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“CONSOLE-ONLY GAMERS WHO LOOK JEALOUSLY
UPON THE PC’S BOUNTIFUL FIRST-PERSON FRUITS
WILL HAVE ONE LESS FIEASQN TO COMPLAIN THIS
NOVEMBER.”  ©CAalE=ESEO

: FIRST ENCOUNTER ASSAULT RECON



18 Tokyo Game Show 2006 report

The PS3 finally guns its engines. ..




06 Editorial

08 News

12 Eye Candy
14 Subscriptions

16 The Darkness feature
Our guide to sucking your
enemies into a black hole, then
spitting out their bones. Maybe.

20 Wii Launch feature
Our hands on report, along with
the now mandatory rockin’ granny
lifestyle shots.

26 Tokyo Game Show 2006
Forget the games! We were there
for the queues! It was like day
long line dancing, only you stand
still. 25 killer games covered.

38 X06 previews
Special report! Alan Wake blows
Daniel Wilks! Away, that is. Cor,
fnaaar. Plus, Crackdown, Kane &
Lynch, Viva Pinata and Forza 2.

50 Previews and interviews
What we think of the Burning
Crusade beta, plus a chat with
the dudes behind Command &
Conquer 3 and Fury. That's two
sets of dudes for the record.

58 A New Adventure feature
Two adventure game design
luminaries give us their thoughts
on moving the genre forward.
“Enough with the point and clicking
already” they don't proclaim.

62 Reviews
84 DVD and Anime reviews

86 DVD contents

This issue comes with a mysterious
plastic disc. Our gramophone boffin
tells me it has stuff on it. Animated
stuff. If you thought it was a Frisbee
and threw it away, we'll happily let
you buy another copy of the mag.

88 WIN WIN WIN

89 Net Trawlin’

92 Mail

96 GenCon feature part 2

Like shooting explosive fish in an
explosive barrel.

98 Next Issue

LRl

| cRACKDOWN

preview

Reviews

64 Splinter Cell: Double Agent
66 Battlefield 2142

68 Canis Canem Edit

70 Guitar Hero I

71 Steambot Chronicles

72 Need for Speed: Carbon
74 Pro Evolution Soccer 6

75 Scarface: The World is
Yours

76 Sam and Max: Season 1
— Culture Shock

79 Mortal Kombat
Armageddon

80 Bomberman: Act Zero

81 Destroy All Humans! 2
82 GTA Vice City Stories

83 Killzone: Liberation

83 DEFCON: Everybody Dies

83 Dirge of Cerberus: Final
Fantasy VIl o
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EDITORIAL

22If you visited Hyper HQ right

now, all you'd likely find would be
the charred husks of myself, Wilks
and Malky clamped firmly in front of
our monitors - the aftermath of one
hell of a deadline. It's been a long
month, and not just because of trips
to Tokyo and Barcelona. It's been

a long month because the games
industry is in an explosive phase right

[up] Daniel Staines, Ken Kutaragi and Cam... officially BFF

now, and we've been caught up in the energy of it all. Not only have we been flooded by a

tidal wave of Christmas releases, we've also been going hands on with two new systems, both
of which are killer apps in their own way.

After the drubbing the PS3 received at the hands of the media (ourselves included — and
for good reason), it was gratifying to hit TGS and see the system have a strong show. l's

still going to launch with bugger all stock and it’s still overpriced, but at least there’s a huge

selection of games on the way, ensuring that despite the many teething problems, Sony are

here to compete.

The imminent launch of the Wii, on the other hand, sees Nintendo already riding a wave

of hype and raw enthusiasm from journalists and gamers around the world. It's been a

masterful campaign, but now Nintendo must prove that their machine has what it takes in

the marketplace. Will casual gamers or lapsed gamers really lay out the cold hard cash for

[up] A pic from a Tokyo toy store... WTHIWWJP?

I} Monthiy Top 5 Gomex

Cam Shea - Editor
1. Super Mario Galaxy — Wii

alien worlds!”
2. Beating up Amos in Scarface - Xbox
3. Okami - PS2
4. Resistance: Fall of Man — PS3
5. Ableton Live 6 - PC

Daniel Wilks - Deputy Editor
1. WoW: The Burning Crusade

2. Guitar Hero Il - PS2

3. Steambot Chronicles — PS2

4. Gothic 3 -PC

5. Mortal Kombat: Armageddon - PS2

“Scour the spaceways! Explore vast

“10 more levels of social life to lose.

a Wii2 Will your grandfather really

gurn like an idiot in front of this thing?

And most importantly, can Nintendo
balance the need to provide simple

and accessible games for the masses,

with the deep titles that the Nintendo
faithful crave?

There’s a long road ahead in the
next-gen console war, but things are
about to get really interesting...

Cam Shea > Editor

Malcolm Campbell - Art Director

2.
3.
4.
5.

One Piece Grand Adventure — PS2
“$till no Afro Luffy though...”
LEGO Star Wars 2 — PS2

Ultimate Ghosts ‘n Goblins — PSP
Super Mario Galaxy — Wii

Guitar Hero Il — PS2

Daniel Staines - Writer

2.
3.
4.
5.

God Hand - PS2

“My new god is an ape dressed like a
Mexican wrestler.”

Guitar Hero Il - PS2

NeverWinter Nights 2 - PC

Dead Rising — Xbox 360

Mortal Kombat: Armageddon — PS2
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EneEws

Yeah, but an RTS?

Microsoft know when they

are on to a good thing
and they like to run with it. In
this case, the good thing is the
Halo franchise and running
with it would be the three Halo
franchise titles talked about at
X06. Of course there was a little
more shown of Halo 3 but people
already knew that was coming.
What took people by surprise
was the fact that Peter Jackson
and his newly formed Wingnut
Interactive will be working with
Bungie on an as yet untitled
(and unknown) Halo spin-off
property. All we know about the
title is that Peter Jackson will not
be “creating a game as we know
it” and is more interested in new
ways of telling stories than he is
in watching films at the moment.
We’ll keep you posted about any
new information on this one.

The other big information of

course was the announcement
of Halo Wars, the first RTS set in
the Halo universe. Announced
with an impressive pre-rendered
video showing a battle between
a SPARTAN unit and a group
of Covenant Guards, Banshees
screaming overhead. An
impressive sight to be sure and
one met with no small amount

of adulation, whooping and
generally American carrying on
(no small feat considering the
event was in Spain). Interestingly,
Bungie will not be the developer
of Halo Wars, the title instead
going to Ensemble Studios.

Yes, they of Age of Empires. It's

a bold move that shows how
dedicated Microsoft is to the Halo
brand. There should be more big
announcements about the game
in the upcoming months. We'll be

sure to let you know what we hear.

HALD WARS

Not Pictured: Master
Chef and pals cooking up
some hot lead sundaes

-

FAIRY TALE

Fable 2 facts. No, really

Peter Molyneux is fast
becoming the premier
apologist in gaming. Over the last
few years it seems that every time

he opens his mouth he prefaces
everything with apologies for
features that he talked about in
previous games that failed to make
the final cut either due to time
or the lack of technical ability.
Before talking about his plans for
Fable 2 he made a bold claim — if
he fails to deliver with Fable 2 he
has no business making games.
One of the key features of Fable 2
(already implemented and working
in a test form apparently) is the
whole “plant an acorn, grow a tree”
concept that was conspicuously
absent from the first game. In what
Molyneux calls “dynamic regions”
players will be able to truly influence
the world; the example given was
a small camp in a wood — when

you first find it it's a few tents and
a camp fire but years later it may
evolve into a town or city, unless
you decide to kill them all and it will
evolve into nothing. Other features
talked about were unconditional
love — spouses can have children
who will be influenced by your
actions, the ability to play as either
a male or female character, the
ability to buy almost all of the real
estate in the game all the way from
a simple shack through to castles
and dungeons, combat that will
only utilise a single button but will
be dynamic and influenced by the
environment and a final, earth-
shattering secret that we will be able
to play with early next year. Fingers
crossed that Peter and Lionhead
live up to the promises this time.

8 HYPER»



Clover of the four leaf
variety is meant to be lucky
but it doesn’t appear that the
famed Capcom development
studio of the same leafy
name has any of that fabled
commodity. Clover
Studios, developer of
such acclaimed games
as Okami as well as
new office favourite
God Hand, has
been shut down by
Capcom. According
to the press release,
“Clover Studio Co.,
Ltd. has met the goal
of developing unique

CAPTION
THIS!

TEZUKA EXHIBITION!

Recently opened at the National Gallery of Victoria is an exhibition
dedicated to the work of pioneering manga artist Osamu Tezuka. Yes,
the genius behind Astro Boy, Kimba and countless other manga and
anime series’. Open from November 3 through to January 28 next year,
this is a landmark exhibition, with over 200 original works from the late
1940s through to the late 1980s. The Deputy Director of the NGV, Tony
Ellwood commented that “The planning of Tezuka: the Marvel of Manga
has involved over five years of complex negotiations to release important
material from Tezuka Productions in Tokyo. This is the first time Tezu-
ka’s original drawings have been seen in the West.” Sydneysiders who
want to get along to the exhibition will just have to be patient — it will
be toured to the Art Gallery of NSW some time in the future. If you're in
another state, well, it may be time to take a trip to Melbourne.

Dut Mows!

THE SHIP PC Developer: Outerlight * The Hype: Now available af retail for
$49.95, The Ship runs on the Source engine and is a mulfiplayer FPS set aboard an art
deco cruise ship where players are coerced into a brutal hunt under threat of death. ..

DUE: Out Now

First Loolk!

flOw PS3 Developer: TGC * The Hype: Once a flash game, now a mofion
sensitive game for PS3’s digital distribution service, flOw is a hypnotic underwater title
that sees you confrol a micro organism as it glides around, moving up the food chain.

EXTh
CLOVER NOT SO LUCKY

Hyper does a Darth Vader “NOOOO!”

DUE: Launch

and creative original home
video game software,
however, in view of
promoting a business
strategy that concentrates
management resources on a
selected business to enhance the
efficiency of the development
power of the entire Capcom group,
the dissolution of Clover Studio
Co., Ltd. has been raised and
passed at a Board of Directors’
meeting.” Kind of a nothingy
statement to commemorate the
end of one of the shining lights in
Japanese console development.
Better get back to milking those
franchises some more Capcom.

Come on, make us laugh. Just send
your funny screen captions to us at
captionthis@next.com.au with

Caption This Part 85 in the subject line.

KAWAI!I
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Renowned development studio
BioWare has created a handheld
division! Their first title is an
as yet unannounced Nintendo
DS title, to be directed by Dan
Trudge, former president and
founder of Exile Studios. BioWare
entering the handheld space is
quite an exciting announcement,
especially in light of the comment
by BioWare's president Greg
Zeschuk “As always, we are
committed to creating the best
story-driven games in the world,
and the Nintendo DS offers us an
exciting new platform to engage”.

In one of the most gripping
announcements in recent
memory, Hilary Duff and her
Chihuahua Lola are set to appear
in The Sims 2: Pets. In fact,
you can pick up this landmark
title at stores now. Quick, get
there before they run out!

The brains behind God of War,
David Jaffe, has revealed he's
working on a new title with
Twisted Metal developers Incog.
It's called Criminal Crackdown
and is o top down cel shaded
racer/party game. It's coming
to the PS3 digital distribution
service early next year.

GOa3 in Perth early next year
is shaping up to be the local
gaming conference to get along
to. They’ve announced that GO3
has “developed a collaborative
agreement with the management
of GSTAR and Tokyo Game Show,
to share ideas and resources
to maximise the exposure of
each expo throughout the
Australasian region.” And if
that’s not enough, one of the
confirmed speakers for the event
is Masaya Matsuura of Nana
On-Sha studios. Yes, the genius
behind PaRappa the Rapper!
Boo-ya! More on GO3 next issue.

Winners!
HYPER 156

DEAD RISING

- Daniel Lane, Wayatinah, TAS

- Michael Ward, Smithfield, QLD
- J. Wilson, Port Macquarie, NSW

- Brandon Hughes, Adelaide, SA

- Camille Phillips, Auburn, NSW

- Andrea Foley, Darling Heights, QLD
- Phillip Godfrey, Goulburn, NSW

- Lee Kelly, Albion Park, NSW

- Alex Mclntosh, Toowong, QLD

- Alexis Patrick, St Kilda, VIC
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PASSION

MORE
EMINENCE
GOODNESS

Two turntables
and a... oh, wait

For their next performance,
the Eminence group are paring

things back somewhat. Simply titled
“Passion”, the concert will feature
two solo violins, as well as one guitar,
percussion and piano. The idea is to
really focus in on creating a great,
and at times impressionistic violin
performance, covering some classic
anime and gaming scores. You'll hear
music from Chrono Trigger, Chrono
Cross, Xenosaga, Shadow of the Colossus,
Final Fantasy XlI, Secret of Mana,
Haibane Renmei, Tsubasa Chronicle
and, of course, Super Mario Bros.

The concert won't be a must-
attend for the music alone either,
as Eminence have also arranged to
have two very special guests. Hitoshi
Sakimoto, the composer behind Final

Fantasy XIl and a huge array of other
titles, will be here for the Sydney
concerts, while Yasunori Mitsuda, the
composer of Chrono Trigger, Chrono
Cross, Xenogears and many other
classic scores will be here for both the
Sydney and Melbourne events. These
guys are huge stars in Japan, so it’s
great they’ll be out for the concerts.
So, when, where and how much? |
hear you cry. The Melbourne concert
is at the Forum Theatre on the gth of
December, for a 7:30pm session. The
Sydney concerts are at the Verbrugghen
Hall at the Sydney Conservatorium of
Music on the 16th of December, with a
3pm and 7:30pm session. Prices range
from $25 to $65 plus booking fee. For
more info on where you can get tickets,
go to www.eminenceonline.com.

Hitoshi Sakimoto and Yasunori Mitsuda are two of the most celebrated Japanese videogame
soundirack composers, and they’re making their way to Australia in December for Passion. We were
lucky enough to ask them some questions ahead of the trip.

Hitoshi
Sakimoto
QEA

You founded your

own music production

company Basiscape in

2002. Do you prefer

working independently

in the industry?

Of course! If | don't think
. working independently is

better, | would have quit already. It has broadened my

horizon in what | can do and it is great fun.

How much freedom did Square-Enix give you in
composing the score for Final Fantasy X11?

They gave me quite a bit of freedom, the number of
pieces which failed completely was very few. However they
did say for me not to do something so maniacal! Also that
since it's a very popular title, not to write in only one style
but in a variety.

What composition from FFXIl are you most proud of?
Serobi Plains [FFXII Disc IV Track 1] was the piece I'm
proud of. | think | was happy when | heard the piece
again later, as | was able to express what | wanted to do
as a composer and when you listen fo it, there is that kind
soft touch to this music.

