That's why we a.ssign the roles in our 
debates; while the facts can be aligned to 
support a certain side, our personal views 
are never so dean-cut. Unless the question 
up for debate is • rs Chewbacca awesome?" 
It's not even possible to write a con side to 
that one! 

GRAMPA ANDY'S 
STORYTIME INFORMER 
I think your magazine would be better if there were 
more pages and pictures, and fewer boring '11/0fds. 

Orlando Chaidez 
Akron, OH 

■ We'll get right on thaL after naptime, our 
stuffed animal parade, and a few hours of 
Kingdom Hearts II. 
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Enter lhe Gome lnfonner Envelope Art 
Contest. /lJ you need to do ,s draw, pa,ru, 
scratch, sp,~ Of car.<e lhe best dam envelope 
art you can !honk of and send rt to us. Please 
lflCiJde )OU' name. phone number, and 
return address on lhe bad< ol lhe envelope. 
ff you're lhe monlhly v,me,, we1 lean..e 
)OU' wo<lt ,n GI and you1 recet11e a video 
game pnze from lhe Game Informer vault 

Send to: 
Game lnfomler 
Envelope Art Contest 
TI4 1st St N, 41h Floor 
Mpls. MN 55401 

OCTAVIO ANDRADE 
Before color was invented, the Mushroom Kingdom was a coal mining commu

nity. This is true 

MICHELLE 
MANUS 
Blue, fins, 
and female. 
She passes 
the Jeremy 
Test! 

FERNANDO MENDEZ JR. 
Sometimes Sam picks up ladies at the 

Failed Plastic Surgery Clinic. All booty 
looks the same in night-vision, baby! 

CHARLES ATKINS 

ALEXANDRA 
SHULTZ 
Cloud, you 
silly bishie! 
You should be 
making eyes 
at the hottie 
next to you, 
not us 

Martian Manhunter loved the way his 
senior pictures turned out The one where 
he's outside holding his football helmet 

by a wagon wheel looked cooler, though 
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ATARI IN TRANSITION 
TIMESHIFT AND STUNTMAN 2 SOLD OFF 
Atari has had a very rough year so far. After posting that net revenues for the third quarter of fiscal year 2006 were 

down by one-third, Atari is offering up some of its franchises to the highest bidder. TimeShift (developed by Saber 

Interactive) has been picked up by Vivendi, and Stuntman 2 is also leaving Atari. Losing these franchises is hardly 

the end of Atari's woes. The company's stock has already been threatened with de-listing by NASDAQ since it is trad

ing at under Sl . In response, Atari CEO Bruno Bonnell has said that internal studios such as Reflections and Shiny 

Entertainment (The Matrix: The Path of Neo) will be sold off, and 20 percent of Atari's workforce will be cut As bad as 

all this sounds, in an interview with Game Informer, Bonnell assured us that these events are all part of Atari's plans. 

He described to us where the company is at. where ifs going, and how ifs going to get there. 

Describe the current state of the company. 
The company reflects the situation of the market, meaning 
that we're going through heavy transition. I believe that Atari 
has defined a very clear path for its future, and is actually 
executing this plan - sometimes with some misunderstand
ing of those moves. But if you look at 

not giving up. When I read here and there 'Is it Game Over 
for Atari?', which is almost like a common phrase, I just like 
to answer that, I've probably been told 'Game Ove( five or 
six times in the last 10 years, so we're still here. So, I think 
the characteristics of this company are that we face our 

obligations, we pay back our debts, and we 

we have today [between external and internal studios], to 
having a l 00 percent external studios strategy. We believe if 
correctly done, this model can be extremely efficient. 

where we want to go, they are extremely 
coherent. And this year will clearly be kind 
of a cleanup year. I just think that when 
people see that TimeShift has been sold 
or that we are moving off some of our 

ATJ!~RI 
have very interesting products coming out 
We have a massive lineup of product. Now, 
do we play the same games as some of 
our competitors? No. Do we want to keep 

With many publishers buying up development 
studios, is Atari's current state a cautionary tale 
for others? 
You know, I think that everyone is reading the world in their 
own way. And in the context of what some of our competi
tors are doin& they probably have clear explanations of why 

studios, they see this as the empty side of the bottle. If you 
look at the full side, we are just re-orientating the company 
to offer more flexibility. 

Is this transition brought on by the move to the next
generation of hardware? 
I think it's more important than that Limiting the transition 
to the next-generation of systems is a little short sighted, in 
my opinion. I think we're seeing a major transformation of 
our market, with at least three technological revolutions. First 
is the one you mentioned: the next-generation consoles. 
Second, the development of mobile entertainment from PSP 
to DS to 3G phones and everything to do with the fact that 
you can play on the go. Thirdly, the incredible development 
of broadband applications in an interactive way, the leader 
of the pack being World of Warcraft. There is a consumer 
revolution too, where a 50 dollar experience for 50 hours of 
gameplay is moving into a much shorter experience where 
[gamers] don't want to pay for the same sequel for the 
same amount I think that's a big explanation of last yea(s 
drop in PS2 sales, as well as the deception of the consumer 
seeing the same game just with a different number next to 
the same title. So I believe that between the technological 
transformation and the sociological transformation, we're 
really going through a massive change. Every company will 
view this transformation with their old constraints. It's no 
news that Atari went through refinancing of its heavy debt at 
the group level. Therefore, we are looking at this new cycle 
from our own point of view and taking steps to refinance 
some of the company and to select what we do more care
fully than probably some of the competition today. 

Is Atari's transition inevitable or did some of it come 
as a surprise? If not. could the company have done 
something to brace itseH better? 
You know, I rarely look back. But I can say that the company 
has been through heavy pressure on the cash side with 
the consequences of the decision of paying back convert
ible debt four years ago. Now, could we have done things 
differently? Probably. But it doesn't change that we're still 
here, and we still have a plan for development and we're 
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internal development? No. 
We've been very clear on this. So is it a 
weakness? No. If it was we wouldn't do it 

What about NASDAQ threatening to 
delist the company's stock? 
There are ways to go off this situation. To 
be clear, we have a year before we have 
really run the risk of delisting. So I think 
that talking about delisting at this stage is 
inappropriate, because we are taking steps 
to preserve the stock listing of this com
pany. A year to fix it is much more than 
we need. So hopefully before then we'll 
have made some announcements and 
delivered some good results so everyone 
will be satisfied. 

You mentioned selling off Atari's 
internal studios as one aspect of the 
company's plans. Could owning inter
nal studios again be a possibility for 
some other phase of Atari's plans? 
No, because the path that we are choos
ing for the future is being described to the 
public as giving the company the highest 
flexibility. We see Atari in the future as 
being able to deliver content to all kinds 
of supports: Next-gen of course, mobile, 
and online. So that means that keeping 
heavy development studios - even if they 
are extremely qualified - at heavy cost 
and focused only on a limited number 
of formats, seems to have limited our 
choices in investment It's a different 
strategy from our competition, and we 
respect all strategies, but we believe there 

Limiting the 

transition 

to the next-

generation 

of systems is 

a little short 

sighted, in 

my opinion. 

- BRUNO BONNELL, 

CEO, ATARI 

they buy out more studios and the integration 
of their creation forces. We have a different 
system. And to be completely honest, I can't 
really tell you at this stage that we've been 
able to demonstrate this system, because 
we're effectively half internal and half external. 
It hasn't been exactly clear, so we've had to 
bear the cost of every studio internally, but 
we still wanted to deal with outsiders. That 
created tension within the company. 

Will we see other Atari franchises 
sold off? 
I was very explicit in my speech to the share
holders that debt clearance was a priority, 
and that we would do whatever it took to 
move the company forward, and there was 
no taboo in the company about that I don't 
plan to strip Atari of everythin& but if the 
opportunity and the price is right, there is no 
title that is above being put on the market 
At this point, there is a limited list and we are 
talking to some partners. We have a number, 
and when we reach this number and are sat
isfied, we'll stop. So it's not an obsession to 
sell. Some of the games, like TimeShift, we 
felt that we didn't have the internal support 
and it would have been much, much bet-
ter treated in someone else's hands. Every 
single company has a style - we have a 
style. So instead of saying 'Atari: Game Over?' 
I would question if Atari is not actually like 
a spring [that is coiling before it expands]. I 
believe that after my 23 years of interactive 
experience, there has to be a time where we 
make this cleansing - as long as we have a 
clear path to the future. And my vision of the 

is a model where we can be producing games with excel
lent outside studios with contractual relationships and still 
be extremely efficient For example, the Neverwinter Nights 
2 game - which is excellent - has been done with an 
external studio. We are anticipating that from the 50-50 split 

market is that it's not only going to boom in one specific 
category, but in many segments. That's why I want to give 
the company more flexibility. 
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IITT pme aM"B tho aintinuing batdt belwttr, 
tho Got and The-of NOO. The game 
is-1D-in2007. 
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SEGA'S RALLY 
CLASSIC FRANCHISES 
LEAD THE CHARGE 

F ans of fighting games know that Sega's Virtua Fighter 5 has 
already begun beta testing over in Japan, but now they can be 
happy with the news that the game is coming to the PlayStation 

3 in spring 2007. The arcade version features many more unlockable 
accessories and costumes to customize your character with than VF4, 
as well as some new characters. 

Virtua Fighter 5 isn't the only Sega title 
fans can get excited about, as the com
pany has announced that RPG Phantasy 
Star Universe is coming to the Xbox 360 
this fall. The game will also see releases 
on the PS2 and PC. 

Here's a quick list of some other 
upcoming Sega titles. You can also find 
info for Super Monkey Ball: Banana Blitz 
for the Revolution and Super Monkey Ball 
Adventure on page 96, as well as the 
new Sonic the Hedgehog on page 103. 

• Virtua Fighter 5 (PS3) 
• Golden Axe (Xbox 360) 
• Full Auto 2: Battlelines {PS3) 
• Sonic Rivals (PSP) 
• Sonic Revolution (Revolution) 
• Phantasy Star Universe 

(Xbox 360) 
• New Sega Rally 

(PS3, Xbox 360) 
• Yakuza (PS2) 
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They may not garner mainstream attention like Grand Theft Auto, Madden, 

or Halo, but role-playing games are among the most respected and revered 

titles in gaming. Of course, since they don't typically sell millions of copies, it 

can be easy to miss these remarkable games for the short time they remain 

on store shelves. The Final Fantasy series is great but you'll need to look a 

little harder to gain a full appreciation of what the genre has to offer. This list 

serves as a tribute to some RPG dassics that though they have become hard 

to find, are landmarks. Keep in mind that these are not the rarest of the rare, 

but rather a sample of hidden gems that are well worth hunting down. 

9 Y s 13001\J&'II 
- Turbo Grall 
Many long-running RPG series change 
up the characters for each installmen~ 
but Ys is known for its continuing focus 
on the adventures of Adol Christin. With 
his signature red hair and a sword in 
hand, this compilation chronides Adol' s 
first two adventures. If you consider 
yourself a video game music buff, you 
need to add Ys Book 1&11 to your col
lection; these games are best remem
bered for their exceptional soundtracks. 
Unfortunately, the Turbo Graflc wasn't the 
most popular console of its day, but both 
games were released separately for the 
PC in the late '90s, so there are still ways 
to enjoy this often-overlooked series. 
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8 TACTICS 0G 
Fonnot: PSone 

Directed by Yasumi Matsuno ( of Final 
Fantasy Tactics and Vagrant Story fame), 
this grid-based strategy/RPG is one of 
the most elusive titles in the genre. 
It was first released for the Super 
Famicom, but made the move to the 
PSone for its American debut Praised 
for its meticulous balance and relent
less challenge, Tactics Ogre features 
different character classes depending 
on your units' genders and kills them 
off for good if they fall in the heat of 
battle. Depending on how you complete 
certain missions, you can explore several 
branching paths of the story that result 
in a variety of different endings. 

10 SHADOW HEARTS -Format: PlayStation 2 
While later entries in this franchise descend into sheer zaniness, the 
original Shadow Hearts is actually an innovative fusion of role-play
ing and survival horror. The game is set in an alternate vision of 1913 
where fantasy and reality mix. The macabre story guides you through 
demonic and gothic surroundings as you control Yuri, a Harmonixer. 
In combat Yuri is able to assume the form of powerful demons as he 
tries to uncover the mysterious significance of a woman named Alice 
Elliot (who is kidnapped by Roger Bacon. Medieval philosophy + 1 ). 
However, Shadow Hearts' main innovation is the Judgment Ring, a 
mechanic that incorporates timing and skill into an otherwise tradi
tional tum-based framework. When Shadow Hearts Covenant came 
out in 2004, some stores offered the original title as a pre-order 
bonus, which means that it isn't as hard to come by as it once was. 

? V ALK,YJ.® PJ\QfILE 
Format: PSone 
Norse gods, dead warriors, and a war in the heavens tie together the unconventional 
gameplay experience that is Valkyrie Profile. Breaking from tradition, this game's battle 
system does away with selecting your attacks from a menu, instead mapping each combat
ant to a face button and relying on the player to time their attacks to maximize damage. 
V\/hen not in comba~ you find yourself flying around the overworld, navigating side-scrolling 
dungeons, and seeking out worthy fighters to harvest for the front lines in 
the impending celestial conflict Wrth its compelling cast of characters 
and epic story, Valkyrie Profile has become one of the rarer PSone 
titles. The good news? Later this year Square Enix is porting Valkyrie 
Profile to the PSP (see page 93 for more), so this unique 
adventure won't linger in obscurity much longer. 



6 SUil\QDEN Il 
- PSone 
Regarded by most as the best game in 
series, the second Suikoden title is also 
the hardest to find - mainly because the 
people who have it want to hang on to 
it All of Suikoden hallmarks are in place, 
induding the 108 stars of destiny and 
multiple types of battles (induding large
scale wars similar to those in Suikoden 
V). These things are present throughout 
the franchise, but Suikoden ll's masterful 
implementation alongside its gripping 
political story is what elevated the entry 
to a level that all subsequent 
games in the series 
have since been 
striving to recap
ture. Cmon, 
Suikoden VI! 
You can do it! 

ron..t:SNES 
You know Ness from Super Smash 
Brothers? Ever wonder where he came 
from? The answer is Earthbound, a clas
sic 16-bit adventure that introduced the 
RPG genre to many gamers who weren't 
into the spells and swords of Dragon 
Wanior or Final Fantasy. Despite the 
typical "young boy saves world' motif, 
Earthbound doesn't take itself too seri
ously. It often uses silly weapons and 
quirky and tongue-in-cheek dialogue 
for humor. It is also unique in the way 
it avoids resorting to random battles, 
which were standard in RPGs at the 
time. k'. the second entry in the Mother 
series (the first one never came out 
Stateside), the years have only added 
to Earthbound's appeal, causing many 
gamers to practically beg for more. A GBA 
compilation of Mother 1 and 2 has been 
announced for Japan, though, so there's 
a chance U.S. fans may get their wish. 

Format PSone 
Forget about the recent execrable Lunar on OS. This PSone remake of the Sega Saturn 
original is a shining example of what makes old-school Japanese-style RPGs fun. Being 
able to set pre-defined default actions to your characters (or even the whole party) 
takes the tedium out of battle while excellent balancing keeps boss fights entertaining 
and intense. Lunars story even rises above its "young boy out to save the world" script 
to deliver a truly compelling tale of heroism and morality, with excellent dialogue and 
(mostly) outstanding voice-acting that really brings the characters to life. Plus, the arch
villain has a lisp and still manages to be creepy and sinister, which isn't easy. 

GON o CE 
Format Sega Saturn 
Brought to U.S. by the recently defunct Working Designs (the company was also respon
sible for Lunar), Dragon Force is a one-of-a-kind mixture of role-playing and strategic 
elements. VVhile the story is decent, the real draw is the game's unique level of control. 
It combines quick, decisive battles with careful planning and direction, even though you 
don't directly control individual troops. You prepare for your battles on an overworld 
map, then command them first-hand from a side-view of the action. Though still tough 
to find, Dragon Force was recently re-released on the PS2 in Japan as part of the Sega 
Ages series, though there is no word as to whether it will make it to our shores. So, 
savor it if you've got it Either that, or share the love by selling it to the eager folks who 
missed it the first time around. 

Format: P1ay5tation 2 
Localization mistakes are a prevalent problem in RPGs, often resulting in unintentionally 
hilarious or inappropriate dialogue. Oisgaea is shining example of how to do things right 
in that department; the writing is dever and funny by intent, not accident The unique 
characters and bizarre events are depicted in a distinctille 20 style, and the grid-based 
strategic combat is addictive - the transmigration system pushes you to get the most 
out of each fighter. Even though it met with critical acdaim, Disgaea's niche nature 
means that you'll need to scour your local used game stores to get your hands on this 
current-gen dassic. 

1_X ANZEit_PMGOON SAGA 
Fonnat: Sega Saturn 
Breaking away from its rail-shooting roots, as an RPG Panzer Dragoon 
Saga still stays to true to the series' major themes. A young man named 
Edge uncovers an andent dragon at an excavation site, and soon finds 

himself in the middle of a conflict involving betrayal and a mysterious girl. 
lhe developers must have realized that people love the flying segments 
in RPGs, because navigation in Panzer Dragoon Saga is largely done from 

atop the dragon, flying around from place to place within a 3D world. In fact. 
much of the game is focused on Edge's relationship with his dragon; while 

there are important secondary 
characters, he never amasses 
a huge party like traditional 
RPGs. Sadly, this game was 
released late in the Sega 
Saturn's life. and even then in 
limited supply, so it is one of 
the more difficult games on 
this list to track down. If you 
do, however, you will have one 
of the most coveted treasures 
of role-playing gamers. 
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. connect 

THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sdrcast,c Ed,tonal Spin 

Some rtadffl loday p,obably_ .. , .... ,.adins Garnt Informer bad< wh<n lht Namnbtr 2002 1SSU< htt 
wl1h Blward En""°"'mtnl's SIM<Jllt. GII05I on 11w COffl s.nce thtn. ,t,. btlt has sone lhfough a whirlwind 
cl <hlnl<S, and MW wl1h 11w n,ws lhal SIMmft. GII05I ~ momg lo next-gtn and b<ina dtlaytd inddinrttly 
btuus< clot. we artn, gonno bal III tytid Movo !Mr !Me Nukem Forrvtf, lhtre's a new punching bag .. , .... 

Consclt gamen can rejoice in that~ and 
Monolith's F.£AR. title 5 coming to ,t,. Xbox la> 
before 11w end cl llw y,,ar. Howtffl, PC fans can 
stil ltd superior because ti"'( are going to g,t an 
t,q,ansion pad. As fo,,t,. Xbox :ia, game, dtvtl
oper Monolith 5 toud,ing up 11w graphics. and ,t,. 
tarly-d 5 !hat tffl)'lhing's looking prttty SWtd. 

Phtwt Luckily wt _tn, 11w only 
ones SOYtftiy unimprossed with 
llw look cl PSJ's Untold legends: 
Dark Kinl(lom. 0<Ytlol'fr 5ony 
Onlont has c:hansed ,t,. model 
fo, Its Brute character (see last 
issue's PftvltW fo, more) to 
this altogtthtr more fonnidabfe 
looking chap. 

LEGO artist Nathan Sawaya has built huge rtplicas 
cl ,t,. Xbox la> and lht PSJ (pfc(otypt) controlfen. 
This 5 just lht lip cl llw ictbtrg ,., Sawaya, who has 
also done treatmen~ cl Han Solo encased in carbo
nite and aeattd mosaio of Van Gogh and Curious 
G<orge. Che<k out htlpJ!nathanbrickartist.co,n 
form<M'e. 

GOOD 
Bodl Ubisoft and As/1'/f Media have tndtd lheir , .... 
tionships with Sta,fo,ce, CUslomffl have compfained 
that Stvforct's O>fJYrilht p<ottction softwart ironically 
a,mpromises 11w stCUrity cl their PCs. lht matter got 
pa,tiaDty uiif wh<n a Slarfo,ce tmploy,,t posted a 
link to a piac,-• gamen cwd iegaly dowooad 
o,pies cl Slardodt's Galactic CMizations II: Ortad 
lords - a game that c1otsn, have any copy proledion 
at al This was pttStmably irUndtd as a shot at 
Stwdod<'s non-<opy p<ottc1ion philo,ophy. Eilhtr 
way, Slarfocce's way cl doing business may be coming 
toantnd. 

GOOD LUCK? 
Microsofl acqui',s Liomtad """'8 that 11w Fable dtYtloptr will 'mmediately" begin ~ on content. 
r.iffll llw studio's inttmilltnt rte0<d cl supplyw,g garn,s (How long 5 Molyneux gonna leak info on Projed 
Dimitn'l), we- ii 11w -d 'mmteiat," has a diflertnl meaning 1Mr lhtre in England. 
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STAND UP FOR 
VIDEO GAMES 
THE ESA WANTS YOU! 

W e've been talking for a while now about the various legislative 
challenges to video games and their sale that are occurring on 
the state and federal level. Well you don't have to be a pas

sive bystander to these events any more. The Entertainment Software 
Association (ESA) has set up the Video Game Voters Network. which is 
a way you can stay informed and involved to the political challenges that 
our hobby faces. 

If you go to www.videogamevoters.org, you can sign up to the net
work and receive information on what you can do to ensure that video 
games remain a constitutionally protected form of speech. For instance, 
the site has organized letter campaigns to lobby your local politicians, 
an issues page that keeps track of pending and upcoming legislation, 
and a downloadable voter registration form. 

In an open letter to gamers on the site, legendary developer Will 
Wright writes, "We can't afford to just sit back while games become 
subject to gov
ernment regu
lation! Take a 
stand toda( 

Video Game 
Voters Network 

GI OPINION 
It's about time. Slowly but 
surely, our industry is learn
ing how to play the game 
of politics, and I'm pleased 
at the announcement that 
the ESA has launched this 
site. While we all believe 
that video games should 
be protected under the 
First Amendmen~ there 
is legislation currently in 
Congress that threatens 
these freedoms. It took 
me five minutes to send 
a form letter opposing 
The Family Entertainment 
Protection Act to my sena
tors from Minnesota, and 
I strongly urge you to do 
the same. It's critical for 
our leaders to understand 
that gamers vote, and 
grassroots organizing like 
this remains the best way 
to do that.- MATT 



~G)I~ 
THE GAMEKILLERS 

There are people out there whose sole mission in life is to cause you to 

b low your cool and lose the girl. They are, The Gamekillers . 

THE ONE UPPER 
Anything you can do, he can do better. 

With his uncanny ability to toke what you said and 

do you one better, The One Upper con kill your game 

foster than any other Gomekiller, or so he would 

lead you to believe. If you've got one, he's got two. 

If you ran a 1 OK, he just fin ished his third marathon. 

If you went mountain climbing, he's summited 

Everest-without a Sherpa . While his boastful toles 

ore enough to make a man's blood boil, The Axe Dry 

wearer keeps his cool by letting The One Upper's 

arrogance talk himself out of the picture. Silence is 

not only golden, it also gets the girl. 

Don 't 

Keep Your Cool. Axe Dry. 
l earn more at gamekillers.com 



connect places 

LETTERMAN DIGITAL 
ARTS CENTER 

TIMELINE 

1994 The lff5di,, o lotmer 1997 Alt,r o des,gn 
army~ is tronskned to ~ Lucaslilm Ltd. 
the /1/axnd Pott 5eMe IS sd,det/ to build the Ul4( 

OIi theste 
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AUGUST 14, 2001 
The deve/opme,; ogreemenl 
is sign,d bel',,etn Lucoslin 
and the Pre5Klio T/IJSI 

JUNE 29, 2005 
The WAC grounds op,n to 

the pub/K 

JULY, 2005 Lucowts 
'"°"" operations into the 
Ul4C fodlity 

OCTOBER, 2005 
Nearly o/1 of Luw,f/m com
pletes its "'°"' to WAC 

NOVEMBER 1, 2005 FEBRUARY 16, 
Lucowts publishes Star Kim: 2006 LucosAtt> publishes 
Bot//efronl I( developed by Star Won: fmplle at War, 
Pondemk developed by Pelroglyph 



■ lDACs 

render farm 
is called the 
Death Star, and 
its computers 
come complete 
with the lmpe• 
rial insignia 

W 
hen asked to identify asset sharing needed to be accomplished 
the center of George through phone and email. Even though the 
Lucas' media empire, companies had accomplished some amaz• 
the first thing that ing feats under these conditions, George 

comes to mind is most likely Skywalker Lucas realized that they will only reach 
Ranch. After all, the ranch has attained a their full potential when all of the barriers 
sort of mythical status since it is the loca- are removed and the teams are allowed to 
tion where Lucas does most of his own freely share and won< together. The sole pur· 
work. However, in the past year, two of pose of the LDAC is to facilitate this kind of 
the most influential entities that fall under relationship, allowing each branch to flourish 
Lucas' control - LucasArts and Industrial individually while putting the full might of 
Light & Magic - have consolidated their the Lucas machine behind every endeavor, 
resources at a single location. Shifting the whether it is a video game or movie. 
heart of the operations to the Presidio (a Everyone has something to contribute 
historic national park in San Francisco), the to the equation. ILM can make use of 
Letterman Digital Arts Center represents not LucasArts physics simulators to test see-
only the future of Lucasfilm, . . . . . . . . . . . . . . . . . . . . . . . . narios before rendering. and 
but also a commitment to LucasArts can use the resourc· 
cooperation that will define all BY THE NUMBERS: es of ILM for the graphics and 
branches of the organization in 

600 
mtks of coblt nn cinema tics in their games. 

the years to come. rJvoogh rht lout WAC This collaboration would have 
Built on the site of the bu,/(/Jr,gs. previously been difficult to 

former Letterman General coordinate, whereas now all 
Hospital, the facilty is named 298 p,op,t,""',,. it requires is a few steps or a 
after Jonathan Letterman, a :0~~ :;;:-,:.-::;:::, conversation in the hallway. 
civil war doctor credited with and JSmm p,o/«IJOII capo- The various teams aren't nee-
bringing order to military medi· blhtits.ond~ THXctrtm«i essarily even separated; ILM's 
cal units. The new campus '"' =nd ond p,Cll/fe head of R&D has his office 
kept the name (rather than 2 weds~ 111 n toot lot ,w right between two of the 
something with Lucas brand· 1of1ll24tttobytesofdoto team leads for the upcoming 
ing) to honor Letterman and on rht faol,ry's 5'MfS Indiana Jones game. 
his achievements. In fact, 17 of LDAC's 2J oaes hove As far as gaming is con• 
when the previous buildings been~ OSldt os pubhc cerned, the move to LDAC 
on the site were demolished, spoct and pork land couldn't have come at a 
about 80 percent of the old better time. Poised on the 
materials were used in con· 4-1 mi/1,on co,,,es of edge of the next genera· 

Bottldront II hove $Cid 
trusting the four large buildings world.w/e moong n rt,, tion, LucasArts is positioned 
that now stand on the site. s«ond best-stll,ng gom, to make a new name for 

The facility has all of the of2005 -nghlbthmd itself. Many of the company's 
impressive amenitites you'd Madden. recently published games 
expect and then some: a gym, . . . . . . . . . . . . . . . . . . . . . . . . have been externally devel-
a game room, a coffee shop oped, like Battlefront II and 
( called "Jawa the Hutt"), a movie theater, Empire at War, but that isn't the only path 
and a dining commons offering everything open for the future. The fact that an inter-
from burgers to sushi. It seems as though nal development team is making Indiana 
every hallway is decorated with models Jones is an indicator of greater things to 
and props from old ILM projects; where come, and there can be no doubt that we 
else could you find a life-size replica of the will see more LucasArts-created content 
ship from lnnerspace? These decorations hitting shelves down the line. Lucasfilm, 
certainly add a unique personality to the LucasArts, and ILM will always be remem· 
offices, but it's the philosophy of the facility bered for their part in the Star Wars legacy, 
rather than its physical appearance that sets but under the roofs of the LDAC there will 
it apart from the rest. be fresh chances to collaborate, share, and 

Before moving to LDAC, LucasArts and create new and entertaining surprises as 
ILM were housed in separate buildings they move forward, unified. ■ ■ ■ 
in San Rafael, California. Employees were 
required to commute for meetings, and any 
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LOOSE TALK 
Hot Gaming Gossip 

f"111al Fantasy XI producer Hiromi<hi Tanaka has 
hinlfd Iha! ht •~,on a ,_ Square Enix 
MMOflPG f0< the PlayStation land Windows 
Vista PCs. Tanaka al,o !hartd _,. insisht into 
d<Yelop,ng f0< the ,_ home consoles by ,ta1ing 
that bKause the Xbox l60 and Windows optfaling 
system, art ,o swniar, bonain& FF XI to the l60 -
tasy. To do the samt f0< the PSl, howtffl, woofd 
havt takm two to tlvtt ye.n 

EMPIRE AT 
WAR WIDENS 
CalingaflhiYOSofsa,m 
and viltoiny! Bounty huntm 
wanttd for the - Emp,rt> 
at Wat expans,on pack! That's 
righL lucawts is plaMina an 
expansion to the PC strategy 
litlt, and d11 indudt a ,_ 
faction to BO afons wi1h the 
Rtbeli and Empire madt 
up of bounty hunte,s and 
other frinBt tftm<nts. 8ossk 
isn' the only badass in the 
gamt, as players will &et to 
command the Edipse - the 
EmperO<'s ship that makes 
Vadtr's Super Star Dtstroyer 
fool< lik• • Cracker Jacft prizt. 
lucawts is also planning a 
,_ game that~ boasts ustS 

_,. ""'"ttdlnoloav." 
afthou&f,~won,bta 
NinttndoRMfutiontitlt. 

HOMEWORLD FRANCHISE 
RETURNS HOME 
Aflhough publisher V,.,..n,li put out "'--'cl l f0< 
PC in 200l, dtYtq>tr Rtlic is gdting the nghts to the 
food1ist bod. In what....,.. to bt a currtnt ~tnd 
for iarg, Fffndl.owntd pobli"1ffl (SttOIK inttMtw 
,.,.ding Atari on -18), 'ffltndi has had to!tl 
off the lictnst. And what bttter W"'f than to the MS 
wl1o crealfd the food1ist in the lint pfactl Rtlic 
(whid! is owntd by publishtr THQ) is also wortJoa 
on-projtd,. induding an RPG dtsiar1td for kids. 

BATTLESTAR RPG? 
It's no s«rtt that crtatOf Ronald 
0. Moo<• of tht hit &,n!t,tar 
Ga/octica rernakt is a fan of Yidto 
gamts. tsptdally after ht 1av• 
a ktynolt Sptt<h at th• year's 
Game Otvtfoper's Confermct. 8u1 
Hollywood Repo,t,r has offered 
up somt juicy dttaiis involvins 
exactly what Moor• has In mind for 
a Battltslar video sam•. Apparently 
lht ldta of an RPG wi1h an onlint 
c0<nponent is btin1 considtrtd. 
Moore admits that he's not exactty 
sure whtthtr following th• ,...;..· 
sto,ylint Of exploring ,_ ttrritO<Y is 
tht better W"'f to BO, 

Cot...,.. ,-r1o, &nai us at ""-it@gant,rlrxrn,rrom ,..,..,, bt al t<n 

NAME THAT GAME 
Test Your Sight 

Unlkt the notlonblt Ep,sode t sp,n,off 
tile that was Star WOIS: Ep,sode t Racer, 
tho month'1 Namt That Game was a pile 
that stank woo, than Gungan remains 
cooking " the hot sun. DtnvatNtly nffing 
off ol the car combat ol TWISl<d Melal, 
tho btfe fell prey to the PSone-<ra nttd 
for franctus. """""5 W!lh 'llehlCU~r 
carnage· Not surprismgty, the game ran 
offolthe\ligilanle8,ng,nt. 
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GITAROO-MAN 
RETURNS! 
KOEI BRINGS THE AXE HERO 
TO THE PSP 

B efore we became guitar heroes, we were in love with Koei's Gitaroo-Man - and we still are. But for 
those who missed out on this cult music game, the publisher's getting the band back together for 
an encore performance on the PSP. Gitaroo-Man Lives! will hit the PSP this year, and as the title 

suggests, is essentially a port of the PlayStation 2 version for the portable. However, this isn't just a simple 
rehash. The game features ad hoc Wi-Fi play, and there is even co-op play in the new Duet Mode (which 
you can see in the top screenshot on this page). Best of all, the band COIL (not to be confused with the 
experimental scatological band Coil that's a favorite of the arty, music-snob set!), who penned and per
formed the songs in the original Gitaroo-Man are back to offer two new tunes. 

Gitaroo-Man is a music game unlike your average rhythm game. You star as a normal kid who trans
forms into rockstar U-1 in order to save the world and win over the girl of your dreams. Players must 
not only hit face buttons in time to the music, but also must guide a reticle controlled by the left analog 
to follow the melody and guitar lines of the tunes. Gitaroo-Man was a cult classic that was never widely 
available. Until now. 



Microsoft has really spurred gamers on with its Achievements and Gamerscore system with the Xbox 360, and we're 
glad that publishers and developers have embraced the idea. We talked to Jerry Johnson, group program manager for 
Xbox live, Jerry Johnson about Achievements and how they are implemented in games. 

One of the new experiences that has come out of the 
Xbox 360 has been the drive to climb the Achievement 
ladder. What role does Microsoft play in determining 
how Achievements are laid out for a given game? 
Microsoft doesn't mandate much around the way a game awards 
Achievements and Gamerscore. We only require that all non
demo titles that ship on the platform support them and that 
they adhere to the min/max requirements on the number of 
Achievements and total Gamerscore for the title. 

What is the minimum or maximum 
number of Achievements that a devel
oper can assign? 
We require that every full game that ships 
on the Xbox 360 Platform has at least five 
Achievements with associated Gamerscores. 
The maximum number of Achievements 
a title can have is 50. A full retail title has 
a maximum of 1,000 Gamerscore it can 
award in conjunction with its Achievements. 
The maximum is 200 Gamerscore for 
Arcade titles. 

What advice has Microsoft given to 
developers about how to lay out the 
Achievements for a given game? 
We have white papers and have held 
numerous talks and seminars with develop
ers and publishers on the topic. Basically we 
suggest that early on in a game, Achievements should be fre
quent with low Gamerscore value and as the game progresses, 
think about reducing the frequency while increasing the value. 
While we give guidelines, we realize this system is a tool that can 
be used creatively by a title if they choose, and we support that 

Right now, a game like King Kong can reward a player 
with 1,000 points for ju.st a few hours of play, whereas it 
could take hundreds of hours of play to unlock the same 
amount of points in Elder Scrolls. Is Microsoft doing any
thing to address this apparent imbalance? Or will this be 
left up solely to the developer? 
We will be focused on continued developer education and sup
port Any perceived imbalance that can be created today by a 
single title is really sandboxed to the extent of the maximum 

Gamerscore limits placed on that title. A 
poor implementation of Achievements or 
Gamerscore is something that will reflect 
badly on the title and they will get dinged for 
i~ just like any other feature decision the title 
makes. Working with developers and publish
ers we are already seeing continued growing 
awareness around wanting to do the right 
thing for their O'Nll title, and in tum the plat
form experience. Now that we have gotten 
through the pressure of a platform launch, I 
think you will see this only improve. 

Do you have any plans to flesh out the 
Achievement system by adding ranks or 
designations to the type of games that 
a given player spends their time with? 
The console personalization experience that 
has just started with the Profile, Achievemen~ 
and Gamerscore features in Xbox 360 will 

just continue to grow on the platform. We are listening to our 
community and partners, and will continue to give players more 
ways to build on it 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
PAUL KNUTZEN 
lead Desiper. 
SNWlllilldSIINlios 
(Jastice Lague Henes) 

1 WIR1llft - PC 

2 Super Mario 
Kart - Super NES 
3 Doom II-PC 

4 Rez- PS2 

5 r.nnd 11left Auto 
3-PS2 

READER 
MATT"BIG 
EARL'" ASTON 
Pantotoc. Mississippi 

1 Met.II Gur Solid l: 
Snalle Eller - PS2 

2 Resident Evil - GC 

3 Super Mario 
World-SNES 

4 The Lesencf of 
Zelda: Ocariu of 
Time-NM 

5 Metroid - NES 

Send Top F,ves and a photo of yourself to: 

Game lnfonner Magazine/Top Five 
TI4 N 1st St 4th A 

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

( attadl digital pi<:ture) 

TOP TEN 
Lists . Everybody Loves Lists 

Top 1 0 Announcements 
from E3 2010 
10 Microsoft and Sony merge, form giant robot 
Devastator 

9 Batman games still suck 

8 Venue moved from LA to Tiberonia, the capital of 
Bectronic Artistan 

7 Shenmue Ill is a train simulator slated for 2013 

6 Valve's Steam service dumps Half-Life 3 straight 
into your brain 

5 Oh, what the hell. DOA 6 is all naked, all the time 

4 Industry leader Acclaim2 reveals next-gen console 

3 President Schwarzenegger declares Total Recall on 
NES the National Video Game 

2 Duke Nukem Forever delayed 

1 U.N. Peacekeepers dispatched to quell Nintendo 
Revolution 

N.wnt Thal Garno_, Siar Wars. OernolilJon 
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connect feature 

THE EXPERIMENT 
After spending some quality time Googling 
and perusing various websites offer-
ing shady World of Warcraft services, we 

chose to hire a 
company that 
seemed to have 
only a passing 
familiarity with 
the English 
language. A 
hundred and 
fifteen U.S. dol
lars poorer, we 
enrolled our 
freshly created 
little pink-haired 
gnome in a 
24-7, no-holds
barred rush 
to level 40. 
Poppysniffer the 

Warlock was on her way to fame and for
tune. And dominion over the dark powers 
of the Twisting Nether, of course. 

WHAT WE LEARNED 
In all the websites we browsed, a few 
common threads appeared The native 
English-speaking sites tended to decry the 
horrible actions of their Asian counterparts, 
with toles of illegal bot-using, crazy no-skill 
macro-ing, and gold-thievery. The eastern
ers, on the other hand, make up for broken 
English and poorly-designed web pages 
with low, low prices. 
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THE WAY OF THE 
WARLOCK 
Any World of Warcraft player can tell you 
that the first 20 or so levels just fly by - and 
the professionals behind Poppysniffer have 
it down to a science. Logging onto another 
character on the same server, we head half
way across the continent to Duskwood to 
say hello. In the time that we watched her, 
she was a non-stop grinding machine. No 
downtime and few breaks for questing had 
the experience pouring in. 

WHAT WE LEARNED 
Despite being a high-level Hunter (who 
can track humanoids) and having a mount 
wh11e she's stuck running around on foot 
it's a total pain in the ass to track a par
ticular person down in WoW. Even though 
you can see what zone they're in, they 
could just be flying through it on their way 
somewhere else - leaving you to squander 
many silver paying for flights. Also, Warlocks 
are killing machines. 

BETRAYAL! 
In the interests of hardcore investigative 
reporting and humor, we report Poppy to 
Blizzard's game master staff. After all, she 
is violating the Terms of Use and End-User 

·Licensing Agreemen~ right? Technically yes, 
but as is unfortunately par for the course, 
Blizzard doesn't do jack about it. She contin
ues on her illicit way, bouncing merrily along. 

WHAT WE LEARNED 
Well, you could say that we learned that 
the GM staff is fairly ineffectual when it 
comes to anything more complicated than 
banning somebody for swearing in general 
chat but we've been playing WoW since 
beta. Of course we already knew that What 
we did learn, however, is that playing an 
Alliance character does something strange 
. to a player's jump button. What is it with 
you people? The Horde would never stoop 
, to such indignity. 

Note: To protect the privacy of other play
ers, their names have been blurred out 

DING! 
Level 40 is an accomplishment for any 
WoW player, since it's at that point that you 
can get your mount It's no less of a thrill 
when you're impatient for your powerlevel
ing to be finished so that you can get on 
with phase two of researching an article. 

WHAT WE LEARNED 
Logging onto Poppy for the first time was 
a trip. Cheap equipment gave her little 
benefit An absolutely horrendous talent 
build cost us a gold piece to fix. None of 
her demon-summoning quests, save the 
Voidwalker, were done (for you non-wow 
players, in this case it means that she was 
about as effective as a sniper with a pistoO. 
Both her and her demon pets were missing 
key trainable skills, meaning we were more 
or less fighting level 40 monsters with level 
34 spells. Not having any tradeskills (craft
ing stuff: mining, tailoring, etc.) meant that 
we'd have to go back to the newbie zones 
in order to get any of them started On the 
plus side, at least she had an Honored rep
utation with all the Alliance factions, netting 
us a IO percent discount from vendors. 



LEVEL 40 NEWB 
Now we' re cooking with gas - or at least 
playing with fire. We take Poppy up to 
Stormwind castle to get her free mount 
(good thing we picked a Warlock; most 
other classes have to pay 90 gold to get 
theirs), fix her terrible talents, and train the 
latest ranks of her spells. We're down to 13 
gold from the original 25 that Poppy had, 
but oh well. A little monster-hunting back 
in Stranglethom Vale is definitely in order at 
this point 

WHAT WE LEARNED 
In short, we learned that jumping into 
the Warlock class at level 40 with little 
understanding of how to play it effectively 
is a terrible, terrible idea. Stopping ta drink 
for 20-30 seconds every two encounters, 
getting in serious trouble any time we get 
an unexpected monster on us, and dying 
frequently is no good - what do we look 
like, a Mage? Also, we apologize for a cer
tain amount of post trolling of the official 
Warlock forum. Soul shards are an irritating 
chore to manage. 

Timeline 

FRIDAY 
EVENING: 
Poppysniffe, starts ~ 
journey tOWOld the dork 
side. Forevet will n domi
nate ~ destmy. 

MONDAY 
MORNING: 
Traipsing tlvought the 
Duslrwood. Poppy's 
level 28 self is me,rily 
sloughtenng WOM'S and 
sJ:eletons. 

MONDAY 
EVENING: 
Ashenvole and the 
SJonetalon Mountains 
ploy host to Poppy's 
marauding WOf'5. 
Strangely, she~ only level 
29 at this point 

TUESDAY 
AmRNOON: 
When Blizzard finally 
manages to get the serv
ers bod: on!,ne, Poppy ,s 
loond bod: ,n Duslrwood. 
having plowed up to J2 
avemight 

WEDNESDAY 
MORNING: 
Trolls. roptors, and 
spide,sl TIit! Arothi 
Highlands provide ample 
e,perienct lo, OU, level 
JS l¾lrlod: 

THURSDAY 
MORNING: 
Almost theFe Poppy's 
enJO','ing the non-PvP 
nature of Stranglethorn 
Vole Of level J9. 

THURSDAY 
AFTERNOON: 
At lost, LMI 40 OrrMS 

SI/( days ahe, the ll1lfio/ 
aeotJon of the chorocte, 
No bene, ploa lo, a ceJ. 
elxot,on than ~ current 
horne ol Booly &,y. 

FRIDAY, 
1:40AM: 
TIit! powe,leveling SeMCe 
finally no/J/ies vs of the 
completion of thelf end 
of the borgmn. Slocxers. 

HUNTERS, DIRE MAUL, AND YOU 
There's a well-publicized telepoftation hack In WoW that allows Hunters to easily fam, the boss of 
Dire Maul (a IMl 60 dungeon) for ridiculoos amounts of U5y lool While ,ome of them.,. no 
doubl legit players. it's common knowledg, that many of them are hacking gold fannen. 

So, when we logged on to Poppysniffer for the first time, we ~-eel a lMI 60 H.....,. on 
her friends list who .... mysteriously in Dir• 

Maul for literaly two days straight Of '°"""· 
we reported him to the GMs for hacking 
and fanning. Four hours later, wt rtcffit a 
message that they've investigated the claim 
and taktn appropriate action. Huzzah! The 
banhammer is in effect! 

°' not Ow friend the - is back in 
Dir• Maul an hot.- later, lam>ng ""'I• Siaf\. 

FOR THE ALLIANCE! 
Well, PvE didn't go so well. Maybe we 
can try some Battlegrounds, and see if 
Warlocks are as overpowered in PvP as 
the Internet would have us believe. 

WHAT WE LEARNED 
It turns out that the Internet assumes 
that nat a/11-¾Jrlocks are utterly clue
less. With no Succubus to seduce 
our enemies or Fe/hunter to silence 
enemy spellcasters, we 're stuck try· 
ing to get some damage spells off 
before some cow with a huge axe comes over and chops 
us to bits. It doesn't help that we're only level 40, while 
most eve,yone else is between 47 and 49. Or that the rest 
of the Alliance suck almost as badly as we do, despite hav
ing vastly better gear and more levels than Poppy. In the 
course of losing our l-\t115ong Gulch match 3-0, Poppysniffer 
actually managed ta finish fourth out of ten on the Alliance 
team. How pathetic is that? 

Nola 
single 
Shaman in 
the .... tch, 
and we still 
got rolled. 
Sip 

W 
hy would anyone pay to have the experience that we did? We couldn't tell you. As a staff, 
we've leveled several characters to 60 and played them in the endgame, as well as dozens 
more into their 40s and SOs. The lower levels are fun every time, and WoWs surprising 
replayability is one of the many reasons we're still shelling out many dollars to Blizzard every 
month. All this powerleveling really did was skip 

the first third or so of the game for us, and dump us and Poppysniffer 
into situations we weren't ready to handle. If we hadn't alreacly had a 
year and a half of WoW experience - say, if Poppysniffer was our first 
character - the results would have been incredibly messier. 

We'd never do anything like this for ourselves. Beyond any moral 
issues with the practice (which are certainly valid points to bring up), it's 
just not fun. The only real value to a virtual asset like a character in a 
game is what you personally assign to ii and it's hard to feel proud of a 
character (or gold, or gil, or adena) that you bought Not to mention the 
fact that most everyone you group with in-game will easily notice your 
lack of skill, and let's just say that online communities aren't noted for 
being polite or tolerant Especially when you're getting their characters 
killed through your own ineptitude. Note: The account that Poppysniffer 
IM'.lS created on has since been canceled and is now inactive. Game 
Informer does not condone or suggest the use of any service that vio
lates the Terms of Use or EULA of a game. 

GI OPINION 
I play a Warlock in WoW, and even though I'm not High 
Warlord or anything, I knOIN a good talent build from a 
bad one. Poppysniffer's build is a bad one. Her destruc
tion tree in particular is a mess; Shadowbum is the only 

.___,.-_---' good choice in there, and the one point in Improved 
Lash of Pain is pretty hilarious considering that Poppysniffer doesn't 
even have a Succubus to use it The affliction tree isn't all bad, since 
there are some solid talents in there (Improved Corruption ftw), but I 
have trouble believing any competent Warlock would thrOIN points into 
Improved Curse of Agony when Nightfall is right there. I was looking for
ward to seeing hOIN efficiency-focused power levelers would approach 
my favored class, and nOIN I have my answer: stupidly.-JOE 

Specclng For Success? 
Affliction (18 points) 

5/5 Improved Corruption 
2/2 Improved Drain Soul 
2/2 Improved Life Tap 
5/5 Improved Life Drain 
3/3 Improved Curse of Agony 
1/1 Amplify Curse 

Destruction (12 points) 
5/5 Cataclysm 
5/5 Aftermath 
1 /2 Improved Lash of Pain 
1/1 Shadowbum 
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The video game industry is faced with a plethora of difficult questions and many ways to look at them. In Game Informer's 

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

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

tious issue of online microtransactions. 

IF YOU DON'T LIKE MICROTRANSACTIONS, you don't 
have to buy them - it's as simple as that Given this laissez
faire realism of microtransactions, who could be against them? 
Of course, gamers' larger concern is that they are being nickel 
and dimed to death, but I seriously doubt a couple of dollars 

is going to break your bank. Check your couch cushions, in your car seats, or don't super size 
your lunch if your pennies are that precious. Although you're already paying for your monthly 
Xbox Live account, that's neither here nor there. You pay that fee to Microsoft for Live's 
infrastructure. Microtransactions are a separate cost that goes to developers for the work they 
put into the specific items you buy. That's fair, isn't it? And if Sony's PS3 online service lets 
you play games for free or if the free market determines that people only want free/cheap/ 
noo-aucial microtransactions, then there's really nothing to complain about But, the issue 
of microtransactions goes beyond just looking at their cost There is value in them because 
they endear people to online gaming. It's not just an outfit or armor for your horse, it's giving 
gamers the feeling that the game is growing beyond its release, and that they can make it 
their own. It can also level the playing field if you don't have the time to get the newest gear. 
v.fith 85 percent of Xbox 360 gamers downloading Xbox Live Marketplace content of some 
kind (by Microsoft's numbers), and PC users willing to break their user's agreement to get 
the goods, people are dearly embracing the idea of microtransactions. Perhaps this statistic 
points to a hopeful future. v.fith digital delivery of content already happening and poised for 
unknown heights in the future, let's not let a couple of dollar bills get in the way.-KATO 
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I PAID $400 FOR AN XBOX 360, another $ 100 on 
peripherals, $60 for a game, and now you want to charge 
me even more money to make the most out of the experi
ence? No thanks. Regardless of whether the out-of-the-box 
game is worth $60 - and you'd be hard-pressed to prove 

that Oblivion, for example, isn't - charging a fee for additional content creates a discon
nect between players and publishers. How can I trust a developer to release its best effort 
if a company can just half-ass the retail game and then fill in the blanks later, all the while 
making even more money off of the deal? PC gamers already have to put up with this sort 
of thing with launch-day patches just to get basic functionality working, and it's a universal 
gripe. Even worse, microtransactions could easily develop into a situation where he who 
has the most disposable income wins. Just look at EverQuest ll's Station Exchange service, 
where players can trade in-game items and money for real dollars. Sure, your guild may 
not yet have the coordination and strategy to kill a dragon for that Uber Sword of Pwnage, 
but I had an extra $10 and bought myself one - better hope you don't run into me on the 
battlefield. Granted, this situation already exists under the table, with illicit gold farmers sell
ing in-game currency for cash online. There's no way that legitimizing the practice changes 
the underlying problem with it, though. What happens when the same thing happens in 
Gran Turismo 5 or Halo 3? I certainly don't relish the thought of owning a losing record just 
because some 13-year-old got Mommy's blessing to buy a Ferrari that the Honda I earned 
just can't keep up with.-ADAM 



R D B D S A P I E N™ V 2 
HUMANOID, INTERACTIVE, WAY COOL 
Built on the foundation of Robosapien™-the bestselling robot of all time- Robosapien VZ is the next generation in consumer robotics. 

Towering over your living room floor at a remarkable 24" in height, Robosapien VZ offers more advanced dynamic motion, powerful 
interactive sensors, natural speech capability, and, of course, a unique personality. The only humanoid entertainment robot who can strut 
his stuff, Robosapien VZ uses fluid biomechanical movements for walking, bending, sitting, standing, lying down, standing up, and dancing. 
You can't cut up the rug without some special moves. And Robosapien VZ's got all of the best moves covered. Armed with articulatea 
shoulders and wrists, movable hands, and a flexible waist, Robosapien VZ can dance his way around your home. 

Humanoid activity isn't restricted to this robot's movements, Robosapien VZ also has an interactive humanoid personality! 

"GIMME, GIMME, GIMME" 

Unlike other robots, Robosapien V2 can 
interact w ith his environment, 
autonomously. Whether filled with 
chairs, t ables, pets, or people, this 
robot can see, hear, and walk his 
way around your house 

avoiding obstacles in his path.This is free roam mode. 

Using a unique dual-range infrared {IR) vision system 
and elaborate touch sensors, Robosap1en V2 will act 
like one of the fami ly during these free roam strolls. 

Bristling with a battery of sophisticated sight, 
sound and touch sensors, Robosapien V2 is capable 
of unprecedented multi-sensory environmental 
interaction with both humans and objects. 

Equipped with a sensitive suite of tilt sensors, 
Robosapien V2 actually knows up from down. 
So if he has fallen, he can indeed get up. 
He'll inform you about this prone r,osition, 
utter, "I neecf to be upright for this' and, in a 
few seconds, be back on his own two feet. 

"LET ME SCAN THAT" 

Make a sudden movement in 
Robosapien V2's line of vision and 
he will flinch and ask you to 
identify yourself. Once identified, 
you wm be tracked with a 
sophisticated IR vision system. 

But there is more than IR vision that meets this robot's eye. 
Robosapien V2 can see colors, too. Red, green, and blue 
o_bjects can be recognized and tracked with his color 
vIsIon camera. 

What does that mean to you? Hold something blue in front of 
Robosapien V2's head and it will be recognizecf and grabbed. Now using his 
dual-range IR vision, Robosapien V2 wilf look for other blue objects, walk 
over to tfiem, and drop his blue object. Just think, all of your blue socks can 
be sorted into a pile on your bedroom floor. 

"GET YOUR OWN DRINK" 

Remember that personality that you liked so much in Robosapien? Well, it's 
fully developed in Robosapien V2. Diabolical laughter, warning messages, 
and sharp-tongued robot wit are all dispensed in clear understandable 
natural speech. Packed with over 120 phrases, comments, reactions, and 
observations, Robosapien V2 is downright chatty. 

"GROUP HUG" 

If you don't like the way Robosapien V2 
is acting or interacting, control him 

directly or program your own sequence 
of movements and animations. 

Packed with 100 pre-programmed 
functions and 6 programming modes, 

this robot also has 2 demonstration 
f'rograms for an instant 
'out-of-the-box" WOW. 

A powerful multi-function controller 
is included with Robosapien V2. 
Use this controller to access all 

functions and features, as well as for 
creating program routines. 

Oh, you don't like programming? That's OK. 
Robosapien V2 includes a revolutionary, 

interactive "puppet" programming feature 
that enables you to create a customizecf routine. 

Just move his body into different positions 
while Robosapien V2 automatically records and 

remembers each position. 

"WHAT WAS THAT?" 

If you set him into Guard Mode, Robosapien V2 won't sleep on duty. 
Guardingyour most valued possessions, he'll alarm intruders and give you a 
final heacf count of all intrusions. 

If some of your family members are robots, too, like Roboraptor™ and 
Robopet™, Robosapien V2 is capable of interacting with these fellow 
Robo companions. 

All of this interactivity can be tiring. This robot knows when enough is 
enou&h with a battery-saving auto-shut off function or by catching some 
guick 'Zs" in sleep mode. You see, Robosapien V2 is more than a robot, he's a 
fusion of technology and personality. 

Avai lable NOW at: 
Best Buy Circuit City Discovery Stores Fry's Electronics Radio Shack The Sharper Image 

Visit us on the web at www.wowwee.com or for more info please call toll free 1 800 310 3133 
© 2006 Wowwee Ltd. 
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Grand Thell 
Aula Ill 
Ah yes, the game that changed the world! 
Brillian~ mind-blowing, visionary - and 
kind of crappy when you come right down 
to it GTA Ill proves that if you can't do 
one thing righ~ just do a whole bunch 
of stuff poorly. Combining mediocre rac
ing, mediocre action, and a load of banal 
gangster movie cliches someone scraped 
off the bottom of Martin Scorcese's Italian 
loafers, GTA Ill offers a heaping helping of 
lukewarm gameplay to meathead jocks the 
world over. It's like the Old Country Buffet 
of video games; you'll definitely get your 
fill, but the bad aftertaste left by the shoddy 
mechanics leave you with 
little more than regrets 
and a gut ache when 
you're done. Let's not 
even get into the tedious 
objectives - it's not for 
nothing that this game 
resulted in the coining of 
the term "pizza delivery 
mission.• Sadly, a lot of 

the 80 hours you spend in Liberty City 

aren't much more exciting than working 
the night shift at Domino's, but without the 
tips. In its defense, it does a have a lot of 
swearing, which seems to be enough for 
the millions of unemployed 19-year-olds in 
pit-stained Eminem shirts that make up this 
game's target audience. 

Starcrall 
[Blizzard Entertainment, 1998) 
We can only wonder what the meeting 
was like when Starcraft got dreamed up. 
"Hey guys, I got a great idea! What if we 
took Command & Conquer ... and put it in 
space?!" Seriously, what does Starcraft do 
that hadn't been done before, ad nauseum, 
by the RTS genre? Besides rip off Starship 

Troopers, Alien, and 
Warhammer 40,000, that 
is. Oh, the fanboys will 
scream about the brilliant 
balancing and "purity' 
of Starcraft's online play, 
but how many patches 
have come and gone, 
nullifying strategy after 
strategy because they 
were "too powerful?" 
Not to mention that it's 
hard to maintain an even 

playing field when half of your users are 
using readily available undetectable cheats. 
Delude yourselves all you wan~ but rushing 
Zerglings into your enemy's base in the first 
five minutes of play takes about as much 
skill as button-mashing your way to victory 
in Kabuki Warriors. 

The Legend 
al Zelda: The 
Ocarina al 
Time 
(Nintendo, 1998) 
"I want to tell you about the awesomest 
new game hero I created! Basically he's a 
sexually ambiguous elf who looks sort of 
like Sandly Duncan in a weird anime version 
of Peter Pon! Oh, and I forgot the best part! 
His best friend is a beautiful pony and one 

of his super powers is being really good at 
playing the flute!" Speaking a sentence like 
that in high school would earn you little 
more than a few more nicknames and a 
massive wedgie. However, in the strange 
world of games, that statement results in 
you being crowned a genius. Who knew? 
Maybe Nintendo was looking to tap that 
elusive "middle-aged ladies who live with 12 
cats and collect Precious Moments figurines· 
demographic? This N64 "classic" features 
hour upon hour of tedious dungeons, goofy 
puzzles, and blurry graphics that will make 
you think your 1V screen has been painted 
with a thick coat of Vaseline. Also, after all 
these years, do you think that someone in 
the brain trust could actually figure out a 
way to implement a jump button alreadly? 

Perhaps that's asking too much. 



Resident Evil 2 
(Capcom, 1997) 
The truth is always scary, and so it makes 
sense that Resident Evil 2 is totally terrify
ing. Think about it - Claire manipulates the 
police station's security system by carrying 
a series of colored medallions from one 
Greco-Roman statue to another, only to 
find a grenade launcher just sitting in a 
comer. Then, when her backpack is too 
full with potted plants and a lockpick, she 
deposits the weapon into a magical box 
that will make the item available from any 
of the other similar-looking storage boxes 
strewn throughout the city. Because thai 
like, totally makes sense. It's also good that 
the shuffling, moaning undead are a 
slow-moving force to be reck
oned with, because the true 
horror of RE 2 comes from the 
control scheme, which makes 
your onscreen avatar move about 
as well as a Hummer with four flat tires. 
This is often tagged as one of the games 
that proved video games could be every bit 
as cinematic and engrossing 
as film. Which is true, if the 
films in question are those 
Shannon Tweed booby 
flicks they show at 2 tw, 

on Cinemax. Admit it: the 
incomprehensible plot and 
voice "acting" wouldn't even 
make the grade in the next 
Leprechaun movie. 

ICD 
(Sony Computer 
Entertainment 
America, 2001) 
Okay we can deal with the seemingly end
less and annoying puzzles, the fuzzy graph
ics, and combat that makes Myst seem as 
visceral as God of War. But do we have 
to do all of this while leading around a 
princess that's about as useless as a drunk 
four-year-old? Good God, woman! Learn 
to do something for yourself for once! Do 
we literally have to hold your hand through 
this entire game? Oh, waii yes, actually we 
do! Now we know how Paris Hilton's body-

guards must feel when they have to lead 
her back to her hotel after a night out in LA 
The game's much-vaunted "plot" and lack 
of dialogue serves only 
to prove that one man's 
"haunting and emotional" 
is another man's "boring 
as hell~ The environ
mental switch puzzles 
were critically panned as 
dull and counter-intuitive 
when they were in the 
last few Tomb Raider 
games, but somehow 
became brilliant when 
ICO recyded them, which 
shows you just how true 
the saying "perception 
is reality" is. Throw in a 
"surprise ending" that 
should come as a shock 
to anyone that's never seen Days of Our 
Lives, and you've got yet another critically 
acdaimed pile of stink. 

Halo completely revolutionized the first
person shooter genre. Or, that's what 
you might think if you'd had your head 
shoved up your butt for 10 years and 
hadn't touched a PC game since the origi
nal Doom. Here's yet another game that 
proves that "greatness· is more a matter of 
opinion. Sure, compared to Bloodwake or 
any other of Microsoft's dreadful early Xbox 
entries, this was a masterpiece, but the 
fact remains that Halo is perhaps the most 
overrated game of all time. Hey, do you like 
those levels? Good, because you' re going to 

have to go back to them all again because 
Bungie couldn't manage to actually make 
a complete game. Halo also earns our ire 
for introducing the Needler, the lamest and 
most useless weapon since the spitwad. 
On the plus side, Halo's vehides are a great 
way to experience what drunk driving feels 
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like without risking your life on the freeway. 
Still not convinced? Let's not fail to mention 
Master Chief, a faceless game hero so free 
of charisma that he makes Vice President 
Dick Cheney seem like David Lee Roth by 
comparison, or the story, which is insipid 
sci-fi boilerplate not fit for the script to an 
episode of Geopatra 2525. 

Super 
Maria Bras. 
(Nintendo, 1985) 
Video games have long helped us escape 
the drudgery of our boring existence by 
allolllling us to enter amazing worlds of 
fantasy. For example, what child doesn't 
dream of someday stepping into the shoes 
of. .. an 011erweight plumber with a gay cop 
mustache! For crap's sake, we at least expect 
our gaming avatars to have more exciting 
jobs than we do in real life. Yep, Mario is 
sure a great character, and so is Luigi, who 
is totally distinguishable from Mario bec.ause 
he wears different colored clothes. The •save 
the princess· storyline is trite, and even 

worse bec.ause you spend most of your time 
saving some weird guy named Toad instead. 
The levels are extremely simplistic and so is 
the gameplay, which largely revolves around 
bonking your head on bricks. We'll say 
one thing for this game, at least it's short; 
if you're good, and know your warp pipes, 
you can cruise through it in under an hour. 
And did those underwater levels really suck 
that much when we were kids? Ammer: yes, 
they did; we just didn't know any better back 
then. So, yeah, we respect the hell out of 
Super Mario Bros., as long as we don't actu

ally have to play the damn thing. 

Katamari 
Damacy 
(Namco, 2004) 
Namco's award-winning 
Katamari Damacy has gen
erally been praised as one 
of the best examples of 
truly creative game devel
opment in recent years. 
Sure ... why not? Rolling a 
ball around for l 0 hours 
is an entertaining way to 
spend a Saturday - if you're 

! a cocker spaniel. However, actual humans 
[ who play Katamari might begin to won-
i der why in the hell a game with a goofy 
! control scheme, Saturn-quality graphics, 
[ mind-numbingly repetitive gameplay, and a 
i butchered camera is considered a standard 
! of •excellence• by hardcore gamers the 
! world over. If we were cynical, we'd say 
! it's bec.ause certain comers of the Internet 
! will convince themselves that anything silly 
i and from Japan is inherently grea~ but that I would just be cra-cy talk! 

Metal 
&ear Solid 
(l'ionami, 1998) 
Metal Gear Solid prOlleS that to be 
considered a dassic. all you need 
is a plot so convoluted that people 
are embarrassed to admit they don't 
understand it Recessive genes? Ear 
pulling? Cyborg Ninjas? Throw it all 
in. The more jumbled the story, the 
harder it is to 
realize that you 
just snuck by 
a guard while 

wearing a cardboard 
box. It's a good thing 
the hobos down by the 
docks aren't involved 
in nudear politics; 
they've got more 
cardboard boxes than 
you can count! And if 
that doesn't sell it, the 
character names taken 
from an erectile dysfunction infor
mational pamphlet will seal the 
deal. How does Solid Snake firmly 
defeat his flaccid counterpart? 
With the seemingly boundless 
military arsenal in his pants. Hey, 
Snake! Is that a Nikita missile 
launcher in your pocket or are you 
just happy to see us? The only thing 
that could make this game worse is 

a hero whose haircut makes him look like 
the weird dude in your high school in the 
Megadeth jean jacket who always hung out 
at the convenience store ... oops! 

Final 
Fantasy VII 
(Square Soft, 1997) 

! 

~ 
: 

: 

I Final Fantasy VII is not your high school i 

sweetheart. Just because it was the first ! 

one to break your heart doesn't mean that ! 
better games won't come along. In fact, FF ! 
Vll's major lasting contribut)ion tho gaming I,,,,,_ 

(besides making nerds cry Is t e pretti-
est male villain in history. Seriously, you'd 
think the FF gang was dressed entirely in , 
dothes left over from Duran Duran's 1984 i 
world tour. And what is Cloud doing while i 
the fashionable yet feminine Sephiroth is i 
destroying the world? Decorating weapons I 
with jewelry, talking to a stuffed animal. 
and making birds do it Hey, you can't rush 
heroism ... especially when your most power
ful magic attacks clock in at a full minute. 

It's a sad day when 
watching a metallic 
space-dragon inciner
ate an entire hemi
sphere is just boring. 
Oh, and "One Winged 
Angel" is a Carmina 
Burana rip-off. Deal 
with it 
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STUDIO HEAD/RAVEN SOFTWARE 

>> Formed by brothers Brian and Steve Raffel, Raven has earned a reputation in the industry for producing 

high-quality licensed games. Over the company's nearly two decades of existence, ifs done such acclaimed 
titles as Star Trek: Elite Forces, Hexen, Star Wars: Jedi Knight, and the X-Men Legends series. We recently 
spoke with Brian Raffel about Raven's past and future. << 
You've had a longstanding relationship with id 
Software. How did that come about? 
It was a weird coincidence how that stalted. Id was 
actually in Madison for about an eight-month period. 
Torn Hall, one of the id founders, actually went to 
school here at lJiN Madison, and they really liked it 
But that was before winter hit [Laughs] It turned out 
that they were only a mile from us. John Romero 
called me and introduced himself ... They came over 
and saw our stuff and liked Vvhat we were doing. 
'Mien we saw the 30 technology they were doing 
with Wolfenstein, [which] we had never seen before, 
we were bbMl away. We said, "Hey, can you teach 
our programmers how to do that?" So, you know 
John Carmack, he said, •sure, it's easyr Mer one or 
two meetings, we said, "There's no W<ff we can do 
that• That was when we set up our first license deal 
with them. He did an engine between Wolfenstein 

and the Marvel comics. What are the chal· 
lenges of working on a high-profile property? 
Well, I think it's one thing that we've done quite 
well. When we were doing Soldier of Foltune, we 
put ourselves in the mindset of what that license 
brought to the table. We wanted it to be more 
visceral. Whereas, Elite Force, with Star Trek, we 
stayed true to that license. We've noticed that 
each third-palty licensee has their own priorities 
and we get in synch with them right away. We 
[find out] what's the critical thing that they want to 
convey. What is it about X-Men that you want to 
get across? Plus, all the licenses we've dealt with, 
whether it was Star Wars or Star Trek, we have so 
many people here that are in tune with the license 
that I feel we're really able to put that folth and 
bring that essence out 

We get a lot brought to us, and sometimes we can't 
resist Like X-Men - we have so many comic book 
people here. And, of course, Star Wars. We enjoyed 
working with id, so when they offered us Quake 4, 
we thought it would be a good oppoltunity to work 
with the new technology. We like to do original IP, 
too, like Heretic and Hexen way back. We're not 
plugged into any one thing - we've done first-per
son shooters, we've done RPGs, and we like to keep 
things fresh. I wouldn't mind doing some fantasy 
again, and a lot of people here have wanted to do 
a horror game. So, there's things like that that's kind 
of nice about being where we're a~ because it's not 
like we're tied into doing Madden every year. 

Do you have any plans to do any original IP? 
We have some concepts on the table, but it 
depends on where it fits in. We have too many 

fit's] nice being where we're at, because it's not 
like we're tied into doing Madden every y_ear. 

and Doom, which we did ShadoY.oc:aster on. They 
liked it a lot and wanted us to work with their Doom 
tech, so we did Heretic. It was a really exciting time, 
going from 20 to 3 D - it was amazing to be a palt 
of that 

You've worked with them many times since 
then; do you have any future plans with them? 
Well, right now, we've announced that we're work
ing on Wolfenstein and we just did Quake 4. We've 
pretty much used their engines through our whole 
development with Jedi Knight and Soldier of Fortune 
and Elite Force. We're usually one of the first com
panies to get their technology. We celtainly have 
enjoyed a good relationship and are always hoping 
that there are endeavors we can continue to work 
on in the future. 

11,e Doom l engine was powerful, but didn't 
really catch on with licensing by developers 
like Unreal l or Hatt-Life 2. Why is that? 
[Id] took the engine in a direction that suited them 
for Doom 3, and that's what they wanted. Some 
other engines out there took different direction. Ha~
Life 2 didn't have the super shadows that Doom 
3 did, but they had a more photorealistic look that 
seemed to catch on differently than the Doom stuff. 

You've been very successful at working on 
games with very big licenses like Star Wars 

How much input does a company like Marvel 
or Lucasfilm have into the design of the game? 
Each one's different Marvel's said, "Here it is, we 
trust you guys - do it" But then when you're dealing 
with someone like id on Quake or LucasAn:s on Star 
Wars, these guys are also game developers. Then 
we leverage things on a deeper level. where they 
have cen:ain technologies or [input] on the game 
design that we use. There's different depths to each 
licensee and each one is its own unique blend. 

Is it difficult when you've done a lot of work 
on a certain charactei's gameplay or look. and 
they come to you and say, "We've completely 
changed that characterr 
We've definitely had that happen. There's an upside 
and a downside [to licensed work]. The downside 
is that sometimes we have to change things in a 
W<ff that we don't want to. We have had titles - I 
won't say which one - where we've had to do a 
[character] model over nine times. That's frustrat· 
ing. Or, with X-Men, there's the old '70s comic 
book costume, there's the movie costume, there's 
the current comic book costume. That's a lot of art 
content to juggle, because there are a variety of eras 
and the fans demand a lot of options. 

How have you gotten so many high-profile 
licensed games? 

games to do right now, which is a good position to 
be in. It's a matter of when all the planets align ... 
we're talking to Activision to see if it makes sense. 

You've worked with some of the biggest fran
chises in the world. Is there any license out 
there that you'd just love to work with that 
you haven't already? 
Well, I guess it's always been Aliens. There's obvi
ously so many reasons it wouldn't work because 
of who owns it, but that's always one that we've 
thought would be cool to work on. 

You must be fairly familiar with the PSl, Xbox 
160, and Revolution. What are you observa
tions on developing for those systems? 
Obviously, we got our hands on the 360 first, 
and that seems pretty powerful. We're just getting 
things going on the P53. We really haven't touched 
the Revolution, to be honest [The P53 and 360] 
both have their pluses and minuses. I'm excited to 
get a little deeper into the PS3. That's the trick to 
consoles. You solt of get your hands in there, and 
then you really stalt to see their strengths as you 
figure out what it takes to get juice out of them. The 
interesting thing will be to see what we can do with 
the multiprocessor on the P1ay5tation 3 and how we 
can use it to our advantage. I don't think everyone's 
got their heads fully wrapped around that yet 





DISCOVER THE COURAGE THAT TURNS 

HEROES INTO LEGENDS. 

"Titan Quest has everythi 
expect out of a triple-AP 

-Ga 

uone of the more promisin 
action I RPG games of 2006. 

-IGN 

uWho better to defeat the great 
Diablo than the Titans of myth?" 

- PC Gamer 





connect gear --ENVY 
HEAVYWEIGHT 
U:909 
Manufacturer: Voodoo PC 
Website: www.voodoopc.com 
List Price: starts at $4,500 
Could this be more ridiculous and over the top? Probably, but 

it would have to be a Guinness-sized feat like those pancakes 

that are SO yards across. Just shy of that, this new addition to 

Voodoo's Heavyweight line sports a 19-inch screen with a native 

resolution of 1680x10S0, an AMD Turion 64 processor, your 

choice of NVIDIA or ATI graphics cards, and a back-

breaking 16 pound carrying weight 

The expected variety 

of color schemes, 

accessories, and 

extended service plans 

are also available .. 