As technology has matured, how has the job of a
videogame composer changed?

Since | have been working for a long time now, the variety
of musical expression one can create with the technology
available was once very poor. However, since | am not
persuaded by what | have at my disposal, I’d like to

think it hasn’t affected me so much in my line of work.

In terms of workload, to make a piece “listenable” to the
audience, it required a huge amount of work compared

to today. So, in terms of a composer, the work hasn’t
changed, however as a sound programmer, the workload
has lessened dramatically.

In the old days, the technology was very very expensive
and it required very specific programming work. There
was so much work to do something so simple.

Games developed in Japan and games developed
in the West tend to be very different in their
approach and style. Do you think this applies to the
soundtracks as well? If so, what do you see as the
major differences?

For soundtracks made in Japan, the developers ask for
simple and effective melodies instead of complex Western
Hollywood style soundiracks. So the VGM (videogame
music) collectors in Japan don't necessary collect Western
movie soundtracks.

You're coming to Australia for “Passion” in December.
What are you most looking forward to on the trip?
Since it's the first time it is for me to go fo Australial |

am very curious to meet the audience and musicians. |
always loved the country since it’s so beautiful and always
wanted o visit.

Is it a surprise to learn how dedicated the following
for videogame composers is in Australia?
Yes it is, but | am very happy about this ~ °

Do you play many games? If so, what are you
playing at the moment?

I used to play a lot of games but these days | don’t have
enough time to play games. The last game | played was
Half-Life 2 and | really love playing Western FPS. | really
love FPS because of the virtual reality in a first person
mode.

Are there any Western games that you’d love to
write a score for? ‘

An FPS shooter soundirack! Especially Science Fiction or a
near future shooter.




Yasunori
Mitsuda

QEA

Your first game title
as a composer was on
the legendary Chrono
Trigger - a soundtrack
that is still hugely
popular today. Do you
think that great music
- no matter what
medium it is created for - is timeless?

Yes, because it does not matter what medium | write

for, music is music.

As technology has matured, how has the job of a
composer in the videogame industry changed?

It has changed greatly, however the work time | put

in has not changed. | seem to be always running out

of time as there are many things | want to do with my
composition. In terms of composition, there are not
really many changes, however as the technology mature,
we obviously can create better sound out of the music.

You became a freelance composer in the late 90s
- why did you decide to venture out on your own?
Has it given you more freedom to pick the games
that you really want to compose for?

| wanted to freelance since there wasn't any network
with the people outside of Squaresoft (now Square
Enix). | always wanted to work with a broad range

of people, not just within the confines of the Game
Industry. In terms of being able to select games which |
want to compose for, there isn’t really much selection,
however, there are a lot of fun games to compose for.

You’re coming to Australia for “Passion” in
December. What are you most looking forward to

on the trip?

Tim Tams! (laughs) This is the first time for me to go

to Australia so | am very curious about the culture of
Australian people. Also, in this concert, it features ten of
my pieces so | am interested in the impression | make
on the Australian people.

Is it a surprise to learn how dedicated the
following for videogame composers is in Australia?
Yes it is, as | had a very outdoor culture idea of
Australian people. | was very unaware that gaming was
so big in Australia.

Do you think that concerts like “Passion” help to
change the public perception of videogames? To
treat them as a legitimate artform?

Yes, | think it will gradually become so... | think it

must be done. | am not sure about being freated as

a legitimate arfform. | think every composer must be
conscious that they compose a piece of art instead of a
mass production process. Unless this stops, | think it will
be hard to consider it as legitimate artform.

Do you play many games? If so, what are you
playing at the moment?

Yes. Age of Empires llI, | really liked the game. However,
| reformatted my HDD and lost my save games so |
might replay the game when | have the chance.

What inspires you to write music?

View that | create in my mind... it’s all in my imagination
that inspires. To create a stimulus for that, | love looking
at paintings.

What are you working on at the moment?

| am unable to mention titles but | am doing a PS2
game due to be released in December, two games for
DS and a title for Wii.

Thanks for your time!
| look forward in seeing you guys in December!

| SEGA N
NORTHERN
LIGHTS

Best 1ri|o?y ever
becomes tilm, game

Finally after a few years of

toing and froing the film
version of the first book of the
fantastic Philip Pullman trilogy
His Dark Materials is underway.
Budgeted at $150 million (US),
Northern Lights (or The Golden
Compass depending on whether
we get the American or UK title
out here) will be the biggest New
Line film since Lord of the Rings,
with Nicole Kidman and Daniel
Craig already cast and Oscar
nominated Chris Weitz directing.
Although this is good news by
itself, more interest comes in the
fact that Sega have signed a deal
with New Line and Scholastic to
produce a game based on the film.
The His Dark Materials trilogy has
a game world ripe for gameplay
(honestly, who wouldn’t want
to eat faces as a giant armoured
talking polar bear) as it traverses
numerous worlds and many
situations fraught with danger.
Wwe'll just keep our fingers crossed
that the game doesn’t simply shape
up to be a hack and slash with a
few story related cutscenes but
actually takes advantage of the
protagonists’ skills — Lyra’s ability
to lie and Roger’s fighting spirit
and ability to wield the Subtle
Knife could really open things up.

C&C 3: STARRING

BILLY DEE WILLIAMS

PC Developer: Probably Billy Dee
Williams = The Hype: Why was
Empire the best Star Wars film2 Because
it had not one, but two handsome
rogues — Han and That King Among
Men, Lando. Now Billy Dee Williams

is set fo work his magic in C&C3’s live
action sequences. Best. Game. Ever.

HYPER 11



STRANGLEHOLD

SYSTEM: PC/PS3/Xbox 360
DEVELOPER: Midway Chicago
CATEGORY: Shooter

PLAYERS: 1-Multi * DUE: Q1 2007

f you want proof that Midway are back

on their game, look no further than
Stranglehold, the videogame sequel to John
Woo's incredible HK action flick Hard Boiled.
Players take on the role of one of the most
bad-ass cops in cinema history — Tequila,
played in the film by Chow Yun Fat, who
also lends his likeness to the game. Running
on the third major iteration of the Unreal
Engine, Stranglehold looks incredible, with the
balletic bullet-time laced gunfights leaving the
environments battered and scarred as tables
are knocked over and chunks are blown out
of walls. Originally due late in 2006, Midway
have delayed the game until Q1 2007 to
ensure that they get it just right. For more on

the game, check out our original feature from

issue 152. This one is looking awesome.
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WIN A SAMSUNG
2" HIGH-DEF
PLASMA TV!

Just subscribe for your chance to win!

An HDTV is an essential part of any gaming
or home theatre set up these days, and this

new model from Samsung is one of the best money can buy.
The PS42Q7HD is first and foremost an intimidating screen.
We're talking 106cm of gaming bliss here people, with a native
resolution of 1024x768 and a 10,000:1 contrast ratio. Your
games will practically explode off the screen. It even has a “game
mode” so you can instantly switch to the optimum settings for
both visuals and sound to get the most out of your gaming. Of

Dile gxe) Horm

SAMSUNG
£~

course, it also has a High Def tuner built in, so as HD broadcasts
ramp up, you'll be equipped to enjoy them. With full HDMI
connectivity, you'll also be able to run your inputs in 100% digital
video and audio. What else is there under the hood? How about
Filter Bright technology which is designed to ensure you'll get a
great image in any lighting conditions, as well as the Smooth
Motion Driver which enhances fast moving action by adjusting
the image and adding additional frames. Want it2 Then what are
you waiting for2 Get subscribing!

PS42Q7HD Facts

- Huge 106cm HD Pldsma“,Screen
- InbuilHigh Definition Tuner
-10,000:1 Contrast Ratio

- HDMI Connectivity

- Optical Digital Audio Output

- Filter Bright Technology

- Smooth Motion Driver

- 2 Year Warranty

Term & Conditions: 1) Eniry is open to residents of Australia and New Zealand except employees and immediate families of Next Publishing Piy Lid and its agencies associated with the promotfion. 2) Only entries
completed with these terms and conditions will be eligible. 3) Entry is by subscribing to Hyper from issue 158 and 159 within the magazine and also online. 4) Competition begins 9am October 3 and entries

close at 6pm January 17, 2007. 5) In determining eligibility the judge’s decision is final and no correspondence will be entered into. 6) The winner will be drawn at 9am January 18 at Next Publishing Pty Ltd, 78
Renwick St, Redfern NSW 2016. 7) Prizes must be taken as offered and are not redeemable for cash. 8) The promoter is not responsible for misdirected or lost mail. 9) The winner will be notified by mail and results
published in the April issue of Hyper on sale March 14. 10) One subscriber will win a Samsung PS42Q7HD Plasma HDTV (RRP $3299). Total competition value is $3299. 11) The promoter is Next Publishing Pty Lid
ABN 88 002 647 645 of 78 Renwick St, Redfern NSW 2016.
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SUBSCRIBE AND
SAVEUPTO oo B

$ Plasma HDTV worth $§3299!
SEPTEMBER
WINNER
HYPER 155: 30”

DELL MONITOR
Sean Seiton, Mayfield, NSW

PLUS, you get it delivered
straight to your door.
Get Hyper for less and
you could win this killer B

Samsung HDTV!

sve SUBSCRIBE ONLINE

Please cut along the dotted line C%
EE I I B I B S I B S S T S D D D D B BT BE DI BN B B D B e LB

4 EASY WAYS TO ORDER Please register a subscription for: Please print
Il us tollf i
I (1:0336 §e60n‘| ‘I 46 Me Gift (please tick one) Mr/Mrs/efc............. GiestNameS Nt s e an,
Monday fo Friday ][] 2years (24 issues) 110 SAVE $80.80 . cme ..o
VUSRI | | | | 1 year (12 issues) $59 SAVE $36.40 i
2 L °|Cfr’pg'f‘°f the = [ ] [] 1year New Zealand $A70 RE
compleied torm, wi UDURDSSRER SR e o Bl e e D
credit card details, to: D D 1 year Overseas SA90
02 9699 0334 MyiTelephone NUmber=2% 5 1 e e
Enclosed is a cheque/money order made payable to Next
3 Cut or copy the form PublishingiPlyZlid o Sl mae mans Cils sal s ins el MyEmelifdcisss s s
and post it with a cheque S
or money order, or your Or charge my credit card for § ..o Please send a gift subscription to:
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Christian Read takes a trip to New York to
see Starbreeze’s latest opus, The Darkness. ..

says the Mafioso goon before I shoot
him in the goddamn mouth. Blood
sprays out the back of his head, the
only spot of color on the wet, grimy
New York streets. Knowing his crew
are just around the corner, I slink
back into the shadows and shoot out
the streetlights. Luck. The sparking
lamp tells me there is a Darkling
nearby. | suck up the energy of the
Darkness and the two demons that
frame my vision appear to my left
and right. | extend the demon arm
and pick up a dumpster, ready

to throw it at the goons who are
about to rush me. Needing back

up, | summon up the Darkling, the
impish creatures who serve me.

It sniffs around the goombah’s
dropped pistol and in a rasping,
whispered voice it says “Shiiiiny”
before chewing some poor bastard’s
face off.

This is The Darkness, the
forthcoming first person shooter
from Starbreeze and 2K Games. It
is great. The producer, Anthony
Deluca takes the controls from me
and says, “let me show you the gun
katas”. Oh my, yes. More blood!
Two years in the making and still
a while away from shipping, this
thing shows rare promise, and I'm
glad I've made the trip to New York
to check it out.

MINOR HIT, MAJOR GAMEPLAY
Starbreeze had a minor hit with
Chronicles of Riddick: Escape From
Butcher’s Bay. That game was a
diamond in the rough, extremely
playable, brilliantly conceived and
executed. A silent runner game,
it took the whole Tenchu: Stealth
Assassins mindset, gave it shivs,
improvised murder and nasty guns
and wrapped it around a strong
character and stunning art and
surprised the world.
Like Butcher’s Bay, The Darkness
is another license, this time from the
murky four-color world of Top Cow’s
comic books and once again, the
lads have worked extremely hard to
bring out the strong points of the
original work the game is based on.
Cocky, arrogant mob hitman,
Jackie Estacado is damn good at his
job. So much so that he’s got his Uncle
Paulie, the local mafia don, looking
to whack him just because he’s such
a pain in the balls. Here’s the thing:
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Jackie is the next in line of an ancient
legacy and on his 2ist birthday, he’ll
inherit the twisted powers of the
symbiotic demon called the Darkness.
From there, Jackie will have to not
only sort out his Family problems

but he’ll also have to cope with his
supernatural and bloodthirsty new
ally, who has its own agendas and
desires, not all of which are in Jackie’s
own best interests.

Famous for stunning art and a
rather violent plotline, adapting the
Darkness could go horribly wrong.
Comic licenses have produced some
wildly awful games despite being
based on some great books, after
all. (Hellboy, Spawn, we can see
you). By working with one of the
comic writers, Paul Jenkins, the feel
and style of the graphic novel has
been successfully translated. The
game has a really strong plotline, a
character who is violent and cruel
and yet always oddly likeable,
and some sophisticated, realistic
dialogue. This isn’t Zelda, you
know? It’ll earn that M rating a time
or two over. One of the first dialogue
trees you'll interact with concerns
a profanity ridden conversation
with Butcher, a man who cleans up
gruesome murders for the mob.

It’s @ morbidly funny conversation,
discussing local criminal politics
with a big fat man who is throwing
severed body parts in the back of
a station wagon. The game is filled

with such darkly interesting touches.

If you're the kind of person who

can appreciate Deadwood or the
Sopranos, you'll be right at home
with this sort of material.

NEXT-GEN AS HELL
Next-Gen: it is one of those damn
buzzwords that come out of the
Marketing department that rattle
around until they lose all meaning.
Ten trillion polygons per picosecond,
Al so advanced it can tell how often
you touched yourself playing Dead
or Alive, blah blah blah, a console
that makes fine daiquiris and rubs
your shoulders, blah bloody blah.
Any games with a narrative are
pointless unless they are a journey
you go on with the characters.
You could have the most amazing
designs, a physics engine from
the year 2525 and blood splash so
realistic Horatio Kane itself would
puke up, but without a great story
you end up with Doom 3. Technically
breathtaking but ultimately an
uninvolving experience. These days,
you have to go the extra mile beyond
the pretty graphics and The Darkness
really steps up on this front.

Sure, it's got the great plot and
Jackie’s brutal quest for survival
that has you barracking for a violent
killer, but that’s mandatory for a
good game. There’s also a kicking
soundtrack, moving effortlessly from
slamming, adrenaline-pounding
guitars to creepy, isolating wails. But
where The Darkness really stood out
to me as well above the board was
the voice acting.