OTHER 
THINGS 

THAT 
ARE 

(!aeeninagtsmJat,d) 

16 LBS . ~~ 

I i.tiUH iGE ti 

The Average Aged 
Count,y Ham - S67.04 

XBOX 360 QUICK 
CHARGE KIT 
Manufacturer: Microsoft 
Website: www.xbox.com 
List Price: $29.99 
This should have come out at launch. The Xbox 360 
Quick Charge Kit is a stand-alone unit that rejuvenates 
two of the rechargeable battery packs in less than four 
hours, has easy LEDs to show charge status, and 
comes packaged with an extra battery. We always 
thought it was lame to leave your 360 on to 
charge wireless controller batteries, and now we 
don't have to. Better late than never, Microso~ 
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Oipper 770-3 Telescoping 
Utility cart - S 134.95 

Female Harpy Eagle 

Ea 

Rescue Jennifer Training 
Manilun - $515.00 

BINARY WELCOME MAT 
Manufacturer: ThinkGeek 
Website: www.lhinkgeek.com 
List Price: $39.99 
Cool post-modem style or geeky message in 
disguise? Okay, it's pretty dorky, but 
the 1 s and Os on this mat spell 
out 'Welcome• in binary. If a cool 
kid asks us, we're going to make 
fun of it, but inside we're secretly 
smiling. The mat itself is made 
sturdy for outside or inside use and 
the raised black areas really get the 
mess off of guests' shoes. 

Ario (Jeremy's cat) 



IIElll 

THE START MOBILE 
ART GALLERY 
We tried out Start Mobile a few 
months ago and the delivery 
tech was a little flaky. Now that 
they've gotten the bugs worked 
out. we can't recommend the cell 
phone customization enough. 
The collection of artists includes 
some standouts from the recent 
I Am 8-Bit video game art shows 
(and some of those featured 
pieces can be downloaded, along 
with others by the same artists). 
other artists use geeky touch
stones to great effect. and quick 
profiles always have a link to 

Manufacturer: Start Mobile 
Website: www.startmobile.net 
List Price: $1.99/each download 

their main website. ■ 1 Chris Reccardi. 2 Kirsten Ulve, 3 Shaunna Peterson. 4 Aidan Hughes. 
5 Lori Earley, 6 Ogi 

mill 

PLAY BIG IN76 
Manufacturer: lnFocus 
Website: www.infocus.com 
List Price: $2,999 
If Looks Could Kill was, if memory serves correctly, a garbage movie with Richard 
Grieco, but lnFocus' newest OLP projector really could cut people down with its 
good looks. The sleek black capsule houses an HD projector with a native resolu
tion of 1280x720, a contrast ratio around 3000:1, and a Texas Instruments chip that 
makes blacks blacker and colors more defined. This is one of those things where 
the ins and outs of the tech aren't as important as one, more tangible, thing - the 
picture is awesome and next-gen gaming is even better on a gigantic display. 

■ The projector can 
be five to 20 feet 
away from the screen 
and loses little quality 
at any distance 

IIElll 
MASSIVELY MULTIPLAYER 
GAMES FOR DUMMIES 
Manufacturer: For Dummies 
Website: www.dummies.com 
List Price: $24.99 
This came out around the holidays and we thought about includ
ing it then. Distracted, we set it aside ... and then picked it up. 
Again and again. It's funny - really, really funny. Authors Scott 
Jennings and Alexander Macris' obvious love for the subject 
matter makes the stories worth something even for experienced 
players. There is stuff we didn't know and, if our last run through 
AQ20 is any indication, lots of you don't know it either. 

Ar« you gom•l aster th~ rules, and join rhe mosses! 
Find a gomt, m 

IIElll 
360 CONTROLLER 
FACE PLATES 
Manufacturer: Uk-Sang Website: www.lik-sang.com 
List Price: $16.95 (metallic silver, shown), $14.95 (other colors) 
The 360 is designed to accept new faceplates, but warranty
voiding covers are now available for your next-gen controllers, 
too. Uk-Sang is offering seven different colors right now and 
each has their own appeal, but we're really stoked about this 
flashy and high-maintenance chrome number. Installation 
doesn't look hard, but does require some unscrewing. 

(Sho>m vmh conrroller, not induded) 



J 
ust recently, NPD reported a decline in 
PC Video game sales over recent years, 
even though there was an increase in 
overall Video game sales. This means 
that while console gaming 1s getting hot 
PC gaming IS getbng cold. The impl1Ca

tions are startling: Does thtS mean that the mighty 
keyboard and mouse wdl finally yield to the tried
and-true game pad? Qurte pos51bly, as the incen
tives for both players and developers to head to 
consoles are very compelling. 

Bnefly hypnonzed by the glowing blue saeen 
that suddenly appeared on my monitor, I realized 
how much I hated my computer. I had just been 
playing The Elder Scrolls r.J: Oblivion, and just lev
eled my darlc elf thief when the game aashed. Of 
course, I was a little angry and a lot annoyed. My 
machine reaches just above the required specs: the 
game looks decent and runs at a solid SO frames 
per second, but I get random crashes due to what 
must be a level four kobold berserker hiding some
vvhere in my operating system. I visited the official 
Elder Scrolls support board and felt better knoY.,ing 
that I wasn't the only one suffering from crashes. 
The Bethesda support forums y,,ere running so 
fast, a new topic would end up on the fourth page 
after only a few minutes. There y,,ere reports of 
blue saeens, memory leaks, desktop crashes, exit 
crashes, sound problems, and video problems. Not 
one of these problems were attnbuted to the Xbox 
360 version of the game, only the PC. One forum 
poster even pointed out that a simple fix would 
be to go out and get an Xbox 360, which got me 
wondering ... v.hy not? I, too, love my WASD/~ 
control, but tS it worth all of the annoyances? Should 
I hold out because there will be a large number of 
mods to the game that I probably y,oo't use? Wny 
is everyone still playing games on PCs? The more 
I thought about it, the more I realized v.hy the PC 
game industry might be slowing dcMln. 

First of all, there is a huge incentive for developers 
to produce games for consoles. Not only do they 

proVlde standardization, whereby developers don't 
have to create games that will run on the broadest 
spectrum of PC hardware, but they also don't have 
to worry about all the poss1ble bugs they didn't 
catch. It is easy to beta test on a console, yet it is 
nearly imposs1ble to guess the types of hardware PC 
garners are rum1ng, and what settings they are run
ning them at Consoles solve this problem by being 
easy to develop for and test on. Once the game is 
done for a console, it is done. Most often, develop
ers don't have to continue to 'NOlk to create patches 
for the game to fix problems hke they do for the PC. 
Furthermore, garners on consoles don't feel like beta 
testers the way they often do with a new PC game. 

Another incentive that consoles offer developers 
is security. The secret underground software pirat· 
ing community 1s not so secret The pirates laugh at 
game publisher's attempts at security. Games are 
cracked, no matter what their security, within hours 
of the game's release, and often before the games 
even hit the shelves. One gamer pointed out on 
the GameFAQS Elder Scrolls IV message board that 
the lack of any security system on Bethesda's new 
game means they probably saved money by not 
implementing a security system that pirates would 
crack anyway. Not only that but many pirates, after 
reading and seeing how often the game crashes, 
voiced happiness that they saved money on a 
broken game. 

Consoles. on the other hand, especially the next· 
gen models with their new netv.olk capabilities, take 
the pressure off the game developers, because the 
consoles themselves proVlde security by updating 
their firmware, rendering copied games useless. 
Although, sadly, despite the fact that hackers and 
pirates \Nill find a way around the firmware, the secu
rity on consoles is a lot tighter. Also, the trade-offs for 
pirated games are often too hefty for most console 
garners to be tempted - consoles often will need 
a hardware modification, requiring mucking about 
under the hood of their $4oo+ machine. Not only 
that these modifications make the games less play-

If there is 

one thing 

that PC 

games still 

get right, 

it is online 

gaming. 

able, removing the ever-popular multiplayer options. 
For consumers, investing in a console seems to 

make much more sense. The next-gen consoles 
made by Microsoft and Sony, while expensive, have 
enough power to run high-end games for the next 
five or so years. Unfortunately, the same can not 
be said for PCs. The top video cards of today often 
cost around $600, and that won't be the only thing 
gamers need to upgrade. By the time they invest in 
RAM and a processor to correct bottlenecks in their 
system, a new motherboard is probably needed. 
Compound this with the need to upgrade in three 
years when the newer games demand it and PC 
gamers are left playing a very expensive game of 
catch up. Instead, gamers can pick their console 
of choice to start or wait until the price of the con
soles drop. 

If there is one thing that PC games still get right 
it is online gaming. IM,ile PC games sales overall 
have been dropping. the amount of PC games being 
played online has risen dramatically. Games like 
World of Warcraft and Star Wars Galaxies consume 
countless gamer hours and rack up big money. 
However, as consoles better implement more user
friendly gaming networks, the PC's monopoly on 
MMORPGs will most likely also decline. Not only 
that but when next-gen consoles embrace home
brew applications and mods, then console games 
will be just as good as PC games. 

\Miile games most likely won't completely disap
pear from PCs, the implications of the cooling PC 
game industry are huge. Wnat will happen to the 
video card arms race? Will computers become 
more for multimedia creation rather than execu
tion? As a lover of PC games, I hope not but if 
it means developers will hone their talents and 
spend money on gameplay, story, and graphics, 
rather than bug testing and security implementa
tion, then perhaps the decline of PC games could 
be positive for all. ■ ■ ■ 

The views and opinions expressed on this page are strictly those of the 
author and not necessarily those of~ lnforme, Magazine or its staff. 

If you woo in the industry and would like lo share your opinioo. conlact senior editor Matt Helgesoo at matt@garneinformer.com. 
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:• cover story 

CREED TM 

"Nothing is true. Everything is permitted." 

A lone eagle soars over the recently conquered medieval port city of Acre, where 
below a Christian knight paces the gallows, preaching to a crowd the sins of the men 
that hang behind him. As the bird lifts up and over the nearby church bell tower, a figure appears, 

intent on the scene below - stark and white against the dirty, rubble-strewn city. The bell begins to toll noon 

as the man drops into the square below. He stalks quietly and steadily through the jeering throng, gently 

pushing aside those in his path. At the fourth bell, he begins a slow run, now shoving down those chat aren't 

wise enough to step aside. From atop the raised gallows, he is spotted. The knight's guards draw their weapons, 

and the white-cloaked figure drops into a sprint. In a flash, a spinning blade cakes down the first soldier. The 

second swings once before the attacker has dropped him as well. At the sixth bell, the assassin leaps. Time 

seems co slow. A hidden blade emerges from his arm, and his victim falls as the knife finds his neck. In che 

stunned silence, the assassin reaches down and reverently closes the dead man's eyes, and then the chase is on. 

Guards surge forward and rush after the murderer as he launches into a nearby alley, jumps off a street-side 

scoop,land pulls himself to the roof. Along the tops of buildings he runs, circling back to the church entrance. 

He drops to the ground and rushes to the cathedral door. As he calmly turns, he is totally surrounded by his 

foes. The twelfth bell coils. The doors open and a sea of white-robed monks emerge from afternoon prayer. 

Standing completely still, in the bright light of day, the assassin completely disappears. 

GAME INFORMER Sl 



This first remarkable glimpse of Assassin's 
Creed has us reeling. We've been invited to 
spend two days touring the massive, maze-like 
corridors of Ubisoft Montreal. 'Mthin, a team 
of developers has been anxious to share thetr 
secret with the gaming community. For some 
of them, it's a secret they've kept silent for aver 
two years, ever since several of the team leads 
completed the first Prince of Persia game. As 
we enter the huge area devoted to Assassin's 
Creed, we meet producer Jade Raymond, the 
first in a string of introductions to smiling faces 
that each seem intensely excited to finally tell 
someone from the outside about their project. 
1 just loved the huge ambition of the game, 
and the fact that Ubisoft was letting people think 
about the concept for so long and then develop 
new technology," Raymond enthusiastically tells 
us. "It's completely set apart from anything that's 
been on the market before. Hopefully gamers 
wiH appreciate it, but it's definitely going to be 
something totally different· 

One of the most profound ways that 

Assassin's Creed sets itself apart is the startling 
mix of historical fact juxtaposed against this 
team's sweeping narrative style. Anyone who 
has played any of the Prince of Persia games 
1s familiar wrth the flair for drama and intrigue 
that fills that series. However, unlike that 
largely fantasy-based project, Assassin's Creed 
is a game firmly entrenched in the details of 
medieval history. Specifically, the game is set 
in the summer of 1191, only weeks after the 
Christian conquest of Acre. While it's not a 
well-known fact, it is from this era that the word 
•assassin" comes. Historically, an offshoot group 
of Muslim warriors became widely known and 
feared due to their policy of murdering oppos
ing political leaders who went counter to their 
interests. Whether the name evolved from their 
founder Hassan or from the common legend 
that they used the drug hashish in their rituals, 
the name has passed into modem usage in 
several languages as •assassin~ Because this 
strange society was incredibly secretive, the 
team at Ubisoft knew almost immediately that 

there was tremendous potential to expand the 
mythology into a game. "What is written in the 
history books is what people from outside the 
Assassins said about them," creative director 
Patrice Desilets tells us of the project he helped 
jumpstart "But we wanted to take players inside 
the Assassins, and then we took some liberty~ 
Amid the scattered accounts of the Assassins, 
one piece of information emerged as particularly 
evocative, a motto that was said to have been 
the guiding principle of the order - "Nothing 
is true. Everything is permitted." "As soon as. 
I read that phrase, I though~ there's a game 
there," Patrice relays. "It's very dose to Taoism 
or Buddhism - everything is an illusion, and 
you can do whatever you want We approached 
it more like they were ninjas from the Middle 
East." Beyond its potential for interactive gamin& 
the creed itself also served to pinpoint the 
forces that the Assassins would find themselves 
aligned against In the organized religion of 
the time, regardless of faith, the people were 
encouraged to believe that everything they were 



told was true, and almost nothing they wanted 
was permitted. In the mythology of the game, 
this is the idea that the Assassins struggle against 

Eve,y conflict needs a hero, and for this one 
players will adopt the role of Altarr, (pronounced 
al-tie-ear), an apprentice Assassin at the historic 
castle of Masyaf, a mountain hideaway in what is 
now modem day Syria. Altarr literally translates as 
"eagle" from Arabic, and the choice of moniker 
is entirely purposeful. "He's like a bird of prey. 
We took that as a reference for all his moves, 
looks, and attitudes; art director Nicolas cantin 
points out to us. Against a wall, the shadow of 
his cowl appears as a sharp beak. Crouched 
upon high roof ledges, his doak falls about him 
like folded wings. When he strikes his victim, 
his ritualistic dagger appears like a talon as 
it emerges into his left hand, where his ring 
finger has been ceremonially severed upon his 
ent,y into the order. His practiced movements 
are a combination of incredible strength and 
versed grace, thanks to the bank of over 4,000 
animations that will govern his interaction with 



the wood lhe remarkably fluid agility of 
the Prince of Persia had apprOXJmately 
800 animations in comparison. Many 
things about AltaTr are designed to defy 
expectation. He is not a black-garbed thug 
sneaking through shadows. Even the way 
he kills is strange - each of his victims he 
treats with the utmost respect. A far cry 
from the heartless mercenary hitman that 
video games have painted 1n the past, the 
developers will only be sansfied if players 
come away from the game wrth an entirely 
nev,, perception of the word "assassin~ 

The world that Altair finds hunse!f in 
is embroiled 1n the chaos of the Third 
Crusade. Christian soldiers, under the 
leadership of Richard the Lionhearted, have 

swept into the Holy Land on another quest 
to retake rt from Saladin and the largely 
Muslim populace. Decades of religious 
war have left whole cities as melting pots 
of different peoples and faiths. Under the 
tutelage of the Assassin chief Sinan, Altarr is 
tasked with helping to bring an end to the 
Crusade with as little loss of innocent life 
as possible. Every one of Altarrs precision 
strikes is designed to hold back the tide of 
corruption and violence that threatens the 
people. "You'll come to understand that 
there are other things going on in the Holy 
Land that most everyone else is unaware 
of," scriptwriter Corey May reveals. "You're 
not just out killing people. You're solving 
a mystelf, 

To complete this task, the player will 
guide Altarr through dozens of planned 
murders. While every assassination will 
be unique in place, style, and challenge, 
there are three steps to each mission that 
will remain the same. First, players must 
locate the target in one of the sprawling 
cities or wilderness areas of the open game 
world. Getting dose to the target will often 
necessitate carefully navigating through 
hordes of city populace, or alternately 
scaling bu1ld1ngs and slipping from roof to 
roof to reach the enemy. lhe second step 
is the lethal attack - players will reconnoiter 
the area around a target and discover any 
number of paths to get close, neutralize 
any protection, and finally kill the enemy in 

person. The moment of the kill, as the 
center point of an Assassin's job, is 
being met1rulously designed to offer 
a wealth of emotional experiences 
for players in the brief seconds 
that it lasts. lime will slow, and the 
action will zoom close. Excitement 
mixes with the gravity and horror of 
taking a human life, as you'll often 
bear witness to the fear and pain 
etched on the victim's face. Finally, 
every major assassination will have 
the dying man relay a piece of 
information to Altarr about the larger 
conspiracy that is at the true heart of 
the game, pushing the story forward 
with the last words of a fallen foe. As 
the target dies, and even once he is 
gone, Altarr will always try to make a 
point of offering respect and honor 
to him. •our reference for the scene 
of the assassination is from Saving 
Private Ryan, when the German kills 
the American with the knife, and he 
says: 'Shhh . .Shhh'," Desilets explains 



about that all-important instant 'There's a 
moment between two human beings. And 
that's important to me.' The develop-
ers want the moment of death to carry 
emotional weighi and for players to lose 
themselves in the moral dilemma of killing 
for a greater good. When the deed is done, 
the third act of a mission is the escape, 
which can involve any combination of 
combat with guards, acrobatic roof running. 
or finding a way to hide or blend in with 
the surroundings and slip away, depending 
on player preference. All told, the full arc of 
one assassination can take anywhere from 
10 minutes to a full hour, entirely based on 
player choice and decisions. 

Whether completing a mission or noi it is 
the incredible innovations that fill the cities 
of the game that will bring the world to life. 
The most exciting feature that manages 

this feat is the crowd. 'The Scimitar game 
engine allowed us to have over 60 NPCs 
onscreen, each with individual Al and 
behaviors,' Desilets tells us. Even in some 
of the most exciting open world games 
on the markei onscreen characters are 
all playing out their parts along a highly 
scripted path that takes them from one 
place to another. Furthermore, if you inter
rupt that path with something like a violent 
action, a given NPC usually triggers into a 
single response, usually either fight or flight 
Not so in Assassin's Creed. Every NPC has a 
wealth of needs, each with a relative value. 
High social need might send a person 
to find someone to talk with. NPCs can 
develop thirst or hunger, and be drawn to 
a market fruit stand or fountain. Those that 
desire rest might look for a bench. Those 
who want entertainment might seek out a 

streetside piper, a Juggler, or even an after
noon hanging In the town square. Finally, 
some NPCs will be driven by a certain duty 
like a patrol, the protection of another NPC, 
or other set tasks. 

As you move among the tightly packed 
dusters of people, a pushing and balancing 
feature dictates both physics and the need 
for civil conduct with others. In other words, 
every NPC cames weight and force. Just as 
you wouldn't be able to run to the front of 
the stage at a musical concert, in the game 
the crowd will block your way. Run fun 
tilt into a very large fellow, and you might 
knock him off his balance, but you WIii 
almost certainly be thrown to the ground 
as well. Beyond the physical reaction, you'll 
also get the same personal reaction from 
such a man as you might In real life - he 
may very well be angry or even violent 
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Meanwhile, other passersby will stop and 
react - some will point and stare at your 
socially abnormal behavior. Others may join 
In the fight Beyond their needs, every char
acter in the world will have multiple layers 
of tolerance for the actions of a player. 
Oimb up onto a roof in broad daylight on a 
main str~ and just like In real life, people 
w,1I pause and stare. Guards will often react 
more folcefully, and dimb up after you in 
pursuit Break a merchant stand and you're 
sure to attract the attention of the entire 
surrounding area. NPC tolerance acts as a 
totally organic solutJon to the "wanted stars' 
dilemma of open world games. The only 
way to return tolerance to normal is to find 
a place to hicle, enter a place of worship 
like a Jewish temple, Islamic mosque, or 
Christian church, or find your way back to 
the Assassin hideout of the area. 
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Beyond the random NPCs that follow their 
own personal desires through the world, 
e,rery environment will also be filled with 
what the designers have dubbed NPC traps. 
These groups of like-minded individuals 
act as a force to either impede you or your 
enemies, depending on their opinion of you. 
Beggars, prostitutes, monks, and gossiping 
women - groups like these will all start out 
generally hostile to a person like the player 
vi1o disrupts the natural order of the city. 
However, beyond the dozens of assassinabon 
missions that players will undertake, they 
can also choose to attempt helping missions 
for the struggling populace. Aid the monks, 
and the next time you're being pursued they 
will help hide you amid their white robes, 
rather than breaking apart and pinpointing 
your location. Burly men on the street might 
block your entry into a side street if they 
don't know you, but split open if you've aided 
them. Beggars crouched in side alleys may 
acc.ost you for money, or if they like you, 

instead trip pursuing guards. A friendly mass 
of citizens may even throw rocks at your foes 
instead of you, presuming you've completed 
the sidequest in their city for them. Unlike 
in the world of Prince of Persia, there are no 
spinning blades or spouting flames to hinder 
progress in a realistic setting like this. lhat 
role is now reserved for the crowd, even as it 
doubles as your camouflage. •our light and 
shadow is the crowd,• Jade Raymond relates. 
"It's faster paced. It's about whether you're 
doing things that are within the social nonns 
of what's acceptable.• \/Vhere another game 
might have you managing your ability to stay 
hidden in the darkness, stealth and secrecy in 
Assassin's Creed are often only accomplished 
in the middle of a busy city square. 

lhe crowd dynamic, while intensely reward
ing. is not enough to offer the exploration 
and freedom that the team desires for basic 
gameplay. With a character that possesses 
the acrobatic skill and strength of a circus 
performer, the idea of an open world that fies 

only along the street is totally inappropriate. 
And while ascending and platforming along a 
scripted line may give the illusion of freedom 
in a game like Prince of Persia, Assassin's 
Creed seeks to offer the actuality of freedom. 
For that reason, every inch of the game world 
and environmental geometry has been set 
up as part of a massive action-based grid. 
On this grid, any object that sticks out more 
than five centimeters from its surroundings 
has been made interactive. lhis means 
that any ledge, rock, pole, box, window, or 
countless other objects can all be leaped 
over, climbed onto, or in many cases knocked 
over. Level designers for the game are 
working tirelessly to craft exciting movement 
and action opportunities in any direction 
you step, with the rough plan that every IO 
meters should offer at least one chance to 
interact meaningfully with the environment 
lhe ground may demand quick dodges and 
blind turns into dark alleys. Players might have 
to jump between interconnected rooftops 



along a patchwork of thick planks. And 
eNery wall becomes like a tiny mountain 
climbing challenge, where you're constantly 
looking for the next foothold or hand grab 
that can offer some leNerage. Countless 
paths are open to you at any step. '1his is 
really what sets Assassins apart from many 
other action games, where you always 
feel like you're a mouse in a maze. You're 
just trying to figure out how to get to the 
cheese. Assassins completely does away 
with that philosophy," lead programmer 
Matt Mazerolle tells us. In a way, the 
creativity that deNelopers get to feel when 
they design a leNel path has been passed 
on to the player, offering a higher degree of 
freedom of movement than has eNer been 
an option before. 

Unwilling to settle for a mundane control 
solution to this anything but mundane 
game world, the deNelopment team has 
crafted a remarkable new approach to 
action controls that further broadens the 

options a player has in front of him. Most 
modem action games include partirular 
buttons for specific actions like jumping 
and attacking. as well as the common 
context sensitive "do" button that interacts 
with the world. Instead of this, Assassin's 
Creed will employ an intuitive new idea 
that can best be compared to playing 
marionette or puppeteer to Altair's actions. 
"\Afiat I really liked about this concept was 
that once you understand the concept of 
the controls, you know how to play the 
game; Raymond asserts. "You don't eNer 
have to look at what the button combos 
are. You can invent them as you go~ On 
the PS3 controller, the left analog will still 
control movement and the right analog will 
handle the camera. However, the actual 
buttons are quite different than normal. 
X will correspond to the fee~ Square will 
dictate arm movement with your weapons, 
Grcle will use your arms without a weapon, 
and Triangle uses your head. Finally, one 

of the right shoulder buttons will serve as 
a shift key between high and low intensity. 
Run with the left analog. or hold down the 
shift button to walk. If a pe!SOl1 is in front 
of you, press the non-weapon arm button 
to shove them violently against the wall, or 
shift and press the same button to gently 
move them aside. High atop a roof, you 
can navigate a tricky set of overhanging 
building struts by holding down jump to 
lithely hop from one to another, or switch 
to your arms to leap forward and grab one 
and swing along below them. Like the 
approach to level design, the aim is to offer 
increased freedom. Even a simple low wall 
offers at least two options - run forward 
and press the legs button and you'll hurdle 
it like an Olympic athlete. Press for your 
arms, and Altarr will throw down his hands 
on the wall and vault r:Ner. Every player 
can determine not only where they go, 
but how they move to get there. Finally, 
the head button has Altair use his mind. In 
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some cases, it will simply let you see out 
of his eyes in a first-person perspective, 
or give you a special view of where your 
target is. Other times, a press of the head 
button gives you a cinematic angle on an 
unfolding scene in front of you. The head 
button can eNen translate languages. For 
authenticity's sake, you'll often be hearing 
passersby speaking in their native language, 
like Arabic. However, press the head button 
and you'll hear the words translated, 
since Altair is multilingual and can listen 
for secrets and enemy locations in any 
number of tongues. 

The incredible array of movement 
options will certainly give players plenty of 
ways to avoid a scrape, but it's inevitable 
that Altarr will still find himself in open 
combat on a regular basis. The experienced 
killer has plenty of training to fall back 
on in these instances, but will frequently 
be tremendously outnumbered. Fights 
themselves are heavy into enemy observa-



lion and timin& with counter moves as 
the primary tool for victory. limed guarding 
against attacks will usually leave an enemy 
momentarily open, giving you enough time 
to slip in and finish him off. The continued 
focus on realism means that neither you 
nor your opponent can take massive 
damage before collapsing. An auto block 
feature for Altair helps to simulate the idea 
that when the player fails to halt an attack, 
he is still able to ward off the blade, but 
will be exhausted by the dumsy maneuver. 
Only those final fatal blows against Altarr 
wdl actually register as full-on wounds 
leading to a game over. 

Just like the wider NPC crowd, you 
can expect that enemy fighters have the 
wherewithal to try multiple approaches 
and tactics. Most enemies will fall into one 
of three categories. Straight-up fight-
ers will face off head to head with you. 
Flankers, meanwhile, attempt to encirde 
you, or even surprise you by leaping from 
a building interior at your back. Finally, 
ranged foes will often dimb to a rooftop 
for a clear vantage on you. This impressive 
Al extends beyond the traditional trigger 
mechanism we so often see in action 
game enemies. In most games, once a 
foe sees you, their combat Al is triggered 
and doesn't end until either they or the 
player have died. IMiile some opponents 
in Assassin's Creed may adopt this attitude, 
others most certainly will no~ reinforcing 
the concept that not every conflict must 
end in death. "If you start a fight and you 
kill the toughest guy in the fight and two 
of his friends, the others will not just stand 
there as if they don't know what's going 
on; Al lead Mark Besner explains. One 
may drop to his knees and beg for mercy. 
Another may run for help around the 
comer and bring back reinforcements. Still 
another may make a break for i~ scaling a 

nearby ladder and platforming away across 
the roofs. Yes, while most NPCs aren't as 
acrobatic or capable as Alta'ir, they can still 
use the environmental grid just like you. 
This means you'll encounter instances 
where you'll be chasing enemies across 
the rooftops, or guards will be doing the 
same to you, leaping after you from build
ing to building. 

At the end of our final day at the studio, 
we sit down on the couch with Patrice 
Desilets to tackle the latest build of the 
game, freshly minted only minutes before 
and made ready for our perusal. The 
level we experience begins on the ruined 
outskirts of Acre, a waiting horse nearby at 
hand. A1ta·1r bounds up onto its back. and 
begins a gallop towards the city walls. A 
damaged bridge lies in his path, apparently 
shredded by some siege machine from 
the taking of the city only weeks before. A 
quick press of the legs button sends the 
horse hurtling over the gap and on towards 
the gates. Immediately within, the gathered 
crowd exclaims loudly and scatters as the 
horse bears down on them. Standing and 
then leaping from the horse's back. Altair 
grabs a support strut of a nearby building 
and pulls himself up to the low hanging 
roof. Kicking off a comer wall, he gains 
enough height to grasp a higher ledge and 
clamber up, where he can crouch and 
survey the crowd below. IMiile the target 
lies deeper in the city, on the busy streets 
the assassin spies a tired woman being 
harassed by two bullying soldiers. Dropping 
down among them, Altair draws his sword 
and faces off with the two corrupt foes. 
The closest one comes at him with an 
easily-blocked attack, at which point Altair 
slips forward underneath the soldie(s arm 
to cut him down. Recognizing sure defea~ 
the second soldier bolts for a nearby ladder 
and sets off across the roofs. The assassin 



pursues for a time, but the frightened 
soldier eventually drops back down into the 
crowd and is lost Returning to the task at 
hand, Alta'ir begins to scale a nearby high 
building. pulling himself up along window 
grates and out around roof ledges to gain 
a vantage over the city block. From here, a 
press of the head button drops Alta'ir into 
eagle vision, where everything other than 
the target is blurred out. Sure enough, 
emerging into the market below comes 
his victim. Opting for the direct approach, 
the assassin leaps down to the ground 
and charges, and the knight is unable to 
react fast enough before the ritual blade 
comes out and he is dead. Unfortunately, 
this leaves several living guards to comer 
the killer, and they capitalize by grabbing 
either arm to pin Alta'ir down. A quick shove 
in either direction dislodges his opponents, 
and he runs off into the city, the stunned 
crowd splitting before him. Finally, a long 
line of white robed monks is parading not 
far off down the street, and Alta'ir merges in 
with them to escape. 

It is the continuous flow of open-ended 
missions like this that will move Alta'ir 
forward through the story of the game. In 
gameplay terms, this progression plays out 
as a mild degree of leveling. which finds 
him ranking up through the many tiers of 
the Assassins dan, a process which will 
change both his physical appearance and 
his weapons. From a narrative perspective, 
progression through the missions begins to 
reveal a deep and complicated conspiracy. 
A profound divide exists between the 
Assassins, who wish to expand their self
knowledge and spread this wisdom to the 

people, and the Templars, an enemy that 
will emerge with the same high opinion 
of human potentiality, but who wish to 
keep the knowledge to themselves. As 
the intrigue unfolds, it begins to reach 
its fingers back into human history, and, 
remarkably, forward into the future beyond 
the Crusades. 

For, as we learnt during our time at the 
Ubisoft studio, Assassin's Creed had one 
final incredible secret to reveal - an aspect 
of the game so under wraps that everyone 
would seem to lean conspiratorially in 
to speak of it \Afiile the great wealth of 
gameplay and innovations remains focused 
entirely around Alta'ir and his journey to 
halt the Third Crusade, that entire story 
will be framed by a character far in the 
future who will be looking back on his 
ancestor's exploits and experiencing them 
through AltaYr's eyes. In fact, this strange 
process of genebc memory wdl play out 
in an important way IMthin gameplay. As 
the player moves through the world of 
the game, new situations and places are 
a mystery. Confidence in the memory 
will be low, and thus Altair's abthty to 
survive injunes and death IMII be lower. As 
understanding dawns through explora-
tion, discovery, and the unfolding of the 
conspiracy, confidence in the memory of 
Altair's exploits will grow, and so will the 
plausibility of him surviving the challenges 
he faces. This exciting approach to health 
management 1s Just one aspect of how 
the game will craft this strange connection 
between the distant past and the future. To 
share more would be like revealing Luke 
Skywalker's parentage to someone who 

had never seen Star ~,s. However, it's 
enough to Sir'( that behind the remarkable 
attention to histoncal realism that will fill 
Assassin's Creed, a deep and involving 
fiction has been crafted - an epic story that 
stretches from before human history to our 
present day in a way that has us spinning 
with anticipation. 

Can such a dramatic tale be told in the 
space of one game, even one as expansive 
as Assassin's Creed appears to be? Despite 
cajoling. rt was difficult to get anyone to 
officially confirm the game as the beginning 
to a larger story. However, it's not hard to 
examine the tendencies of a developer, 
and Pnnce of Persia certainly seemed to set 
a standard for telling a IMder interconnected 
story as a trilogy. We also can certainly 
look at the patterns of a publisher hke 
Ubisoft, a company that is rapidly building 
a reputatJOn for franchises nstead of single 
games. All that IS to Sir'(, we'd be amazed 
tf Assassin's Creed ISl1't the beginning of 
something big for a company that is eager 
to establish rtself 1n the next generation 
of gaming. 

For rts part, Assassin's Creed 
certainly appears on track to 
succeed in its mandate to 
redefine entire conceptions 
of what is pos51ble 1n a game 
work!. The ambition 
of this veteran 
squad of game 
makers 1s 
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frightening. raising questions as to whether 
such a titanic interactive experience can 
be successfully implemented. However, as 
we watched the team at work, feverishly 
preparing the game, there was definitely a 
vibe that boded well for the game's future. 
A shared enthusiasm and commitment 
to breaking new ground was universal in 
everyone vye spoke with. For over two 
years, they'lte built this adventure from the 
ground up. Now, they're reacly to find out 
whether the world is as excited by their 
brainchild as they are. ■■ ■ 
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Even though this is o licensed gome, don't be fooled 
into thinking it is directly connected to the fourth 

lndiono Jones movie. The script for the film is still 
undergoing revisions, whereos the plot for the game 
hos olreody been refined (with the aid of George 

Lucas) as o standalone adventure with its own 
unique place in the Indy canon, so it isn't exactly o 
•movie game.• However, we were told that if the 
upcoming sequel is for enough underway by the time 
game releoses. gamers would likely see nods to the 

film, just like they would see references to the three 
existing Indy movies. Could this meon o triumphant 
return for Short Round? We sure hope sol 



tactics will certainly slow down your 

foes. but they won't do much damagl' 

To really inflict pain. you'll need to get 

up close and personal 

Just likP 111 the mov1t•s. Indy's pr,m,iry 

f1ght1ng sty!(' will include ,, mixture of 

punches. kicks, and throws However, 

because of the enemies· ability to wurk 

together, you won't 1ust be able to 

1am one button endlessly Managing 

regroup. As an added bonus. these 

repeated throws have a chance to 

dam,ige the surroundings and produce 

ewn more opportunities and potential 

Wt'apons Shattered boxes become 

m,1k,•sh1ft bludgeoning tools Broken 

railing"> becomt:> mv1tat1ons for foe.., to 

plummet to the11 dooms The more 

you play. the morP your opportun1t1es 

expand "Players will feel a tremendous 

happen if I did this?"' 

If you're up against a particularly 

nasty evil-doer that you can't overcome 

with your wits, whip, or surroundings 

(like the crazy swordsman in Raider, 

of the Lost Ark), you've always got your 

trusty revolver. Indy will typically resort 

to a good fight rather than trust h,s 

life to a gun. but 1t can gt't you out nf 

trouble in a pinch. Ammo ,s incredibly 

That doesn't mean that you should 

be rushing head·f11st into any fight, 

though. "One of thl' rpasons people 

identity with Indy " that he's not a 

superlwro. If there ,HP tour or more 

guys 111 .i seen('. Indy h.id better be 

gettmg out of tht•rt> or using his gun, 

becdlJ'>t.' he's gorng to get his ass 

k1ckt'd ." Jokes Hirscl1111anr1. After all. 

IN ,fEARCH OF THE HOlY. .. 
In addition to fortune and glory, Indiana 

Jones' adventures are also about the 

pursuit of religious artifacts like the Holy 

Grail and the Ark of the Covenant Even 

though lucasArts isn't revealing exactly 

what relic Indy is searching for just yet, 

we did learn that it becomes a major 

gameplay element once he obtains it. 

This suggests it is a weapon or tool of 

some sort, which opens the door for 

some interesting possiblities. After a little 

speculation, here are a few possiblities 

we came up with: 

T h e Holy Lance 
Also called the lance of Longinus and the 

Spear of Destiny, this was the weapon 

reportedly used to pierce the side of 

Jesus as he hung on the cross. Part of 

the lance is still kept in Rome, though 

another portion disappeared during 

the French Revolution and hasn't been 

found. Since the spear is the only item on 

this list that has real combat possibilities, 

there could be some cool potential here. 