Multiplayer morsels

Currently, Darkness has a

tentative multiplayer project

in mind. Of course, there’s the
usual capture the flag bollocks
but we’re also looking at one
particularly intriguing set up:
multiple players using the
standard human set of weapons
and skills against one player
with the Darkness powers. Up to
as eight human players versus
one Darkness, so there’s a good

gauge as to relative power levels.




Yeah, I'd be running
the hell away right
now if | were you...

Did you ever see 0z? The actor
who played Miguel Alvarez, Kirk
Acevedo, plays Jackie. Tough
talking, he brings a sense of
determined, gutsy bravery. Lauren
Ambrose, who played Claire from
Six Feet Under, plays Jenny, Jackie’s
only friend, his conscience and
confessor. But they all pale besides
the contribution of one Mike
Patton, most famous from Faith No
More but also known for his work
with Mr. Bungle, Handsome Boy
Modeling School and a whole bunch
of damned strange experimental
vocals, who voices the Darkness.
The twisted whisperings, the moody
orders, the vicious giggles... The
Darkness is more than a set of
powers, it is a major character
that continually taunts, laughs,
congratulates and has its own goals.
A vicious entity whispering in your
ear, the Darkness really elevates the
game experience into something
seriously cinematic.

So yes, it is Next-Gen as hell and
yes, it looks gorgeous. During the
demos | saw, the game went from a
car choked tunnel to a construction
site, to a warehouse and lock up. The
textures of the walls, from peeling
plaster to freaky graffiti, to litter on
the streets is basically real. Paint
cans litter the construction site,
dumpsters and rubbish bins and
cars dot the street, all part of the
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interactive environment. The facial
models of the NPCs are particularly
grand, each being unique and
masterfully designed. Cutscenes

are particularly well done, as voice
actors were filmed and used as a
basis for character motion. This is as
real as it gets, ladies and gentlemen.

MESSY FEATURES

It is hard to bring something new to
the FPS genre. The Darkness steps up
big in this respect with a-whole mess
of interesting features. There’s two
modes of play. Firstly, you're just
Jackie, who is a regular malocchio,

a tough guy with a gun. The game
plays pretty straight to open up with
and anyone who has touched an FPS
in the last few years will pretty much
know the drill. That said, without

a Heads Up Display, The Darkness
really pushes the immersion factor,
and you never know how much
more you can take. It’s only through
ragged breathing and the sound of
your own suffering that you know
how bad things are.

Gun Katas are a real draw.
Sneaking up on mobs, shooting
particular weapons at certain
locations, combos and the like,
provide some gruesome fatalities to
make you giggle your bleak little
heart out. Headshots look to be a
favorite of the production team as
| am demonstrated the effects of

gun directly into the soft mouth of a
wiseguy. Class!

It’s not far into the game however,
that you get your Darkness powers
and things really heat up.

When you summon the Darkness,
two demonic snake heads frame your
vision. These work as shields and as
indicators of which of the several
Darkness powers you have active.

Firstly, there’s the Demon Arm.

A great black tentacle of night, the
Demon Arm works to smash lights
and serve as a weapon. However, its
true usefulness comes into play by
giving Jackie super strength. People,
objects such as cars, dumpsters,
bodies, all of them are meat for this
cruel appendage. It’s sort of an all-
purpose Swiss Army Knife. A personal

favorite moment of mine was when
during the demo, producer Anthony
grabbed some mafia douche bag’s
corpse and threw it onto a circular
saw. In seven years as a professional
gaming journalist, this was the finest
spasming corpse twitch and blood
splatter I've ever seen. And that’s
saying something.

Next up is the Creeping Darkness,
which is a kind of snake/worm/
demon thing that acts as a remote
viewer and even weapon for Jackie.
At one point, Jackie is confronted
with a locked door, behind which
are several enemies. Too many
for a frontal assault. The Creeping
Darkness was released and it shuffled
through the air vents to drop down
on the bad guys, wreaking a rather
tasty carage. Any kind of sneaky
tactics will rely on the Creeping Dark
as an advance scout, as its ability
to climb up walls and other hard to
reach areas means you can gather
information on enemy placements.
0f course, while you can see through
its eyes, enemies will get a free shot
at you while the Creeping Dark is
deployed, so use it wisely.
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The Black Hole, which may have
another name by the time of final
code, is exactly that. A hole that
sucks in enemies, and loose debris.
Still not quite ready by the time |
got to play the code, it looked a
little overpowered, actually. A very
impressive animation had a room
full off enemies, coffee cups and
papers whooshing into outer dark.
The Darkness powers also give
Jackie a shield, a rather nifty ability to
see in the dark that causes everything
to take on an eerie glow and on top of
that, Jackie has access to many of the
weapons you’d expect from an FPS,
as well as the Ancient Weapons that
only wielders of the Darkness powers
can use. Sadly, | didn’t see any of that
stuff so | can’t really comment. Still,
that doesn’t matter because Jackie’s
allies and slaves are the real winners
of this game.

DARKLINGS

Slightly different from the comics
but still one of the big draw cards
of the game are the Darklings, imps
and demons who serve to give broad
hints, work as extra muscle and serve
various miscellaneous purposes.
Shuffling and snuffling about,
whispering random inanities and
humourous nonsense, the Darklings
exist in light sources throughout the
game. Destroy the illumination, free
the Darklings. The Darklings I saw
hovered around a hidden entrance
to a chamber, hinting at a secret
way through a level. Another came
hurtling down a hallway with me,
providing that extra bit of firepower
in a tense situation. My happy
Darkling move was a Darkling leap
that ended with the biting off of a
face. Up to four Darklings can be

used at a time, which doubtless will
be a huge advantage.

There are going to be four varieties
of Darklings in the fiished product:
Beserker, Lightkiller, Kamikaze
and the Gunner. Having seen the
Berserker at work, I'm most eager to
see what havoc the others can wreak.
Who can resist a shadowy cannibal
goblin that just wants to get all
suicidal for you? DeLuca laughs
to himself when | mention | am
interested in seeing the Kamikaze.
“Just you wait,” he replies.

If the Al can work as well in
the fimished game as it did in the
sections | saw, the Darklings are
going to be the killer feature of this
game. It’s not that you want to hug
them or anything but they certainly
have a kind of cuddly appeal for the
darkly tuned of mind, oh yes.

Speaking of Al, | notice some
mafia goons I'm battling with are
beginning a rather nice flanking
movement on me. Anthony points
out a fellow sneaking over a wall,
trying to stay out of my sights, and
comments that “we’re trying to
prevent the Al from ever becoming
stale”. Using an engine designed by
Starbreeze in-house, the enemies are
organised and certainly do evolve
tactics over time. The engine also
brings a really gritty feel, keeping
what is basically a game about
superpowers very tightly grounded.

‘Marcus Fielding, PR man for 2K,

comments that later on the game
will move from “real to surreal” more
easily with a wholly “fantasy-based”
level taking place. Neither he nor
Deluca could be drawn out further
on the subject, so look out for more
announcements on that. Another
minor, but impressive, feature of

I can’t see this
conversation going
too well -

the game is plain old televisions.
Jackie can watch the tube to see news
comments on his current actions.
Also, if you feel the urge, you can
currently watch the classic horror
movie Nosferatu, in real game time.
There’s also some public domain
cartoons to check out. This takes the
director’s cut idea of Butcher Bay in a
different direction. While it’s perhaps
not as radical as Bay, Starbreeze and
2K are currently toying with the idea
of allowing user created submissions,
such as fan movies, into the game.

STILL PERCOLATING

While the Darkness is shaping up

to be a very impressive piece of

work, we have our fingers crossed
that Starbreeze will really shake up
the setting and enemies over the
course of the game. Having only seen
three levels, this comment might be
premature, but no matter how photo-
realistic and well researched the
setting is, 11 or so hours of game time
set solely below 8th Street might get a
little old. And there certainly needs to
be a few more enemies than guys in
suits swearing at you. Thankfully, the

game is still early, so we’re more than
prepared to give the team the benefit
of the doubt for now, particularly as
the three levels we have seen showed
immense potential.

So when'’s it coming? Well, we
won’t be seeing it for a while. US
‘Spring-ish’ is the closest | could get
to a firm date, which seems a little
bit tentative to me. Still, better to
keep that bun in the oven until its
done cooking, as a chain smoking
teen mother once said to me.
Available on both PS3 and Xbox 360,
The Darkness looks like a must have
game for 07. It has all the looks but
it also has a great character, some
rather fabbo powers and features
to keep you interested and hell and
damn if Mike Patton doesn’t whisper
evil into your ear the whole way. <<
1l
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Ninlendo

he Wii is almost upon us. In less than

a month gamers around the world will

be getting their hands on Nintendo's
new baby, and it surely won't be long until we
know whether the gamble has paid off. Ii's
certainly make or break time for Nintendo
in the home console business. After the
disappointing performance of GameCube,
Nintendo really couldn’t afford to put out just
another console, and the way the company
has shifted their focus to innovation and
accessibility, first with the DS and now with the
Wii, is admirable. Whether or not they’ll truly
expand the home market for gaming remains
to be seen — and after seeing wave after wave
of Nintendo’s painfully embarrassing lifestyle
shots it’s not hard to be cynical. Fortunately,
the Wii really is easy to pick up and use, and
titles like Wii Sports and Wii Play are sure to
be hits with the whole family. Of course, that
leaves us with the question “what about the e
hardcore gamers?2” If the Wii is a success with &
the ‘casual’ market, does that mean we'll
see less and less ‘core’ games and more and
more gimmicky mini-game fitles? Is the Wii
destined to be a gaming sideshow, with the
PS3 or Xbox 360 as the main course? These
are questions we can’t answer yet, but what
we can do is give you the team’s impressions
after getting some decent hands on time with
the console...
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Wii'Shop |
Channel

The Wii Channel Menu

Boot up the Wii and you'll be taken straight to
the Wii Channel Menu. lt’s a clean layout that
gives you quick access to games and utilities.
With 12 channels on screen at once and four
pages you can scroll through, you have quick
access to 48 options, and each game you
download or new app you get will automatically
take up a channel slot in the grid. The layout is
customisable too, so you can keep the links you
use the most on the first page.

What follows is a quick run through the main
channels you'll come across when you get your
new Wii out of the box, but the important thing to
keep in mind is that Nintendo will keep adding
channels as they see fit. If they think of a cool
ideq, they’ll be able to run with it. What this
means is that the Wii will gain more functionality
over its lifespan.

© DISC CHANNEL / Insert a GameCube game or
Wii game disc and this is where it will show up.
Just point and click and you'll load the game.

© MIl CHANNEL / What's a Mii2 It's your avatar
for the system and certain games. In the Mii
Channel you're able to create and delete Miis, as

well as watch all the Miis you have on your system
walking around interacting.
The Mii creation process couldn’t be simpler
— there are all the options you'd expect such as
face shape, hair, eyes, eyebrows, nose, mouth,
facial hair and glasses, each with a wide range of
options, a variety of colours to choose from, and
most importantly, the ability to raise/lower, move,
turn, expand and squeeze each attribute to truly
come up with something unique. The models are
very very simple, but you'll be surprised at how
close you can make your Miis look to your friends
and enemies. You can have a huge number of Miis
saved to your system (the idea being that you create
one for each member of the family), but best of all,

FLASHY

The Wii comes with 512MB built-in flash
memory, which may sound paliry compared
to other systems, but for the most part
should be enough. A lot of the online
functionality will be streamed, while game
saves and Virtual Console games won’t take
up much space at all (all NES games were
well under 1MB, while most N64 games :
were between 4-16MB). Just in case you do
run out of space (or channels), however, you
can delete Virtual Console games you're
not currently playing without fear. Nintendo
will be keeping a registry of purchases tied
into a unique ID for each machine, so you
can simply download it again for free. Plus,
the SD Card slot means that you can always
expand your system’s memory.

=

=




WHAT YOU GET

you can save a few directly fo your Wii-mote, which
you can then take over to friends’ houses. Not
only can you then load up your Mii for multiplayer
(in games such as Wii Sports, Wii Play and
WarioWare), you can also dump them onto your
_friends’ Wiis’, adding to the Miis wandering around
on their Mii Channel. After a few visits with friends
you'll all have a thriving little Mii community.

We can only imagine how well this system will
work online as well. No doubt each person you
add to your friends list will also see their primary
Mii pop up on your machine.

€ PHOTO CHANNEL / While we're still hugely
sceptical about who exactly is going to bother
looking at photos through their console, the
Photo Channel nonetheless has some interesting
options. The idea is to just pull your SD card out
of your camera and jam it into your Wii for instant
gratification. Scrolling through photos is quick and
simple, and there are some cool thumbnail layout
options, including one that shows every photo
on the card. You can also draw on them, adjust
lighting/filters, zoom in and create slide shows
(complete with your own mp3
tune). You can then send them |
on to friends through the Wii
Message Board.

The Wii-mote has
built-in memory
that’s used to save

INTERNET CHANNEL /
Powered by an Opera browser
with full Flash support, you'll

Ninfendo embrace
TEH INTARWEB

Another aspect of the Wii that Nintendo

are pushing quite hard is its “always on”

net connection (or WiiConnect24 as they've
called it). When your Wii is in standby,

it’s still connected to the internet, so while
you're sleeping, content can be sent to your
machine, whether it's game news, a new
level, a trailer or a message from a friend.
Nintendo’s goal is to give you a reason

to turn on your Wii every single day, and
ensuring that there’s something new waiting
for you is a part of the strategy. It also means
when new content is available, it won't
necessarily be a chore to download - it may
simply be waiting for you when you wake up.

rove around a map of the globe. You can even ;
zoom the perspective right out and spin the
globe like a model.

NEWS CHANNEL / Another automatically updated
service, your Wii will keep you in touch with
breaking headlines from around the world. And
changeable font sizes mean that even your granny
will be able to read it. Not that she’s likely to.

WII SHOP CHANNEL / In the Shop you can buy
or redeem Wii points which can then be spent on
classic console games from NES, SNES, Né4, Sega
Genesis and NEC TurboGrafx. You'll also be able
to download the Opera web browser from here.

© VIRTUAL CONSOLE CHANNELS / Each Virtual
Console game you buy for the Wii will pop up
as its own channel in the Channel Menu. Pricing
for Virtual Console games out here is roughly in

even be able to use your Wii
to surf the net. The browser
should be free to download
until the end of June 2007, but after that new

users will need to purchase the browser for an
undisclosed number of Wii points. While we've
only seem limited demonstrations of the browser,
the point and click interface seems to work really
well, and the ability to seamlessly zoom in on areas

your Miis, but it’s
| reportedly only 4KB! |

of interest is a particularly nice touch.

©) FORECAST CHANNEL / All the excitement

line with the U.S. prices. For $30 AU you'll get
2000 Wii points, and game prices start at 500
for NES, 800 for SNES and 1000 for Né4, so
you're looking at $7.50, $12.00 and $15.00
respectively. There will be at least 10 titles
available through the Virtual Console service at
launch, with more to be added every month.

In addition to 20 years of killer Nintendo fitles,
a large range of other publishers are on board, g
including the likes of Konami, Capcom, Atlus, =
Sega, Sunsoft, Jaleco, Tecmo, Taito, Chun Soft,
Kemco, Takara Tomy, Bandai Namco, Square

of weather forecasts, in a console! Yes, the Wii

automatically updates local forecasts, both for

the day at hand and the week. The coolest part
of this channel for us though, is the ability to

THE CONSOLE

 Thuo/ta

Enix, Banpresto, Hudson, Irem and Koei.

> | (© Wil MESSAGE BOARD / This isn't actually one
of the normal channels but a little envelope button =
at the bottom right of the Wii Channel screen.
Using it you can send messages (with attached £

@ photos if you choose) to other friends on Wii, or 4

even to PCs and mobiles. You'll also be receiving

Flip the top of the console open and you’ll
discover four GameCube controller ports
and two GameCube memory card slots.

While under the front panel you'll find the | A
SD Card slot and the synchronisation button
(used to sync Wii-motes to the system). On
the back there’s the power slot, a sensor bar
slot, multi A/V output and two USB ports.

Dear Tommy

1 liave gone ou to buy groceries

Your ice cream is in the [ridge

Mom

messages — this is where you'll find out about new
content. Fitting in with the family machine concept,
you can also leave messages/photos for family
members on the built-in calendar. We can’t wait to
see how Nintendo integrate this functionality into
software like Animal Crossing.
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In the spirit of the system we figured we’d get a few members of the
crew involved for optimum multiplayer fun — Cam Shea, Daniel Wilks,
our art director Malky, our resident import reviewer Sally Woellner,
our resident game philosopher Daniel Staines (aka Stiz), and PC
Powerplay’s art director Glen (but don't hold that against him). We
also figured we should take some shots of us playing the damn
thing and see how they stack up against Nintendo’s depiction of the
average Wii player. Here wii go...

Thanksfully the
finished game will
not have lifestyle
shots

e 1 F

The Legend of Zelda:
TwilighF Princess

SALLY: Zelda's graphics were some of the
most impressive of the games on show, and on
top of that, the Wii-mote-turned-sword combat
is good fun (although concentrating on keeping
your Wii-mote within the sensor area can get
annoying). lis buttons are used well thanks

to contextual menus, allowing the Wii-mote to function as sword, bow

or boomerang. The ability to chain attacks using the Wii-mote to slash

and the Nunchuck controller to perform spinning sword combos in quick
succession will hopefully be expanded through the game, as it definitely
showed potential. The game’s quite enjoyable, even despite the clumsy
camera, which moseys along sedately behind you, lagging around corners
and turns. But it’s encouraging to note that according to Nintendo, we
ain’t seen nothing yet as far as the depth of this title is concerned.

MALKY: I'm not as convinced as Sally about the Twilight Princess controls,
at least those for the main dungeon demo. They felt grafted on, with
skittish aiming and very basic waggle-the-Wiimote sword fighting. In
stark contrast, the controls for the fishing mini-game were excellent — flick
the Wiimote to cast and jink the lure around, then hook the fish with the
nunchuk and reel that sucker in... perfect! So,
fishing’s great, sword fighting not so much.
Hmm... Look, it would be unfair to judge

Twilight Princess on a ten-minute demo

that deliberately showed none of the really
interesting stuff. I'm sure the controls just
needed some calibration or something. If not
they’ll be fixed for the launch, right2 | mean,
it's Nintendo and Zelda! It'll be great!
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WarioWare: Smooth Moves

SALLY: WarioWare probably does the best job of introducing the many
ways in which the controller can move and track without being too
patronising. There are over 200 uber-micro mini games, most of which
are charmingly loopy enough to bring a smile to your face. You're
presented with @ moment or two of instruction before each game starts, to
let you know if you should hold the controller
over your head like a mohawk, at your hips
like a hula-hoop dancer, or out in front of
you like someone trying fo break into their
hotel room with a credit card. While it feels a
little like a Wii-mote demo, it's still bafflingly
fun - and the squat-thrust level may even
tighten your thighs and buttocks.

0

~ Wii Sporls

~ SALLY: Wii Sports offers a mix of effortlessly
natural use of the Wii-mote, side-by-side with
some less intuitive offerings. In Bowling, a flick
of the wrist will give your ball some spin and
send it gliding elegantly across the lane, and ;
the game was easy to pick up as the bowling motion felt perfectly natural
- so natural that our avatar didn’t appear to be wearing pants, but that’s
not relevant here... On the other hand, Baseball and Tennis feel clumsier,
and take more getting used to - especially if you're already clueless
about backhands. Also, the avatars for the sports games are pretty plain,
(despite their customisable faces) which is a little disappointing given
Nintendo’s normally charming simple character design.

CAM: Sally’s bang on with the bowling. For
my money there’s a chance it’s going to be
the new Monkey Ball Bowling — there’s just
nothing like curving that ball in to clean up a
tricky spare with a well weighted motion and
flick of the wrists. Boxing was pretty cool too,
allowing you to hold your hands up fo your
face to defend yourself, tracking your motion
as you bob and weave, then (unfortunately) proving a little unresponsive
as you step in for a quick jab. The other sports weren't so impressive. Wii
Tennis is a little too simple, with control lacking the depth needed to raise
it out of gimmickry. Wii Golf has huge potential — using the controller as
a club works a treat. Pity that the ball tends to end up in the same spot
no matter who takes the shot. Wii Baseball was another game where the
motion felt great but the rest of the game is a little shallow. But you know
what? These aren’t meant to be standalone games, and as a way to
demonstrate the Wii-mote and nunchuk, they work a treat.
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/= Turns out we CAN
be as lame as
Nintendo!

Excite Truck

GLEN: Playing Excite Truck
reminded me of the first time |
fired up Super Mario Bros. on
my NES. The first gap, | pressed
A and swung the controller,
along with Mario, over the gap.
14 years later and everything
I've learnt about game control
is thrown out the window. Actually having to steer corners, hold the line
on straights, and nose the trucks into a smooth downhill landing was so
ironically new. This coupled with the sense of speed made for some pretty
spectacular mayhem. Although I’'m not certain in the end whether the
game or the controller was the star.

[above] A more accurate
piction of Wii gaming...

WILKS: As it stands Excite Truck still feels like the most readily accessible
and immediately fun of the (near) launch titles. Although it takes a little
while to get used to the control scheme using the Wii-mote, pretty soon
you find yourself sliding around corners like a pro, feathering the turbo
for extra grip. The terrain morphing is a winner too — running over icons
on the track sees the path ahead transformed in front of you, for the most
part letting you catch a little more air. Also cool is the ability to hit turbo
as you leave the lip of a jump for a prolonged boost through the air.

Super Mario Galaxy

GLEN: Mario in the Sky with Diamonds. A great
infroduction to both the nunchuk controller and the
latest trip to the Mushroom Kingdom. The nunchuk
handled the familiar thumbstick directional control,
and Wii-mote controlled the position of a contextual
cursor and gesture-triggered actions. Keeping up
with this required a pretty splintered headspace,
which did get a little confusing. Reminiscent of the way that Mario was
prone to running around in circles the first few times around the Castle
in Mario 64. The sense of scale rocketing around orbital debris was
awesome, but the lack of high def pushing it is a shame.

CAM: This is the game that really melds fully featured game design with the
controllers. In other words, Mario Galaxy is no gimmick, and is definitely
my pick of the Wi titles in this spread. The controls feel great, with a flick
of either wrist seeing Mario execute a spin jump or catch an ethereal jet
stream to leap across space to a new planetoid. While some may see all
the asteroid hopping as gimmicky and confusing, all | see is potential.
The section we've played so far already featured several paths (leading to
three different bosses — all cool) and like all good Mario games, it felt like
there were secrets around every corner (or planetoid as the case may be).
While puzzles were very basic, we can only imagine how cool the puzzles
that span multiple asteroids will be in the final game.

Cam eases Malky :
into Wii Golf via ¢+ It’s not about the
the ‘just friends’ thrust, it’s about
spooning technique the motion...

HYPERY 23



Wii Play

CAM: To be honest the most
appealing feature for Wii Play
is that it's going to come with
a bonus Wii-mote. Not that
it’s all bad, but this is a package that isn't
likely to be on high rotation at Hyper HQ.
With a selection of mini-games, which I'll
let Daniel Stains outline, nothing here is
particularly memorable, and the package
is mostly about getting people used to
the controller. We also had a few issues
with controller sensitivity — Laser Hockey

~ and Table Tennis in particular were just way too skittish to

- control. Probably best to give Wii Play a wide berth.

STIZ: The main problem with Wii Play is that most of the
games it features are complete arse. Here’s a rundown:
Find-Mii is an updated version of Where’s Wally that
somehow manages to be more boring than the original.
Pose-Mii is like a one-piece jigsaw puzzle for two players.
Laser Hockey is so touchy that it’s almost impossible to

version of Duck Hunt. Fishing is FISHING. And Snooker...
Snooker’s actually pretty good. So! Out of the six games
we saw, it seems that only one was worth playing. | guess
it'’s a good thing this title is meant for your mum and dad
— because God knows who else would bother.

UVERALL

Melroid Prime 3: Corruplion

STIZ: It's difficult to form a coherent
impression of Metroid Prime 3 from a
fifteen-minute demo. The Metroid games
are always slow-burns — you really have
to dedicate af least a few hours to them
before you can understand what makes
them tick. Hmmm. Oh welll | guess I'll just  than what was happening on-screen.
- gloss over the gameplay and talk mostly
play properly. Shooting is practically identical to the NES ~ about the controls.

Okay, so — the controls. | don'’t like
them very much. Using the Wiimote to
aim Samus’ arm-cannon and interact with  good chance the same rule applies here.
the environment doesn’t feel as natural or And since it’s Metroid we're talking about,
intuitive as I'd hoped it would. Many of the  I'm willing to give Corruption the benefit
motion-sensitive actions (such as tossing

Paaunch:<
7

the grappling line) are fiddly to perform
and the Wiimote's tendency to whig-out
whenever it’s not pointed directly at the
sensor bar makes it difficult to relax. In all
honesty, | often found that | was paying
more attention to the position of my arm

Which kind of sucks.

But listen: this could all be a matter of
practise. It took me a while to get used
to Prime on the GameCube, so there’s a

of the doubt — for now.

This system definitely has more than a whiff of Ninty magic
about it, that’s for sure, and getting your mitts on the Wii-
mote for the first time will undoubtedly be a memorable

. experience. For me though, the appeal of titles like

- WarioWare and Wii Sports will probably wear thin pretty
qmckly, so | just hope Nintendo can back up the likes of Zelda, Mario
Galaxy and Metroid Prime Corruption with more ‘serious’ titles - the
kinds of games that you'll be playing every day for weeks, not just
for a quick post-pub session with friends. This system really has the
potential o be something special, so | just hope it doesn’t get mired
down in party games.

I'm very excited about the Wii but | still have some
misgivings with the system that seem to grow, rather than
abate the more | play it. | love the idea of the control
. scheme but there are definitely some niggles associated

> with calibration — especially for games that require direct
pointing at the screen. Aiming in Zelda, for instance, was often erratic
in our time with it. For now though, I'll give Ninty the benefit of the
doubt — it could be non-final code or simply a calibration issue that
we'll be able to fix when we have our own machine. One other thing
- it's tiring! Waving your arms about is a tiring exercise. Maybe some
third party peripherals developer should come up with some sort of
Wii sling to wear while you're playing the console.

| don’t know what to think of the Wii. lt’s clear that it's
going to be one of the most important game consoles ever
I released — this much is beyond dispute. When you consider

. games like Wii Sports and WarioWare, it’s clear that
- Nintendo is going to have no trouble roping in the casual
gaming demogruphlc it's aiming for. But the question is: what about
us? What about hardcore gamers2 Will our years of experience
with traditional gaming devices make it more difficult for us to
appreciate what the Wii has to offer? In some regards, | suspect it
might. But then | also said the same thing about the DS...
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Overall, the Wii showed a whole lot of potential. Many

oy7ll of the launch games seem designed mainly to familiarise
i v | people with the Wii-mote and Wii system, and are caught
up in the novelty value of the controller - but that’s only
natural, and hopefully deeper and longer-lasting Wii
games will come with time. There’s enough promise in the launch
games to provide many happy hours for hardcore Ninty fans, despite
the proliferation of lighter content designed to interest curious non-
gamers. The long-term ergonomic effects of waving your arm around
for hours still remain to be seen, though — I'm preparing to add to the
Wii jokes an entirely new genre of calls about gamers’ sore wrists.

| To be honest I'm not at all interested in the connectivity
features on the Wii. Nor am | that excited at the prospect

' of my elderly relatives springing out of their seats for a

| game of bowls with me. It’s all about the Wii-mote. The

- promise it shows to invigorate gaming beyond simply
cxddlng a colon and a subtitle to an established name is huge. The
potential it has to introduce new play mechanics we don’t even know
about yet is really exciting. However, the Wii-mote isn’t going to
code any games so we can only hope that fhe developers have got it
under control.

I really admire Nintendo for what they’re doing with the
Wii, experimenting and trying to break the “new console,
better graphics, same old games” cycle. And it will be great
it my four year old daughter can intuitively play games
with me instead of struggling with the controls before
eventually giving up, frustrated. Some of my doubts
remain, outlined very well by Cam and Stiz above,
but actually getting to play Mario Galaxy allayed a
lot of my fears; it rocks. | just hope the Wii delivers
past the initial wave of cool games and we don't
end up with a situation like that of the poor old
GameCube. Colour me cautiously optimistic.
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This year’s Tokyo Game Show saw Sony’s
PlayStation 3 formerly introduced to
the Japanese press and public, where
almost 200,000 people had a chance
to experience the console first-hand.
While the system has copped a lot of
flak over the last year and a half, it had
a great show, with a surprisingly large array of
solid titles on the way.
It wasn’t all about Sony’s monster machine,
though — several softcos had kooky Wii
demonstration areas (Sega’s lovely Monkey
Ball girls, playing Banana Blitz on shifts, were
the pick of the bunch) and there were enough
interesting PS2, Xbox 360, DS and PSP games
on show to whet even the most finicky of
appetites. What was also interesting was seeing
the vast inroads mobile gaming has made into
TGS - everywhere you looked there were games
for mobile on display. We're still not sold.
Weaving through the freak-out cosplayers and
blinking booth babe mannequins, we found
a wealth of great new titles to get the gaming
blood pumping. Over the next 12 pages we
present some of the best.