Veron ica ' s Ve i l 

Supposedly containing an image of Jesus' 

face taken before he died (unlike the 

Shroud of Turin), Veronica's Veil is said to 

have disappeared in the middle ages from 

the Vatican. However, unless Indy wants 

to "disguise• himself as a religious icon, 

there aren't a whole lot of interesting ways 

to incorporate this relic into an action 

game context 

The Iron C rown of 
Lombardy 

A small crown whose construction is 

thought to include a nail from the cruci

fixion. Used to crown both Napoleon and 

Charlemagne, the biggest problem with 

the game using this artifact is that it isn't 

lost or forgotten. It's currently being kept 

in Monza, Lombardy, and has been for 

quite some time. Kind of takes away the 

adventure, doesn't it? 
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NE.W SONGS, NE.W MODES, AND TJ4E 
MAKING OF A GAMNG P 
................................................... ---------·--------------------------------
Last year, Guitar Hero amazed skeptics as it catapulted onto the gaming scene, where it was lauded by critics (includ

ing Game Informer) and embraced by a whole slew of fans. As the months pass, we still find ourselves returning 

home at nights to rock out in our free time. And we're not the only ones. Whole online communities have sprung up 

to discuss the game, develop strategies, and dream about the songs and features they wish were in the game. Will 

such an outpouring of fan enthusiasm and excitement be heard? Simply put, yes. Red Octane and Harmonix have 

been listening. They've read all the song suggestions, and they've heard all the ideas for what might make the game 

even better. Guitar Hero II is on the way, and it has what people want. We know. We've played it. 

T 
he first Guitar Hero succeeded 
because, in any number of ways, 
it made players feel like they 
were the lead guitarist of a rock 
band. And while that first game 
admirably offered a duet mode 

to let your friends join in the fun, that way of play
ing really did nothing more than split the lead in 
two and let you trade off with a friend. For Guitar 
Hero 11, the most exciting innovation is the idea of 
cooperative playing within the band, with a second 
player adopting either the rhythm guitar or bass gui
tar part of the song. As partners in the band, both 
of you will get to pick your favorite character and 
guitar. As you play, the crowd's enthusiasm will be 
shared, forcing you to play in synch or be booed off 
the stage jointly. 

Whether playing together or alone, players of 
the first game have often brought up the inability 
to practice their skills before stepping out onto the 
public stage. This time, players will have a fully 
fleshed out practice mode to alleviate the anxiety, 
where you'll be able to jump to different parts 
of the song and even slow down the action to 

figure out a particularly tough lick. As we learned 
more about what Guitar Hero II has in store for 
us, it occurred to us how little we knew about 
how a title like this comes to be. 'Mth dozens of 
licensed tracks, wholly re-recorded songs, and the 
strange process of music translating into interactille 
gameplay, we set out to explore the process of how 
a song becomes part of a game like Guitar Hero II. 

Our first stop was with John Tam of Red Octane. 
As producer on the game, Tam serves as the facili
tator between Red Octane's pubhsh1ng interests 
and Harmonix's game development plans. In the 
case of Gurtar Hero II, he also has the respon51bil
ity of coordinating licensing for the treasure chest 
of songs that will fill the game. "What people are 
crying out for is more music. They're crying out for 
the bands we couldn't get to the first time," Tam 
tells us. It's a process that begins as a collaboration 
between a team of selectors, who look through 
the thousands of song possibilities and narrow 
down the options to what 
will work best for the 
game. 'Vve' re not stupid. 
Of course we wanted 
Metallica, Van Halen, Led 

• 
Zeppelin, AC./DC, • he explains. •sut they were 
tough to get to because you didn't have anything 
to show them and say 1his is what we're shooting 
fa!'. They didn't get it" That equation has dramati· 
cally changed this time around, and many bands 
and labels are jumping at the opportunity. Even 
this early on, several major names have come 
on board. We've already heard about three songs 
included in the new game. The legendary KISS is 
contributing the classic "Strutter:" Rush is on board 
w,th their math-rock classic "YYZ.• Even Van Halen 
has signed on, so players will be throwing down 
with "You Really Got Me.• "When you first hear 
about the idea for this game, it borders between 
stupidity and brilliance; Tam jokes. "People have 
always viewed peripheral games as niche, and 
music games as niche. People are realizing now 
that this is the best example of the hardcore game 
made for the mass market" 
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0 
nee the licenses are nailed 
dOM1, the song list heads off 
to Wave Group Sound. It's 

1 there that VVill Littlejohn and 
his team of music profes
sionals take over. 'We're the 

guys that make all the music. We create the final 
mixes that are used in the game." Littlejohn tells us 
in between some early studio sessions for Guitar 
Hero II. i basically have the same role as an album 
producer would have." he offers. i• m in there slug
ging ctNi!'f with the artists trying to get what we 
need to get out of the performances.• \Mth well 
over 40 video games under their belts, Wave Group 
has plenty of experience with the rigors and cha~ 
lenges of game delleloprnent, including the exacting 
time constraints that are so often a factor. The ~ 

/ p for Guitar Hero II has increased, meaning Wave 
~~p now has a full 40 songs to record instead 
~ of the 30 tunes from the first game, all in a matter 

"7' X [ ~ - of around four months. For this reason, when a 
,,,,. ( '\ ........::: pew song comes in, the studio goes into high gear, 
~ bimecfiately casting vocalists, guitarists, and other 

musicians. Simultaneously, other studio members 
reference !rads, prepare lyric and music 

~ ,_,. .. =and prep for the recording process. 'We're 
building these songs much like you build a game. 
We' re doing it in a very distributed way." Littlejohn 
explains. Once they're recording. the team goes 
to extraordinary lengths to reproduce the original 
song. For the last game, they went out and bought 
the same model of metal fan that OlZf Oslbourne 
spoke through at the beginning of the classic song 
iron Man." On "Godzilla." they spent hours perfectly 
matching the exact pitch and timing of -ry echo 
of the word "Godzilla" as it is spoken in the track. 
For the new game, they're trying to bring the same 
attention to detail. 'We're not going to fix what's not 

broken." Littlejohn admits. 
A big part of sticking with what works will certain

ly be the return of Marcus Henderson, the guitarist 
who ended up recording 20 of the songs from the 
first game. Speaking with Henderson, his enthu
siasm for the project is infectious. "The songs are 
different But we want to repeat our success by giv
ing gamers a challenging and rewarding gameplay 
experience. In order to do that. we're just going to 
have to go bigger, harder, and louder," Henderson 
exdaims. 'We're not compromising anything on 
Guitar Hero II - more intensity, heavier guitar, more 
attitude!" Once he's contacted by Wave Group, he 
goes straight to work on learning the song and all 
its riffs, trying to craft a near-perfect recreation of 
some of history's greatest electric guitar hits. V\/ithin 
days, he gets called in to the studio. •1 get the call, 
and I get up, and I have to go do all of this heavy 
metal recording at the decidedly un-metal hour of 
9:30 or 10 in the morning." Henderson says with a 
smile. "As any heavy metal guitar player will tell you, 
10 a.m. in the morning doesn't really exist It's not a 
real time. So I just have to get in the habit of doing 
these ridiculous metal tunes - zero to 60 in no 
time flat" For Henderson, the secret for the process 
lies in the intensity. 'You have to dig deeper into the 
music to truly recreate it.• he says. •11 we' re fooling 
people, that's the greatest praise of all - when peo
ple don't know the difference between our versions 
and the originals when first listenint 

Once Wave Group and their musicians lay down 
the tracks and do a final mix, the songs head 
on to Harmonix. There, lead audio designer Eric 
Brosius does his magic, converting the separate 
audio tracks into interactive gameplay. Surprisingly, 
the process is more intuitive than we might have 
expected. 'We just listen to the music, and listen 
to the guitar part, and then lay the gems out in a 



way that makes sense for us. Then we try i~ and 
do it again~ To create the perfect pattern of gems 
for the game, Brosius and his team let common 
sense guide them. "I/Ve look at each phrase and 
each riff and try to get the essence of the phrase 
and match that down to the five buttons, as much 
as we can~ This time, they have the added com
plication of the cooperative duet mode, where 
the challenge lies in creating independent 
tracks that are fun for both players. 
We're still just trying to have the 
layout match the music as closely 
as we can. But we're going to be 
more conscious of what the other 
player is doing. so there can be 
more back and forth gameplay.• 
For Brosius, the exciterpent this time 
around lies in knowing exactly what 
works, so they can craft melody lines 
that offer the most fun to players. 

Once a song completes the long path from licens
ing to recording to inclusion in the game, players 
have the chance to try it out for the first time. The 
question for us was exactly where they'd be offered 
the chance to do the playing. Of course, the team 
has announced the return of a PS2 version of the 
game. But what about systems like Xbox 360? Vvtiile 
not ready to make any official announcements, 
John Tam was frank about the wisdom of moving 
in that direction. "It doesn't take a rocket scientist to 
figure out that's where we need to be. You can read 
between the lines on tha~ • he tells us. "Xbox Live 
Marketplace would allow you to do miaotransac
tions per sonf Possibilities like that are overwhelm
ingly exciting for Red Octane and Harmonix, as it 
would give enthusiastic fans an avenue to continue 
playing the game long after the first batch of tunes 
have been played out Tam even hints that art-

ist- and label-specific content isn't out of the 
range of possibility. B~ like a version of Guitar 
Hero II on Xbox 360, he wasn't ready to lay 
out any details. As for the future, Tam seems 
overwhelmingly optimistic. We're not going to 
stop with just Guitar Hero. It is our first endeavor 
in terms of achieving our vision of music games for 
America. Can we do more of that?" It's a question 

he leaves pointedly unanswered. 
So, at the end of the process, how 
does it play? We were lucky enough 
to get to try out an early test ver
sion of the game, with several 
new songs included with their 
co-op gameplay in place. Sure 
enough, even in such an early 
form, the thrill of nailing the 

different tracks of a song with 
a friend is intoxicating. Particularly 

as melody lines and harmonies begin 
to split off between the bass and lead, or the 
rhythm player begins to play the background to 
the lead player's screaming solo, the action and 
interplay are electric. It makes the wait until this 
fall seem like an eternity, when we'll finally get to 
play the full array of new tunes. Until then, keep , 
those song suggestions coming. Someone's defi
nitely listening. ■ ■ ■ 

This early recording se\s1on 
wa\ one of the fir\t for the 
new game. as the \tud10 
prepared \ongs to be \hown 
off at n 2006 
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T 
he first Mercenaries game had a fun 
factor that was diff1CUlt to ignore. 
You were given a war zone, sev-
eral military vehicles, an arsenal of 

weapons, and then told to cause as much 
mayhem as possible. Amid the dauling 
flames and hilarious carnage, it was easy to 
see why the game was subtitled Playground 
of Destruction. That kind of freedom can 
be tough to top, but the team at Pandemic 
has been working on a variety ways to up 
the stakes even more in this PlayStation 3 
sequel to last year's explosive hit 

Set in the oil-rich Venzuela, World in 
Flames has you hunting down another high
profile target who has gone into deep hiding 
somewhere in the war-tom nation. By once 
again undertaking missions for various fac
tions, you will gather money, captives, and 
information that eventually lead you to the 
big capture (kind of like the •ace of spades," 
even though the Deck of 52 mechanic will 
not be induded this time). This progression 
may sound familiar so far, but there are 
several changes in store for this title that will 
shake up the formula. 

The move to the PlayStation 3 opens 
many doors for Mercenaries, allowing the 
team to create a more detailed, immersive 
world for you to annihilate. 'We've gone to 
enormous lengths to realize a truly next-gen 
world," says the game's director Cameron 
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Brown. •1 think this generation of consoles is 
when the promise of 3D gaming will really 
start to deliver, and I hope that Mercenaries 
is one of the games that crosses the thresh
old from 'cool game environment' to 'I want 
to go live in that world!'" The environment 
comes alive in a variety of areas, in sur
roundings that are civilian, military, and the 
uninhabited wastes in between. 

Of course, no matter how realistic the 
world looks, players are going to want to 
blow it up and bask in the results. The team 
is fully aware of tha\ and Brown explains 
how they are working hard to make damage 
more pervasive and permanent: "Damage is 
100 percent persisten\ practically speaking. 
The only exceptions we might make are for 
design reasons. In some cases we want to 
repair city blocks that you've destroyed, so 
that you don't end up with a completely 
flattened world~ On current-gen consoles, 
this level of consistent damage simply isn't 
possible, but since pure destruction is the 
essence of Mercenaries, every flattened 
bunker or skyscraper is like a trophy, and 
you want to enjoy them as long as possible. 

As can be expected for a sequel, 
Mercenaries: World in Flames will be 
receiving updates in terms of weapons 
and vehides, with more options and more 
detail added to every area. There will even 
be a new mercenary added to the three 

from the last game, and even more cos
tumes will be unlockable as you progress. 
However, among the many upgrades, 
there is one intriguing new idea that has 
us burning with anticipation: the use of 
fire. "The concept of 'playing with fire' is 
something that we've been talking about a 
lot," reveals Brown, 'We think we've found 
a way to make fire really fun for the player. 
Something that takes it beyond its usual 
role of cool graphical effect and into the 
realm of an interesting toy to get creative 

with." Considering the amazing particle 
effects Pandemic achieved with the current
gen Mercenaries, making flames a major 
gameplay component can only result in 
more spectacular wreckage. Unfortunately, 
we'll have to wait to discover exactly how 
this concept is implemented, but we're sure 
that everything will be made clear - along 
with a few more surprises - between now 
and the game's release right around the 
time of the PS3 launch. ■ ■ ■ 





PLAYSTATION 2 I XBOX 

Destroy All Humans 2 
> STYU 1-P\AYER ACTION (MUIJlP\AYER TBD) > PUBLISHER THQ > DEVELOPER PANDEMIC> REI.WE FALL 

LINE UP FOR RE-PROBING 

I 
t's hard not to love Crypto. Even if he wants to 
kill you and everything you love, he has so much 
enthusiasm for his job that you've just got to 
admire the little guy. And since some humans 

remained undestroyed at the end of the last game, 
his work is far from over. 'Mth his trusty UFO and anal 
probe gun, Crypto will be returning this fall courtesy 
of Pandemic and Tl-IQ to take his hilarious toll on 
humanity once again, and we had a chance to see it 
in action. 

At the end of the last game, Crypto essentially 
became the President of the United States, and he 
has since seen the country out of the repressed 'SOs 
and into the swingin' '60s. Hippies are everywhere, 
free love is saturating the nation, and the Cold War 
looms. Destroy All Humans 2 takes Crypto's task into 
this time period with a greater focus on missions 
and an open wand, with several new over-the-top 
gadgets. 

First and foremost, Crypto has a few new ways to 
inflict pain. We saw a weapon called the Dislocator 
displaying the game's impressive physics by launch
ing a disc into a foe, then sending them uncontrol
lably bouncing off of nearby buildings and cars. The 

Beast Burrower sends a huge worm into 
the ground to chase fleeing citizens, and 

Meteor Strike calls down a hail of 
flaming rocks from space. 
If you use any of these 

excessively, you can 
fall back on 

the Mind Flash, which allows you to clear people's 
memory, Men In Black-style. There is even a weapon 
called the Castro Gun which, though we didn't actu
ally see it fired, will probably be the most humiliating 
of the bunch. 

Crypto no longer shows his contempt only by 
squeezing the trigger, though. In place of the timed 
challenges in the first game, DAH 2 will implement 
several location-specific minigames. Instead of racing 
from point A to point B, you will now have tasks like 
"Ruin Your Life" missions, which just make existence 
miserable for a particular person. In one case, Crypto 
must seek out a draft-dodger, subdue him, and 
march him straight into the recruitment office. Other 
scenarios might have you dealing with mafia or trying 
to start a turf war bet ween hippies and "the Man• 
(who is, of course, Crypto). 

In addition to expanding previous aspects of 
the game, DAH 2 will also take Crypto into new 
territory ... maybe even with a friend. While details 
about the multiplayer are still being determined, 
there is chance that it will involve a co-op mode that 
lets you kick up trouble with two Crypto clones. While 
this possibility has great potential, the most exciting 
part about Destroy All Humans 2 as a whole is the 
way it is systematically addressing the the problem 
areas that held the first game back. Wrth all of the 
logistical roadblocks like DNA collection and endless 
mind-reading out of the way, DAH 2 could become 
the great game that many people saw hiding under 
the surface of its predecessor. ■ ■ ■ 





D 
espite a long-running series of comics, toys, 
a big summer movie, and an upcoming 
animated series, beloved indie comic book 
character Hellboy hasn't yet gripped the video 

game world with his stony red hand. The character's first 
game, the 2003 Hellboy: Asylum Seeker for the original 
PlayStation, is so obscure that even many fans don't 
know it exists. Well, Hellboy and his supernatural friends 
are about to jump back into the video game world in 
a big way, with an Xbox 360/PlayStation 3 title from 
Konami and Krome Studios. 

The upcoming Hellboy game is a four-player co-op 
brawler, starring the demonic paranoonal investigator 
and other characters like the fire-throwing Liz Sherman 
and the aquatic Abe Sapien. The story will be split 
across six comic issue-styled chapters that form into a 
cohesive story. Although the plot will be written by the 
staff of Krome Studios, Hellboy's creator Mike Mignola 
and the film's director Guillermo Del Toro will both con
sult on the project. 

With Mignola and Del Toro on board, we have no 
doubt that the story will please Hellboy fans, but how 
about the gameplay? We talked to the game's producer 
Paul Armatta to get a sense of how the action will feel. 
According to Armatta, grappling and environmental 
interactions are two major components of the combat 
'Once Hellboy has engaged and overpowered an 
enemy, he'll have the option to use him as a weapon 
against other enemies by throwing him or just swinging 

him around; says Armatta. 'Hellboy will almost cer
tainly also have to use enemies to interact with parts of 
the environment as well." 

As fans know, Hellboy is an enormously powerful 
character whose magical stone hand is designed to 
bring about the apocalypse, so some concessions had 
to be made in order to make him work as a game 
character. "1/1/e want to avoid devaluing the magnitude 
of such events in Hellboy's larger story; says Armatta. 
"So, we'll be focusing on the more innate power a 
giant stone hand provides the player. In addition to 
the enhanced grapples and melee action the hand 
unleashes, it's also tied into the energy used by various 
magic items and special attacks." The other playable 
characters should also feel like they can stand up to 
the supernatural threats that will confront the play-
ers. "These characters were so well designed in the 
first place that we don't feel like we'll have too much 
trouble balancing them so that each one feels special 
and unique. They fit pretty well into the melee, ranged 
attack, and magic user categories. We'll try to balance 
them so that they work well together and complement 
each other's abilities; says Armatta. 

It is definitely exciting to see Hellboy and his support
ing cast finally star in a proper video game, and that 
thrill is only accentuated by the confirmation of online 
co-op play, as well as a PSP version of the game. If 
everything turns out as planned, 2007 is going to be a 
great year for the big red demon. ■ ■ ■ 

THE CREATOR: MIKE MIGNOLA 
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SOCOM: U.S. Navy SEALs Combined Assault 
> STYU 1 T04-PIAYER ACTION (UP TO 32-P\.AYER I/IA PS2 ONLINE) > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA > DEVELOPER ZIPPER INTERACTM > RELEASE FALL 

SOCO-OP 

A 
!though SOCOM 3 only released 
late last year, fans of the franchise 
are so rabid that they'd certainly 
love to see it become an annual 

series. Well, we can't ~ 'Mlat \Nill happen 
in the years to come, but Sony recently 
revealed to us that a fourth SOCOM title is 
coming to the PS2 this fall, placing it roughly 
a year after the release of the third game. But 
this time around, the series is packing a big 
new feature, one that may change the way 
players spend their time with the series. You 
see, SOCOM: US. Navf SEALs Combined 
Assault is all about cooperative play. 

Unlike some games that have distinct 
single-player, competitive, and cooperative 
modes, Combined Assault's co-op mode 
is designed to be a merger of the SOCOM 
franchise's single-player and popular 
multiplayer modes. You'll now be able to 
play through the campaign solo or INith up 
to three friends, via either online or LAN 
configurations. Because playing with real 
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humans is inherently different than playing 
with Al allies, the campaign mode \Nill sport 
dynamic difficulty adjustments that adapt to 
gamers of all levels. And since co-op players 
are more likely to split up, the stages are 
being designed to have a more non-linear 
feel and give players more options on how 
to approach mission objectives. 

According to Zipper, Combined Assault 
\Nill feature all the improvements that 
are standard for developers to claim for 
sequels, like enhanced Al, improvements 
to vehicles, and more multiplayer maps. 
Combined Assault players \Nill be able to 
use all of the SOCOM 3 maps as well, and 
even be able to play online with SOCOM 
3 players that haven't grabbed the new 
title yet But considering how quickly these 
games sell, we have a feeling that most 
fans will snatch this one up pretty quickly, 
if only for the opportunity to shoot INith 
friends instead of at them. ■ ■ ■ 



BRAVO,BRAVO 
The series' first PSP entry, Ftreteam 8r<M>, boasted a pretty cool feanxe. 111 
that romp/et1flg goals ,n ,t coolcl affect its big brother SOCO\.f 3. Frerean 
Bravo 2 and CJJmbined Assault will take tJvs aspect __, further. Both games 
take ploce ,n the some lacotians. and the MO SEAL teams w,I now aaually 
aoss paths. so you1/ see the Bravo 2 team ,n Combined Assault and vice 

~ The Crosstalk feature will unlock bonus wntent and the deveJapment 
teams from the MO games have been worlang cJoselt together. 

Fireteam Bravo 2 wr/1 also see a host al gameploy ~~ ,ncJucJing 
non-linear miSSIOfl progression. mproved graphics. and an al-new target,ng 
S)'Slem. Drfferent guns will now lock an ta targets at different speeds. so you1 
no longer SJmp/y be able ta run around wrth the targetJng button held do>wJ. 



A 
s Ubisoft and developer Gearbox Studios 
approach this third installment of series, the 
stakes and expectations are getting higher. With 
the first two Brothers in Arms titles appear-

ing in the span of less than a year, gamers are well 
acquainted with the franchise's mixture of first-person 
action and squad strategy, and this debut on the next
generation consoles needs to make a good impression. 
Perhaps then it's appropriate that Matt Baker and the 
boys of the 502nd Parachute Infantry Regiment are 
being sent on their toughest mission yet - Operation 
Market Garden - one which historically ended up not 
being a success for the allied forces. Hopefully you can 
change that using your tactical skills and the new units 
that the game puts at your disposal. 

"Hell's Highway" refers to a stretch of road in 
German--0ccupied Holland during WWII. The 101st 
Airborne Division ( of which the 502nd Regiment is 
a part) dropped behind enemy lines as part of the 
"Market" portion of Operation Market Garden, and was 
charged with capturing key bridges and other locations 
as it moved northward. However, bad planning and the 
sheer difficulty of it all doomed the attack. 

Gearbox's rendition of Hell's Highway introduces 
you to a third fire team that will bring some pretty 
impressive firepower. The company's president Randy 
Pitchford tells us this extra help above and beyond 
your normal second squad is going to improve your 
odds dramatically. "Basically you want to give the 
enemy no choice but to die - total domination. The 
power of the third squad in Hell's Highway is going to 
change the tactics and the intensity quite a lot. You'll 
get command of special teams, including a machine
gun team, a mortar crew, a bazooka team, or a radio 
operator who can call in support from air or artillery 
units. The goal is to suppress the enemy, rain explosive 
shells on him from above, and blow up whatever cover 
is protecting him - all at the same time." But don't 
get too comfortable, because as any soldier knows, 
things can change fast. You won't always have this 
third squad at your fingertips, which is fitting given how 
Market Garden was anything but a straightforward fight. 
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The visual benefits of the next-generation are 
obvious in these saeenshots, but we're concerned 
about how the consoles are going to positively affect 
the game's Al. The last Brothers in Arms noticeably 
improved in this area. The only problem was that it 
felt like your Al allies had difficulty adjusting to how 
much smarter Earned in Blood's German soldiers had 
become. Often times your squad mates would have 
a hard time finding complete cover, leaving them 
vulnerable to the new mobile flanking tactics of the 
Third Reich's army. When we asked Pitchford how 
the next-gen systems would be able to improve this 
area of the game he was noticeably vague, so we'll 
have to wait and see what jumps have been made 
until we actually get our hands on the title. Pitchford 
also spoke in general terms about the offline and 
online portion of Hell's Highway, but encouraged 
us by saying that more players and soldiers will be 
involved than ever before for a BIA game, so we're 
excited to see what's in store. 

Operation Market Garden stretched the Allied 
forces thin with bad supply lines and asked them 
to cover impossibly large areas of territory. But then 
again, Matt Baker and the 502nd are no strangers to 
adversity. ■■■ 



I t's no secret that we here at Game 
Informer are huge fans of the Ratchet 
& Oank franchise, as we've awarded 
each entry in the series with high 

honors, induding a perfect ten for Up Your 
Arsenal. For fans who felt that the more 
gun-oriented, FPS-inspired gameplay of the 
last PS2 title, Ratchet: Deadlocked, strayed 
too far from the light-hearted, variety-packed 
platforming of the original trilogy, Sony's 
newty announced Ratchet & Clank PSP title 
will be a welcome surprise. 

Although it's not scheduled until early 

2007, and doesn't even have an official title 
ye~ we did manage to secure some fairly 
revealing information on the game. Notably, 
the production is not being handled by 
Insomniac Games, which is already working 
on a reported P53 follow-up. Instead, the 
reins have been handed to first-time devel
oper High Impact Studios, a new company 
formed by a group of respected industry 
veterans, induding several members 
of Insomniac. 

Lesley Mathieson of High Impact feels 
that the company's background makes it an 

ideal fit to create an all-new R&C adventure 
from the ground up. 'High Impact Games 
was selected for the Ratchet & Clank proj
ect primarily because it possesses a large 
number of experienced industry veterans.' 
she comments. "In addition, we were very 
fortunate that several of the High Impact 
staff members had previously worked on 
Ratchet titles.' 

Although High Impact is responsible for 
creating the game's plo~ gameplay, and 
level design from the ground up, Insomniac 
has been available for advice and input The 

result of this collaboration is a game that 
harks back to the earlier titles in the series. 
The story takes place after the conclusion of 
Deadlocked, as our heroes attempt to forget 
the harrowing events of that game with a 
much-needed vacation. Not surprisingly, this 
is not to be, as they soon become involved 
in an attempt to rescue a young girl named 
Luna. In their search they discover a for
gotten race of super-scientists called the 
Technobites and (natch) a plot that could 
threaten the existence of the universe. 

After riding the pine in Deadlocked, Clank 



is poised to take on his largest 
role yet. "Clank is definitely more 
prominent in this game than he has been 
in past titles. Ratchet and Clank share 
the gameplay nearly equally," 
observes Mathieson. "We'll not 
only be revisiting earlier Oank 
gameplay from the series, but 
we'll be adding a twist Clank will 
have the ability to connect to robotic 'torsos' 
in the game, which will give him a variety of 
new powers~ 

Not to be outdone, Ratchet will have a 
few new tricks up his furry sleeve as well. 
The expanded upgrade system, which closely 
resembles that of Up Your Arsenal, will allow 
you to improve both the new and familiar 
weapons in the game, including the Agents 
of Doom, the Shocker, and Shrink Ray (which 
can be used on Ratchet himself, allowing 
him to enter the diminutive Technobites 
world). One armament making its debut 
will be the Acid Bomb, which explodes 
into a glowing puddle of acid that con
tinues to damage enemies standing 
in it The changes don't stop there, as 

the game's armor system has been completely 
revamped. Instead of having to upgrade 

the preset suit of armor, you can mix 
and match pieces at will, customizing 
the specific defensive abilities you 
desire, and can even unlock special 
bonuses for completing certain armor 
sets. Ratchet will also be able to take 
to the skies with his new Skyboard, a 
hoverboard that works both in air and 
on land. 
Although the game dearly appears 

to be progressing nicely, a few ques
tions remain. High Impact feels that it can 
overcome the limitations the PSP places on 

camera control, and is planning on offering 
both an "intelligent" camera mode, which 
will adjust to the action onsaeen, and a 
"passive" camera for players that prefer 

to micromanage with the shoulder but
tons. Hopefully High Impact can achieve its goal, as 
nearly everything else we've seen regarding this title 
seems to be on par with the excellent PS2 series. 
Throw in the possibilities inherent with four-player 
deathmatching, and fans of Ratchet & Oank have 
every reason to be excited. ■ ■ ■ 
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LEGO Star Wars II: 
The Original Trilogy 
> STYLI I OR 2-PIAYER ACTION (PS2, XBOX. GC, PC), I .PLAYER ACTION (2·PIAYER VIA AD HOC)(PSP) 
> PUBLISHER LUCASARTS > DMLOPER TRAVELLER'S TALES > RELEASE FALL 

THE EMPIRE STRIKES BLOCK 

0 
ne would think that diehard Star 
Wars fans would be insulted by 
the mere idea of Anakin Skywalker 
and Obi Wan Kenobi having an 

adorable LEGO duel on Mustafar. In reality, 
this concept went over remarkably well, 
and made LEGO Star Wars one of the sur
prise hits of 2005. Building on that legacy, 
LucasArts has decided to publish a sequel 
(the first one was published by Eidos), and 
the game is shaping up to improve on the 
simple, accessible gameplay in every way. 
After all, if LEGOs can make some of the 
suspect scenes in the prequels enjoyable, 
imagine what is possible with the original 
trilogy as source material! 

The main draw, of course, is an all-new 
array of unlockable characters. Every main 
character, as well as many obscure ones, 

will open up as you complete levels (but 
who really wants to play as Garindan?). 
Like before, the heroes you control are 
chosen for you in Story mode, but in Free 
Play you can cycle through them at any 
time. Plus, you'll be able to use your save 
file from the previous game to unlock 
all of your old characters for Free Play. 
Finally, you can see Darth Maul stick it to 
some Ewoks! 

Even though the gameplay itself remains 
uncomplicated, players will now have 
more combat options depending on the 
selected character. In addition to standard 
attacks, most characters have unique (and 
often hilarious) special moves. Chewbacca 
tears off his enemies' arms, complete with 
a satisfying "pop." Leia puts one hand on 
her hip and gives a sassy slap that sends 

■ We hereby nominate this 
for our "Best Screenshot of 
2006" award 

GRAND MOFF LANDO? 
E\<er wondered what Yoda would look like in Han Solo's vest? Or whether the Emperor 
could fit into Leia's metal bikiru? 'lblJ can discover the answer to these questions and 
many more with the new character customization feature. Anyone you unlock during 
the story mode also makes their components available in character aeation, so you can 
assemble your own patchwork herol Stick Bib Fortuna's head on Qeedo's body, then 
place a gieen lightsaber in his hand and Vadel's cape on his beck. The result may be an 
abomination of the f'olte and only useable in Free Play mode, but the option promises 
to add plenty of entertaining replay to the game. 

heads flying. Ben Kenobi's Jedi Mind Trick 
rotates Stormtrooper helmets 180 degrees, 
leaving them fumbling and confused. The 
humor in these moves is also apparent in 
the cutscenes, one of which depicts Grand 
Moff Tarkin pointing and laughing at a dis
traught Leia after Alderaan is obliterated. 

Thankfully, not all of the planets in the 
galaxy met Alderaan's fate. You'll visit all 
of the familiar locations from the three 
movies, like the Mos Eisley cantina (which 
serves as your hub), Hoth, and Endor. As 
you're battling through these areas, you'll 
notice that vehicles play a more prominent 
role in the action, allowing you to build and 
pilot them during the on-foot levels. For 
example, after cruising into Tatooine on a 
speeder, you'll use the Force to assemble 
the scattered pieces of an AT-ST before 

hopping in and blasting the fleeing troop
ers and civlians to pieces. Space vehicles 
have been expanded as well, giving you 
more freedom to fly around in LEGO ver
sions of TIE fighters, Y-Wings, and the 
Millenium Falcon. 

No one is pretending that this sequel will 
add layers of depth or complexity; at its 
core, the game aims to deliver the same 
whimsical experience as before. If you 
want intense lightsaber duels or harrowing 
space combat, there are other Star Wars 
games you should check out. However, if 
you just want to enjoy some tongue-in
cheek antics, fly some cool spaceships, 
and yank off some arms, LEGO Star 
Wars II looks like it will put it all together 
in style. ■■■ 
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NINTENDO REVOLUTION 

Tony Hawk's 
Downhill Jam 
> STYlE I TO 4-P\AYER RACING (ONLINE TllA) 
> PUBLISHER ACTMSION 
> DMLOPER TOYS FOR BOB > RELEASE TBA 

A NEW WAY TO THRASH 

S 
ince its debut on the original PlayStation in 
1999, the Tony Hawk series has defined skate
boarding in the video game arena, providing 
yearly sequels that refine and expand its trick

intensive gameplay. While the games have certainly 
gotten larger and the mechanics more intricate, there 
really hasn't been a drastic change to the basic formula 
since the very first title. Given that Nintendo has staked 
the future of its next-gen system, the Revolution, on 
altering the way we play games, it should be no sur
prise that Activision's inaugural Tony Hawk game for 
the console is a break from tradition. This new direction 
eschews the previous empha
sis of exploration and tricking, 
instead opting for - as the title 
suggests - high-speed down
hill racing. 

"Many kids have tried riding 
their skateboards down steep 
hills and there's a growing 
faction of skaters that are 
dedicated to downhill skating,• 
explains producer Alex Ness. 
'It seemed natural to us to 
put this into a racing context 
where the downhill skating 
that takes place is competi
tive. The Revolution con
troller was a great fit for 
the game's design, 
and all of the pieces 
fell into place very 
nicely.' 

Of course, the 
first question that 
comes to mind is: 
"How does it work?" 
The answer might be 
a surprise. While most 
Revolution titles we have 
seen so far seem to be using 
mechanics that have the player aiming 
the controller at the screen, like a gun 
or paper airplane, Downhill Jam actually 
has players holding the controller in a 
more conventional, sideways manner. 
However, that doesn't mean that the 
game won't take advantage of the 
Revolution's groundbreaking motion
sensing features. 

"Our approach to playing the game 
with the Revolution controller was 
to mimic the side to side motion of 
riding a skateboard. We also wanted to 
remain faithful to the control scheme 
from the Tony Hawk series as much 
as possible,' comments Ness. "'We 
chose to use the controller by holding 
it sideways. This seems to work very 
well for Tony Hawk's Downhill Jam. The 
controller is rotated side to side to turn 
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left and right as well as balance while grinding. 
Shaking the controller will cause the skater to 
boost forward. Tricks are done with the d-pad 
and the face buttons." 

The game's main Event Mode will feature over 
100 events spread through eight environments. 
There are three types of challenges: race, 
points (timed trick runs), and slalom. The 
tracks will be set in locations both familiar to 
fans (San Francisco) and more exotic (Machu 
Piccu). In a nod to the series' heritage, each 
course will contain many shortcuts and hidden 
routes, rewarding players who replay races 
numerous times. 

Although Downhill Jam is not being devel
oped by franchise creator Neversoft, Toys for 
Bob does have experience in the genre, having 
developed Disney's Extreme Skate Adventure, a 
very solid kids' skateboarding title that was built 
on Neversoft's current-gen engine. Of course, 
Neversoft has also been very involved with the 

development of Downhill Jam 
since its inception, and contin
ues to offer the team advice 
and technology assistance. This 
collaboration could very well 
result in one of the most excit
ing Tony Hawk titles in years, 
and certainly one of the most 
unique. ■■■ 



NINTENDO REVOLUTION 

Rayman 4 (Working Title) 
> STYLE 1-PlAYER ACTION (MULTIPlAYER TBA) > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTPELIER> 

BUNNIES '' I t's a real pleasure for me to be back working on 
an all-new Rayman game," says series creator 
Michel Ancel. For fans of the limbless wonder, that 
quote alone will be enough to get them excited, 

but there's far more for them to get worked up about. First. 
while Ubisoft has stated that the new Rayman game will be 
coming to all current- and next-gen systems, the version we 
found out about is for the Nintendo Revolution. Secondly, 
this game will pit Rayman against the most diabolical enemy 
he's ever faced: bunnies! No, seriously. 

In Ancel's own words, 'Our game has been invaded 
by thousands of completely raving and vicious bunnies. 
Apparently they have been preparing this assault since the 
first Rayman game. They are everywhere, on our screens, 
in our studio, even on our t-shirts. We are now sending an 
S.O.S. to all motivated gamers to help us get rid of them as 
fast as possible!' 