Armored Core 4 e

By FromSoftware
Armored Core 4 is looking awesome, it’s  Due Early 2007
that simple. While we haven’t gone hands
on with it yet, what we’ve seen has left us in little doubt that
this will be the mech game to get. Effortlessly capturing both
hyper-mobile explosive action and the sheer weight involved
in throwing hulking great chunks of metal through the air,
Armored Core 4 looks visceral and satisfying. Set against a
hazy orange desert city backdrop, mechs strafed around each
other, carving great rifts in the sandy ground before jetting
into the sky, continuing the game of high speed cat and
mouse high above the ground, boosting effortlessly to evade
the dozens of missiles and thousands of rounds blazing
through the sky. This one is looking really next
gen, and a whole lot more promising than
the lukewarm Gundam: Crossfire
PS3 title. €8
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Ape Escape Racer |

Bu Sony
. Just when we thought Mario Kart clones had Due TBA
been safely stowed in the trunk of forgotten
gaming memories, Sony brought this one out of the
hold-all and on to the TGS tracks. Good news is, it’s
better - and with much more evidence of imaginative
design - than most games of its type. Yes, there are
apes and they are in karts, but there are also weird and
wonderful items (disco balls and confetti with which
to slow down other racers, for instance) and there is
enough inventive course design (bridges leading up from
the middle of the track to provide alternate routes, etc)
to suggest that the finished game might well provide
PSP owners with a decent alternative to Mario Kart
DS. Multiplayer options are all in place, too, although
they weren't available in the TGS build. Even in its
current form, though, Ape Escape Racer looks the part
- technically, it’s on a par with the best PS2 kart racers,
and plays very well, with the weight of the karts and
their handling set up so that you can really throw them
round the track. Best of all, it captures the humour and
charm of the Ape Escape series - and belts it in to a little
go-kart. Nifty. J1

Coded Arms Assault i

Bu Konami

This game had one of the coolest trailers at TGS this  Due Mid 2007
year, which unfortunately meant that playing it was

always going to be a bit of a letdown. Nonetheless, looking past some

fairly derivative FPS gameplay, Coded Arms Assault has enough cool
elements to at least give itself a fighting chance. You play a hacker
trying to take down Globo-Chem (or some other evil corporation) so
the entire game takes place in a digital space. Wherever you look you'll
see data lines scanning along, while gunplay sees impact points bloom
into orange grids and enemies dissolve into wireframes. Cooler still,
switching weaponry sees it loaded in from a wireframe into your
hands. The environment is predictably urban — neon signs, rain
slicked streets and barricades, while gameplay was fun enough, but
obviously still very early — the single player code had a tendency
to freeze when switching weapons or opening doors, while
multiplayer was essentially a slide show. Shows
some promise. €8
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Tennis 3 -

Bu Sega AM2
Of all the PS3 games on display at Due Early 2007
TGS, this was the one which | most
wanted to take home and play the life out of. It's not
only a perfect showcase for the PlayStation 3’s hi-def
capabilities (it was running at a full 1080p and 60
frames per second, looking unbelievably good as a
result), but it’s also a lesson in how to make sports
game sequels. Of course there are more players and
courts, and the single player game has been expanded
dramatically through transformation into a bona fide
career mode, but more than all that, Virtua Tennis 3
has the best aspects of its two predecessors’ gameplay
- and apparently, none of their flaws. Opponent Al has
been improved markedly, and | was able to have some
gripping rallies with computer-controlled players who
seemingly picked up on my habits and style of play. It's
unusual for a tennis game to be great in single-player
form, but Virtua Tennis 3 is. Ji

na the Rapper

With Sony already having PSP
outlined a rough plan to By Sony Japan
release PSone classics for Due TBA (late 2006 Japan)

the PSP through a download

system, we can’t really see the point in developing and
releasing a new version of any old PlayStation game

- not even the very classic PaRappa. But then again, this
isn't a mere re-release; it's a remix. There was only one
level playable at the Tokyo Game Show, but it featured
Chop Chop Master Onion in fine form and | therefore
left the demo wearing a smile. The obvious differences
between this PSP version and the original are aesthetic:
it’s running in 16:9 and it’s anti-aliased. Trusting the
Sony PR spiel, though, there will be a four-player mode
in the final version, and it’s rumoured that there will

be PSP-exclusive stages later on in single-player mode.
PaRappa is frankly too much fun to ignore, even nearly
a decade after its original release; the prospect of more
PaRappa on the PSP is a fine one. And how about some
hidden Um Jammer while you're at it Sony? Ji
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PS3 115 S Challenge! ===z

Bu Ongakukan
The history of Due TBA (late 2006 Japan)
Japanese train
simulator games stems back to Taito’s
landmark Densha De GO! arcade
machine. In recent years, though,
other developers have been setting up
rival lines. Sony’s Train Simulator Real
series was moderately successful on the PS2, and Railfan - an addition to
that series - brings it up to date for early adopters of the PS3. The main
difference here is that, for the first time, a Japanese train driving sim
journeys outside of Japan: as well as lines in Tokyo and Kyoto/Osaka
(“Ooh, look! There’s my housel!”) there is also a large part of the game
which is based in Chicago. Although the PS2 versions of this software had PS3
photorealistic visuals - they simply used playback of MPEGs shot from the 88 a GOlf BlUb By Sega
front of Japanese trains at accelerated/decelerated speeds to convey the Due TBA (November Japan)
sensation of actually being there - Railfan goes two steps further, introducing Featurlng the Miyazat[] Family
out-of-train footage of your
journey. You can see beautiful : bﬁ%ﬁé‘@@
hi-def footage of your train S
speeding through a city, from the
air or from behind. The trick is,
you do control that train. Railfan
looks too good to be true - but it
is true. How about that? JI

Maybe it’s just because | love Sega
more than | love my wife (only joking,
dear) or perhaps it's because of an uncanny resemblance to
Neo Turf Masters, but either way Sega Golf Club caught my
eye. It's not exactly a next-gen looker - it is, in fact, a conversion
of an arcade game from late 2004 - but Sega Golf Club seems
to capture the seriousness of golf in a fun way, and without any
of the gimmicks used by Everybody’s Golf or the Mario Golf
series. The game’s most interesting feature is its swing system:
it's all done on the left analogue stick, which simulates the 360-
degree range of a player’s Real Golf Arms (copyright pending).
Put simply, you swing the stick to swing the club. It was a bit
tricky to get the hang of this system, but once I'd realised how
simple and clever it actually is - and once I'd managed to
avoid burying shots in the rough - | found Sega Golf Club to be
another Sega PS3 game whispering “Take me home”. Ji

R 1
al PS3. Xbox 360

Bu Artoon
In Los Due 2007
Angeles,
there’s something worse
than death, and they’re
prowling the streets en
masse. As spec ops
agent John Lloyd you're on the team that’s assigned to
wipe them all out. So what are ‘they’ specifically? Think
vampiric, fast-moving wall-climbing servants of the devil,
and you'd be on the right track. While the set-up may
reek of other survival horror titles, Rain is actually more
than that, with enemies that are so fast and deadly
that you're encouraged to use stealth tactics in the
open environments to survive.
Los Angeles is a depressing place in its own right,

which is taken to a new level in Rain — the dreary
rain-soaked urban environments are often cloaked
in shadow and shaded in greys, and your handy
mini-map shows you each enemy’s ‘cone of
vision’, producing a tense game of cat

and mouse. Or, erm, spec ops agent and
building leaping blood sucking fiend, as the
case may be. Looking good. €S

Uead or Alive Xtreme C e

By Tecmo
One of the least impressive stage dances at this year’s Tokyo ~ Due November
Game Show was at Tecmo's stand of Hawaiian-style Japanese
fillies. They were too cute for words, but they really couldn’t dance. It was a bit
embarrassing to watch. And you'd think there might be some embarrassment
caused by the testosterone-fuelled juvenility of Dead or Alive Xtreme 2, yet,
as with Rumble Roses XX at last year’s show, this was a game which proved
the rule that most gamers can’t turn away from digital breasts. (Especially not
when they bounce around like this.) So | didn't try to turn away, either, and
instead found a game which is coming along nicely but still needs a lot of
work. The volleyball and leisure activities are lovelier than they were in the
first outing, but the newly added jet ski racing section of Xtreme 2 is lacking.
It looks fine - the sunlight and water effects are as good as anything since
WaveRace: Blue Storm, but jet ski control is unresponsive and frustrating. The
tits are in place; now Tecmo just needs to hone the actual gameplay. 31
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Kira Music Hour

Tucked away at the back of Sega’s DS
booth was a solitary DS demo unit By Sega
playing this, a rhythm-action title with  Due TBA (now Japan)
a name that translates beautifully as

Shiny Music Hour. If you cross Dance Dance Revolution
and Guitar Freaks, you get this game: three panels are
displayed on the touch-screen, which you stroke/tap

in time to the J-pop soundtrack, and that makes your
dancing girl (pictured on the main screen) groovy. Kira
Kira's combo system is excellent, pushing you into a
rainbow-packed overdrive mode of disco madness

- provided that you keep making the taps as demanded.
It’s a game which seems to be full of energy, but it has
balance too, with the difficulty level progressing nicely
from stage to stage. Best of all, by the time you read this
Kira Kira Music Hour will be available in Japan. Ji

[left] How many plush animals

had to die to make those leg A'\%Q“qo;;h(a#aj%a‘)cpf(“\

This one’s been doing the Due TBA
rounds for some time as an

arcade game, but Namco is at last
speeding up its development as an
Xbox 360 title. Essentially, you're

in charge of an idol. (‘Idol’ is the
all-encompassing Jopanese term
for a female model, soft/hard porn
actor, normal actress, and/or pop
star.) As the manager of an idol,
you get all sorts of perks (I imagine);
but as the manager of a digital

idol, you just get to pave a career
path for her. Still, it’s fun. There’s
plenty of enjoyment to be had from
deciding what gigs your girl takes
on, dictating how she looks, and
managing her (your) bank account.
Really, there is! It’s also extremely
popular at the moment, with queues
at MicroSoft’s TGS booth floating
around the hour-long wait mark.
Something to build Japanese faith in
Microsoft, then? Unlikely, but it can
hardly hurt the 360’s cause. Ji
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Fternal Sonata e

By tri-Crescendo
Namco seems to be almost diarrhetic ~ Due TBA
in its release of new RPG titles recently.
The latest one to drop is this Frederic Chopin-starring
Xbox 360 spectacular. It's set in 19th century France and
begins at Chopin’s deathbed; from there, Eternal Sonata
winds through a story which stars a young girl named
Polka and brings in additional playable characters, all
with the aim of, you know, defeating bosses, leveling up

: \\'\‘Ez‘ﬁ‘?\qnd curing the world’s ills. The game’s developer has

previously worked on Valkyrie Profile and Star Ocean,
and you can see that pedigree clearly in Sonata’s visual
quality - it’s one of the loveliest-looking RPGs around,
full of lush environments and little details. But pretty
pictures alone do not a great game make, and the demo
presented at TGS was too short to gauge just how much
there is to Eternal Sonata. If its gameplay matches its
looks and sounds (a Chopin score, no less, and voice
acting from acclaimed Japanese actors), however, it
could be a classic. J1
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A Wonderful World j®

Bu Square Enix
No one was really expecting Square to get into the beat ‘em Due TBA
up ring again after Ergheiz, but It's A Wonderful World edges
in that direction. The trailer shown at TGS looked like a Treasure game in
many ways (think Rakugaki Showtime meets Sin & Punishment): it’s a heavily
stylised 2D fighter-RPG hybrid set in a gritty future world, and the in-battle
action is fairly relentless. Apparently, demons are inhabiting the place and
making everything go wrong, which is where the game's two protagonists
come in - fo fight these characters and restore the fitular Wonderful World.
The fighting here is a mixture of stylus and d-pad control, with sword slashes
and gun shots assigned to one character (using the stylus) and magic spells
assigned to the other (inputted BeMani-style with the d-pad, following on-
screen cues). There’s something really old skool about It's A Wonderful World,
yet it was also one of the best-looking DS games on show. Wonderful. Ji

Virtual Onj

By Sega
The Sega Ages 2500 Due TBA
series of remake
compilations for the PS2 has been
going down quite successfully in Japan
for more than a year now. The latest
installment, Volume 30, is a reworking
of the arcade and Saturn classic Virtual On, which was
playable in early form at TGS. The game is all about
battles between huge mech characters inside large, square
arenas. The control system, which demands simultaneous
use of two joysticks, resulted in the release of special Twin
Stick controllers for the Saturn and Dreamcast versions to
mimic the coin-op set-up. On the PS2, of course, there’s no
need for an expensive controller because the Dual Shock
2 will suffice. In fact, playing the original game again
- albeit with sharpened graphics and immediately
accessible Dual Shock control - reminded us of just
how good the first game was, and how mediocre
the PS2 game Virtual On Marz was. Knowing Sega,
there will also be quite a few Easter eggs in the final
code - quite possibly including other versions of the
game. This is certainly going to be the one for PS2- J
owning Virtual On fans to plump for. 31 %
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Jeanne dArc |

ByLevel5

One of the most promising looking Due 2007 (November 2006 Japan)
tactical RPGs for PSP on the
horizon, Jeanne d’Arc takes the story of Joan of Arc and spices it up
somewhat. England and France are still at war, with Joan leaving
her town to join the French campaign, but this is a world full of : =
magic and ancient powers, of monsters and demon armies. SNk S

With a familiar turn-based battle system as its starting point, N
Jeanne d'Arc introduces some cool elements, such as group bonuses.
Keep your units close and you'll get a defense bonus as they can
all help repel an attack. Likewise, there are attacking bonuses for
surrounding enemies. Character development is handled via skill
stones. Six can be equipped at once, and there are four basic types
(stat boosts, special attacks, magic and beneficial status), from which
you'll be able to tailor your character. There'll also be a crafting
system of some sort for the skill stones.