Ancel took a little time out from fuming about rabbits to 
explain how the gameplay would work with the Revolution's 
controller. 'We are still keeping the heart and soul of the 
original Rayman in terms of a platformer, but we are pack
ing it with loads of new features that the player can explore. 
The player will have tons of new moves based on the new 
controls, including acrobatic 'sky diving,' and will also be 
able to jump onto various creatures with his grappling hand. 

The Revolution control
ler allows the player 
to explore Rayman's 
moves, whether it 
is through running 
races or using your 
kung fu fists to fight off 
those crazy bunnies. 
The physical interaction 
adds a whole new depth 
in terms of gameplay and 
most importantly gives the 
player even more fun. The 
player can now grapple a bunny then 
spin him around, which is really exciting with 
the new controls.• 

This brief description of the gameplay sounds fun, but 
when we pressed Ancel for more info, he came right back 
to the bunnies. 'Rayman also disguises himself and uses 
the power of dance and music to hypnotize the swarms of 
crazy little bunnies! We believe we have really found the 
ultimate enemy for Rayman with the insane bunnies; they 
are constantly attacking you and plotting to take over your 
world.' Sure man, whatever you say. ■ ■ ■ 







XBOX 360 

Too Human 
> STYU I-Pt.AYER ACTION (UP TO 4-P!AYER VIA XBOX lM) > PUBLISHER MICROSOfT GAME STUDIOS 
> DMI.OPER SILICON KNIGHTS> REI.WE FAil 

TECHNOLOGY IS A MEANS TO THE END " I think a good idea transcends 
medium," says Denis i:>,-ack. head 
of Silicon Knights, about the team's 
next-gen game, Too Human. Part of a 

trilogy, the first entry will release this fall and 
the developer is being very vocal about its big 
plans for the series. \Mth goals this ambitious, 
technology is a key focus. The 360 hardware 
is letting Too Human become what Dyack 
always dreamed it would be, and the game 
has already traveled a long road to get to 
this point 

So far, it's been announced for three 
systems - the PSone edition was playable 
in the late '90s, but the later GameCube 
version was never shown publicly. Now, the 

game is running on Unreal Engine 3, is being 
released for the Xbox 360, and Dyack has 
often promised that it will be different from 
anything gamers have ever seen. Technology 
has suffused every part of Too Human, from 
the design possibilities and gameplay to 
the story itself. 

"IMth every game that we create, we try to 
create a deeper meaning and analyze and 
try to send a message to the players," says 
Dyack. \Mth Too Human, that message is an 
intense parable about humanity, soul, evolu
tion, and technology. In this first game, play
ers control Balder, a cybemetically-i!nhanced 
soldier that is part of a group of defenders 
that humanity refers to as 'gods~ Steeped 

in Norse mythology, these gods share an 
important trait with their Scandinavian pre
decessors - they are mortal. Balder stands 
out among these gods for having too few 
enhancements. He is too human. 

You'll enhance and customize Balde(s 
appearance and abilities by finding cybernetic 
upgrades, blueprints, or reverse-engineering 
discovered technology. The options are so 
immense that one wonders how that could 
possibly be accessible to more casual play
ers - a group that Microsoft, Silicon Knights, 
and Dyack all want to enjoy playing through 
the INhole game. The solution is to make 
much of the hardcore stuff optional. Players 
can opt to have weaponry and stats chosen 
for them, the difficulty level will auto-adjust to 
your success, and a simple control mechanic 
will tie it all together. 

Dyack tells us that while they've been 
testing the control scheme, people don't 
ask how it works. They pick up a controller, 
experiment for a minute, and within that 
time, have a satisfying grasp on the combat 

Essentially, one analog stick controls move
ment and the other manages different 
dose-quarters combos. With simple flicks and 
trigger pulls, players can launch, juggle, and 
then unleash a variety of over-the-top attacks. 
casual players will be able to dear a room 
enemy by enemy, using whatever method 
they choose. '[But] gamers will come into a 
room, analyze i~ and be able to clear it out 
with one combo in ten seconds." says Dyack 

Large-scale encounters provide the 
game's spectacle, a game-controlled camera 
system will supply good-looking and com
pelling comba~ and a deep RPG system 
makes each version of Balder a playe(s 
own. A design this malleable might just play 
best in the game's planned online co-op. 
Four players can conquer the story mode 
together over Xbox Live in what promises 
to be an even more grand experience. A 
good idea does transcend medium and 
technology, but the horsepower of next
generation hardware is making that idea 
even better. ■ ■ ■ 



XB0X360 

Lost Planet 
> STYU I-Pt.AYER ACTION (MULTIPI.AYER TBA) > PUBLISHER CAPCOM > DMlDPER CAPCOM > RQ.£\SE 2007 

CHILL FACTOR 

W 
hen Capcom released the trailer 
for its upcoming Keiji lnafune
directed action title Lost Planet 
over Xbox Live marketplace, a 

buzz immediately developed around the 
game. The impressive trailer revealed a 
frozen world of swirling snow, giant robots, 
even bigger monstrous creatures, and a man 
named Wayne who would stand against 
them all. The gorgeous graphics and intense 
action created an instant aura of anticipation 
around this title, and we' re ready to confirm 
that all the excitement is justified. We've 
played Lost Planei and it simply rocks. 

Despite appearances, Lost Planet is not 
primarily a mech combat game, but rather 
an on-foot third-person shooter. In several 
sections you can hop in robot exoskeletons 
called Vital Suits, but the focus 1s on guid-
ing Wayne through the frozen world of the 
game on foot f'.s the titular planet has been 
converted to sub-zero temperatures by the 
insect-like Akrid race, a major component of 
the gameplay is finding Thermal Energy. A 
counter on the top left of the saeen displays 
Wayne's constantly diminishing supply of 
Thermal Energy, and if it drops to zero, he 
starts losing health. Fortunately, every enemy 
you kill drops Thermal Energy that refills 

your supply. So basic.ally, you'll want to blast 
anything that moves. Creatures will lunge at 
you through low-visibility snowstorms, burst 
through the ground to attack you, and even 
fill the skies in swarms. The action in the two 
stages we played was fast and intense, and 
although these screens demonstrate the gor
geous visuals, they can't convey the smooth
ness of the animation, the lifelike weather, 
or the bombastic explosions and partlde 
effects. Lost Planet looks simply great 1n 
motion, and playing it feels like IMng through 
a big-budget action movie. 

To survive the extreme challenges of Lost 
Planet's hostile world, Wayne is equipped 
with a wide arsenal, including machine guns, 
rocket launchers, grenades, and more. He 
also has a grappling hook for quickly ascend
ing to rooftops, and hrttmg the bumper 
buttons makes him snap 90 degrees to 
the left or nght This move will certainly be 
quite useful in multiplayer - while details 
are scarce, Capcom has confirmed that Lost 
Planet will feature cooperative and competi
tive modes via Xbox Live, as well as down
loadable content Scheduled for early 2007, 
Lost Planet is definitely one 360 game to 
keep an eye on. ■ ■ ■ 

.. 
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ew Super Mario Bros. 
> STYU 1-MYER ACT10N (UP TO 4 P!AYER VIA WIRELESS) > PUBLISHER NINTENDO > DMLOPER NINTENDO> REI.EASE MAY 15 

GREATEST HITS MASH UP 

A 
II on his own, Mario taught a 
generation how to explore. From 
the first side-scrolling adventure 
to the oft-cited favorites of Super 

Mano Bros. 3 and Super Mario World, the 
Jump man and his gang of fnends have 
had us leaping. flipping. and Just gMng-rt
a-go for decades. The upcoming DS title 
could supplant them all - not by being a 
greatest hits of past Mario gameplay, but 
instead by playing like an ultimate remix 
album. Familiar features, stages, enemies, 
and moves are mashed up in this entry 
hke a genius DJ's greatest mix tape. 

We got some hands-on playtime with 
New Super Mario Bros. at the recent 
Game Developers Conference 1n San 
Jose. Thanks to the crowds and time 
limits, we didn't get past the game's early 
levels, but played long enough to learn 
one thing for certain - this is a game all 
Nintendo fans absolutely must have. 

Far from a disappointing homage to 
Mario's 2D heyday, New Super Mario 

e 

Bros. takes liberally from all of the series' 
entries. The oveiworld looks like Mario 
World or Super Mario 3, the butt stomp 
and triple jumps come from Mario 64, 
and the first level is almost straight from 
the original. While we still haven't seen 
if Mano can fly (neither confirmation nor 
a denial has been pried from Nintendo's 
silent development team), there is a 
generous distribution of mushrooms. 
Some, predictably, make Mario a little bit 
bigger while others modify him to Alice 
in Wonderland proportions - gigantic, 
screen consuming sizes let players plow 
through everything on the stage; while 
miniature 'shrooms give a shruken Mario 
higher jumps and longer glides. 

The added options afforded by DS 
hardware were used minimally 1n the 
early sections. It certainly could change 
subtly as the game goes on, but the 
general rule is that the top screen shows 
gameplay, while the bottom displays pro
gression through the current stage, a slot 

for an extra power-up (think Super Mario 
World for a good example of this feature), 
and icons to show how many of the 
stage's hidden stars you've located. 

This screen layout holds true for the 
multiplayer battles. Since all of the mul
tiplayer is done over local wireless con
nections (and offers downloadable play 
for those without a cartridge), the host 
has sole· discretion to set up the match 
parameters before a session starts. By 
default, players will be racing to find five 
stars - attacking an opponent makes 
them drop their stars, and finding eight 
coins will yield a random power-up. 

With around 80 levels to play and 
replay, Nintendo's New Super Mario 
Bros. is primed to be nothing short of 
a full-fledged addiction. It's been too 
long since gaming had a new 2D side
scroller with our heroic plumber, and 
our brief playtime has given our thumbs 
a taste of exploration. Now we just 
want more. ■■■ 



PSP 

Valkyrie Profile: Lenneth 
> STYLE I-PLAYER ACTION/RPG > PUBLISHER SQUARE ENIX> DMWPER TRI-ACE > RELIASE IBA 

CLASSIC ACCESSIBILITY 

I 
f only Square Enix weren't 
so poky with the North 
American releases. The PSP 
re-release of 2000's unique 

RPG Valkyrie Profile (now with 
the subhead Lenneth) came 
out in Japan this March, but a 
Stateside release date hasn't 
been set yet Luckily, we do 
know what to expect, and it's 
tempting enough that a pre
order might be a good idea. 

For those who missed the 
game the first time and don't 
want to shell out over $150 on 
eBay, there's a Norse-flavored 
treat in store. Throughout the 
game you'll collect the spirits of 
dead warriors, have them fight 
with you, and then send them 
to Valhalla to battle alongside 
Odin in an epic battle. The 
game has three very different 
endings and offers players a lot 
of choice in how much or how 
little they want to complete. 

A series of cinematic 
sequences have been entirely 
recreated and now feature top
of-the-line animation. If you're 
one of the lucky few who got to 
play Valkyrie Profile on PSone, 
these new cutscenes are a great 
addition to the already-compel
ling package. Though there are 
few other major changes in this 
re-release, the 2D side-scrolling 
dungeons and richly animated 
sprites look even better on the 
PSP screen. 

Some regard this as Tri-Ace's 
greatest RPG, and the limited 
run of the PSone version meant 
that lots of potential players 
were left out in the cold. The 
game's control scheme transfers 
perfectly, with face buttons 
still assigned to your party 

membe(s individual attacks. 
Building a party's combo strings 
is instantly rewarding, offering 
a lot of replay as your group 
changes members. This release 
is a great way to get a new gen-

eration into the fold, and we're 
more than happy to save some 
dough and also have a reason 
to charge up the PSP for some 
RPG goodness. ■ ■ ■ 

:• previews 

PLAYSTATI0N 2 

Okami 
> STYU 1-PIAYER ACTION > PUIUSHER CAPCOM > DEVB.OPEII CLOIIER 51\JDIO 
> R£lIASE SEPTEMBER 

ACTION PAINTING 

W 
e've alreacly told you 
about the graphics in 
dover Studio's gor
geous new game Okami, 

and now a new Japanese demo 
of the game allowed us to put the 
gameplay through its paces. 

You play as Amaterasu the sun 
goddess, who has incarnated 
herself on Earth as a wolf. Delving 
deep into the themes of nature and 
harmony that pervade Japanese 
folklore, Amaterasu seeks to restore 
nature to a land that's been laid 
barren by an evil force. To do this, 
she wields a powerful implement 
called the Celestial Brush, which 
w,11 be central to your expenence 
1n Okam1. 

k; we began, it quickly became 
apparent how the brush changes 
the conventional rules of gameplay. 
Early on, we had to ford a river that 
had run dry. By painting in the miss
ing part of the river, nature restored 
the water and we were able to pass. 
We also freed a giant dragon by 

using the brush to complete a con
stellation in the night sky. Trapped 
by a gate? All you have to do is 
press R l to bring up the brush, then 
press square and perform a slashing 
movement to slice 1t in half. Other 
uses we found were painting a 
cirde in the sky to bnng out the sun, 
then repeating the action to make 
trees bloom. 

The brush gameplay 1s certainly 
intriguing, but we were a brt disap
pointed to note that - at least in the 
brief levels we expenenced - you 
only seem to be able to use it at 
very set, predetermined instances. 
It does come in somewhat useful 
dunng combat, but we found using 
Amaterasu's more conventional 
fighting moves to be easier. Still, the 
potential inherent 1n this gameplay 
is immense, and could well make 
us look at games in a whole differ
ent way. This 1s most definitely a 
title that anyone who cares about 
video games as art owes it to him 
or herself to play. ■ ■ ■ 



:• previews 

PC 

Dark Messiah of Might & Magic 
> STYLE I-Pl.AYER ACT10N (UP TO 32-PI.AYER VIA INTERNET OR LAN) > PUBLISHER UBISOFT > DEVELOPER ARKANE STUDI05,ll(UJU ENTERTAINMENT> lflWE 2007 

A SERIES REBORN 

T 
he Might & Magic brand has fallen from grace 1n the 
last few years, but new franchise owner Ubisoft IS 

domg everything it can to breathe new life into this 
venerable series. Dark Messiah, the second M&M 

bite from the French publisher, is taking form as a first-person 
action/RPG with a definite focus on the action side. \Miile a 
strong framev.ork of statistics and dice rolls will be operat-
ing behind the scenes, the goal is for players to immerse 
themselves in a SOOlelMlat non-linear fantasy adventure. With 
Valve's powerful Source engine taking care of the technol
og( under the hood, developer Mane Studios is focusing its 
efforts on aafnng interesting. non-scripted scenarios for play
ers to explore - and from what we've seen, Dark Messiah is 
well on the way to delivering Just that 

The single-player campaign \II/ill take players through an 
epic storyline that takes place 20 years after the events of 
the soon-to-be released Heroes of Might & Magic V. And 
while players will by and large experience the tale in linear 
fashion, the developers are making it a point to set up 
obstades and situations that allow the player to utilize their 
character's skills however he or she sees frt to solve the 
dilemma. This means that, much like in Deus Ex. there will 
be many paths to victory - except with the added benefits 
of environmental interaction (thank you, Source engineQ 

and vastly more complex enemy Al. Often times, there will 
be more factions interacting in a given battle than just you 
and the bad guys. This can lead to some intriguing decisions: 
Should you stay back and let the other two sides duke it out, 
wade in and crush some skulls of your own, or simply use 
the fight as a distraction and sneak on through? 

Likewise, the astute player will be able to use the world 
to their advantage. Bunch of guards hanging out in a barn? 
Chuck a torch into a haystack and set them on fire. Fighting 

on a treacherous mountain pass? Use some ice magic to 
mess up your opponents' footing and send them plummet
ing to their doom. These are just a few examples of the new 
avenues of gameplay that the marriage of physics modeling 
and fantasy role-playing will open up to players. 

The multiplayer aspect, which is being handled seper
ately by Kuju Entertainment, is just as ambitious as the 
solo adventure. Dark Messiah's Crusade mode combines 
Battlefield-style territory control with all of the aforemen
tioned open-ended combat. which has to be one of the 
coolest concepts we've ever heard. Players will choose 
from five different hero classes, all with unique skills, 
and gain experience as the battle rages on. That's not all, 
though - you'll carry a persistent avatar through a round of 
five huge maps, so that towards the end of a round your 
character should be a serious wrecking machine. 

Putting a fantasy role-playing skin on the Source engine's 
outstanding visuals and physics simulation would be enough 
to get us on board, and Dark Messiah aims to go way 
beyond that Based on everything we've seen and heard, 
it's hard to imagine that this title will end up as anything but 
a fantasy gamers dream come true. Stranger things have 
happened, of course, but we've got a good feeling about 
this one. ■■■ 



D 
eveloper Massive Entertainment's 
previous work. the Ground Control 
series, may not have had the exposure 
of some more high-profile RTS titles. 

However, that doesn't mean that Ground Control 
didn't deserve to be top-sheK; the outstanding 
graphics and unique approach to combat were 
easily worthy of triple-A status. The studio's next 
project, World In Conflict, is ratcheting up the 
Ground Control design philosophy to the next 
level. Besides moving the setting to a full-scale 
Cold War scenario and evolving the overall 
design and technology of the game, Massive 
is putting serious work into the multiplayer 
aspect - arguably the most important part of 
any RTS. 

If you've ever had the pleasure of playing 
Ground Control, you'll instantly be familiar with 
the basic premise of WIC. There is no resource
gathering. There is no base-building. There is 
only fighting (see sidebar for details). However, 

the low-level tactical 
fighting that makes up 
the vast majority of 
WICs gameplay is much 
deeper than the typical 
"grab a bunch of troops 
and attack-move• RTS 
formula. You'll have to 
take into account the 
landscape and available 
cover as well as effec
tively manage artillery, 
tanks, footsoldiers, and 
support powers like 
airstrikes. Not to men
tion that the very surroundings can drastically 
change over the course of a battle - WIC boasts 
an incredibly robust environmental destruction 
system and the map design to make it a real 
gameplay factor. 

The final pieces of the WIC puzzle are the four 
specialist roles that players will 
be able to choose from at the 
beginning of a match. These 
will affect what support powers 
you'll be able to call on during 
a game, but more importantly, 
how much your units cost 
you to deploy. An air-focused 
commander will still be able 
to call in tanks, but they'll take 
up a much larger chunk of his 
available resources than they 
would for an armor specialist 
As you would expect, this will 

be a central factor in online play - a team that 
can play to each others' strengths and cover 
their weaknesses will easily steamroll a bunch 
of newbs who think that an old-fashioned C&C 
tank rush will get the job done. 

Speaking of online, WIC sounds like it'll be 
ready to hang with the big kids on the block 
in that arena as well. Massive's proprietary 
Massgate online portal will make finding 
matches and creating clans easy, as well as 
track various stats for both solo and team play. A 
ladder system will let you compete for the brag
ging rights that come along with ranking, and 
Massive is planning on running tournaments to 
boot And, of course, the online community will 
be able to take advantage of fully-featured map 
editors and mod tools as well. All in all, there's 
not a whole lot more that we could wish for out 
of World In Conflict. It's just too bad that we still 
have to wait a whole year to play it ■ ■ ■ 

ECONOMICS 101 
World In Conflict doesn't use any
thing resembling a trad1110nal RTS 
economy model. Instead, each 
player has access to the exact 
same number of credltS through
out a mlSSion. These credits are 
aSSlgned either as units you have 
in play, upgrades to your forces, 
or ~n transit" back to your reserve 
after one of your units dies. Thus, 
everything remains more or less 
balanced until the very end of 
the game - making your tactics 
and teamwork the only thing that 
can save you from the ignominy 
of defeat 

GAME INFORMER 95 



PLAYSTATION 2 I GAMECUBE I PSP 

Super Monkey Ball 
Adventure 
> STYU 1 TO 4-l'IAYER ADVENTURE (UP TO 4-l'IAYER VIA PSP N) HOC) > PUIUSltO SEGA 
> DEVBOPO TRA~R'S TALES > IIEUASI JUIY 

THE MONKEY IN THE RYE 

G 
enerally known for its skill
based puzzles, Monkey 
Ball is breaking free from 
its roots to unleash its 

Shakespearean-like lore. Feuding 
monkey kingdoms, )OY-Sucking crea
tures known as The Naysayers, the 
sights of Monkrtropolis. C.S. Lewis 
pwned! 

W,en not marveling at a artscene, 
you'll be asked to complete over 
60 missions. Every action 1n the 
game still revolves around the whole 
monkey 1n a ball gim
mick, but now you'll 
find yourself explonng 
vast environments and 
tapping into different 
powers to navigate them. 
Developer Traveller's 
Tales has implemented 
new abilities like stlck-
ing to surfaces, turning 
i11V1Sible, hovenng for a 
brief amount of time, 
and our favonte, turning 
into wood. fts you quest, 

you'll run into over SO different mon
keys, of which 20 can be used 1Mthin 
the bonus party games. 

All of the dassic party games make 
a return, and are Joined by three 
additions: Monkey Bounce, Monkey 
Tag. and castle, a four-player game 
of tactical destrucbon. The PSP ver
S10n of the game will also allow 
for wireless multiplayer through Ad 
Hoc. plus an exduSNe trading card 
game that reveals the backstory to 
this adventure. ■ ■ ■ 

NINTENDO REVOLUTION 

Super Monkey Ball: 
Banana Blitz 

> STYU l·PIAYER ACTION (MULTIPIAYER TBA) > PUBLISHER SEGA > DMWPER SEGA STUDIOS JAPAN > RELEASE TBA 

TILT IT, FLICK IT, ROLL IT 

<*Emtta 

I t was only a matter of time 
before this high concept 
senes landed on Nintendo's 
high concept console. In 

many ways, it would seem that 
the Revolution's controller was 
built specifically with a game like 
Super Monkey Ball in mind. 

In Super Monkey Ball: Banana 
Blitz, if you tilt the remote for
ward ever so slowly, your ball 
will creep forward. Tilt it forward 
further and it will pick up speed. 
Twisting your wrists to the side 

will turn the ball. Adding further 
depth to this series' play, if you 
flick the remote quickly, your 
monkey will perform a jump 
move, which in turn launches 
the ball into the air. That's righi 
platforming-based challenges are 
now factored into the 100-plus 
new maps. 

The Revolution is also open
ing the doors for an astounding 
number of new party games. 
Sega is shooting to match 
the number of single-player 

■ Fhck the analog ,tock 
upward to leap and snatch 
out of reach bananns 

maps with 100 unique party 
games. The entire single-player 
campaign can be played with 
just the remote (which will be 
great if Nintendo doesn't pack 
in the nunchuck peripheral 
with the unit), but many of the 
minigames will require that play
ers use the nunchuck. 

Sega hasn't set a release date 
just yei but has expressed the 
sentiment that this game would 
be a great addition for the 
machine's launch. ■ ■ ■ 



HISBAZOOKI RSE THAN HIS BITE. 
" ... dogs with rocket 
launchers sounds like 
a recipe for success." 
- VGO Network 

Use your personal arsenal, 
unleash the dogs of war, or 

hop in a tank! 
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Suggestive Themes 

ESRB CONTENT RATING www.esrb.org 

" ... deep and totally likeable ... " 

Test your skill and your 
luck in 12 mini-games! 

Travel across a war-torn 
world with over 800 events 

and quests, providing 
40+ hours of gameplay! 

PlayStation.2 
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A full-scale rpg that offers 
unprecedented freedom! 

WWW . ATLUS.COM 
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XBOX 360 I PLAYSTATION 2 I XBOX I PSP 

NCAA Football 01· 
> STYlE 1 TO 4-l'lAYER SPORTS (2-l'IAYER VIA XBOX LM, PS2 ONLINE OR PSP AD HOC) > PUBLISHER EA SPORTS 
> DEVEIDPH EA TIBURON > RELEASE JULY 3 

ELIGIBILITY QUESTIONS 

A 
part from getting excited about bowl 
games and Saturday afternoons 
packed with stadiums of raucous 
crowds, one reason that football 

fans look f01Ward to the release of EA Sports' 

NCAA Football series is that it sometimes 
gives gamers a glimpse at what may be 
in store for them when the Madden NFL 
franchise releases its annual game in August 
A sort of glimpse of the future if you will. If 
early indications hold, however, it doesn't 
look like that will be the case this year, as the 
Xbox 360's inaugural college football title is 
more like last yea(s 360 Madden with its 
pared-back feature set It's like the franchise 
red-shirted itself! 

The main component of the Xbox 360 
version is a system that tracks the highs 
and lows of the game as the momentum 
shifts from team to team. This is quantifiably 
shown via a meter. A couple of years ago, 
the NCAA franchise involved crowds as an 
important aspect of playing against certain 
teams, and this Momentum Meter appears 
to be a logical extension of that Do you bust 
out the trick plays on offense or go for that 
risky all-out blitz on defense just to swing 
things in your direction? Will a 10-point deficit 
sap the drive out of your players? Hopefully 
the results of this emphasis on momentum 
won't skew the balance of the title, as video 
game football fans have long been con-

cemed about the CPU artificially turning the 
tables via catch-up Al. 

Although there will not be a version of 
the game for PlayStation 3, PS2 (and Xbox) 
owners can take comfort in the fact that it 
seems that the current-gen NCAA will contain 
a fuller feature set any,t,1ay. These versions 
of the series will feature an emphasis on 
off-the-field activities for your Dynasty play
ers (see sidebar for more), as well as the 
Momentum Meter. On the field, you can use 
the new spring game option to gauge your 
depth charts, as well as participate in 11 off
season minigames designed to improve your 
players. Finally, Madden commands such as 
slide protection, smart routes, and precision 
passing are available. NCAA 07 is also hitting 
the PSP, including a 10-year Dynasty mode, 
game momentum, and Wi-Fi multiplayer. 

The next-gen version of NCAA does 
have some cool things going for it, such as 
graphic details (which extend to the fans 
in the stands), a full Dynasty mode, stand
alone minigames, and a photo album you 

, can build and trade. But with a fuller fea
ture se~ it looks like the current-gen game 
has been hitting the books and is playing 
to impress. ■■■ 

•student athletes' 1s a 
true misnomer, but EA is 
entrusbng you'll do the 
right thing, In a wnnlde 
included within the game's 
Dynasty mode entitled 
Campus Legend ( only for 
the o;rrent gen), you'll 
have to balance your on 
and off-the-field personas 
as you Juggle practices 
with your studies and social hfe. Campus Legend 
uses a dorm room HUD s,m1lar to last yea(s Race 
for the HetSman mode. which unfortunately has 
been dropped. We wonder if you'll be tempted by 
opbons such as 'Press A to accept new ~lade 
from school booster: Do it! We won't tell anybody! 



PC 

Battlefield 2142 
> STYlE I-PLAYER ACTION (MULTIPlAYER TBD) > PUB USHER ELECTRONIC ARTS 
> DEVELOPER DIGITAi. iLLUSiONS CE > RELEASE FALL 

THE FUTURE NEEDS YOUR HELP 

A 
s we surmised a couple of months 
ago, EA's top-selling Battlefield 
franchise is headed into the future 
with its next installment While 

it's still a bit early for EA to spill all the 
beans on Battlefield 2142, there are some 
points worth noting. 

What we've seen of 21 42 so far has 
made it look very similar to the admittedly 
excellent Battlefield 2 - the game has all of 
the squads, voicecha~ and big levels that 
we expect from the franchise. The twi~ 
of course, is that the near-future setting 
comes with all kinds of fancy new ways to 
make war. Mechs, hover-<lrones, and entic
ingly advanced weaponry will all change 
the game from Battlefield 2's established 
pattern. And, honestly, if Battlefield 2 14 2 
were nothing more than a whole new the
ater in which to wage delicious Battlefield 
2-style war, we wouldn't have much of a 

problem with that. 
Of course, there's more to this title than 

just that We don't know exactly wha~ 
but EA has teased us with the name of 
the new mode that Battlefield 2 14 2 will 
introduce: Titan mode. The only word that 
we could squeeze out of the publisher 
with regard to this new mode was "huge," 
so we'll just have to wait and see what 
it is - bu~ given developer DICE' s track 
record, our money's on Titan mode being 
pretty awesome. Whether or not it is 
good enough to dethrone the traditional 
Conquest mode as being the de facto way 
to play the game remains to be seen. 
EA assures us that the horrific front-end 
that has plagued the Battlefield series is 
being worked on as well, so we're pretty 
happy about the direction that this title is 
headed in, despite the lack of information 
at the moment ■ ■ ■ 



Any particular reason you sleep 
through the entire winter? 

I • : I 

XBOX 360 

Enchanted Arm 
> STYlf I-PLAYER ROLE-PLAYING GAME (2-PLAYER VIA XBOX LM) 
> PUBUSHER UBISOFT > DEVELOPER FROM SOFTWARE > RELEASE SUMMER 

STORY FIRST, RPG SECOND 

A 
s advanced next-generation 
hardware lets developers play 
around with the conventions 
of gaming's oldest genres, 

one stalwart is getting an entry that 
sticks to the rules, but with beautiful 
results. From Software's Enchanted 
Arms is being imported to the States 
by mega-publisher Ubisoft for release 
this summer, and the story-heavy saga 
promises to be a taste of dassic RPG 
delight gussied up with new looks and 
a quick battle system. 

Released in Japan this January, this 
traditional RPG has a broad story arc 
familiar to us all - small town hero ful
fils his destiny to save the world. We're 
putting money on a plucky sidekick 
and a mysterious prophecy, but with
out a proper English translation to play 
through, that's all speculation. 

What's a certainty, though, is that the 
frequent in-game cutscenes feature 
over 100 characters and a storyline 
promising to last over 50 hours. There 
are 75 special creatures to recruit, 

level up, and cus
tomize along the 
way, as well as 
head-to-head bat
tles over Xbox Live with an 
online ranking system. 
Hopefully the game's 
hybrid of action and 
magic in a dis
tance-dependant 
battlefield will be 
the same method 
used in these 
player-versus
player matches, as 
early looks at the strategy
infused placement system 
promise great things. 

Enchanted Arms is packed full of 
content and the only question left is 
if the story, a crucial part of its appeal, 
holds up on this side of the ocean. 
With so much emphasis on charac
ter development and an epic tale, 
Enchanted Arms wants to be a think
ing man's fast-paced RPG. ■ ■ ■ 

I guess you don't have Real TimeN 
4-wheel drive for winter conditions. 

I'm afrai 
on't. 

4TID EX-P model sholl?l, All models aYa.ilable n t h 2\"ID, 



M'ldiiMOi•liffMH•M 
PSP 

Dungeons & 
Dragons: Tactics 
> STYLE 1-PlAYER STRATEGY/RPG (MULTIPlAYER TBD) > PU BUSHER ATARI > DEVELOPER KUJU 
ENTERTAINMENT > RELEASE NOVEMBER 

DIGGING UP YOUR ROOTS 

N 
evermind all this real-time, 
action-packed, new-fangled 
garbage. Dungeons & Dragons 
has many facets, but hardcore 

tum-based strategizing is where it 
all came from - D&D's predecessor, 
Chainmail, was a fantasy adaptation 
of then-modem strategy wargames. 
Dungeons & Dragons: Tactics is, as 
you might guess from the title, harken
ing back to this concept while staying 
as true as possible to the current 3.5 
Edition ruleset as possible. 

In addition to featuring all nine of 
the core classes, D&D Tactics will offer 
two psionic archetypes for players to 
choose from. The Psion and Psionic 
Warrior may almost be overkill in 
terms of the options that you'll have 
at your disposal when customizing 
your heroes, but then again, character 
development is one area that it's 
almost impossible for a strategy game 

to be too deep in. 
Atari is also promising an epic 

storyline that will adapt to your party's 
moral alignmen~ be it good or evil. The 
plot will even allow the heroes to shift 
their alignments based on their actions. 
Finally, wireless multiplayer (though 
sadly not online) will let you play with 
or against your buddies. For our money, 
this is a perfect venue for the better 
aspects of the D&D ruleset to shine 
through in video game form - let's just 
hope that Atari and developer Kuju can 
pull it all together. ■ ■ ■ 

skiing? No snowboarding? 
No snow angels? 

elementandfriends.com 

That's a shame. You ha 
rific figure for snow 

C 2005 American Honda Motor Co. , Inc • 













I hear you consi 
sell a "smarter 
t makes you so 
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• • • • • • • • ••• • • ••• • ···=···. REVIEWS 
. : • • .. i .. • •:. We Play The Crap So You Don't Have To 

Hilman: Blood Money 

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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Atelier Iris 2: The Azoth of Destiny MLB 2K6 

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

Outstanding. A IIUly eltte title !hat is nearly perfect 1n ~ way. This score is given 
out rarely and 1nd,cates a game that cannot be missed 

Superb. Just shy of gaming n1ivana, this score ,s a high recommendation because 
the game reviewed is head-and-shouldeis above its competrtion. 

Very C,ood lnnovawe. but perhaps not the nght chooce for everyone. This score 
,nd,cates that there are many good things to be had, but arguably so. 

Ave<age. The game's features may work, but are nothing that"""" casual player.; 
haven't seen before. A decent game from beginning 10 end. 

Limited Appeal. Although there may be fans of games recet\ling this score, many will 
be leh yeam1ng for a more rewarding game expenence. 

Passable. It may be obvious that the game has lots of potennal, but its most 
engaging features could be undeniably flawed or not 11tegrated into the expenence. 

Bad. \'vl,1le some things may work as planned, the maJOOIY of this title either 
malfunctions to varying degrees or tt is so dull that the game falls short as a whole. 

Painful. ~ there IS anything that's redeeming 11 a game of this caliber, it's buned 
beneath agorumg gameplay and uneven executJon in tts features or theme. 

Broken. 8aslCally unplayable. This game is so insuffioent in exearoon !hat any value 
would be clenved 1n extremely smaa quanlrtleS, ij at all 

Ton Spelling: Remer hates her!!! 

AutoAssault 

Far Cry 
Instincts: 
Predator 
Much more than a simple port of the 
Xbox version, Far Cry Instincts: Predator 
is two complete games, and each 
one is awesome. Both campaigns, 
Instincts and Evolution, offer tons of 
ways to battle through some of the 
best-looking environments around, 
induding guns, traps, and animalistic 
powers. On top of two great storylines, 
Predator features a wide selection of 
multiplayer game types, as well as the 
ability to upload player-created maps. 
With so much crammed onto one disc, 
Predator is the game that keeps on 
giving. 

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

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

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

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

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

> Replay Value 

Hip - You1I still be popping this game in five yea~ from now. 

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

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

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

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



Lost Magic Ultimate Block Party 

See how larger 
portions of these 
brains are being 
put to work? 

Brain Age 
Nintendo has always been a company willing to push the boundaries 
of what's considered "fun," and Brain Age might represent its most 
daring gamble to date. The innovative OS series is already a huge 
phenomenon in Japan, and now it's coming to the U.S. to see just 
how dumb we really are. The game is basically an interactive, timed 
IQ test that measures your math skills, memory, and reading speed, 
as well as other more intricate tasks. After completion, you receive 
a mental "age• - younger ages representing a more spry and finely 
tuned mind. While this might sound about as fun as high school alge
bra, trust us when we tell you that you'll soon be hopelessly addicted 
to bettering your mental health. 

For our _, ruden, heft is I glossary of 18rms and ■cronyms that commonly appear In the m■g■zlne. 
Video pme veterans should move •Ions (these aren't the drolds you ■re lookins for). 

Coolent ~ 
onlyforadc«s. 

1--A resoiullon ~ used lor HIJIV 
I 080 5tands lor resoiullon of I 920x I 080 p,xel,. 
1he .,. ,_,, 1f1'I lhe Video 5 bef'c nlafaced 

4IOp - Progressr,e scamns, lf1IS opll0n ('p'
progressr,e), aeates • poctue .,,.i wrth double 
lhe sc.,n hoes ol a convenoonal nteitared 
plt1lR, 480 (,-<1teffaced), 10 aeate a 
noliceably sharp,,, ,mage. 1he 480p nnage 
olfe,s hrghe< p,cl\Jre resoiullon and elmnates 
wruat,, au mo110n "1llacts n a 640,480 p,xel 
resolulm settr,g 

nap - A resoiullon speab:IOO used for HIJIV 
720p 5tands lor resoiullon ol 1280<720 p,xel,. 
1he 'p' ,_,, 111'1 lhe Video 5 11 progressr,e 
format 

ldloo -A iem, we use for games ike Dew May 
uy and Vrewtifu Joe 

ad hoc - A 1ype of wrreless coone<1IOn Iha! 
- you w'1h Olher playe,s ,n you, 
rmmedrale VIOl1rty 

.....,_ -A 1e1m we use for games il<e M)>t 
and Escape From IJookey Island 

Al - Mlfioal lnlelger,c,. Usualy used 10 refer 
10 how wel lhe C0fl1)U1er reaas 10 a lunan 
opponent 

bloaa -"'1 effect lhal srrulates lhe soft. bluried 
~r:ll>rw,tlogttreflcctrngoffolsorfaces 

bolld - A 1erm we use for games lire Jeopardy! 
and Mano Party 

cal ...... -Alednqueusedl0oeale30 
r,ncle,ed oli,ec!S lhal resemble hanckfr...,, 
arwnaoon eels 

D - E1e<troro: Ei11e<1allmenl Expo. 1he world's 
~rges1 coovenoon for Yldeo games 

ftslllll'I - A lerm we use for games •ke Mortal 
Korrbal and Dead or AIM! 

linl,pty - A game made by a a>nsole 
1TW1ufaaure(s niemal development 1eam, 
ercdusM!ly for 115 ov,,, ')'Stem 

FMV - Flt MoCJon \ldeo. Usualy rm 10 an 
arwnated CG a&er>e 

FPS - Frames Pe- Sea>nd. How marr, arwnaoon 
hames h.,pper, n one second Also used 10 
denole Fist-Pe-son Shooters ike Halo, Doom. 
and Cal of Duty 
"-- 1he frames of arm,oon used 10 

aeate lhc ,lusm of moYement 
,,_.... - A game's merus and opll0nS 
GIA Game Boy Ml,ra 
GC ·• c.meGbe 
Guitar z.o - Someone v,t,o lhris 111'1 bel1g 

good at Gortar Hero ,_,, lhey are .., • """°"" We're lafkng 10 )'OtJ. losers! 
Hlffll - High Def,-, Televrsoor, 

..,_ -A 1ype ol wireless amearon 
lhal uses lhe ln1emel 10 amect wrth ocher 
playe,s CNer long drsl.oices 
~ - Three-quarter, 10p dcM11 vrew, lire 

Sl.lrCraft or Baldur's Gate Dari< Alrance 
ISP - Internet 5eMce i'roYrder. 1he CXlrl'()Ol1'f lhal 

prOllldes you wrth aa:ess 10 lhe lnternel 
)lalos - G<aphrcai Imes lhal are JOgged when 

lhey shoud be Slr~ghl 

I.NI - Loc,l lvea Nelwort. Co-neclr,g ~ 
or r:cnsoles 10ge1he< wrthn a smal spilC2 10 
alow corMU1ICaOOn belweer, !hem. PnMdes 
,.,., smAlaneous gamepfl'/ 

MMO-MassrvelyM~Olwle. Usually 
"l'!)fred 10 ~ Illies, we use lf1IS 1e1m for 
games wrth per,,slenl. ITUtHJSer onille ...ids 
like Eve<Quest and World ol Waroan 

MOliall blur - Phamom hames follow an ob,ea 
10 gM! lhe mpressror, of realrsllC speed 

nonnal nwrpplna-A graphrcal lechnrque" 
v.llrch a hHeS slon a>n1""'"8 l0 1nforma1JOn, 
revealed by lght rel'<!cllng off rt-., S<Kfacr, 5 
wrapped amu1d • low-res model 

NPC - Nor>Play,!r Chlraaer. Those people 
and cru1aes you see wandemg ,.Ollld 
n games !hat «e not bel1g r:ontroled by ar:rual 
hunans 

~ollrldl-~ ikesmol<eor sp.wl<s 
~llreakrne 

,..... _A 1'fm we use lor games Ike 5'4'0f 
Mono and Crash 8andaJol 

,.,... v.,,.,, oo,eas onsaeen sudderly 
appe.,r, ~ly due to poor draw distance 

PSl - Sony l'tayStallOn 2 
puulo - A iem, we use for games ike Tetns and 

Puyo l'q) 
...,. - A lelm we use for games lire G<an 

lir1smo and Mono !(art 

DG -~ Game. A game lhat ~ 
charoaer l11p!CNefTlOfll INO<,gh ~ and 
~ pant>. A 1e1m we use for games like 
F"'1 F..-..sy and Xenosaga 
.--A 1erm we use for games Qe btrga 

andG,adus 
~ - A 1e1m we use for games il<e 

Madden NFL 
lllrlllff - A term we use for games like La 

Pua!lle and Frcnt Mission 
~ - Somed-.ng made for. a,nsole by. 

CXlrl'()Ol1'f ocher than lhe a,nsole m.nJfac:11.ffl 
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MULTI QUICKIES 

X80X 380 I PI.AYSTATION 21 X80X I 
GMolECIJBE 

2006 FIFA World 
Cup 
> STYU I TO 4·PIAYER SPORTS (UP TO 8-
PIAYER VIA PS2 ONLINE OR X80X lM) 
> l'UIUSIIEII El.ECTRONIC ARTS 
> DEVElOPEI EA VANCOWER 
> IIIUASl APRIL 24 > ESII E 

-... ·--
/-~ ---

"'\ 
•·- .. \ -~ -~-

111 1 wasn't nearly so d,sap
p01nted wrth the first Xbox 
360 Flfil\ game that came 
out at launch as some 

people. desprte 115 lad< of game modes. 
Wth that said, !his newer game is by far 
the more ompressr,,e choice. wrth fully 
fleshed out fearures, excellent anomanon, 
solid soccer gameplay, and an exonng 
presentabon, replete wrth another batch 
of great m USIC from a10Und !he world. The 
control scheme continues to be extremely 
somple, pemaps catenng to a mo<e casual 
sports game player than !he v.lnmng 
Eleven senes. For my part, whate...er Flfil\ 
lades n preosion n makes up for in fun 
and fast paced oo-potch actJon. For that 
relatlvely sparse Amenc.an demograph,c 
that is actually exated about !he v.oole 
World Cup thong, this tJtle should be a 
sure thong. -Mill.ER 

PlAYSTATION 2 I XBOX I PSP 

Outrun 2006: 
Coast 2 Coast 
> STYU l·PIAYER RACING (UP TO &l't.Al'ER 
VIA PS2 ONLINE, SYSTEM UNI(, XB0X lM. 
AD HOC OR INFRASTRUCTURE) 
> PIIIIUSHO SEGA 
> DEVElOPEI SUMO DIGITAi. 
> IIIUASl APRIL 25 > ESD E 

Ill There's a lot of content 
in the new Outrun 
2006, but fO< good o, 

bad, much of n v.,11 be 
ve,y famoliar to players of !he earlier 
en111es. Slnke that. It's actually really, 
really familiar. Highlights are !he muln
player races, a run version of OutRun SP 
from arcades, new caos and new loca
llOns. 'Miole some of !he content is new, 
!he game plays exactly !he same - fast, 
thick wrth the Oa.or of classic arcades, 
and land of s,mplisllc. The PSP llefSIOI\ 
surpnsingty, was my favome. and n might 
be because n Just feels nght to do some 
quick crusing on a portable.-USA 
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PlAYSTATION 2 I XBOX I PC 

Hitman: Blood Money 
> STYU 1-PIAYER ACTION > PUBLISHER EIOOS > DEVELOPER 10 INTERACTM > RELEASE MAY 31 > ESRB M 

SLOPPILY EXECUTED 

I 'm no assassil\ but rt seems to 
me that the biggest slall of a gun 
for hore is CTOlllld management 
Get in, CCNer your tracks, get out. 

and SW/ unnoticed among the game's 
throngs of NPCs. Wlile there's a lot to 
love about this series, and this entry in 
particular, Agent 47's 'NOf1d still doesn't 
offer the subtlety necessary for this 
great premise to really be satisfying. 

The character and the unive!se 
aren't to be blamed at all. The 
tortured and soft~en Agent 47 
has a great backstory and operates 
in a world of high-society intrigue. 
His dients have their own motives, 
but our flawed hero is focused on 
professional efficiency and in Blood 
Money, that includes a new Notoriety 
system, which has some really fun 
and rewarding features. A dynamically 
generated newspaper dipping lets 
players chedc the relative amount of 
information that cops, reporters, and 
marks might have on them. If you 
become too recognizable, future jobs 

are in jeopardy before you even start 
Since 47 actually gets to manage 
his finances this time around, you 
can choose to upgrade weapons or, 
sometimes more usefully, pay off the 
cops to wipe your trail dean. 

The setups and locations are also 
really well established and interesting. 
A killing during an ope@ is elaborate 
and devilishly dever. Consistently, 
the game sholNs ingenuity with 47's 
means and methods, and the envi
ronments (along with great cheesy
dramatic soundtrack choices) make 
the entire game's mood that of privi
lege, danger, and high drama. 

Blood Money's good looks aren't 
enough, though. For every ounce of 
effort put into the grand locations, 
I wish that double that had been 
invested in AL The crutch of this title's 
garneplay isn't mood or appearances, 
but in trusting that the rules of the uni
verse will stay consistent and predict
able. Threat levels rise without much 
obvious reason, enemies will call in 

the cavalry almost randomly, and the 
real-time map is more of a hindrance 
than a help. A stealth game is suc
cessful when it lets players think that 
they' re being smart and that they' re 
managing the situation in a dever 
way. This is only possible, and there
fore success is only possible, when 
the universe behaves in an under
standable and predictable way. Blood 
Money's citizens do no~ and in that 
way the game fundamentally fails. 

But even with this big problem, I still 
really love elements of the Hilman 
series and Blood Money in particular. 
The care in mission design, the new 
options to choose your equipment 
(and how it's upgraded), and the 
main character himself all make this a 
bitter experience for me. Hitman - the 
franchise and the character - deserve 
better than this sometimes buggy 
entry, and I hope that future releases 
really let me live the life of a paid 
killer. Vicariously, of course, that could 
be great fun.-USA 

• 

BOTTOM 7 75 
LINE • 

> Concept: Take the awesome 
Agent 47 characler and make h~ 
wood even more complicated 

> Graphics: BeaulJlul localions. 
nice~ designs, and great 
cutscenes push !his series inlO the 
b,g~ 
> Sound: Chan-ber music never 
seemed so longue-il-<heek. but ~ 
lotallyWOlks 

> Playability: Ounky cootrol 
schemes are the second biggest 
problem in the game and a total 
bummer 
> Entfflainment Agent 47 
5 stil a great character and the 
setups are really onventNe, but 
P00"f rnplemented defais mar 
the whole expenence 

> Replay Value: Low 

Heman: Blood Money is 
lie Ir/ins to tat a delicious 
chooolale c.Jke wilh no fort 
whie wearing m«tens. Tim 
are some tasty mooe!s to be 
had. but getting to them is a 
mess. I love so many things 
alJOlA this senes - Agent 
47 is a great character, the 
devious scenanos are packed 
with intrigue and tension. 
and )'OU[ host of dead1y 
eadgels and abiitles gM! 
you a ru1i>er of cool WllfS 
to approach M!l'f mossion. 
liowelier, there are still too 
OlillTf seriClus flaws wrth 
!his game for me to give rt a 
glowll1g endolsemenl F0f 
a Ille that requires precise 
stealth, puling off basic 
actions is YR( too tricky (He's 
~ in front of you! Just 
Slrangje hm, dammc.? Also, 
the laws of Al that govern the 
NPCs are~ suspect 
Somelines, you can walk 
cirdesillOLfldyotJ'liWget 
'Mlhout raising their curiosity, 
other times, you will walk 
onto a room and be instantly 
targeted by the guards. Also, 
like all the other titles in the 
series, you spend far too 
rruch time loob1g at the 
real-time map, wanig for 
the~ momert. A great 
game marred by sloppy 
execulloo.- MATT 





Winback 2: Project Poseidon 
> STYU I TO 4-l'lAYER ACTION > PUBLISHER KOEI > DMLOPER CAVIA 
> REI.EASE APRIL 2S > ESRB T 

POSEIDON DISASTER 

I t's true, there are fans of 
the onginal N64 shooter 
Winback and its cover-based 
gameplay out there. Well, I 

was a fan of many things back 
in the day - Hypercolor clothes, 
A-ha, Koosh Balls - but it doesn't 
mean I want them to come back. 
With its antiquated gameplay, 
all Winback 2 successfully man
ages to do is look hke that creepy 
middle-.1ged dude shopping at 
Hot Topic desperately trying to 
stzycurrent 

Winback 2 puts you in control 
of a team of covert ops rejects 
who are on a mission to ... defeat 
some bad guys. The gameplay 
revolves solely on popping out 
of rover and blasting anything 
that moves. An arcade-style feel 
is definitely intended here, and 
the action is as simple as can 
be, but Winback 2 doesn't even 
execute its nerbrain formula 
well. The camera is so loose 
and out of control you feel like 
you're on a sinking ship, and its 
core mechanic, taking cover, is 
frustratingly sloppy. Everything 
about Winback 2 is reminiscent 
of the early days of 3D action, 
and that's definitely not a compli
ment If the gameplay weren't 
bad enough, the graphics are so 
dull you'll be tempted to shove 
an icepick in your eye just so you 
have something to look a~ and 
the cutscenes will have you beg
ging for the quality writing of Full 
House. Winback 2 is an abysmal 
relic of gamings that sets a low 
bar for itself and fails miserably to 
even hit that-JEREMY 

__ J ,;.; ;.;;.;;.: -· -

BOTTOM 4 
LINE 

> C-flll: This sequel 10 an 
N64 game based aroood 1ilkl18 
COYl'I 1)10'115 !hat 50ffM! lranchoses 
Slfl1l)ly should not be rl!'IM!d 

> Cnphks: Hey Koe, games 
have lextures - - JU51 1houit( 
you'd W<t 10 know 

> Sound: Bad ll0ICe wen, bad 
sooocl effect5, bad 111U51C...ll'S 

iustbad 
> Playability: This shooter 
moYeS about as gJaCefully as a 
dnmtn pa,nil>all game 

>~ Cheap. 
--ganieplaymaywcn ll 
arcades, but fais ll1l5elably on 
home consoles 

> Replay Vllut: Low 

Second Opinion 5 

Defin,aarl!lp,hi-
cal evouion, tllWllq ID 
pp lhe idea 1hal pmffl 
iR well vened in seekins 
CIM!I, poised ID bring 1999 
bade 111D lhe spodii1I al 
aamin&, behold Y,lr1bad 2. 
lhe 8ifTle 1hal tme ~ 
Even d )'OU were frozen in 
ice for lhe entire currenl 
geieraoon, I thtnk you1 
halle some qualms with 
lhe S1dy COr1rOls, barren 
erMIOlll1el1IS, alld fact 1hal 
neafft'Mf'f enelTl'f)'OU 
enclU111!r looks lhe same. 
This~ star1ed off with 
a unique gimmick. bl4 now 
this gimmick is an ordinafy 
gameplay mechanic 1hal )'OU 
see Ill MfY Olher 8ifTle out 
there. W1lhola at1')'lhlng else 
to bade. up, Yfl1bacl< re.it,, 
has nolhng that Ml IWl 

pmffl bad.-REINER 

I'' ·--' •·= .. i~• • ~- . r 
■ Winback 2 makes you st3rr io.:;«.r:R tor rnc-m 
play the same mission from .,tri.-
different perspectives to 
double your boredom 
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MULTI QUICKIES 

PlAYSTATION 21 XBOX 

Rogue Trooper 
> STYU I OR 2·PlAYER ACTION 
> PUIUSHO EIDOS 
> DEVELOPO REBELLION 
> IE1WI MAY 23 > ESII T 

Ill 
A solid, n by-lhe-num• 
bers actJon trtle, Rogue 
Trooper's biggest dov,,,. 
fall os rts license. whidl 

is based on a oomic book from the U.K. 
1hat few have heard of and fewer have 
read. Anyone who isn't a fan of the 
senes w,II 1nstanlly be struck by how silly 
and fam,har this so-fi tale seems, but 
have to admrt 1hat the action is pretty 
passable, 'Ml,le there are no huge Inno
va11onS In this game, Rogue Trooper's 
thir½eJSon shooter action v.orks 
smoothly, has a decent cover mechiln,c, 
and contains a large arsenal of 1n1erest
Ing weapons. The co-op gameplay is a 
n,ce touch, but not enough to overcome 
the bland graph,cs and fam,hanty that 
permeates every second of gameplay. 
In short, there are far better acnon ntles 
1han Rogue Trooper out there, but there 
are far W0<5e, too.-JEREMY 

PlAYSTATION 2 I XBOX I PC 

Commandos: 
Strike Force 
> STYU 1 ·PlAYER ACTION (UP TO 
16-PI.AYER VIA PS2 ONLINE, XBOX LIVE, 
OR INTERNET) 
> PUIUSHEI EIDOS 
> DEVELOPO PYRO STUDIOS 
> IIEUASE APRIL 4 > ESII T 

• 

Commandos bu,k up 
a rult following as an 
ISOITletnc, small-scale 
strategy senes, so I find 

It curious !hat It's abandoned its roots ,n 
favor of a ful~ 3D experience. That said, 
there has been some attempt to p,eseive 
some of the franchise's hallmari<s, like 
the ability to switch between characters 
w,1h different abtllles to ac.comphsh 
level goals. Hovvever, in pracnce, thos 
has resuked In nothing more lhan a 
poorly done tactical shooter !hat can't 
seem to decide n it wants to be a bad 
veision of Hilman 0< a bad veision of 
Medal of Hone<. ~ I had more space, I 
could detail the game's numerous flaws 
in control, design. and Al, but I don't 
Thank God,-MAJT 

XBOX I PC 

Dreamfall: The 
Longest Journey 

> STYLE !·Pl.AYER ADVENTURE> PUBLISHER ASPYR MEDIA> DMLOPER FUNCOM 
> REI.EASE APRIL 18 > ESRB M 

USING ILLUSION 

A 
dventure games are all about story, But there 
are crap parts of the genre that Dreamfall (and 
its obvious inspiration, Indigo Prophecy) have 
ditched for this new flavor of adventure games, 

and I say praise the heavens for that This sequel has a 
great story and good pacing to back it up. 

Abandoning the point and click interface of old 
adventure titles, Zoe and the other playable characters 
move freely through locations with an easy third-person 
perspective, quickly manage a minimal inventory 
system, and pick from amusing (and gameplay-aucial) 
conversation options. Besides making moving around 
just plain more enjoyable, the team at Funcom has 
also done an able job with the more nebulous areas 
of design. Locations feel full, big, and really lived in, but 
you'll never get lost - the size is a skillfully-executed 
illusion. Dreamfall's cast of characters is handled just as 
well through great animation and voice acting, making 
even the most casual encounter memorable. 

In The Princess Bride, offenders are threatened not 
with death, but with "the pain.• I fear a similar fate if 
too much of the story is revealed. Let's leave it at a 
confirmation that the earlier game's events and charac
ters are involved, but playing through the first game is 
certainly not required to understand this entry. Through 
the lengthy narrative, much of the storytelling is quick, 
to the poini and well written, This is, I think, the game's 
strongest asset by far, 

Still, Dreamfall occasionally asks players to do mind
less fetch quests or puts them into puzzles that aren't 
terribly well designed. If the story hits home for a 
player, though, they'll get through, and I think that these 
characters will be enough for many.-USA 

BOTTOM 8 
LINE 

> Concept: Find April Ryan. save 
April Ryan ... al least. lhal'swhat 
1he creepy girl in 1he 1V will Jell 
you ID do 

> Cnphks: Olaracter arnma
bon ,n par1Jcular 5 greal and 
evocative 

> Sound: An ambient score shifts 
w,lh 1he many environments and 
5 subtle. but a nice !ouch. The 
voice acting is lop notch 

> Playlbility: A simple "1lerface 
5 made more complicaled by d
pad/analog stKk confusion 

> Enleftainmtnt Even W your 
feelings about 1he first game fall 
into 1he "haled" Of "oblivious" 
umps, lhis is still a good. well· 
wntten ride 

> Replay V~: Moderale 

Second Opinion 7.5 

for a 8ifTle illll lillle .dual 
gameplay apart from a 
combat ~em that would 
halle even been embarrass
ing 10 year.; ago, Dreamfan 
is a remarkably compelling 
e,ipenence, It casts off excess 
act.-enture game baggage 
lite counter·intuiwe ifwen. 
tory puzzles and spends 
a lot of time establishing 
a convinong backdrop for 
the story's surreal events. It 
somelimes falls bade on cli
chk (oW(K little ghost guts 
are creepy. We get it), bul 
generally keeps eYerylhmg 
togelher with decent paong 
and a cool cast of character.;, 
h mav not be a herald of 
lhe adventure game renais· 
sance. but it's a step in the 
n;t direclJOn .. yet still a 
few steps behind Indigo 
Prophecy, - JOE 



PLAYSTATION 2 

Atelier Iris 2: 
The Azoth of Destiny 
> STYLE 1-l'IAYER ROI.E.J'\AYING GAME > PUIUSHEl NISAMERICA > llftB.OPEI GUST> IBEASE APRIL 25 > ESII EK>+ 

TRANSMUTING SILVER INTO BRONZE 

B e.neath a skin of idea.lism 
and 2D graphics, last year's 
Atelier Iris was a distinc-
tive yet traditional RPG that 

emerged as one of my favorite sur
prises of 2005. As a prequel to the 
first game's story, Atelier Iris 2 does 
a commendable job of tightening 
familiar systems and gameplay from 
its quirky predecessor. Even though 
these elements coalesce into another 
charming adventure, the end result 
feels more like a Saturday morning 
cartoon - a cheery jaunt with mini
mal depth. 

As a young swordsman named 
Felt, you explore a terrestrial Kingdom 
in conflict while your impending 
girlfriend Viese handles things on a 
floating continent. Though you can 
switch between characters, it would 
be a stretch to say that these are 
are two separate storylines; the real 
action is on the ground, with Viese 
occasionally synthesizing and doing 
fetch quests in the sky. The tale 
unfolds without any real fireworks, 
and you basi-
cally encounter 
every archetypal 
character in the 
book. Does the 
video game 
world really need 
another spunky 
girl who thinks she 
can cook? 

Thankfully, the 
technical side of 
the game is much 
more sound. 
Practically every 

aspect has been simplified; there's no 
more tedious oveiwor1d exploration. 
and you won't be domg nearly as 
much backtradong though environ
ments. You still rolled various ele
ments from your surroundings as you 
advance, but the whole process of 
synthesizing through alchemy is less 
daunting since the disposition of your 
Mana no longer affects your alchemy. 
If yotfve got the matenals, you've got 
the item - no babysrtbng required. 

Even though Atelier Iris 2 has 
undergone enhancements, it's the 
ultimate loss of complexity in the 
story and gameplay departments 
that make it fall short of greatness. 
Sure, it may be more accessible, but 
Atelier Iris never exactly fit the profile 
of a mainstream series, and now 
everything just feels a bit shallow. 
Still, if you liked the first title and just 
can't get enough of that alchemy, it's 
worth playing as you wait for the next 
obsolete pseudo-science to sweep 
the nation. Personally, I've got my 
money on Orgonomy.-JOE 

BOTTOM 7 5 
LINE • 

> c..m,t People !Ii Ile 
aldwmy, ,..e Seque trne! 

> r.n,.lcs: Tot rolcrhJ. t.res 
!p(USft ~ beggw,g lor 
some ema frames of awnallOn 

> s... Plei1y of WllCed 
aisc.er,es Iha! <imi, mal:e me 
dawa1myears 

>l'llyal,8y:AnewFFIX
'5Qllt sUI syslem IS lla5¥ lo 
l.llder5land and ust. ~ 
11,m ~ !Ii tales some 
gt!lrlusedlo 

>.,,_, I : ,solid 
we, bu I just isn' par1ICIJlarty 
corr1)dr,g 

>..., va.e: Moderate 

Second Opinion 6.5 

lllis&-alllellllll. 
~ .... .__ 
..... ii ... ....... 
-~andmial 
syJ1811S,'1edamand 
tunor that~ me no 
lhefnt pne's !IDlytR 
.i,1a11t.~--
n1s.-.11iMs .. 
IDbedmeil.llihnlle 
clllapanddadas• 
llalilllllllllllllll.6ats 
--111---
......... dlllls 
al• ,et 111811111 Ille pd 
pnlaWlle ... 
en..-111--. 
andlledMrmirallalt 
... lllldelhelm ... 
I SIIJllii9rp,d• 
Alllerlli52&pl .... 
meiloaeS-.ll'li 
.... lie..., .... .. .. ---

PLAYSTATION 2 QUICKIES 
PLAYSTATION 2 

Monster Rancher EVO iiiilllll 
>STYU 1-l'IAYER~> PUBUSHERTKMO >D£VE10PER TECMO > REUASE APRJL 11 
>ESRB EK>+ 

H 
ow strange .... This fifth 
entry in the Monster 
Rancher franchise 
puts forward the best 

V!Suals in the series, takes great 
advantage of the circus setting, 
and adds tons of traditional RPG 
depth, but manages to be a bit 
of a letdown in the details. The 
game's explanation of battle and 
training systems makes each 
important area way more confusing than it needs to be, and the disc-based 
monster creation produced more duplicates than I've encountered in earlier 
entries. It might be confusing as hell in the beginning, but trial and error will let 
gamers with perseverance reap some fun rewards. - USA 

PLAYSTATION 2 

Dance Factory 
> STYLE 1 OR 2-l'IAYER ACTION > PUBLISHER COOEMASTERS > DEVELOPfR BROADSWORD 
INTERACTIVE> RllWE MAY 8 > ESRB E 

I 'm going to go out on a 
limb here and offend a 
lot of DDR purists and tell 
you that this is the dance/ 

rhythm game you should play 
this year. It's certainly not the 
production values, which consist 
of functional but non-descript 
menus and spinning color back
grounds during songs. And the 
paltry on-disc song list definitely 

won't inspire anyone. Even the induded minigame is relatively uninspired. So 
what's the deal? Dance Factory can take any CD you put in the PS2 and trans
fer any or all the songs to danceable tracks - and I'm not talking cheap, non
rhythmic versions. The newly created dance tracks firmly match up with the 
song rhythms, especially if you find music that you'd actually dance to in real 
life. The feature works great, and often creates some stellar fun from music 
that (gasp!) you actually want to listen to! The game's not perfect by any 
means, but this is an idea that is long overdue, and I, for one, think it deserves 
some props.- MIUER 

PLAYSTATION 2 

Real World Golf 
> STYU I TO 4-l'IA\'ER Sl'ORT5 > PIJBUSKER MAD CATZ > D£VE10PER ~ PI\OFl(/VALCON 
GAMES > RB.EASE APRIL 4 > ESRB E 

R 
eal Golf aims to provide 
a cheaper home alter
native to those large 
"virtual golf" simulators. 

However, since it uses gloves 
attached by strings to the base 
floor unit instead of motion-sens
ing technology, the sensation 
feels more like being a mari
onette than Vijay Singh. Running 
on Renderware, the game actu
ally looks better than you might expect, and the control scheme works decently 
(although it doesn't really detect the subtleties of your swing). It's a decent time, 
but the base game here is light years behind series like Tiger Woods and Hot 
Shots in terms of depth and refinement I could see this reaching a more casual 
audience of duffers, but hardcore fans of golf video games probably won't 
be satisfied.-MATT 
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Far Cry Instincts: Predator 
> STYLE I TO 4-PIAYER ACTION (UP TO 16-l'LAYER VIA XBOX LM OR SYSTEM LINK) > PU BUSHER UBISOFT > DEVELOPER UBISOFT MONTREAL> R£UASE MARCH 28 > ESRB M 

SURVIVAL OF THE FITTEST 

A 
lthough the game places a huge arsenal at 
your fingertips, including stealth kills, lethal 
branch traps, ~nimalistic povvers, explosives, 
and (of course) a huge selection of guns, 

your greatest weapon in Far Oy Instincts: Predator 
is your mind. With so many ways to approach any 
given combat situation, Predator is more cerebral 
than other shooters, and allows you to play the way 
you want to. Do you like sneaking up on enemies 
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like Sam FtSher or charging at them head on? Do 
you want to lure your foes into traps or actively stalk 
them with your feral povvers? It's completely up to 
you, and considering that it features both the first Far 
Oy Instincts title and its sequel Evolution, Predator is 
about as action-packed as games get 

Both campaigns put you in the shoes of Jack 
Carver, a smuggler endowed with feral powers 
(which gradually evolve over the course of the first 

game). You have to play through 
Instincts to play the Evolution cam
paign ( although there is a cheat code 
to unlock it), and the second game 
features even more freedom than the 
first All of Jack's weapons and abili
ties from Instincts return, along with 
pipe bombs, molotov cocktails, and a 
new Feral dimb ability. Several sec
tions also feature multiple objectives 
that you can tackle in the order you 
wan~ making Evolution even more 
freeform than Instincts. The second 
campaign, however, feels easier 

than the fi~ as the Al in Instincts has been made 
deadlier to give those who played the Xbox ver-
sion a reason to revisit it Although there are some 
moments when your enemies make stupid, glitchy 
mistakes, on the whole they are a deadly bunch, 
and Instincts is a long. difficult challenge. Evolution, 
on the other hand, felt a bit breeiier to me, although 
it is definitely not without its tough spots. 

Aside from the two campaigns, Predator also 
features a healthy mix of online game types, as well 
as a map editor. Multiplayer is a lot of fun, although 
I did experience some lag online that aggravated 
Predator's already-dlunky aiming a bit (your retide 
moves less fluidly than in other shooters, but isn't 
hard to adapt to), and most match types are pretty 
familiar. Since you can bring your created stages 
online, there is a huge variety of online maps, some 
of which are grea~ others .. .less so. Still, despite 
some technical glitches that prevent it from evolving 
into the next big thing in shooters, Predator is a lot 
of game for your money and packs a ton of thrills. 
I definitely can't wait to see where this series goes 
next-JEREMY 

BOTTOM 8 75 
LINE ■ 

> Concept: Far Qy lnstinels and 
i1s ,eque( are polled to the 360 
in one fully-loaded padage 

> Graphi(s: lmp<essive, but 
inconsistent Interior environ
ments look nowhere near as 
good as the lush jungles 

> Sound: The main charactet's 
voicewon and weapon effed5 
are good, but enemy callouts are 
repetitive 

> Playability: Aiming is a bit 
sluggish, but the control scheme 
othefwise smoothly delivers 
a huge amount of gameplay 
options 

> Enttttainment: Wrth two 
complete games and a big 
mu~ component Predator 
is definitely a great addition to 
the 360 library 

> Roploy Value: High 

Second Opinion 8 

lam a lqe dork for the 
Cllijnal F• Cly on PC. lls 
CQStancqblend of SleaMi. 
dJn.lllClwidNlperl lewls 
IIQolred me lie lew games 
--Onftdher 
hal.ftlnlanolet~ 
lilt llll!Wallqmore. It's 
· •~pne. but the 
5lilllhci6Awortaswel, 
lllliclemmolstllll!ree1181 
waised■l belore, and the 
... ~olthe 
ainq mechanics cidn1 
... me. Mh tlis enhanced 
paitto ft 360, , _ hDcq 
._l.tidWOdddelln~ 
-dlheseis.us. W!l 
hlycidn't.Abllldld
mnl!nlhlsbel!n~ 
ll>ft~pne. 
ll1CI MIYlltil won:s as 
111!1 as~ cid on the "1118 
aid lQioi-whidl is, admit
lectt, bellel' ltan many other 
ClllllllleFPSttiesm;mge. 
MVlftiel'n!daiseasitf 
aaimpel!nl and enll!llail
il pne. I just Clll't ll1IIR 
~kM!it.-AIMM 



XBOX 360 

Major League Baseball 2K6 
> STYLE I OR 2-PIAYER SPORTS (2-PIAYER VIA XBOX LM) > PUBLISHER 2K SPORTS> DMLOPER KUSH GM1ES 
> RElWE APRIL 10 > ESRB E 

CURRENT-NEXT-GEN 

T 
he Xbox 360 has already 
amassed an enormous 
sports library. Although offer
ing something for everyone, 

hardly any of the titles truly feel at 
home on this machine. Major League 
Baseball 2K6 is another release 
that shov.lcases significant graphical 
embellishmen~ but ultimately cannot 
hide the fact that it was originally 
designed for the current generation. 

The most noticeable alterations 
that have been applied to this ver
sion are purely of the cosmetic sort. 
At long la~ it would appear that the 
days of pixelated paper-thin fans are 
finally behind us. The bleachers are 
crammed to capacity with over thirty 
thousand polygo
nal fans who can 
leap from their 
seats and clamor 
for a souvenir 
foul ball. The 
finest of detailing 
is also appar
ent within the 
player models, 
whose gloves are , 

of where the ball is. Fielders charge 
grounders with newfound aggression, 
leading to more double play oppor
tunities. Collision detection has also 
been enhanced. If a player is hit with 
a ball, they'll stand stunned for a few 
seconds before reacting. Even the 
velocity of pitching (for all difficulty 
levels) has increased to harness a 
higher level of realism. 

Sadly, in going the extra mile to 
tighten up the gameplay, a number 
of new Bill Buckner-type errors have 
arisen. Several of my double play 
opportunities were muffed simply 
because the ball would fly right 
through the player who went to cover 
the bag. Given how quickly fielders 

can run, I rarely 
landed a blooper 
in the outfield. 
Because of this, 
most games 
were won based 
solely off of 

authentic to the 
very stitch. You'll 
also see that the 
jerseys ripple 
realistically when 
a player takes a 
big cut or sprints 
to wrap his mitt 
around a lazy 

■ A\ you <,m \Pl' from thr po\1tlonmK 
ol thl' wcond bJ\l'm,rn dnd u.:ht 
f1t•ldt•r. bloo1>N, hdrdly ever drop 

home runs. Also, 
hardly any of the 
players resemble 
their real-life 
counterparts. For 
instance, lchiro 
looks Caucasian. 
Even though this 
game released 
after the season 
had already 
started, the ros
ters are not even 

fly ball. 
It's the content that the naked 

eye cannot detect that really makes 
this version quite different. Throws 
from the outfield have a little more 
zip on them, which in tum reduces 
the chance of a player scoring from 
second. Players showcase a higher 
level of intelligence while rounding 
bases and actually seem to be aware 

close to accurate. 
To top it all off, create-a-player doesn't 
offer any form of facial customization. 

This version is certainly a little 
easier on the eyes, but it never 
really gets the bat squarely on the 
ball with the gameplay that is deliv
ered. As Cubs fans say, maybe next 
year.-REINER 

BOTTOM 7 
LINE 

> Concept This port features 
minor IWe.lks to the graphics and 
Al. but its excellent moments are 
matched with some d<M,,righ1 
unfo,givable flaws 
> (nphla: Some player mod
els look like plastic mannequins, 
but the new crowd details and 
lighting are quite impressive 
> Sound: The commen1ary 
team reacts accordingly to situ
ations in the game. but many 
phrases are often repeated 
throughout the coooe of a game 
> Pllylbllily: Inside Edge adds 
a tveat deal of alAAenticiy to the 
mix, but problems in the fielding 
IIU~ hold this tide bad from 
being a respectable sim 
> Enlertllnment: Needs to be 
sent bad to the ll1l100 to ron 
out the fundamentals 
> Replay Value: High 

lchlro looks nothln1 Uke 
his real llfe counterpart 

:• reviews 

XBOX380 

Final Fantasy XI 
> STYU MASSMtY MUIJlPIAYER ONLINE ROIHt.AYING C.WE> l'UIUSIB SQUARE ENIX 
> IIIVIUIPII SQUARE ENIX> IBfA5E Al'Rll 18 > ESII T 

SAME GAME, NEW ROBES 

I t's not World. of Waroaft, but it's stiU a lot of 
fun. I originally began my travels in the wortd 
of Vana' diel three years ago. Even at that time, 
the level-gnnd1ng gameplay lagged behind the 

current MMORPG market It was a slow play, but 
the allure of inhabiting the world of Final Fantasy 
kept me gomg. I played for 18 hours straight just 
to complete the quest that allowed me to ride a 
chocobo, and always found myself staring in disbe
lief when someone summoned lfrit. 