While the intricacies of battle are still something of a mystery
(due in part to a short play time, but mostly thanks to my stinky
Japanese), we really hope Jeanne d’Arc sees a Western release. €8
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Xbox 360
By Mistwalker
Due 2007

Many people have
commented that
by and large “next
generation” simply
means a significant increase in
scale, and Lost Odyssey is a game
that really uses this to its advantage.
The opening to the TGS demo was
epic — massive armies charged at
one another across an enormous
battlefield, with gameplay weaving
in and out of a number of incredible
cutscenes. While the gameplay is
fairly basic at this stage — select
enemy, hit enemy, there’s no
denying just how cool it is to face off
against a ten storey flame spewing
war machine while a pitched battle
rages in all directions around you.
The lead character of Lost Odyssey
is Kaim, a near immortal and
complete bad arse, and while we
haven't seen any of the
other playable characters,
we've been told there will
be eight in total. Stunning
graphics aside, from what
we've seen Lost Odyssey
treads a pretty tried and true
RPG path, with random turn-based
battles and plenty of acquisition. €§
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Winning tleven Dof8 ol

ByKCET
It seems strange to see Konami's all- Due December
conquering soccer series on Nintendo’s
DS. With only one notable exception (Winning Eleven
6, which made an appearance on the GameCube in
Japan) the series has passed by Nintendo systems until
now. But it’s a sign of how huge the DS market has
become in Japan, that developers can’t really afford
to ignore it. And so Winning Eleven DS is on its way
to appease Konami’s shareholders. The game uses
the touch-screen to allow for quick, mid-game tactical
adjustments, which is a particularly excellent feature
in multiplayer mode. Graphically, Winning Eleven DS
harks back to early PlayStation games in the series (think
Winning Eleven 3) and even the gameplay, reliant on
the d-pad for lack of an analogue stick, is reminiscent of
that old beauty. Ji
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By Game Republic
The PS3 version of Genji has two major selling points. The ~ Due 2007
first is how gorgeous it looks. We try not to get all goggle-

eyed at pretty graphics around here — especially since almost all next-
gen games look good in some way or another — but Genji truly does
look remarkable. Vibrant colours combine with detailed environments
and creative creature design to give the whole thing a very cool
feudal Japanese vibe. It’s kind of like Okami in a way, but with
an emphasis on detail instead of abstraction.

The other big selling point is the Lego Star Wars-style
swap-in character system. Basically, there are three main
characters that you can switch between on the fly, and -
as you'd expect — each character has their own strengths
and weaknesses. During our time with the game, we grew

especially fond of Benkei: a big fat monk that carries this massive,
Ay Monkey Magic style bo-staff with which to club armoured enemies.

: .\ You know that saying, “speak softly and carry a big stick”2 Well
‘ e Benkei speaks loudly and carries a HUGE stick. He's awesome.

: Oh! Almost forgot: there’s also a giant crab. Apparently

that's like an internet meme now or something, so Wilks made me

mention it. So... yeah. There you go. DS
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His arm extends
into this monstrous
tentacle thing that
launches out and
grabs any nearby
enemies..
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[wherever]
Hopefully

we'll see some
more bike
riding, sword
swinging, pizza
eating intro
movies

vil May Cry 4

By Capcom
Dante is dead. Or at least he might as Due 2007
well be — seeing how he’s been booted
from the comfy protagonist’s chair for this next instalment
of Devil May Cry. The new guy in town is named Nero
and he's actually a lot like Dante. He's got the same
silver hair, the same cocky attitude, the same crazy one-
liners... he even wears a cool red trench-coat. But unlike
Dante, Nero has some kind of crazy Devil Arm thing
happening. You can see it in the images accompanying
this preview: notice how his right arm is all glowy and
gold? That's because it's a Devil Arm. If you just give me
a sec, I'll explain to you what it’s all about.

BETTER THE DEVIL YOU... ARM
Okay, so the first thing about the Devil Arm is that we
have no idea how it fits into the story or why Nero has
one — the demo we played didn’t go into any of that. But
what we do know is that it’s basically a super-weapon
that you can use in a variety of ways to deal damage
and boost combos. For example, by simply pressing the
circle button, you can make the Devil Arm lash out at
the nearest enemy and slam them into the ground. But
(and this is where it starts to get cool) if you move the
analogue stick while pressing the circle button, Nero

will perform a neato Devil Arm technique that acts kind
of like a big grappling hook. Basically, his arm extends
into this monstrous tentacle thing that launches out and
grabs any nearby enemies, dragging them in and setting
them up for a flashy combo. It’s pretty rad — and the fact
that you can use it in the air as well as on the ground
makes it very useful for chaining combos together for
max rewards and the like.

Of course, aside from the whole Devil Arm thing, it
must be said that Nero doesn’t feel very different from
Dante in terms of combat ability. Many of the moves
we saw while playing DMC4 are direct replicas of those
featured in DMC3. You can still do the faithful four-slash
button-mash. You can still do the pop-up slash into air-
guns combo. You can still do the same old Stinger attack
(although it’s got a bit more range this time). Basically,
you can still do pretty much everything you could do
in the previous Devil May Cry games — which kind of
makes the combat in DMC4 seem a bit... samey.

Which is not necessarily a bad thing, but still — it's
wasted potential. Why introduce this new character if
he’s going to play almost identically to Dante? Capcom
claims that there’ll be some kind
of “acceleration system” added to
the final game that alleviates this
problem to a certain degree, but we
didn’t see any evidence of that at
TGS. Maybe they couldn’t get it in on
time? | dunno. The rest of the demo
seemed pretty complete, so it seems
odd that they’d leave out what you'd
think would be one of the most
important aspecis of the game.

Oh well. | guess the most
important thing for any game is that
it's fun — and DMC4 (at least so
far) is definitely that. We just hope
Capcom manage to spice it up a bit
before release. DS
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By Team Ninja
No, it's not Ninja Gaiden 2, it's Ninja Gaiden Due 2007
Sigma. Team Ninja are taking their much
loved and fiercely difficult action game Ninja Gaiden Black,
and giving it a serious makeover on PS3. As you can tell
from the screenshots, this game is pants wettingly gorgeous
— with a new engine designed to take full advantage of
the PS3’s hardware, but of course, that’s not where the
improvements stop. Although the game will follow the same
series of events as the original, this will be more of a remix
than a pretty port, with changes to levels, combat and Al. If
you've seen the trailer you would have already noticed Ryu
facing off against a couple of familiar characters in new
settings — such as battling a dual pistol wielding Gamoy, but
that’s just the beginning.

Rachel is now a playable character, and Team Ninja are
designing a separate set of missions for her, allowing you
to see the Ninja Gaiden story from a different perspective.

Combat — particularly for projectiles - has been tightened i

and tweaked, and there’s already one significant new RaChet IS DOW a
inclusion that we know of - dual wielding katanas, which

should be awesome fun. Enemies and bosses will both be playabte CharaCten"

revisited: the team is particularly focused on improving the With a Separ\ate Set

Al to provide more sophisticated enemy behaviour (although S
this doesn’t necessarily mean the game will be harder). f

Animations are being tightened, and Ryu has some cool O m[SSIOnS
new abilities, such as not only being able to run on water,
but fight on water too — boo ya! Now that’s a goddamn
ninja! Team Ninja have also confirmed that they will be
using the controller’s tilt technology, but haven’t revealed in
what capacity.

Another cool change is that the team are revisiting
cutscenes from the original and recreating them in real-
time, and giving the player control. Remember the cutscene
in the first game where Doku burnt down the shrine in
Hayabusa village in search of the Dark Dragon blade? Well
for the sequel that scene will be in real-time and you'll be
able to duke it out with Doku yourself. The footage we've
seen inside the burning shrine looks absolutely incredible
— you can almost feel the intensity of the heat as the flames
lick at the building, beams fall to the ground and lit embers
swirl in the hazy air. It's a testament to the horsepower of
the PS3 that last generation’s cutscene is this generation’s
real-time. We can’t wait. €8
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Blue Dragon s

Bu Mistwalker

Given how popular the Dragon  Due 2007

Quest series is in Japan it’s

really no surprise to see DQ VIII’s
character designer Akira Toriyama
roped in to work his magic on Blue
Dragon. lt is, after all, one of the
two games (along with Mistwalker’s
other title Lost Odyssey) that
Microsoft hope will help the Xbox
360 crack the massive Japanese
RPG market. So yeah, Blue Dragon
doesn’t exactly have a unique set
of characters, but thankfully what

it does have is buckets of charm
backed up by incredible cutscenes
and gorgeous in-game design.

While the lead character Shu
may have predictably spiky hair,
he also has a f**k-off big shadow
dragon to do his fighting for him,
and in our books that's pretty cool.
Each character in your party, in
fact, has their own shadow that
rears up behind them during the
(thankfully not random) turn-based
combat in the game. li’s the Blue
Dragon equivalent of being able
to say “Punch, Giant Robo!” and
have death dispensed before your
eyes. Other than Shu's blue dragon,
the three other party members had
a hawk-like shadow, a genie-like
shadow and a shadow with massive
horns, each of which has its own
abilities and attacks. Speaking of
which, the attack animations are all
suitably over the top and cinematic,
and after seeing one of Shu’s Level
70 attacks where his dragon rains
molten chunks down on an enemy
in an awesome display of power, we
were sold.

Enemies range from a legion of
cool retro robots through to birds
and butterflies, and we have to say
that while the lead characters may
be archetypal, the enemy designs
are really great, and the bosses
are absolutely massive. One of the
demos also featured a neat little
on-rails shooter mini-game as Shu’s
airship pursues a boss.

Blue Dragon is definitely one to
watch. €8
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[Above and
Below] You can
actually play the
full game of Blue
Dragon from the
retail copy instead
of having to buy it
piecemeal. Wow!

Gran Turismo HD i

By Polyphony Digital
Polyphony Digital unveiled a rather Due TBA (December 2006 Japan)
contentious plan for Gran Turismo HD at §
TGS, whereby the cost of the game at retail will be very low, with the vast
majority of content available for purchase online via microtransactions.
There will be two modes — Premium, which will be like a true high def
sneak peek at Gran Turismo 5 (due on PS3 in 2008) and will contain 30
cars and two tracks (with another 30 cars and one more track available
online), while Classic is the head to head online component (and
presumably uses updated GT4 assets) which will come with no content.
Anything you want for Classic will have to be paid for online, and the
team are shooting for 770 cars, 51 courses and numerous other items.
So, how much is content going to cost? Well, for the Japanese launch,
cars for Classic will cost 50-100 yen (AU 56c - $1.12) and courses will
be 200-500 yen (AU $2.23 - $5.57). It doesn’t sound like much, and
for the cautious investor doesn’t have to be. Our concerns, however,
are twofold. Firstly, the hardcore GT players will want it all, which could
wind up being a huge sum of money, and secondly, where's the reward
system? Players who dedicate huge amounts of time to a game are
rewarded by unlocking new content (or being able to afford it using
in-game currency). Once everything is available for
a price, with no skill required, doesn’t that defeat the
purpose of the game? Sony are obviously treading
cautiously, building the purchasing into the online
component rather than single player, but it's still a trend
that could ruin the carefully structured reward systems
of many games. Downloading new songs for Singstar
— that makes sense. GT HD2 Well, the jury is still out.
Other news that has us both excited and a little
worried is that vehicle damage will become available
as a download for the game some time in 2007, while
the team will also be releasing
an update with more advanced
Al. While both of these are
undoubtedly good news for the
series, shouldn't they be included
out of the box2 They sound
suspiciously like patches to us,
allowing the team to put out the
game in an unfinished state then
releasing important components
later on. lt's a worrying sign, but
| guess the upshot is that we'll
be playing GT HD sooner rather
than later. €8 :



Resistance: Fall of Man

Resistance: Fall of Man is a game of two PS3
halves: single player and multiplayer. We  ByInsomniac Games
got a taste of both at this year’s TGS, albeit Due Launch
in depressingly limited quantities. Damn
time-limited demos!

Based on what we've seen so far, it seems fair to say
that Fall of Man’s single player will play kind of like a cross
between Halo, Medal Of Honour and Ratchet & Clank. As
we made our way through the demo, glorious set-piece
batiles in a devastated English country-side gradually
gave way to claustrophobic corridor shoot-outs with gangs
of alien enemies whose bastard-smart Al made them
incredibly difficult to kill. Perhaps too difficult. There’s a fine
line between ‘challenging’ and ‘frustrating’, and it seems
Fall of Man has crossed it several times over. Or we might
just be crap at it — that’s entirely possible too.

At any rate, even if- we are crap at the single player, we
at least managed to kick arse in the multiplayer. Supporting
up to 40 players simultaneously, Fall of Man'’s online mode
includes three main game types: Deathmatch (which also
comes in team variety), Breach, and Meltdown. Breach
— which is the gamemode we played — centres around two
reactors, with the idea being that each team has to destroy
the enemy reactor before the round ends. The rub is that there
are also five ‘nodes’ that can be captured during the course of
the game, with each node granting the team that captures it
bonuses such as radar and defence turrets. It’s an interesting
take on an old formula and one that works really well with the
large volume of players Fall of Man is capable of supporting.

As it stands, Fall of Man looks to be THE big PS3 launch
title. Some excitable pundits have even gone so far to call
it Sony’s Halo-killer. We don’t know about that — but we do
know that we like what we’ve seen so far. We like it a lot. DS
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[below] The real
reason why Cam
is so fond of the
Ridge Racer series

Ridge Racer '/}

By Namco
You guys all know that the Hyper Due Launch
Crew and the Ridge Racer series
are pretty tight. Like old school friends we've
supported one another over the years. Ol’ Ridgey gave
us an arcadey adrenalin laced shoulder to lean on
when we were feeling down, while we, in turn,
tried not to let him get too depressed during the ‘:«%{
whole R: Racing debacle. Point is, we're Ridge :
Racer fans, so for the most part we're quite happy
that Ridge Racer 7 is essentially more of the same.
Whereas for those that don't like this series, Ridge
7 sure as hell isn't going to change your mind.

That said, there are a few changes
under the hood that fans will appreciate.
There’s going to be a heavy emphasis on
customisation for instance, allowing you to i
change both your car’s appearance (paint
jobs, rims and body kits), and its performance.
This will be especially important to bring some
spice to the game’s online functionality. You'll be
able to bring your custom ride online and race in
fields of up to 14, either individually or in teams.
There will also be full online leaderboards.

At TGS the demo was running at 60fps in 1080p
which, frankly, made bugger all difference. In
terms of visual fidelity the game looks very similar
to Ridge Racer 6 on Xbox 360 and the handling is
basically identical. As expected the Nitro mechanic
returns, but thankfully there is one new inclusion
— you can now draft behind opponents to earn
a speed boost and stream past them. The
final game will have 20 or more courses, so
we hope Namco really go to town on them
because although the course we played was
fun, taking us past a giant Buddha statue,
through a nicely lit and textured cave, and of
course, blazing along more tropical trails,
it's not exactly a leap for the series. €§
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1
Lalr gjiuctor 5

Due TBA

At TGS we caught up with

Julian Eggebrecht, the CEO

of renowned development team

Factor 5. Once strongly allied

with Nintendo and responsible for

some of the most classic Star Wars

games on N64 and GameCube

- such as Rogue Squadron and

Rogue Leader, Julian and his team are now hard at work
on the promising PS3 title Lair. In it, you play a dragon
rider, fighting in a world on the brink of extinction. The
gameworld is sweeping (most areas are 32km by 32km)
and gritty, with large armies batiling it out in pitched
combat below, while you patrol the skies, battling other
dragons above, occasionally swooping down to give the
infantry some support. Julian is the Director on Lair, and
had some very interesting things to say...

HYPER: How helpful has Factor 5’s past
experience with games like Rogue Squadron
been for Lair?

Julian: It's helped us in so far as | think with Rebel Strike
we realised that a) we need to be able to go seamlessly
from ground to air if we want to advance the genre in any
way, because Rebel Strike couldn’t do it, and that was a
big drawback in the game because it was so linear, and
then b) we also saw that having worked for years and
years on craft based games that the genre has kind of hit
the wall. For us at least, because we kind of perfected the
thing - you can’t do much more with a frickin’ X-Wing!
You can replace it with different craft but it will still be
essentially the same. So for us it was, well, how can we
mix and match this desire to do a little bit more sandboxy
seamless air o ground gameplay with an advance in

the air side of things. And that’s basically when it hit us

— dragons, because you've got a living creature, and that
suddenly opens up a fon of new realms.

In terms of other games that have attempted

to do a similar thing such as Drakengard, what
were the failings that you saw in those games?
Why didn’t they work?

Did we ever really analyse that2 To be quite honest, and
that isn’t mean to sound arrogant, but | think | looked

at Drakengard for about ten seconds or something.
Honestly, it was so stereotypical. The only game which we
consciously and almost automatically stayed away from
was Panzer Dragoon, because the style is very different
from our style and secondly Panzer Dragoon is essentially
on rails, and has a lock-on system, so we didn’t want

to do a lock-on system a la Panzer Dragoon. We also
didn’t want to do Rogue Squadron rapid fire fireballs — it
would be stupid, it would be like a craft again. And we
always knew right from the get-go that since we did have
creatures - that somehow what every other game which
has tried dragons didn’t really get - is the fact that fireballs
are the long range weapons, but then you get closer in,
and these are living creatures, so do something with them
closely together. It took a lot of R&Ding to get to gameplay
mechanisms and systems which actually work for the
player. How you actually get closer and closer and closer
and you get more visceral in the combat. But | think in the
end we've found a way there, with the lock-on and the
close combat where you really fight it out.

Were you pleased when Sony announced the
tilt mechanism? Did you instantly think that this
would be perfect for the game?

The story is a little bit the other way around actually.

| know that a lot of the teams were kind of caught by
surprise, but we were actually in communication with the
controller designers way way way in the past. So, | had
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a meeting | remember back then, because on GameCube we were already
hoping that Nintendo would do it. Because obviously it’s been on the drawing
board for all the manufacturers for a number of years, and on GameCube
for Rogue Leader | would have loved to have it. But in the end it wasn't
physically possible at the time, so on the PlayStation 3, immediately when we
had the early hardware meetings | was like “please guys, put in the motion
control thing. It needs to work this time and we've got the perfect title to
showcase it”. So then they went into this whole R&D cycle and for a long time
we didn’t hear anything, and | always had two different designs for Lair. One
was completely with the stick control which we worked on for quite a while,
and one was built completely around the motion control. And then when

we heard that ‘oh, they’re really going ahead and they’re doing it’ we very
quickly adapted everything to the motion control and we never looked back.

In that regard, what do you think the motion control adds to the
game that wasn’t present in the original stick design?

On a very minute detail level, one of accessibility problems for people with flight
games is that you have a huge range of motion with the 360 degree flight but
you've only got a tiny motion on the analogue stick, which is also one of the
problems — slightly less though — for racing games. The moment you've
got the tilt control, you've got the full range of your wrists, basically
giving you the complete control over the beast. So one of the things
we've found is that people who didn't find flight games accessible
before, suddenly when we put it on the filt, your basic controls,
suddenly could fly the dragon pretty well. That was the first

step, then the second step is, well, you're riding a dragon which is kind of like a
horse, so you're holding the reigns. So what can you do in terms of simplifying
your button layout2 So that basically you get natural feeling gestures interpreted
to get rid of this myriad of button combinations. So that was the next step then.
So you want to do a 180, so what would you do2 You'd grip on the reigns. So
what you would do on the controller is this [pulls back on controller] and the
dragon does a flip. If you want to scoot forward towards something you just
punch down, and boom, it does that. If you are in close combat with a dragon,
you want to hit him, so why do you have to use a button2 You can also do this
[thrusts towards opponent] or if somebody’s shooting at you, you can do a
dodge. So it minimised our buttons down to literally, most of the time, we're
only using two buttons, which was fantastic because it made all these different
things a) more accessible but b) it also felt as if you are actually riding the
dragon and holding the reigns. So it was kind of perfect really for the project.

How will you know when to land and help out your army?

There’s a morale meter at the top, so you can see how the morale of your

army is progressing or going down. So you have to figure out ‘oh, if | land
right now and | slaughter a couple of the other guys’ that actually builds up

the morale, ‘but oh shit, the dragons are flying in and taking out all these
soldiers, so now I’'m going to have to get into the air’. So it's the whole
seamlessness that the PlayStation 3 makes possible, opens up all of these
possibilities for sandbox type gameplay.

You have a world with dragons in it. Have you tried to avoid
being constrained by typical medieval/fantasy design? What kind
of world is Lair set in?

| personally hate every single visualisation and implementation of dragons
I've seen in either games or traditional media anywhere. | hate fantasy,
personally. I'm a science fiction geek, so you can get me with Star Wars

any time. Maybe that’s why | worked on it for ten years! So my take on it
was, if | work on fantasy, | did get the gameplay possibilities for the dragons
immediately, because that’s the obvious one. But | said, okay, if | can
somehow come up with a take on fantasy, with a reinvention of fantasy and
dragons, in a way that | wouldn't cringe, then hopefully a few more people
will get access to it, and that’s there on the screen. If you agree, | don't know,
but at least a hell of a lot of people have now said ‘well, | never have seen it
that way’, so hopefully there’s something. At least | can relate to it.

HYPER» 37




>< PREVIEW
SPECIAL

SYSTEM: PC/XBOX 360 =1 CATEGORY: THIRD PERSON THRILLER = PLAYERS: 1 # DEVELOPER: REMEDY = DUE: TBA

There’s something sublimely

unsettling about flying
half way across the world, being
jetlagged and then walking into
a darkened room only to be
confronted by Max Payne. | don’t
mean some cardboard cutout of the
character, a screenshot of the game
or something as mundane as that. |
mean Max Payne. In the flesh. Sam
Lake, lead writer for Remedy was the
face of the original Max Payne. Sure
he may not look quite as constipated
in real life as he does in the game
but he is still unmistakable.
Speaking in his rather melodic
Finnish accent, Sam reiterated what
we already knew about their new IP
Alan Wake; that it is an all new IP,
an "intense psychological thriller”
and will be using an episodic format
like a TV series. Pretty words for sure
but we didn’t travel for so many
hours for simple words. We wanted
to see the game itself. We came in
not knowing anything substantial
about Alan Wake aside from the
fact that Alan really isn’t a leading
man kind of name, aside from if
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you're Alan Alda or that delightful
Alan Thicke (no offence to all the
Alans out there) so we had no real
expectations for the game. To say
that the ten or so other journalists |
went into the session with left with
the same kind of awe and wonder
that | did would be something of an
understatement. Alan Wake simply
blew us away from the first moment
the demo began to roll.

XANAX AND A LIE DOWN
After a beautiful credits sequence
complete with moody music and
hand written titles we were given
some of the back story to the game.
Players take the role of the titular
Alan Wake, a formerly successful
horror novelist who has hit on hard
times. Wake’s fiancé and muse has
mysteriously disappeared without
a trace in events that eerily echo
those in his best selling novel, and
since then he has been plagued with
crippling writers block, insomnia
and terrifying nightmares when he
fmally does get to sleep. To make
matters even worse, Wake begins

to find himself blacking out and

awakening to find passages in his

notebook that he has no memory

of writing, all of which seem to

be coming true in real life. In an

effort to combat his psychological

ailments, Alan decides to seek

treatment at a renowned sleep clinic

located in Bright Falls, Washington.
The demo began with a few

quick pans over the town of Bright

Falls and the surrounding areas,

a rather massive area measuring

1okm x 1okm. It's a beautifully

detailed game world from the gently

WAKE'S FIANCE AND MUSE HAS
DISAPPEARED IN EVENTS THAT
EERILY ECHO THOSE IN HIS NOVEL

undulating trees that look like actual
trees rather than spiky modern art,
gentle rivers, an amazing day/
night cycle and real weather. After
zooming around the terrain for a few
moments, more than willing to show
off their amazing engine (reportedly




Wake up Aldn!
You're missing all -
the fun now. Wake
up Alan!

Not a member of
the Remedy team
- that we know of

running DXi0) the camera finally
came to alight on Alan Wake
himself, another of the wonderfully
evocative looking character models
that Remedy seem so good at
creating. Slightly hunched, dressed
against the cold and the wind,

and with eyes:ringed by bags and
personal demons, Wake stands on a
hilltop surveying his surroundings.
It's as good an introduction to a
character as you could hope for.

IT’S ALWAYS A CABIN IN THE
MOUNTAINS

The game is played from a third
person perspective similar to that of
Max Payne, although the screen is
noticeably devoid of the usual HUD.
Instead players get the occasional
hand writing mission briefing and
Wake’s own internal narrative

to let them know what to do.
Although we have only seen a brief
amount of gameplay the use of first
person narrative looks as though

it will work very nicely for both
exposition and immersion. After a
little running around showing off

the character animations and cloth
physics of Alan’s flapping coat, the
first actual gameplay segment of
the demo began with Alan talking
to a gas station attendant who tells
him to head on up to the cabin in
the nearby mountains. jJumping

in a 4WD, Wake begins the drive
up the mountains. We haven’t had
any hands on time with the game
but from what we were shown the
driving engine looks solid and
realistic. More importantly it was
also explained to us that as well

as utilising the episodic narrative,
Alan Wake is going to be an open
world game in which players can
approach the story as they see fit
and will have ample opportunities
to explore the mysteries of Bright
Falls and be rewarded for their
inquisitiveness.

During the drive up the
mountains the voiceover kicked in,
explaining how the drive seems to
mimic a passage in his notebook,
if only a hitchhiker would appear.
Lo and behold a stranger with
his thumb out does turn up and,
contrary to conventional wisdom,
Wake picks him up. Just as we

the mysterious written notes to be
true. To make things even stranger
the body on the road is no longer
there and Alan remembers the next
part of the writing that says that
the hitchhiker will stalk him in some
fashion, before finally passing out.
It's dark when Wake finally comes
to, a time where things in the game
are going to get exceptionally
creepy. With nowhere to go but
the cabin, Wake sets off up the
road to a rope bridge. The only
illumination aside from Alan’s
torch is streetlights casting little
motes of brightness in the inky
black, but every time Alan nears
one they explode and die. Running
towards the cabin (the windows
inexplicably illuminated for a place
that is supposedly empty) with
the lights exploding around him,
Wake turns to see a shadowy figure
following him. Is it the hitchhiker
somehow returned from the dead or
is it something else? We won’t know
for a while because that’s where
the demo ended. What we do know
is that light will be your greatest
ally during the game. Apparently
only Alan can see the mysterious

begin to internally groan at the
“coincidence”, the voiceover,

with immaculate comic timing
laconically says “creepy”. Alan
comments to his passenger that in
his book a man picks up a strange
hitchhiker. The hitcher assumes he’s
meant to be the killer in the story
but Wake sets him straight telling
him that in fact it is the hitchhiker
who dies. A little further up the road
Alan comes across what appears

to be the scene of a hit and run
accident. A body lays bloodied

in the centre of the road (a body
that seems to be dressed almost
identically to Alan Wake) and our
hero goes to investigate. Shortly
after he gets out of the car an out
of control truck slams into it killing
the hitchhiker, proving more of

shadowy figures and the beam of
a torch can show something as it
really is. We're not sure how this
mechanic will work but we’re more
than anxious to find out.

Real time weather
and day/night cycles are
even more impressive in

motion

Add a little electrical
tape and you’re on
to a winner
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WHAT WE'D LIKE TO SEE:
How about some more
info on the fech behind
the game? Stay tuned!

ALAN IN THE DARK

Although it was only really talked
about briefly during the demo
and wasn’t actually shown, one
of the most intriguing aspects

of Alan Wake is the structure.
Whereas Max Payne and its sequel

THE ENGINE IS EFFORTLESSLY
BEAUTIFUL... AND THE PHYSICS
INTEGRATION IS INCREDIBLE

2: The Fall of Max Payne could be

utilised a heavily plotted and rather
linear filmic structure to tell the
story and keep players intrigued,
Alan Wake is going to use a more
television styled structure. What

finished within around eight hours
— but such is the downfall of a filmic
approach. The episodic approach
has the potential to greatly increase
gameplay time as well as allow for

Inspiration Point

this means is that the action is
going to be broken down into a
number of chapters or episodes,
each with a beginning, middle
and (cliffhanger) ending. Remedy
has been criticised in the past for
making short games — Max Payne

He needs one
of those super
powered X-Files
torches
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more exposition. As each episode
is essentially self contained, the
story of Alan Wake can be dealt in
measured bursts rather than force
fed to the player.

Along with Assassin’s Creed
and BioShock, Alan Wake is one

of the few games we’ve seen

that practically screams “next
generation”. The engine is
effortlessly beautiful with massive
draw distances and no popup
(that we've seen anyway) and the
physics integration is incredible,
as demonstrated to us via a twister
set off in a trailer park. Instead of
just picking up objects and hurling
them around, the twister acted
like they do in real life, picking

up smaller objects but tearing up
buildings, sucking them up piece
by piece until they are destroyed.
Even larger objects were tossed
around in a realistic and chaotic
fashion. If Remedy can achieve a
story as good as the technology
then they are on to a winner. Signs
so far are definitely positive; what

we’ve seen of the story makes
us think of Twin Peaks by way of
Lovecraft (or maybe Silent Hill if
you're not of a literary bent) and
Sam Lake has a pretty damn good
track record with the scripts of Max
Payne and its sequel. So far there is
no set date for Alan Wake but don’t
expect a finished product until
most probably late 2007 or early
2008. We'll definitely have more
before then.