To much astonish~ the wortd of Final 
Fantasy XI is still going strong with Oller 500,000 
subsaibers spread across the globe. Xbox 360 
owners now have the chance to join the PC and 
PlayStation 2 users through the game's amazing 
CJOSS1)1atfoon support The Xbox 360 version 
utilizes USS keyboard suppolt. runs in a crisp 
720p resolution for HDlV owners, and includes 
the Rise of the Zila~ Chains of Promathia, and 
new Treasures of Aht Urhgan expansion packs. 
Although consuming Oller five gigs of hard drive 
space and taking Oller two hours to instal~ this 
game feels nght at home on the Xbox 360. 

If you've already played it on another console, 
the new expansion fixes a number of problems, 
and at long last gives fans what they want - the 
chance to play as the blue mage. It is disappoint
ing that you have to reach level 30 to don the 
blue robes, but the experience that Square has 
tailored around this job is the best that the game 
offeis. The corsair and puppet master jobs are 
also quite interesting. Conversely, if you've never 
played Final Fantasy XI before, much of the experi
ence demands the support of other players. If you 
can join a shell that is serious about the same, 
and have the tolerance for the OONn time (be it 
waiting for other playels, or sitting around to heal), 
this is a game that you could enjoy for years to 
come.-lEINEI 

BOTTOl,1 7 25 
LIIIE ■ 

>C--,t"" old school 
MMORl'G tor the ne,t gon
erabon 

>Gl-,llla: T11ls same
alwavs go<ge<>us. It doesn'I look 
ne,l11'fl per se, IJtA the boost ll 
rl!5llUIOn really makes the finer 
detais stand out. Unfortun-'V, 
menu 1eXt & !II a bll difficul 
to read 
>5.-:Theincredible 
ordle!lnltdsanlies11110and 
enhances 1he 1hemes tor each 
enworvnent 
>~ Allhough a key
board is a ntaSSlty, 1he l1lefacf 
~ taiored "" arw,d lhe 360 
c.onbOle-
~ ... I rtApmeof 
pding for IMls. HowMr, 
1hos aame·s !low bum can be 
1ranslormed 11111> an ~ 
e,per,ence • you hM 1he "Fl 
peoptlllparly 

> ...... -.:~ 
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Battlefield 2: Modern Combat 
> STYlE 1-PIAYER ACTlON (UP TO 24-PlAYER VIA XBOX LM) > PUB USHER ELECTRONIC ARTS> DEVELOPER DIGITAi. ILLUSIONS CE > RELEASE APRIL 11 > ESRB T 

TWO FACES OF WAR 

Y 
ou know you have a good game on your 
hands when it can make you grin with 
the dementia of a James Bond villain. 
Conversely, you know your 360 is choking 

on a hell-born creation when you have to restart 
a mission 20 times before you can complete it 
Battlefield 2: Modern Combat dances wildly across 
the entire emotional spectrum. Just as you find 
physical exhaustion setting in from a monumental 
battle, the game punches you in the face with some 
of the worst balancing I've seen to date. 

You can split a helicopter in two and watch a 
squadron of soldiers spill out of it with the ease of 
releasing yolk from an egg. but for some reason, 
you can't destroy an ordinary train with an entire 
army. The strange thing is, this wasn't necessarily 
a problem in the PlayStation 2 and Xbox versions 
that released last year. Rather than traveling down 
the road that most developers do for Xbox 360, 
which is usually limiting improvements to cosmetic 
enhancement, developer DICE has torn this entire 
game apart and rebuilt it with a slightly different 
vision in mind. 

My biggest gripe with the current-gen game 
was how frustrating enemy spawning could be. A 
murderous spree could come to a screeching halt 
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because a machine-gun toting squadron spawned 
directly behind you. This no longer happens. Rapid 
spawns are toned down significantly. While this 
would seem to lead to an easier experience, the 
game is much more challenging now thanks to a 
boost in the enemy intelligence. Your foes are no 
longer limited to their primary weapons, as they can 
now switch to different firearms and toss grenades 
your way. To help balance this aspect, DICE has 
implemented a new detection system, which allows 
players see where a shot came from. 

All of these adjustments make for a more exciting 
play. It's the changes that have been made to the 
mission structuring that really throws this game's 
balance out of whack. For instance, the level Metal 
Island, which once assaulted gamers with six waves 
of enemies, has been stripped down to three more 
difficult waves. Most of the game poses a reason
able challenge, but there are some objectives that 
are way too taxing. We're talking controller-breaking 
difficult Why won't my allies fire their weapons? And 
what is that train made of, anyway? Adamantium?! 

Of course, for seasoned Battlefield fans, all of 
the work that DICE has applied to the single player 
campaign is irrelevant. This franchise's strength is 
online, and its presence on Xbox Live is right where 

it needs to be. The striking details that emerge from 
the new character models, architecture, and effects 
really pull players into the heart of the fray. The 
boost in resolution is also a great aid in detecting 
the enemy. As this series has illustrated so well on 
PC, finding a good clan remains one of the best 
experiences in gaming. Pushing yourself to climb 
the ranks (which are organized much like they are 
in Halo 2), will surely keep you glued to the game. 

The control layout is a bit different than console 
gamers are probably used to, but the speed with 
which you can change weapons is astounding. 
Machine guns may feature ridiculously long clips, 
but you gotta love the feeling of mowing down 
three people crowded around a flag without chang
ing a cartridge. Sniping is spot-on and rockets can 
rack up your kill count quickly. Most of the vehicles 
are a bit loose in control, but having multiple gun
ners makes them incredibly lethal, especially if you 
have a pilot who has mastered the terrible controls. 

The single-player campaign definitely has some 
balancing issues that I pray DICE patches up in the 
future, but there are few games that can even be 
considered in this game's league when it comes to 
the wars that unfold online.- REINER 

BOTTOM 7 75 
LINE • 

> Concept The entire game 
has been pulled apart and 
reconstructed for the Xbox 360. 
Th~ helps multipidyer, but dam
ages the campaign 

> Graphia: All of the new 
facial e,pressions on the 
soldien, vibrant explosions, and 
detailed terrain are worth d~
playing proudly on an HDTV 

> Sound: Follow.; the video 
game war foomula of offering 
noisy weapons and an orches
trated score. In other words, it's 
not music to your ears 

> Playilbility: M~ble vehi
cle controls, but the weapon 
play ~ excellent, and console 
games @rely offer such deep 
team tactics • 

> Enlfflainment: Single player 
~ a roller coaster ride that ends 
ternbly. Muhiplayer couldn't be 
much better 

> Replay Value: High 

Second Opinion 7.5 

There are a lot of tilings 
ID complain about when 
you'" playing an online 
game. People are idiols, 
..-s aet dropped. and a 
hlnhd odier annoyances 
po on your patience. But 
they arebp,ablewhen 
you consider'- much 
fun ~ is to participale in the 
teamwollt of online play 
where 1111! spoils GI• 
are~eamed. SIAllrlCl 
that camaraderie 1111m 1111! 
sinale player,,-, 
and • you'" left wilh 15 
a helldache die size of a 
'1at1M!e. /II. Mtytum, dis 
pme's solo~ lets 
you down. Most notice
lllle 151111! IJ, which does 
.. nolhing to help you 
cemplele your objeclM5. 
le, being able to hot swap 
~81f1Siscool,lu 
• you are doing ~ just 

IIJICl'Ol'IIIII your sat-
ii am madden "' 

~llshave been 
on die .,.,iiical front 

the omni-gen edi· 
tion Rleased in November, 
butlllllewas so much 
1111ft EA and developer 
Di&bl Illusions could 
• done to make this a 
pd pme.- KATO 



PC 

AutoAssault 
> STYLE MASSIVELY MUIJIPIAYER ONLINE ROI.E-l'IAYING GAME> PUBLISHER NCSOFT 
> DEVELOPER NETOEVIL > RELEASE APRIL 13 > ESRB T 

MORE FESTIVA THAN FERRARI 

I once had high hopes for AutoAssault In the 
various early builds I've seen over the last two 
years, the game has always looked like it had 
a lot of potential to blossom into something 

special. Sadly, the majority of this potential has gone 
unrealized. Both the action-oriented combat and the 
traditional RPG elements manage to be strictly aver
age, and there's just nothing particularly compelling 
about the game. 

AutoAssault is structured almost exactly like a stan
dard MMORPG. You'll take on missions from various 
NPCs, go hunt enemies for experience and loot in 
the wilds, and gain new powers and skills as you 
level up. The twist is that you'll do it all in a highly 
customized automotive wrecking machine. It sounds 
like a good idea on paper; who wouldn't play an 
MMO version of Twisted Metal? Unfortunately, the 
game does little to draw players into either aspect of 

the game, and ends up largely 
feeling like a regular old sci-fi 
MMORPG with wonky controls. 

The issue with the action 
side of things is that most of 
the strategy involves target-
ing an enemy, holding down 
right-dick to keep firing, and 
activating your skills whenever 
they're available. Some would 
argue that this isn't radically different than other 
MMORPGs, but the truth is that in AutoAssault it's 
pretty freakin' boring most of the time. Certain areas 
and encounters are really well-<lone, and give a 
great sense of satisfaction when you're standing in 
the middle of a square kilometer of wreckage after 
an intense battle, but those are the exception rather 
than the rule. 

The RPG side of things is perfectly fine, with a 
fairly robust (if somewhat tedious) crafting system, 
extensive player-versus-player framework, and char
acter dasses that work well together. The problem 
is that the RPG elements don't measure up very 
favorably to the better MMOs on the market today, 
leaving AutoAssault with one fewer thing to entice 
gamers away from other titles. Also, due to the fact 
that you're always moving and doing stuff, there's 
much less time and attention to spare for chat-
ting, finding other players to group with, and other 
social niceties. 

On the plus side, nothing 
about AutoAssault is particu
larly broken (surprising for a 
just-launched MMO, I kno.N), 
and there is certainly fun to 

be had. A certain popula
tion of gamers will no 
doubt find exactly what 
they're looking for here, 

especially as they get into 
the higher-level content 
and PvP areas of the game. 

However, when you log 
in on a Sunday afternoon 
and find three of the four 
servers at a "very low' 
population density, as I 
did, that doesn't bode 
well for the game's 
future.- ADAM 

:• reviews 

BOTTOM 7 
LINE 

> Conttpl: Conme the joy of 
frenzied a.iomoo,e destrucllon 
"111 the driM of RPG rusumza
Don. lo lhe d,tnmm of bolh 

> (nphics: tt you haW' lhe 
ng lo l\ll ._ 11's farwastic. On .., 
a,,,erage sy5lan. the visuals are 
decide<ly mediocre 

> Sooad: The - song of 
e,,ery1lq arOllld you getti,g 
blown lo hel 5 wslarmg 
~ • decat s,t of speakas 
> Pllyollility: The~ hildl 
is n lhe oaasicnal nq 
pl,y!l(Soddille.s 

>~Some fol:s 
... probably fnd ~ mrth 
here lo pay S 15 MfY ono,.i, for 
._ bul mos1 Ml ,no,,e on before 
lhe 30-day free bial ends 

> Replay V...: Moderale 

Se<ond Opinion 7.5 
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*..tlldllelilllll!,lla 
dal9dPIII! is die best 
RIIIIIIE91"~a 
~pnaat,l~
dbfflilllJllfflllttlllllt 
CU III lie whalelliram 
nlchp&sane.\tie 
tie tuned tie pne 15Clr
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nlqusSllllbeeJIII 
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nllWOltil'lbe
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NINTENDO DS 

Lost Magic 
> STYLE 1ruYER STRATEGY/RPG (2ruYER VIA WIRELESS) > PUBLISHER UBISOFT > DEVW>PER TAITO > RELEASE APRIL 25 > ESRB E 

CALL ME DOODLEMAGE 

J 
ust like anyone who has seen Star ~,s has tried 
to use the Force, anyone who has played an RPG 
has tried to cast a spell. That's okay; it's nothing to 
be ashamed o{ In fad, Lost Magic makes it easy 

to realize these magical ambitions through a simple and 
fun mechanic that allows you to draw runes on the screen, 
then watch the spells come to life. Even though the con
cept is interesting. it's not enough to drive an entire game, 
so like the sawdust used as filler in cat food, a bunch of 
terrible RTS elements are packed into Lost Magic to stretch 
out the experience. 

At first, everything seems promising. as your young 
mage goes out into the world and learns the basics of 
spellcasting. However, after the Morial battles, it quickly 
becomes apparent that the protagonist is far too squishy 
to handle things himself, which introduces Lost Magic's 
collection system. By weakening monsters and casting 
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a trap spell, you add them to your personal army. You'd 
think that would make you more powerful, but you'd be 
wrong. It makes you a chaperone. 

Instead of focusing on the enemies, your attention is 
constantly on your troops, helping them around whatever 
tree or diff their laughable pathfinding is trying to make 
them walk through. You're in charge of healing them too, 
but the game doesn't make it easy on you, since every
one is basically hogpiling all over each other. You draw 
the healing rune, touch a uni~ and expend mana to cast 
the spell - often only to find that you were one pixel off 
and healed someone who didn't need it Amid all of this 
managemen~ you need to dear out a level' s enemies or 
bosses, and if you don't do it within an arbitrary time limit 
present in every level, you lose. For some reason. 

The saddest thing is that Lost Magic frequently dem
onstrates the areas where it missed the opportunity to 

be fun. As you're frantically 
scribbling on the screen to 
drive back advancing foes, with 
fireballs and ice shards flying in 
all directions, you get a glimpse 
of how enjoyable the gameplay 
could have been if it were better 
focused. The real-time combat 
adds an element of urgency, but 
the repetitive battles and dumsy 
controls dull that edge early 
on. Experimenting by combin
ing different spells can lead to 
unexpected results, but you just 
don't have the time to explore it 
fully because of the ticking dock. 
These all present some serious 
problems, but despite its flaws, 
I'm anxious to see if Lost Magic 
gets a sequel. This title might 
not be grea~ but there is a lot of 
potential here that would be a 
shame to waste.- JOE 

BOTTOM 6 
LINE 

> Concept: A stylus-con~olled 
RlS on a til'( screen. What could 
gowrnngl 
> Graphics: The tiny sprites 
are hard to pinpoinL but the 
character portraits are strangely 
Miyazaki-like. If only I c.ared what 
they were saying 
> Sound: •otr is the COITed 

position for your volume slider 
> Playability: Real-time spel
O!Sling is fast and fun, vath far 
better symbol recognition than I 
was expecting 
> Enleminment: There is a 
potential for fun, but no follow
through 
> Roplay Value: Moderately 
Low 

Second Opinion 5.75 

I spel caslilBWIR IS U 
... and l1llll1CUIOUSQf I 
llltas tis in lail._l. 
wullllllltmtliirla 
udltogwllsfdlDlilllt 
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~115111·--rnimlc-.e.,..... 
wandwodtsllll.fs1ilml 
illle9llfflill.Uilld;a_ill 
aduall!illleisa611t 
suy,'-.lhrisli,111 
ooloqjtjnskwltim.1111!111 
of ,iulime isspst .. 
........ )'all 
can.Vllll!ll~IM1he 
sermL il's usualfspst 
~lOISOl11'1111-
ions-who ltM! .. sul 
on elMIJl1IIEl1al objeds 
andneedCXIIISlnhellils 
111-.ec:ase of this..._ 
dihllQllshcudbep11t
lllUllllllllllft ...... 
ill\ l'sa mislllllleMS 
....... .-:e. 
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HANDHELD QUICKIES 

NINTENDO OS 

Tao's Adventure: 
Curse of the 
Demon Seal 
> STYlE 1 ruYER ROLH'\.AYING GAME 
> PWUStlEII KONMII 
> DEVEUll'EI KONMII 
> IIEUASE MARCH 21 > ESD E 10. 

• 

This bde is exactly 
what aU the haters 
were afraid of when 
the DS was originally 

amounced: boring. tired game design 
with crappy touch screen control 
tacked on. Should you manage to get 
through the multi-hour, action-free intro 
sequence, you11 eventually make It to 
the meat of the game - only to find 
that scrolling through page after page of 
banal dialogue is arguably preferable to 
the abysmal combat Dravving spells on 
the touch screen and recru111ng mon
sters into your party are neat touches, 
but torpid battles and hooific control 
for nearly ever-/ aspect of play are just 
two of the dozens of reasons that you 
should never, ever bolherwith this 
game.-ADAM 

PSP 

Ultimate Block 
Party 
> STYU 1ruYER PUZZLE (2-PIAYER VIA 
MJHOC) 
> PUIUSIIEII CONSPIRACY GAMES 
> DDB.OPO ARTDINl(JCYBERfRONT 
> IIEUASE DECEMBER 8 > ESD E 

Ill 
No, the release date is 
not a misprint Ultimate 
Bfod< Party c.ame out 
in limited release last 

December and somehow we let It slip 
through the aads, so this month we 
revisited it In a nulShefl, UBP is one part 
Japanese cute m,xed with a slight devia
tion of the puzzle classic Tetris Attack. 
Instead of moving two blocks like Tetris 
Attack, you actually mow a four-by-four 
block cursor around the screen that basi
c.ally spins the blocks into position. Wlile 
only a slight change. tt does make for 
some rather challenging play. Spinning 
blocks like mad as the slow march woos 
Its W8-f to the top (and your demise) is 
cJ,,mys a thrill. It's nothing farxy, but for 
puzzle freaks, this is a nice addition to the 
PSP library.-ANDY 

•~1 



HANDHELD QUICKIES 
GAME BOY AOVANCE 

The Tower SP 
> STYLE I-PLAYER SIMULATION > PUBLISHER SEGA > DMLOPER VIVARIUM 
> RELEASE MARCH 15 > ESRB E 

E 
ssentially a re-release of Sim Tower 
(originally published in the mid
'90s for PC and Mac), this hand
held edition is paced just right for 

portable gamin& although that leisure is 
probably the game's primary fault You 
could, in theory, leave it running while 
you order a coffee, deposit a check, and 
get on the bus, and everything would still 
be fine when you check back in. While the strategy never plumbs deeper than 

PSP 

Gradius Collection 

your average kiddie pool, it's got the 
simplistic charm of Lemonade Tycoon 
and bright graphics of the first Sim 
City. Without getting too fuddy duddy, 
the low-stress charm of building your 
skyscraper is hard to really knock, 
especially for fans of casual simula
tions.- USA 

111111 
> STYLE I-PLAYER ACTION > PUBLISHER KONAMI > DMLOPER KONAMI > RELEASE JUNE 
> ESRB E 

A 
s the lint in my pockets 
can attest, Gradius is a 
supreme devourer of the 
silver coin. If your battle 

with this frantic shooting series 
has led to starvation and your son 
wearing unfashionable hand-me
downs from your daughter, I'm 
proud to say that this collection 
delivers a satisfying sensation of 

revenge. No longer will it drain your income one quarter at a time. This isn't 
just an assembly of fond arcade memories, however. In addition to the first 
four rock-solid installments, Konami has induded the stellar Gradius Gaiden, a 
title that has previously only been available in Japan. Outside of artwork, little 
is offered in terms of bonus materials, but players do have the ability to tweak 
the options for each game - such as the number of lives, aspect ratio (original 
or stretched widescreen), and whether or not the slowdown from the original 
arcade versions is present. I've lost a good portion of my life to this series, and 
thanks to this collection, I'm losing more of it from anywhere I please.- REINER 

PSP 

Monster Hunter Freedom 111111111 
> STYLE I ·PLAYER ACTION (UP TO +PLAYER VIA PD HOC) > PUBLISHER CAPCOM 
> DMLOPER CAPCOM > RELEASE MAY 23 > ESRB 4 

I t's amazing how 
capcom has taken a 
concept that I should 
be all over (hunting 

monsters? Sign me up! Eat 
lead, Frankenstein!) and 
turned it into one of the most 
borin& frustrating games 
I've ever played. While it 
looks grea~ Monster Hunter 
Freedom is a snore, with boring missions and even more boring things to do 
in between them. Combined with dunky controls and a bad camera, Monster 
Hunter Freedom winds up about as appealing as a pile of the Wolfman's drop
pings.-JEREMY 

NINTENDO OS 

Brain Age 
> STYLE I-PLAYER PUZZLE (UP TO 16-PLAYERVIA WIRELESS) 
> PIIBUSHEI NINTENDO> DEVB.0l'O NINTENDO > 111.EASE APRIL 18 > ESU E 

7 2 3 
9 

5 9 4 
8 9 4 

1 9 4 7 6 5 2 
5 6 5 8 

9 7 8 
7 

4 

I GUESS l'M DUMB 

I like to think that I'm a pretty smart guy. As you might imag. ine, I had high 
expectations as I popped Brain Age into my DS and began to test my 
mental acuity. Minutes later, my smug self-satisfaction was aushed by the 
stunning revelatJon that I, in fact, have the functioning brain of a 76-year

old man. Although this did explain my recent fondness for watching Motlod< 
reruns, I found the news a bit disturbing. Has a steady diet of trash TV, video 
games, and junk food really withered my feeble mind to such a degree? 

Not one to give up in the face of adversity, I plowed ahead with the game's 
brain training exercises. These brief sequences, according to Nintendo and 
neuroscientist Ryuta Kawashima (whose research inspired this title), stimulate 
activity in your brain's prefrontal cortex. The exercises, which are unlocked 
over time, indude word memorization, quick flurries of simple math ques
tions, and other intelligence tests. The most common are the Stroop tests, in 
which you must say the color of the text printed onscreen (this is made diffi
cult because the words themselves are names of different colors i.e. the word 
"blue• written in yellow text means you must say "yellow"). Also induded 
are the popular Sudoku puzzles, grid-based numerical "crosswords" of sorts, 
which I found the best of all the game's modes. 

It might sound dry, and there are some issues with the V01Ce and handwrit
ing recognition (it frequently struggles to detect that you've said "blue"), but 
you'll be surprised how addicted you will become. Nintendo has a deep 
understanding of the basic human drives that make games compelling to 
people, and Brain Age appeals to the most basic of all: our vanity. I'm sorry, 
but there's Just no way Reiner is smarter than me ( or is that smarter than n 
Whatever!), and I'm going to play this until that weird little computer man tells 
me I'm right-MATT 
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BOTTOM 8 25 LINE ■ 

> c--,t AA interactive 
IQ test (It's more fun than rt 
sounds) 
> c.n,ltla: Um ... the lonts 111e 
amazing\ rimes New Roman 
pwns noobsl 
> !NM: Yourself, yelling "Bluel 
Yellow!Bladl" 
>...,..,, Aside from shght 
vo,ce recop,on ISSl"5. the 
btggest hurdle wil be your own 
poor han<Mfitins 
> Ellk!I I I It's actually 
addictr-ie, and Sudolw puzzles 
111e my newest obsession 
>lllpllyYIIN: High 

Second Opinion 8 



1,1111111,1 C HA RT S An In-Depth Listing Of The Best Selling Games 

TOP 20 TOP 10 JAPAN 

L,stmgs Based Upon NPD Data for March 2006 Based On Units Sold 
Rank Tille System 

DS Tral■IDI for Adtllb: Wark Yo1r Brain DS 

Rank r111e LMo. Syslem Score Release Price DS Training for Adults: Wark Yo■r Brain 2 DS 

1 Kingdom Hearts II N/A PS2 
Animal Croal■g: WIid World DS 

9 03-06 $50 a.-tu11Stall4 DS 

- S.llty Illar XX Slall PS2 

2 Ghost Recon 
N/A 360 9.5 03-06 $60 

Advanced Warfighter 
El90T111ke DS 

Pok6nlon Rllllffl: 
DIMIOad-Pe.i - Michl 

DS 

3 The Elder Scrolls IV: 
N/A 360 9.5 03-06 $60 

Obllvlon 
Finl fantasy XII 
Pro B-blll lletlll Star _. 

PS2 

,~ 

4 Black N/A PS2 8.5 03-06 $39 

5 MLB 06: The Show NIA PS2 7.5 03-06 $39 

,_ 

6 Fight Night Round 3 6 PS2 9 02-06 $39 

TOP 10 GI 

7 Black NIA XBOX 8.5 03-06 $39 
Rank Tille 

The Elder Scrolls IV: Dllllvlon 
L. Mo. System 

1 360 

far Cry Instincts: Predator N/A 360 

8 The Godfather: The Game N/A PS2 7.5 03-06 $40 
NIA DS 

4 Multi 

3 PSP 

9 Fight Night Round 3 4 360 9 02-06 $60 NIA DS 

2 360 

10 God of War NIA PS2 10 03-06 $20 KlatM Harts II 

NIA Mutti 

NIA PS2 

7 Multi 

11 Metrold Prime: Hunters NIA DS 8.5 03-06 $35 
. . 

/ I 

' 
12 Sonic Riders N/A GC 5 02-06 $39 

., -
13 Grand Theft Auto: 

1 PS2 10 01-06 $20 
San Andreas TOP 10 PC 

~ 

Rank Tille L.Mo Price 

14 Super Princess Peach N/A DS 8.75 02-06 $35 The SI• 2: Opell for Bal- NIA $35 

The Elder Scrolls IV: DllllwlH NIA $50 

15 The Godfather: The Game N/A XBOX 7.5 03-06 $40 
1 $50 

NIA $49 

16 Metal Gear Solid 3: 
N/A PS2 9.5 03-06 $29 

Subsistence 

2 $31 

NIA $50 

17 Fight Night Round 3 N/A XBOX 9 02-06 $39 

,_ 

NIA $59 

ne Loni DI tlHI Rings: Battle for NIA $59 
Mlddle-Eri II Collector's Edition 

18 Gran Turismo 4 NIA PS2 9.25 02-06 $20 
TbeSl•2 4 $49 

3 $49 

19 24: The Game N/A PS2 7.5 03-06 $39 

,-

20 Burnout Revenge N/A 360 9.5 03-06 $60 
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ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 
XBOX 360 

Amped 3 8.5 Dec-OS 
Blaz,ng Angels: Squadrons of WWII 7.5 May-06 
BumoulRe,,enge 95 Apf-06 
Cal of Duty 2 9,75 lle<-05 
Coodemned: Cnmnol Origms 8.75 Dec-OS 
Dead or Alrve 4 9 !,lar-06 
Dynasiy Warrioo 5: emp;res 6 May-06 
Elder SQolls IV: ObliYIOo, The 95 May,j)6 
FIFA 06 8.25 Dec-OS 
rrp,t Nrp,t Round 3 9 MM-06 
Full Auto 7.5 MM-06 
Ghost Rea>n Advonced Wamgl\ter 95 ,!p-06 
Gun 8.75 Dec-OS 
l<ameo: Elements of Power 7.5 Jan-06 
Madden Nfl 06 7.75 Jan-06 
NBA 2K6 8.5 Jan-06 
NBA lNo 06 6.75 Dec-OS 
N«dforSf)eed:MostWanted 9 J«i.-06 
NHL 2K6 8.5 Jan-06 
Outfi1. The 7.75 Apf-06 
Perle<! Oaff< Zero 7 Jan-06 
Peter Jackson's Kulg Kong 8.5 Jan-06 
Proiect Gotham Racing 3 8.5 Jan-06 
Quake 4 7.75 Jan-06 
Ridge Racer 6 7.5 Jan-06 
Run-bfeRosesXX 5.75 May-06 
Tiger Woods PGA Too..< 06 8.5 Jan-06 
Tomb Raoder: Legend 8.75 May-06 
Tony Hawt's Am<ncan Wasleland 8.25 Dec-OS 
Top Spin 2 85 May-06 

PLAYSTATION 2 
24: The Game 7.5 Apf-06 
25 to Life 5.75 Mar-06 
50 Cent: BulletprOof 6 Feb-06 
t 87 Rrde or Die 6.5 Oct-OS 

1<,e c.omt>&t Zero; ~ Bebn War 8.5 May-06 
Aeonf).uc 7.25 Jan-06 
Ameoca's Airrrf. Rase of a Sddief 6.5 Feb-06 
Ap<Escape3 8.75 Feb-06 
Arenaroocbal 6.5 Ap,-06 
Battfefi<ld2: ModomColrbat 7.5 lle<-05 
Beatrnanta 8.5 Ap,-06 

8?. Mu!ha Trucke<s 2: 
iud< Me Harde<! 6.75 Oct-OS 

Blad< 85 Ap,-06 
Blotz: The Le,eue 7.75 NoY-05 
Burnout Revenge 9.25 Oct-OS 
can of Duty 2: Brs Red One 7.25 Jan-06 
C.pcorn Classic CollCC1lon 8.5 NoY-05 
C.sdeYonia: c;u,,. of 0.MOSS 7.5 NoY-05 
Chtd<en Lrttle 7 NoY-05 
Ovonides of Nomoa: The UOt\ 
The >Mtcl\ and The Wardrobe, The 6.5 Dec-OS 

CMT Presents: 
l(a,ooi(e --Ccunoy Ap,-06 

Coflqe Hoops 2K6 Jan-06 
COnflrct:GfoblfT<nor 6.75 NoY-05 
Dance Dance -- Extreme 2 75 NoY-05 
Della Force: Blad< Howk°""" 6.75 Oct-OS 
l)ey;I Kings 65 NoY-05 
l)ey;I May~: Dante's 
....,ken<~ Edtlion ftb-06 

°''80" Quest vm: 
Journey of the CUISed King 8.75 Dec-OS 

Orokengard 2 7.25 Ma<-06 
Dnver Parallel unes 6.75 May-06 
DynaSly Wamors 5: Emp,,es 6 May-06 
DynaS1y Wamors 5 Xlreme Legends 6.75 Dec-OS 
Evil Dead Rtgenorat10n 6 Oct-OS 
[yel"oy""- 8 NoY-05 
EyeToy: 0per'110f1 Spy 6 Dec-OS 
Fatal Frame Ill: The Tormented 7.75 Dec-OS 
FIFA Socur 06 8 Oct-OS 
FIFA Street 2 6 Ap,-06 
f'iihtN,af,tP,ound3 9 Mar-06 
Final Fighl: Str~ 4 Mar-06 
From Russia \Mth LOYe 7.75 Dec-OS 
Full Spectrum Wamor: 
Ten Hammers 7.25 Apf-06 

Gauntlet: Seven Sorrows 6.25 Feb-06 
Gentt: Dawn of the Sarrorai 8,5 Oct-OS 
Godfalher. The Game, The 7.5 May-06 
G,ondlo Ill 8.75 Ma<-06 
c-...ufty NHL '06 7 NoY-05 
Gurt«Hoto 9 Doc-OS 
Gun 8.75 Dec-OS 
Hany Potter and the c.oblet of Fir, 6.5 Dec-OS 
Heroes of the Paofrc 8.75 Oct-05 
lnd,go Prophecy 8.25 Oct-OS 
Jok X: Combat Raang 7.75 NoY-05 

=m~~P•rty. 
8.5 Dec-OS 
9 Ap(-06 

LA Rush 6.25 Dec-OS 
Legend of Kay 6.5 00-05 
Magna cana: Tears of Blood 8.25 Dec-OS 
Major le,eue Baseball 2K6 8.5 Apr-06 

"c;,=·~e 
MoM!INemesis: 

7.25 Apr-06 

Rise of the Imperfects Oct-OS 

Matri,c Path of Neo. The 7.25 
Mego Man X ColeaJon 8 
Me<ai Gear Solid 3: Subs,steno, 5 
Metal Sa8I 5.25 
Mi<lnisht Club 3: 

QUBE~ 9.5 
Midw-ay Altade Treasures 3 8.25 
MLB 06: The Show 7.5 
Mortal Kambat: Shdn Monks 8.5 
MS Saga: A New Dawn 
MVP 06 NCM Baseball 

7.75 

Noma> Museun: 50th 

twwe,s;,,y - Colea,on 
8 

NASCAR 06: Total Team Control 8.25 
NBA06 7.75 
NBA 2K6 8.5 
NBA 8alei,; Phenom 7.75 
NCAA Mardi Madness 2006 7 
Need for Speed: Most Wanted 8.5 
N~tmare Belo,e Chnslmas: 

• 's Revenge. The 5 
~Dawn al Oreor('rS 9 
Pac-Man'M>rld3 6.25 
Poter Jad:son's King Kong 8.5 
Prince of Persia 

The T"" Thrones 9 
RadiN Slonos 9.25 

- Soc Lodtdown 
75 

~~~ 6.5 
9 

Re$oder0Evil4 10 
Romanons SaGa 5 
Sarnurai Olompfoo: Sodetrad<ed 6.75 
Shadow Hearts: 

From The New World 8.75 
Shadow of the Colossus 8.75 
Shadow the Hedgehog 

~~1:'~ 6.25 
Sms 2, The 7.75 
S.I.Al 55 
St, 3: Honor~ -0- 7.25 
S<,perelit, 75 
SOCOM 3: U.S. Na,y SEAu 7.75 
SOnocRlders 5 
Soucalber I11 9 
Spon.n: lolaf W""°' 7.75 
SSXOn Tour 8 
Star Wars: Battlefront II 8.5 

Stole Of Emergency 2 6 
Steambot Ovonides 5.5 
Suffering: Toes That Bi<,d, The 8.5 
SutkodenlOdia 6.75 
Su,kDden V 7.5 
llltto Legends 8.5 
™'· The r.r.at.,,., Chaler,ae 7 
TalesofL<aerldil 7.25 
Tiger\\bodsPGAToo..<06 8.25 
100.Rac:e0rwt<3 8.25 
TokyoExtremeR«.erOnft 6 
TombRaldecl.'8ffil 8.75 
Tony-·-- 825 
Top Sprn 8.75 
Tonno 2006 4.25 
Total CJ,erdos, 6.25 

T~ ~ 1,;z/,~ Simulator 8.5 
Trap< 6.75 
True Cllme: New York Crcy 8.75 
Ulomate Speier-Man 8 
Ur1>on~ 8 
Wallace &Gromlt. 
C..S,ofthe- 7 

Womor,, The 8.25 
War,hipGcme,2 5 
Weu....Kataman 8.5 
v.lldArms< 7.5 
v.lld Arms: Alter Code F 6 
\\lnninil Eleven 9 8.5 
\\lthoutWaming 6.5 
WWE Smodrdown Vs. Raw 2006 8.75 

x::~ 9 

GAMECUBE 
BatlafionWots 55 
Cal of Duty 2: Be Red One 7.25 
OtiRobo 5 
O,o,nLJttie 7 

Ovonrdes of - The UOt\ The Wtd\ and The Wo,drobe, The 6.5 
Dance Dance __, Mano Mot 5.25 
AFASc=t06 8 
AFA Street 2 6 
Are Etnblero: Path ol Radiaoce 9 
From Russia 'Mth Loi.<e 7.75 
Gun 8.75 
Hany Potter and the c.oblet of Fire 6.5 
HaNestMoon: 
Another Wonderlul lJfe 7.75 
--Party 8.5 
Mono Party 7 -- 5 

Ri>e of the lmperfeas 

Dec-OS 
Feb-06 

Mega Man X ColeaJon 8 Feb-06 
Midway Arcado Tr......,. 3 8.25 Ocl-05 

NCAAMaodlMacftss2006 7 NoY-05 
N«dlorsi-,d:Masl- 8.5 Dec-05 

Apr-06 
May-06 

Noma> Museun: 50th 
AMrvenary Arcado ColeaJon 8 Oct-OS = Belore a...nas: 

-...The 5 N0¥-05 
Ni...,G,;r!a,i!Lci 95 Od..-05 

May-06 OperatlOn Aa5l,poow a.. 5 Feb-06 
Oct-OS Pac-Man~3 6.25 Jan-06 
Apr-06 
Ocl-05 

Poter Jadoon's King Kong 8.5 Jan-06 
Prince of-: 

Mar-06 lhelwolhones 9 -Feb-06 RaonbowSocLodtdown 8.5 N0¥-05 
Serous Som I 7.75 NoY-05 

Oc1-05 
Ocl-05 

Shodow the Hedgehog • Jan-06 
Shaae,edtnon • Jan-06 

Jan-06 Srns 2. The 7.75 N0¥-05 
NoY-05 s,,per Elite 75 N0¥-05 
Apr-06 
NoY-05 
Dec-OS -- 5 Apr-06 

Spanan:lolaf'Wamor 7.75 Ocl-05 
SSXOnl"<x.< 8 NoY-05 

NoY-05 
Mar-06 NBA Liv< 06 75 NoY-05 

SlarWors:Bamelrorwa 8.5 Dec-OS 
StU>bstheZcmboe .. 

"Rebel l'rllhoo< A Nse" 8 Dec-OS 
Jan-06 
Jan-06 

Jan-06 
Ocl._-05 
NoY-05 
May-06 
NOY-OS 
NoY-05 
NoY-05 
May-06 

Mar-06 
Ocl-05 
Jan-06 

Need for Speed, Most Wanled 8.5 Dec-OS 
Odama 7 Ma,-06 
Pac-Manl'lolld 3 6.25 Jan-06 
Peter Jackson's .ar. Kong 8.5 Jan-06 
Pokhnon XO, c:... of Oaltness 5.75 NoY-05 
f'rinc,of-
Thlr"":nvu- .9 --Raonbow Sc Lodtdown 75 NoY-05 

Rompoge: Total Deslrualon 6.5 May-06 
Shadow the Hedgehog • Jan-06 
Sms 2, The 7.75 NoY-05 
SOnoc Riders 5 Apr-06 
Spa,lan: lolaf'Wamor 7.75 Ocl-05 
Supe< Mano Strikel> 6.75 Dec-OS 
Tiger Woods PGA Too..< 06 8.25 NoY-05 

Sufferr,g:ToeslhalBind, The 8.5 Ocl-05 
r-1.egends 8.5 Jan-06 
Tak:TheQs ... ~ 7 Ocl-05 
r«moO.SS.:Arcado 7 Oc1-05 
Tiger Woods PGA lcu 06 8.25 N0¥-05 

Tomb - Legend 
8.75 May-06 

lonyHawt'sAmenosl- 8.25 Dec-OS 
Tomo2006 4.25 Apr-06 
Total Cl,erdose 6.25 Jan-06 
- Crmo: New York Cly 8.75 Jan-06 

- Spider-Man 
8 N0¥-05 

W/11,n & Gromrc 
C..S,ofthe- 7 NoY-05 - 7.25 May-06 

Womor,, The 8.25 N0¥-05 
NoY-05 
NoY-05 
Ocl-05 
NoY-05 
NoY-05 
Dec-OS 
Apr-06 
Dec-OS 
Ocl-05 
NoY-05 
Dec-OS 

Tony Hawt's Am<ncan Wasteland 8.25 Dec-OS 
True Cnme. New York Cly 8.75 Jan-06 
Ufbmate Spoder-Man 8 NoY-05 
- Joe, Red Ho< Run-bfe Dec-OS 
W/11,n & GIOmrt. 
C..S,ofthe- 7 NoY-05 

WWE Dey of---. 2 7.25 Oc1-05 
x_....,,~, 

RM of JI NoY-05 

XBOX 
25 IO Life 5.75 Ma,-06 
SOCent:Bul<q,roof 6 Feb-06 
t 87 Rrde or Doe 6.5 Ocl-05 
Aeon Flu,r 7.25 Jan-06 
Amenca's lvmy. RISe of• Soldier 6.5 Feb-06 
Arenoroocbal 6.5 Apr-06 
Batllofiefd 2 Modom Combat 75 Dec-05 
B,a MuohoTrud<ers2: 
Trud<MeHaldert 6.75 Oct-OS 

Blad< 8.5 Apf-06 

v.lnnrc Eleven 9 8.5 Feb-06 
l'rllhoo<Woriq 6.5 N0¥-05 

x:=~ Ji -
As<of ~• 8.25 Dec-OS 
aialoWrl2;Specwl- 9 Ftb-06 
_,_2 8.5 N0¥-05 
Calof~2 !1.75 Dec-05 
City of Vllans 8.75 Jan-06 
Cold Wo, 6 Dec-OS 
0una<co Soege II 8 Oc1-05 
Ouogeons & ll!oprs: Onp'rshlnl 8 N0¥-05 

~~ Mly-06 
!"M1h2160 Feb-06 
EldorxiolsfV.ObNofl.lhe ~ 
f4tble:1h<Loaa- Qa-05 
f.UJl 

8fa""8 ~ 5quldrons of WWII 75 May-06 
Bitz: Theloogl,e 7.75 NoY-05 
Bfochffl lf1 Arm5: Earned lf1 Blood 8 NoY-05 

Apr-06 
May-06 
Ocl-05 
Dec-OS 
May-06 
Jan-06 
Ocl-05 
Ma,-06 
NoY-05 
Maf-06 
Apr>OG 

May-06 
Dec-OS 
NoY-05 
Apr-06 
Jan-06 

May-06 
Dec-OS 
Jan-06 

NoY-05 
Ocl-05 

NoY-05 
NoY-05 
Apr-06 
Oct-OS 
Feb-06 
Jan-06 
Feb-06 
NoY-05 
Dec-OS 

NoY-05 

Ocl-05 
Jan-06 
Feb-06 
NoY-05 

Dec-OS 
Jan-06 
Qa-05 
Ap<-06 

..Nc>i-05 
Dec-OS 
Dec-OS 
Dec-OS 

Oct-OS 
Dec-OS 
Dec-OS 

Oct-OS 

-~ 9.25 Oc1-05 
Caffof~· 

OaJf< Comers of the Eanh 6 Jan-06 
caa o1 Duty 2: e.a Red One 7.25 Jan-06 
capcorm ClffllC Colea,on 85 NoY-05 
CasdMnoo CUl,e of Oaltness 75 NoY-05 
ChrdenUale 7 NoY-05 
Ovonrdes of - The UOt\ The Wtd\ and The W..-, The 6.5 Dec-OS 
Cold Wa, 6 Dec-OS 
(.oleaeHoops2K6 8 Jan-06 
ConflrcL Gfoblf T<nor 6.75 NoY-05 
Deft., Force B1od< Howk °""'1 6.75 Oc1-05 
Doom 3: ResulfOCIIOn of Evil 8.5 Jan-06 
Onver. Pa,ollet unes 6.75 May-06 
DynaS1y Wamors 5 6 Oct-05 
Evrf Dead: Rtgenornon 6 Oct-OS 
Foble: The Lost Chap<ers 8.75 J«i.-06 
f•r Cry lnstwleb 8.75 NoY-05 
FIFA5ocxer06 8 Oct-05 
AFAS!rttt 2 6 Apr-06 
r'8h<~Round3 9 Ma,-06 
rno1r. s.r- • Ma,-06 
FromRIJssil-Lo,,e 775 Dec-05 
ftJISpeann,-

TenHarnmers 7.25 Apr-06 
GauntletS<YenScnows 6.25 Feb-06 
Ghost Rea>n Advonced Warfid'<er 75 Mly-06 
Ghost Rea>n 2: Surm. 5lrilre 8 Ocl-05 
Godfolher. The Game. The 75 May-06 
Gun 8.75 Dec-OS 
Ha~-uf• 2 7.25 Dec-OS 
Hany Potter and the c.oblet of Fire 6.5 Dec-OS 
Heroes of the Paafic 8.75 Qa-05 
Indigo Prophecy 8.25 Ocl-05 
l(a,ooi(e -- Party 8.5 Dec-05 
Kinp,m IMlder r .. , Heroes 75 Oc1-05 
LA Rush 6.25 Dec-05 
Ma,or le,eue - 2K6 8.5 Apr-06 ~·~. 7.25 Apr-06 
Malll<INernes<s: 

Rrse of the Imperfects 7 Ocl-05 
Matnx: Poth of Neo. The 7.25 Dec-OS 

M'~=:..m J.llr-06 
Midway Arcado Tr-...s l 8.25 Ocl-05 
MonalKomboc:ShdnMool:s 85 Ocl-05 
MVP06NCMBasebal Feb-06 
Namco MusetJ"l"I: 501h _,,,, _ Colea,on 

8 Ocl-05 
NASCAR 06: Total Team Cont,cl 8.25 Oct-OS 
NBA 2K6 8.5 N0¥-05 
NBA Balers Phenom 7.75 Apf-06 
NBAI.Jve06 75 N0¥-05 

ftJISpeann,-
TenHarnmers 725 Apr-06 

GafacbC~n 
Dread I.Olds 8 Apr>OG 

~ol~~. lhe 
8.25 Oct-05 

Batlle for ~ 1he 8.5 Apr-06 

~~ 7.25 Apr-06 
Mo,,es,lhe 8.75 Doc-OS 
My,aV Endof,.. 7.75 Oc1-05 
Quake,, 8.75 N0¥-05 
Serous Som I 7.75 N0¥-05 
Shotleredt-. • Jan-06 
Sid--s~IY 9.5 -Srns 2: Ntf6le. The 7 Oc1-05 
Srns 2: ()per, lor 8us1r-..ss. The 7 Apf-06 
StarWars: ~eMW. 8.25 Ma,-06 
T"'° Legends 8.5 Jan-06 
Warhammer 40,000'. 

DawnofW. •-- 8 Oct-OS 
WorPath 7.25 -NINTENOO OS 
Ase of Efl'4'"es: The Ase of Krc, 8 Ma,-06 -~-- 8.75 O.C-05 
Blalesoff'Ma!off'erw 8.5 Feb-06 
~d- ~ -°'l°"l"oarr.- 6.75 O.C-05 
E1earoplrilOn 7 Feb-06 
rully Gear- OuR SUbrs 6 May-06 
Lost., Blue 7 Oc1-05 
Lunar: Dragon Song 4.75 NoY-05 
Madden Nfl 06 5 N0¥-05 
Mano & Lup: Partners 11 T ll'lle 8.25 Dec-OS 
ManoKan 05 8.5 Dec-OS 

Mega Man --5: Ooubfe Team 7.75 NoY-05 

--=- 8.5 ---- 8 N0¥-05 
--~,a,.._., 7.75 Qa-05 -- 8.25 Ma,-06 

- Evil: Deodly Sience RlbRabbcsl,The 
Sms 2. The 
Sno,,coa,dKidsOS 
SOnoc Rush 
Supe< Monkey Bal: Touch & Roi 
Supe<,,_.,.Peod, 
TamagoO:l,o Connedton: 

(.omer Shop 
_..,..._Ninfa Turtles 3: 
-Noghlmare 

lieloSDS 
lonyHawllsAmencanSlBl.and 
boo Memory 
- c.noer: IMlder the Krlle 
liueSwrrgGol 
""'1ilu!Joe0oubfe-
--..:0per,wa,1an, 
ZooTya,or,05 

Ape Escape Ar:ademy 
Armon!dC...: 

Formuafror'<Speoa!Editlon 

~~ 
ea,. The 
Du!,r 

Death Jr. 
e.t 
Fe!Commander 
AFA5ocxer06 
F9<Ntgl<Round3 -FromRuswWllhu.... 
Gener-, of Chaos 
Ghost., the Shell 

Slar,dAb,eCcmpfex 
Cnnd"lheft,..,, 

C,,,$1ono 
Gr¢,ft 
lnleaod 
lqdornof-

Legend of - 1he 
Lord of the RJrcS: - The 
Madden NFL 06 --Rise of the Imperfects 
MeaodMyKot.>man 
MediEvilRes<rrr-ecnon 
Mega Min: Mavend< Hunlef X 
Mega Min: Powered Up 
-C:-Aod2 
MUI '06 The Show 
MX,s.AJV,OntheEdae 
NBA06 
NBA S-S Rebound 
N«dlorSpeed 

Mosl - 5-1-0 -PQ-- lnleltge,,ce Quooent 
PMa!off'erw-llOnS 
Pursurtforte 
Sanuai wamots; siate of w« 
Srns 2, The 
SOCOM U.S. Na,y 

SEAu: r- e,..., 
Splorurc.1--
SSXOnl"<x.< 
S1arw..:-...u 
-F9<Alpl\l3Max 
-5'.tprornlcy 
~Rl,r.Do,itMom,r 
Tiger Woods PGA Too..< 06 -~~Code 
\lewlrluf Joe. Red Ho< -
"""'T,nm; World -
v.lnnrcEIMl19 
-Open-
YM::AAl'lolld 
bly Chlmp,onshps 

WNf.Srnldllo¥,nVs.Raw2006 
,)(-Men~-

RIM.cl 
Ys:lheMof~ 

GAME BOY AOVAIICE 
Cl(; .ar. of Swrrg 

~ Kong Country l 
llril Dozer 
Or. Mano P\Jllle loogl,e 

DynaS1y Warnors -final Farusy IV Advanc:e 
Gunstw Supe< Heroes 

Mano T<nm: - -Mega Man Zero • 
~ _.. Caoolaod 
Wesof Phonlasoa 
loco 

7.75 Ma,-06 
75 Apr-06 

6.75 Feb-06 
6 Jan-06 
7 Jan-06 
8 Apr-06 

8.75 Maf-06 

6.5 Apr-06 

• NoY-05 
9.is b)r-06 
8.75 Feb-06 
75 N0¥-05 

8.25 Oc1-05 
7 Feb-06 

75 Dec-05 
7 May-06 
6 Jan-06 

Feb-06 

3.75 NoY-05 

8.5 May-06 
8 N0¥-05 

8.75 Apr-06 
7 Sep-05 

7.25 Ma,-06 
75 -75 NoY-05 
7.75 Apr-06 
6.75 Ocl-05 
6.75 May-06 

5 May-06 

55 Dec-OS 

9.25 OeccOS 
8.25 Ocl-05 
8.25 Jan-06 
6.75 Jan-06 

6 Jan-06 
6.75 Jan-06 
8.5 NoY-05 

6.5 NoY-05 
8 May-06 

7.75 Ocl-05 
8 Ma,-06 

8.25 Apr-06 
8 Apr-06 
7 Apr-06 
8 May-06 

6.5 Dec-05 
8 Apr-06 

7.25 Jan-06 
8.5 Ocl-05 
7.75 Feb-06 
7.75 Feb-06 
6.25 Apr-06 

7 Mly-06 
55 Feb-06 

7 Jan-06 
8 May-06 

7.75 Dec-OS 
7 Jan-06 

7.75 Maf-06 
6.75 Apr-06 

8 May-06 
75 O.C-05 

8.25 Jan-06 

8.25 Apr-06 
7 Mly-06 

8.5 NoY-05 
75 Maf-06 
7 May-06 

8.75 Apf-06 
8 Feb-06 

!I Qec-05 
6.75 Apr-06 

7.75 N0¥-05 
6.75 Feb-06 
85 NoY-05 
7.75 Feb-06 
75 Jan-06 
7 Sep-05 

8.75 Jan-06 
8.75 Dec-OS 
7.75 Oec-05 

8 N0¥-05 
,.9 Oct.-05 
7.25 Ma,-06 
7 N0¥-05 
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Atte11tlon All Cheaters! 
Cheat codes. by their ve,y nature, are in many 
cases buggier than Virginia in August. So, 
unless you don't mind re-doing those 70 hour.; 
you put into the latest game, do your.;e/f a 
favor and back up your save before using any 
codes. 

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

MULTI-SYSTEM 
Driver: Parallel Lines 
> PLAYSTAJION 2, XBOX 

Enter the following codes on the cheat menu. 

Free Upgrades - TO0LEDUP 
lndestructillle Clrs- R0LLBAR 
Infinite Ammunition - GUNBELT 
Infinite Nitro - ZO0MZ00M 
Player Invulnerability - IR0NMAN 

Unlock All Vehicles - CARSH0W 
Unlock All Weapons - GUN RANGE 
Vulnerable Police Veliides - KEYSTONE 

XBOX 360 
Blazing Angels: 
Squadrons of WWH 
Enter the following at the main menu. 

Unlock All Missions and Planes - Hold 
LT and RT and quickly press X. LB, RB, Y (x2), 
RB, LB, X 

Enter the following at the pause screen. 

God Mode - Hold LT and quickly press X. 
Y (x2), X. then hold RT and quickly press Y, 
X (.x2), y 
lnaeased Damage - Hold LT and quickly 
press LB (x2), RB, then hold RT and quickly 
press RB (x2), LB 

'GI Droid' 
(location unknown - last seen standing 
outside EJ, saeaming insults about the 

world's greatest video games) 

PLAYSTATION 2 

Enter the following codes from the 
pause menu. 

Full ABM - 0, Left, 0, Right 0, R3 
Full Heahh - Left, 0 , Right 0, Right LJ 
Get $5,000 - □, 0, 0 (x2), 0, LJ 

XBOX 
Blazing Angels: 
Squadrons of wwu 
Enter the following at the main menu. 

Unlock All Missions and Planes - Hold 
LT and RT and quickly press X. White, Black, 
Y (x2), Black, Whrte, X 

Enter the following at the pause screen. 

God Mode - Hold LT and quickly press X. 
Y (X2), X. then hold RT and quickly press Y, 
X (x2), y 
Increased Damage - Hold LT and quickly 
press White (x2), Black, then hold RT and 
quickly press Black (x2), Whrte 

Ibe Godfather 
Enter the following codes from the 
pause menu. 

Full Ammo - Y, Left, Y, Right X. R3 
Full Heahh - Left, X. Right Y, Right, LJ 
Get $5000 - X. Y, X (X2), Y, LJ 

"I care more about 
the light for first 
place between Core 
Microarchitecture vs. 
Radeon X800 than 
the World Series or 
the Stanley Cup." 

Come get your geek on. 

UAT is a community of geeks-passionate 
seekers of knowledge and truth in an 

ever-expanding universe of technology. 

GAME DESIGN 

DIGITAL ANIMATION 

ARTIFICIAL LIFE 

DIGITAL VIDEO 

WEB DESIGN 

COMPUTER FORENSICS 

NETWORK SECURITY 

SOFTWARE ENGINEERING 

TECHNOLOGY MANAGEMENT 

GAME PROGRAMMING 

www.uat.edu > 800.658.5744 
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'Co unRo.ve{. -che ScORll of the 
Elder Scrolls franchise, we spoke with Todd I-toward, the 
executive producer of Oblivion. Howard joined Bethesda 
right as the first Elder Scrolls game (Arena) was shipping, 
and was happy to explain how that game evolved and 
how the world within it developed. 'The nucleus of it 
was actually that a bunch of people 
here were playing a Dungeons and 
Dragons campaign in a universe that 
a couple of the guys had made that 
was Tamriel," explains Howard. 'The 
first game, Arena, started as a gladia
tor game. At the time Bethesda was 
doing Terminator Rampage in 1993, 
and it was 'Hey this is another game 
that's going to be first-person 3D, 
kind of Wolfenstein/Doom era stuff: 
It was going to be this big gladiator 
game, and you have a team of guys 
and go from city to city, and there 
are champions in these cities from 
different areas of this fantasy world, 
and you rise to the head of this arena 
circuit. Over time, very quickly, as 
more things got added to the game, 
we were like 'Oh, maybe you can 
leave the city, and you can wander 
out and explore and do things'. It 
just kind of steamrolled, and we said 
'Hey, let's just make this a huge RPG'. 
Eventually, the party got dropped. 
There was a version of Arena where 

four guys following behind you at all times. 
Eventually, it got to the point where we said 
'Let's do Ultima Underwold on a grand scale: 

TAMRIEL LORE 
jumped again, as far as having a lot of back
ground. Oblivion adds some, but not as much, 
because so much was built up in Daggerfall 
and Morrowind that we wanted to spend more 
time in Oblivion connecting the dots~ 

There's another game that came out around 
the same time called Legends of Valor, which 
was very, very good, and if you look at that 

game, there are a lot of 
things that you can see in 
Arena that are very similar 
to that game.• 

Battlespire: An Ekf,r Sao/ls 
Legend wos originally 
planned as on expansion 
poa for Daggerfal( but 
dlonged enough rho/ d 
became its awn game. The 
original title wos Dungeons 
al DaggetfaU: Balllespire 

Not only does the history of the world 
become more and more fleshed out over 
the course of the series, the gameplay itself 
has grown and evolved. "With each game, we 

Howard and the rest of Bethesda 
are still quite proud of Arena, and 
view it as quite a good game for its 
day. However, it wasn't until The Elder 
Scrolls Chapter II: Daggerfall that the 
world of Tamriel began to form into 
something distinct and identifiable. 
'The world itself started, if you play 
Arena, as a generic fantasy setting,• 
admits Howard. 'Then in Daggerfall, 
that's when the books showed up." 
As fans of the series know, The Elder 
Scrolls titles are filled with tomes that 
flesh out the games' world and his
tory. While it's certainly not necessary 
to read them, doing so lets curious 
players learn details of Tamriel that 
they might not encounter otherwise. 
"We had a bunch of people do a 
lot of writing [for Daggerfall], and 

kind of pick a few things and push on them," 
explains Howard. "From the first game to the second, we 
wanted to push on the character system. In Arena, the 
character system is very, very strict, and there are experi
ence points. In the other Elder Scrolls games, you just use 
your skills [to level up], but it's not like that in Arena. So 
in Daggerfall, we pushed on the character 
system. We added all these skills, and 
you level with the skills, and it was a 
much better role-playing experience 
for your character. From Daggerfall to 
Morrowind, what we really pushed 
was the world around you. In 
Daggerfall, it's very repetitive, 
you see the same things over 
and over again. It doesn't feel 
real. Your character feels real, 
but the world doesn't. So in 
Morrowind, we focused on 
the world around you. After 
Morrowind, we thought the 
world felt good, and your 
character felt good, but the 

it was Wizardry-like, where there were ■ The Elder saolls: Arena (PC) 

that's when the lore started getting 
fleshed oui • continues Howard. "And 
Daggerfall to Morrowind, it really other characters felt kind of 
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■ The Elder Scrolls Chapter 11: Dap erfall (PC) 

dead to us. So we said in Oblivion, 'We're going to push 
on the other characters now'. We fine-tuned all the other 
things, but our next focus is the other people in the 
world. They're moving around the world and talking and 
doing things. I honestly don't know what's next We'll find 
something. But that's a good synop
sis of how the games evolved." 

Between Dagger/all and Morrowind, 
Bethesda released two spinoffs, 
Battlespire: An Elder Scrolls Legend, 
and The Elder Scrolls Adventures: 

TAMRIEL LORE 

became part of the console's Platinum Hits line, and yet 
Howard explains that Bethesda decided to veer away 
from referencing it too directly in Oblivion. "Originally, 
there were a lot more references to Morrowind in part 
IV, because it was so popular, and we were rolling right 

off of Morrowind into Oblivion," says 
Howard. "It's kind of natural in your 
designs to be adding things that refer
ence it. and we started taking a lot of 
them out. because it felt too much 
like 'Hey, I didn't play that game, I 
don't understand that'. We didn't want 
that to be the case, we want each 

Redguard. "Both were spinoffs, both 
were trying to do simpler, more 
action-focused genres," says Howard. 
"And both games have their merits, 
and their bad points as well. We just 
sort of realized making those games 
that what the audience wants from us 
are giant. big RPGs, so let's stick with 
that. Battlespire is closer to the tra
ditional Elder Scrolls than Redguard; 
it's a first-person 'run around and 

In Ob/Mon's OfMt\ there is a quo1e rombtd an 
/he M<Jter paal " which )00 wash )00 hands alter 
a litft. 1hts quote dlliuerlto /he Int 8/odts 
master; ""' /he Int thntj players sow alter noaly 
ristoll,ng /he Int Bder Savls game Alena. ~ 
dots t say? Wsit /he arena 10 find out. 

one to be its own thing. There are 
more references to Morrowind in this 
game than the other ones, but they're 
not that important. they're kind of set 
dressing. You'll hear people talk about 
Morrowind or read a book about the 
character you played in Morrowind. 
You'll hear references to what your 

kill things' game. It has a nice little story, but it's a very 
simple game. It came out after Dagger/all, so we went 
from something very complex to something very simple. 
And Redguard, which we were making at the same time, 
is kind of a mix of Tomb Raider, Prince of Persia, and 
King's Quest. It does a lot of things that we like the Elder 
Scrolls for, it's got a lot of lore stuff, 

TAMRIEL LORE 

character did if you played that game. 
But other than that. in the original story for Oblivion, we 
had characters that were from Morrowind and things like 
that. but we sort of thought it felt wrong and changed it" 

As Oblivion is the latest chapter in this long-running 
series, it's obviously rife with references to the previous 
games. The fact that you can fight in the arena in Oblivion 

is a reference to the first game, but 
there are far more obvious connecand it plays differently than anything 

else - it's a third-person game. B~ it 
didn't commercially do very well at all. 
It was right after Redguard shipped 
that the group that made it moved 
onto Morrowind, that was kind of the 
start of Morrowind." 

Morrowind, the third title in the 

114,i/e fh<te IS a ton of NllotmatJon about Tamllel 
,n /he books and wal~ of ea<h Ek/er Saa/ls 
game 001 all of n IS nghl OccOSIQIIQ/ly, m/Slakes 
Off! made. HOWf!ffl, since all /ex/ 1n /he games is 
aerliled ta a C/tJllfl o/ /he IOOffd, any 1/lQCQJ(aae, 

m /hem ate attributed 10 /hen-game oulhot of 
s/Jld(exl 

tions between the two titles. For 
example, both games start not only in 
prison, but in the exact same cell. "The 
starting cell is actually the starting cell 
from Arena," reveals Howard. "The two 
chains are hanging there, and there's 
a gate. And the person who lets you 
out [In Arena] says Watch out. there main series, was the biggest hit in the 

franchise yet. For the first time, the series expanded to 
consoles, selling over a million copies on the Xbox. Both 
the original and Game of the Year editions of Morrowind 

■The cells 
In Arena 
(top) and 
Oblivion 
(bottom) are 
actually the 
same room. 
Note the 
two hanginc 
crn,ins 

are rats and goblins down there,' and that's exactly what 
you find in the beginning of Oblivion.• There are several 
characters in Oblivion who appeared in the previous titles, 

■ The arena poster in Oblivion (rlcht) is modeled alter the cover of 
the first Elder Scrolls game, Arena 

TAMRIEL LORE 
Bethesda actuoli( aet11ed a PS2 po,t of Rerlguard, but dt:oded 00/ ta releast ( 
OS /he company..,,.., happy w,(h hew d rumed out. Al one pom/. a~ (O 
Redguo,d""' planned, er,11//ed fye of Algonia Obs,n,a,Jt fans StXnthaw tisaw
ered thts 111/e. and assumed i""' /he name of The Elder Sao/ls V The Ftghler's 
GJik/ quell hos a mlSSIOfl that ,s based an /he pk/I of /he wapped game but MO! 
11001 say what n IS here• no or,e likes spo,lersl 
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classic gi feature 

The Elder Scrolls 
Timeline 

I C)<)ll 

THE ELDER SCROLLS: 

A RENA (PC) 

1996 
THE ELDER SCROLLS 

CHAPTER II: D AGGER FALL 

( PC) 

1997 
BAmESPIRE: AN ELDER 

SCROLLS LEGEND ( PC) 

I~)~)~ 

THE ELDER SCROLLS 

A DVENTURES: REDGUARD 

(PC) 

ioo2 
THE ELDER SCROLLS 

111 : M ORROWIND ( PC, 

XBox) 

2002 
THE ELDER SCROLLS Ill: 

TRIBUNAL ( PC) 

..:003 
THE ELDER SCROLLS Ill: 

B LOODMOON ( PC) 

2003 
THE ELDER SCROLLS 

TRAVELS: D AWNSTAR 

( CELL PHONE) 

2003 
THE ELDER SCROLLS Ill: 
M ORROWIND GAME OF 

THE YEAR EDITION 

(PC, XBox) 

2001.J. 
THE ELDER SCROLLS 

TRAVELS: STORMHOLD 

( CELL PHONE) 

2001.J. 
THE ELDER SCROLLS 

TRAVELS: SHADOWKEY 

( N - GAGE) 

2006 
THE ELDER SCROLLS IV: 

O BLIVION ( PC, XBox 

360) 

2006 
THE ELDER SCROLLS 

TRAVELS: O BLMON 

M OBILE ( CELL PHONE) 
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■ The Elder Saolls Ill: Monowind (PC. Xbox) 

such as Emperor Uriel Septim, 
vvho has had some sort of 
presence in each of the Elder 
Scrolls games. 'He does not 
appear visually in Morrowind, 
but he's referenced," says 
Howard. 'He appears in 
Arena, Daggerlall, and 
Oblivion. And now he's dead. 
Fans didn't seem to care 
much. I think it's because 
they knew. Morrowind really 

TAMRIEL LORE 
~ Mr)' tmp/oyee at 
B,d>tSda ~ wtl-ve,s,d,n the 
Elder Sao/ls """"'¢ a kw 
or, desx;r>ated 'lore Ma,/M, • 
011d are coosuhed when 
something from a /Xl!VIOUS 

~ ~ refe,enced. The Lare 
Ma>ters go bod: and reseo«h 
to find al rerer,nces 10 the 
subJo<t., {X('Vl()US games. 

of Worms, vvho is a character 
in the Mages Guild quest and 
vvho was also an enemy in 
Daggerlall. But given the scope 
of Oblivion, there are many 
references to the series' past 
that some players catch and 
others miss entirely. That's fine 
with most fans, however - the 
hugeness of the Elder Scrolls 
games is part of vvhat appeals 

bangs home this subtext of 'the Emperor's 
dying, the Emperor's dying: The empire's 
on its last legs in Morrowind. I only had 
one or two people point out that this is 

to players the most With each 
entry in the series, Bethesda has been work
ing towards creating a virtual fantasy world, 
one that lets players live out a romantic 
notion of life in another time and place. 
Every release has found a wider audience 
than the last, and with Oblivion, it seems 

a really bad thing. I think that you have 
to had played them all and rescued this 
Emperor in Arena and helped 
him in Daggerlall to really 
feel sad about it I think a lot 
of people started Oblivion 
and were like 'Go ahead die, 
let's go. Get me outside, I 
want to see the forest:• 

Since Oblivion is such a 
gigantic game, some players 
will encounter other recur
ring characters like the King 

TAMRIEL LORE 
1ht colect«s edttJan al 
Oblivron comes wrlh a Podet 
wdt to the fmf)tff!. wt,,ch 
canta,ns a btief lnslary al 
ramnet &Jttlespire also came 
.,th a pocket guide, although 
n has dJ/ferent content that 
Ob/iv,an~ guide- /Jottksplfe 
takes p/oce 400 years eari,,, 
., the Elder Sao/ls &mffle 

the series is finally on the track 
to blockbuster status. After 
years of devotion, growth, and 
intricately-crafted lore, Tamriel 
has become one of the most 
compelling destinations in the 
gaming world. ■ ■ ■ 

GREATEST GAME OF ALL TIME 
tJ, Hrt·r1da11 Mtl l111ys 

11 KINGDOM HEARTS 
> FORMAT PLAYSTATI0N 2 
> PUBLISHER SQUARE ENIX 

When Square Emx announced that they were partnering up with 
Disney 10 make a hack n' slash RPG entitled Kingdom Hearts, 

gamers were wondering what Square was thinking. Well, a lot of 

those gamers now know what Square saw in the premise of a 

Disney-based RPG. 

You have to venture through different worlds and seal its key
hole, locking them from darkness. Every world you travel through 

should be a world that you're familiar with - most are Disney 

settings from movies. So, you can travel to places from movies 

like Aladdin and Peter Pon. Not only are there Disney cameos, 
but you'll also find some very memorable characters from Final 

Fantasy VII and Final 

Fantasy VIII. On top of 
tha~ the villain Ansem 
is probably one of the 

coolest video game 
villains you'll find. 

The gameplay 
in Kingdom Hearts 
is really good. It's hack n' slash, but it runs fluidly and remains 

entertaining due lo a pretty cool leveling up system. What's also 
fun about Kingdom Hearts is the Gummi Ship, which is a ship that 

you can build on your own and modify how you like. You can find 

parts as you blow up other ships. or you can buy parts from none 
other than Final Fantasy Vll's version of Cid. 

The controls m the game are easy to figure out Tap the same 

button to keep hitting enemies. You can choose to just attack, do 

a magic spell, or summon someone from a Disney movie to help 
you during a fight (like Genie from Aladdin). The only flaw of this 

game is the camera. ll always gets stuck on walls, and it's just really 

hard to maneuver. 
The graphics for Kingdom Hearts are really good. The environ

ments are nicely detailed, and so are the character models. Every 

one has a different look, and the animations are awesome as well. 

Every attack has some cool effect too, like the Sonic technique that 

you receive from Cloud from Final Fantasy VII. 
When it comes to current generation console RPG's, voice acting 

is something to be expected, and in Kingdom Hearts Square Enix 

and Disney knew what they were doing. Haley Joel Osment was 

great as Sora. The Disney characters sound on par to how they 
were in their movie counterparts. This is by far some of the best 
voice work you'll find in any game. 

THIS MONTH IN GAMING HISTORY 

After months of competing with rival Commodore's price cuts, 

Texas Instruments announced the largest loss in its history on June 

10, 1983. The company manufactured the TI 99/4A, which was 
initially a fairly successful home computer with distinctive speech 

synthesis capabilities. However, the price war with Commodore 

forced lo eventually sell the Tl 99/4A at a loss, which ultimately 

pushed Texas Instruments out of 
the home computer market - ---- ~======~ 
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VIDEO GAME TRIVIA 
Every year, video games' best and brightest gather at the Los Angeles conven
tion center for El. Since the event is industry-only, many gamers may never see 
the twisted and bizarre things that happen on the glitzy show floor. Of course, 
there's only one way to break through the barriers and bouncers that prevent 
your access to the event: trivia. Answer these questions to discover just how 
deep down the El rabbit-hole you can go. 

1 The original Donkey Kong is a i 
classic, though its direct sequels i 
never attained the same suc- i 
cess. In the second Donkey i 
Kong game, who is the charac- i 
ter under the player's control? i 

A. Jumpman i 
B. Donkey Kong Jr. i 
C. Donkey Kong i 
D. DOdy '°"' I 

3 Ifs commonly known that 
Battletoads for the NES was 
developed by Rare, but who 
originally published the 
amphibian-infused adventure? 

A. Tradewest 
B. Data East 
C. Tecmo 
D. Hudson Soft 

! 

4 Most of these titles are actual i 
games for the N64. However, i 
we totally made up one of i 
them. Which is the imposter? i 

A. Panzer Panic i 
B. Armorines: Project S.WAR.M. i 

5 A serious contender for the 
best game intro of all time, this 
screen is taken from the NES 
version of which brawling clas
sic? 

A. Streets of Rage 
B. Double Dragon 
C. Final Fight 
D. Eightman 

6 At the brief height of his 
popularity, the Tazmanian Devil 
starred in this game on the 
Genesis. What was it called? 

A. Taz's Adventure 
B. Taz Attack 
C. Taz-Mania 
D. Taz Luhrmann 

7 Ifs 2006, and hover racing 
still isn't the new national pas
time? At least video games can 

give your anti-gravity speed fix. 
Which of these titles features 
boring. non-hovering cars? 

A. F-Zero 
B. Wipeout 
C. Hi-Octane 
D. Turbo 

8 Life has consequences, folks. 
In which of the following tacti
cal games do your units die 
permanently if they are killed 
on the field? 

A. Final Fantasy Tactics 
B. Gladius 
C. Disgaea: Hour of Darkness 
D. Tactics Ogre 

9 Which of the following names 
are not assigned to one of 
Vergil's weapons in the special 
edition of Devil May Cry 3? 

A. Yamato 
B. Beowulf 
C. Rudra 
D. Force Edge 

10 Which of these games pro
vide a dubious biology lesson 
on the PSone by detailing the 
wrath of aggressive mutated 
mitochondria? 

A. Silent Hill 
B. Parasite Eve 
C. Alone in the Dark 
D. Golgi Body's Revenge 
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BREAKDOWN 
8. 7 % is the amount that Nintendo's net income increased dur
ing the last fiscal year, according to the company's preliminary 
earnings statement 

34% of Take Two's total revenue is accounted for by the Grand 
Theft Auto franchise 

100% of gamers who actually expected Starcraft: Ghost to not be 
delayed are suckers 

0% of the GI staff plans on shelling out $2.50 for Oblivion's 
horse amior. We'd rather use the credits to buy Geometry 
Wars .. .again 

93% of our office has been "reader-proofed" in preparation for 
the inevitable riots after you read our Sacred O::m Barbecue 
article (see page 38) 

* Trivia Score & Rank * 

0-1: 
flle 3D0 boolh 

4-5: 
llnlllZie ~ . 

Miaosoft's 

8-9: 
FM minules alone 

with the PSJ 

2-3: 
OUlside with baaNHMapped 

holdogvenclocs 

6-7: 
flle Revalulion's 

llul mystery 

10: 
A priva dance 
fromMiyanalo 

V\deo Game Trivill Answers: 1.82. A.3. A.4.AS. 8 6.C7. 08.09.C 10. B 