DANIEL WILKS
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PREVIEW
SPECIAL

Although it originally

appeared to be something of
a cel-shaded GTA clone, Crackdown,
an Xbox 360 exclusive game in
development from Real Time Worlds,
is a different kind of animal. Sure,
it uses a freeform approach to the
action and a large living city to
explore but the game, if anything
appears to have even less narrative
structure than the popular Rockstar
franchise. Players take the role
of an extra special special-agent
ridding the city (actually three
interconnected island cities) of crime
by tracking down and eliminating
the Kingpin of each island.

KNOCKING OVER THE PINS
Apparently players, if they so choose,
could head directly for the kingpin
for the final confrontation as soon as
they work out where they are hiding
but there’s a slight rub; each kingpin
is the head of a criminal network

with numerous major-domos and
lieutenants, each of which contributes
to the power of the head of the
family. The more of these henchmen
left alive the more powerful the
Kingpin is. As such, gameplay will
revolve around tracking down and
eliminating the under-bosses before
going after the man himself, stopping
to clear up street crime and beat up
an unimaginable number of gang
members along the way.
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Although the action of Crackdown
at this stage looks a little too simple
and straightforward to be able
to drive the game for the entire
duration, there are some mechanics
in play that show great gameplay
potential. Throughout the game
players will have the opportunity
to level up their characters, RPG-
lite style, enabling them to aim
better, become more proficient with
explosives, become stronger so
eventually they can toss around cars
like toys and increase their agility.
This final ability looks as though it has
the most fun potential as the higher
the player’s agility the higher they
can jump. At maximum level players
are able to leap massive heights and
distances. If anyone played Incredible
Hulk: Ultimate Destruction they
know how much fun such a mode of
transport can be. Apparently at the
highest level jumping will be almost
as fast a mode of transport as driving
across the city.

Yep, driving. There are, of course
vehicles in Crackdown but there
is a clever little mechanic in play
that will hopefully keep jumping
in a car interesting. Players will
have access to five or so agency
vehicles ranging from a fast but
weak sports car all the way up to a
devastatingly powerful truck that
will change depending on the level
of the player. You read that part
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correctly. The agency vehicles in
Crackdown actually morph in look
and power depending on the power
of the player; jump in the sports car
at the beginning of the game and
it’s nothing but a fast and rather soft
little coupe but when the player level
is maxed out the car transforms into
a blisteringly fast, Batmobile-esque
wedge with the ability to drive under
traffic without harming innocent
drivers. The truck starts off as a slow
but well armoured and hardy rig and
ends as a massive black behemoth
capable of crashing through nearly
any vehicle in its path. Players
will also be able to jack any of the
vehicles on the street but as far as we
understand it those won’t morph.
We're still in two minds about
Crackdown. On the one hand the
city looks great and jumping about
from rooftop to rooftop is a hoot

THE AGENCY VEHICLES
ACTUALLY. MORPH DEPENDING
ON THE POWER OF THE PLAYER

but we’re still not sure if the central
mechanics are going to be strong
enough to sustain more than a few
hours playing time. Hopefully we
should receive some preview code
fairly soon so we can go hands on to
give you a better idea.



SYSTEM: PC/XBOX 360 = CATEGORY: THIRD PERSON ACTION

It’s kind of nice to see a

game in which the two main
characters - definitely protagonists
as by their actions they definitely
can'’t be called heroes and can
barely even be considered as anti-
heroes - are decidedly unattractive.
We're not talking everyman Sam
Fisher style unattractive either. We're
talking bucket of chewed arseholes,
cross the street to avoid them
style unattractive. Greasy mullet,
facially scarred, broken-nosed ugly.
Whether or not players will be drawn
to playing such characters is the
topic of another debate; the simple
fact that characters like Kane and
Lynch exist is great.

NEVER UGLY UGLY

The ugliness of the characters is
more than skin deep. They’re not
nice people. Without going into the
rather impressively detailed back
stories of the game, both men are
escaped death-row inmates who
have actually been sentenced for
crimes they have committed. One

is a self-medicating schizophrenic
sociopath with serious violent
tendencies and the other is a cold,
professional mercenary with little
in the way of moral qualms. They’re
the original odd couple. They are
not good people and from what
we've seen there is not going to be
a story of redemption, of hookers
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with hearts of gold and hitmen with
a conscience who are only killing to
make money to fund an orphanage
for the children whose parents he
killed or some similar dross. Kane
and Lynch are bad guys, forced by
circumstances to work together.

KANE & LYNCH ARE BAD GUYS,
FORCED BY CIRCUMSTANCES
TO WORK TOGETHER

What circumstances you may
ask? Well, the back story also
tells of a mercenary mission gone
wrong. Before the beginning of the
game (presumably shown in the
opening cutscene when the game
is finished) Kane was a member of
a secretive, extralegal mercenary
outfit called The Seven. During a
botched mission in
Venezuela, The Seven,
barring Kane were
thought to have died,
leaving Kane to escape
with the loot, only to
be captured Stateside
and imprisoned for his
actions. Well, now it appears that
The Seven are back, they’re more
than a little pissed and they want
their money. They plan on getting
it by forcing Kane and Lynch
(how Lynch exactly fits into the

plot aside from being an unlikely
partner we’re not sure) to retrieve
it, threatening to kill Kane’s wife
and surviving child (Kane became a
mercenary after his young son shot
himself with his father’s gun).

Why all this talk of backstory
and so little on the game itself? To
be honest there was little to see of
the game that showed much in the
way of gameplay. What we have
seen is almost identical to Hitman:
Blood Money in terms of looks but
with more frenetic third person
combat — quite fitting when you
consider that Kane & Lynch is an 10
Interactive game and most of the
development team of the flawed
but still great Freedom Fighters
are on the job. From what we’ve
been told, Kane & Lynch: Dead Men
will be based around the concept
of co-op combat with the player
quiding both Kane and
Lynch (or presumably
two players in co-op)
through numerous
gun battles and plot
twists. Like we say, we
haven’t seen enough to
tell if this is true at the
current stage but here’s one thing
we can say with all confidence;
Kane & Lynch all but screams ADULT
GAME! Whether the gameplay can
live up to the hard-bitten premise
remains to be seen.
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In one fell swoop Microsoft

have positioned themselves
to potentially have the new big
thing with the littlies. The new
Pokemon, Yu Gi Oh or some other
such juggernaut. Already the Viva
Pinata cartoon series is tearing up
the ratings in the US, paving the
way for the game to be remarkably
successful before it's even released.
Luckily, from what we’ve seen, Viva
Pinata is actually shaping up to be
quite a decent looking little game
rather than simply a marketing
exercise targeted at a young market
able to whine to their parents until
they cave in and buy them stuff.

THE RARE STUFF?

Kind of like a cross between Animal
Crossing and My First Sim City, Viva
Pinata charges players to attract
various forms of lolly filled beasties
to your garden through the art of
landscaping. When the game begins
player are given a rather crusty
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looking plot of land and a spade.
Rather than using the spade in a
more readily understood digging
fashion, players can then beat the
ground into submission, churning
it into lovely freshly turned earth.
This in turn attracts your first visitors
to the garden, a simple worm
like pifiata known as a “Whirlm”.
Initially black and white when it
enters the garden, it's up to the
player to tend to its needs so it (and
the species as a whole) will become
a resident in the garden instead of
just a visitor. When these demands
are met the little buggers morph
into coloured versions of themselves,
becoming the catalyst needed
to entice Sparrowmint pifiatas to
investigate the garden.
Once pifiatas become residents
of the garden the player also
needs to make them breed to keep
populations up, a task achieved
by building the requisite breeding
grounds and playing a simple mini-
game in which you guide one pinata
through a maze to meet the other.
Somewhat macabrely the demo
seemed to hint that one of the cues
to get the Sparrowmints breeding
is to break open a Whirlm, a
| task achieved by bashing it
repeatedly with a spade until its
sweet candy guts are splashed
across the ground. Never fear
—if "killed” a pinata will respawn

==

V- WHATWEDLIKETO SEE:
The cartoon - apparenily
* _#it's pretty twisted and
; remarkably funny?

DEVELOPER: RARE

outside the garden as a visitor
once more so you should be able to
replenish your supplies. It's all very
cute and mostly inoffensive and
sure to appeal to a demographic
far wider than the apparent young
target market.

Throughout the game players
will be given new tools to improve
their garden including grass seeds,
upgraded spades, a watering
can and the like. With each new
tool the level of complexity of the
game should increase as players
are required to perform more tasks

THERE WILL BE AROCUND 40 OR
SO PINATAS TO ENTICE INTO |
YOUR GARDEN..

to attract new pinatas into their
garden as well as keep the pinatas
already residing in their garden
happy. We’'ve heard that there will
be around 40 or so pifiatas to entice
into your garden in all so the action
could. get quite frantic.

From what we've seen, Viva Pinata
is looking like quite an appealing
title, especially towards a more
mainstream ‘casual’ gaming crowd.
From a visual standpoint the game
has an undeniable charm with some
very cute pinata models and bright,
eye catching primary colours. ==
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Seamus Byrne 1
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[above] All cars are amazingly
customisable with thousands of
layers to play with

So where to now for Forza?

We haven'’t yet really approached
the vision I've got for Forza. We took
a good stab at it in version one and
| want to take a good stab at it in
version two. If all we were going
to do is up-res our shit and put it
on the new platform, that’s damn
easy. We want to add features, we
want to add new stuff and to do that
in less than two years and make a
generational leap from the Xbox to
the Xbox 360, that is a tall order my
friend.

We’ve got new people on
the team; our team has grown
exponentially. Our full time count
has more than doubled, and we’ve
got more outsourcers. What that has
allowed, though, is we're making a
generational leap and we’re gaining
content.

If you look at Gran Turismo 2 to
3, or if you look at Project Gotham
Racing 2 to 3, when they moved
platforms they actually lost some
content — fewer cars, fewer tracks.
For Forza we're actually adding
cars, we're adding manufacturers,
we’re adding tracks. We're going
from 230 cars to 300 cars, with new
manufacturers such as McLaren
and Lamborghini. And when we
add new manufacturers, these are
manufacturers you can damage,
paint, upgrade and tune. So you
can now take a Gallardo, if you
want, and put a supercharger on
it and paint a Hello Kitty paint job
on it and then run it into a wall at
160 miles per hour. If you are so

inclined. So, as | said, bigger in
every way. Sixty tracks, up from
the original forty-five tracks. That
includes five new tracks from the
real world.

Your pick of the new tracks?
Personally, as a physics guy, I'm
pretty excited about Sebring, because

in version one you were talking
about, "“if you're a good sim then you
have to be at 60 frames a second.”
The problem is | know physics, and
I'm like, “That’s a load of crap”.

Your frame rate is just graphics,
your update rate on your physics is
something totally different. Now if
you so choose to tie the two together
= | believe Gran Turismo did, so your
frame rate and your physicsrate are
the same, then 60 frames a second is
not a good sim. Sixty is far too slow,
and a track like Sebring will really
show it to you.

Basically, the reason Sebring is
tough is because it’s-an old air strip;
it's got all these concrete slabs and
over time they’ve gotten a little bit
disjointed, and they’ve slapped
some tar over the top of it, but really
if you're in an R8 that only has like
4mm of freaking ground clearance
and you’re going 200 mph? If you
ever watch the American Le Mans
race there, the car is just ‘Ka ga ga
hr!” and the guy’s head is just all
over the place, “cause the track is just
a monster, it destroys these cars.

In version one we are at 30
frames a second but we updated
our physics at 180 sometimes 360
depending on the component, we
updated the rate incredibly fast,
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and that made it into a hog of a
physics system, like the physics
system just took up a shitload of

our resources, and that’s a bit of

- a problem. Now on the 360 it’s a

lot less of a problem. So we kind

of built a physics system that was
future proof. A big, fat physics
system that ran really fast and really
“hot, and now we can have itona
360 that runs just fine. It ran well

on the Xbox, it’s just it took up a lot
more resources.

If we did run our physics at 60
frames a second you have to add
these extra dampers on the whole
system because too much force
gets applied into thecar in 1/60 of
a second. So what you end up with
is physics that feel kind of sluggish,
like molasses, so if you run into a
wall and rather than have the car
flatten out it actually hits the wall
and goes “brrrmr” along the
front, or when two cars hit each
other - you know you see this in
GT right - two cars hit each other
and they don't spin each other out,
they go “brrrrr mmm brirmmrrr”
[shoving fists together], right, that’s
cause if you run your physics at 60
frames a second you don’t actually
have the frequency rate required to
do the full amount of force.

So a track like Sebring, it’s really
going to test the hell out of our
physics this time. Especially the way
we capture our tracks, | mean we
put the GPS on the guys and they
go along with the rollers, it takes a

- whole week of artists taking almost
2000 pictures, we get blueprints,
they're using the plumbobs and all
sorts of crazy stuff, it’s incredible
how they capture these tracks.
So if halfway down that front
straightaway that tarmac is up a
little bit from the concrete, yeah,
that's there in Forza. '

Even in Forza 1 our road textures
are incredibly detailed. One of the
guys that had joined the Project

Gotham team had a buddy who had

made this death trap 911, 600 horse
power and only, like, 2000 pounds.
Anyway he went off at the top of

the corkscrew and in Forza there’s
actually two skid marks going off
because we've captured the track
the week after he went off. So when
we showed it to this buddy of mine,

I didn’t know that and he was like, “I
think 1 know whose tracks those are!”

You sound like you’re a racing
nut.

I've got a ton of passion for
racing cars, and that passion was
actually first planted in me by Gran

Turismo 1 on the PlayStation. When
I was younger, | didn’t play that
many games, | played, like, Street
Fighter, but I never had a console.
And | went over to a buddy’s house
and was playing GTi and it was a
lot of fun. We played through the
career together and | was like, “I
gotta go buy me one of these”. So |
got a PlayStation. | got GTi. | played
the hell out of it. And it kinda turned
me into a gamer, cause | had a
PlayStation;, and as long as you're
going to have one you may as
well start buying games like Tomb
Raider, and whatever the hell was
out at the time. And then | got Gran
Turismo 2 and [ played the hell out
of that.

When I'fimally got a chance to buy
a car that | was agonising over, you
know; when you’re younger you
get cars that are just $1,000 shitbox
cars, right, and like when | first had
an opportunity to get a car that |
was going to have to worry about,
I knew what | was going to-get. |
got a Mitsubishi 3000 GT VRy. GTi. |

_learned about that car in that game,

it’s a 3-litre V6 twin turbo all wheel
drive, all wheel steering, active aero.
In the game | always drove a white
one, so | found myself a white one.
I got the windows tinted, | put rims
on it. Basically | made my GT car.
That game had-planted this passion.
Once | got into it | started tuning;
I kind of became a bit of a garage
rat and | started street racing and |
broke my car all the time, and did
more tuning — that was all me.

And that’s what Forza is about.
When people are like, “Oh yeah,
it's Microsoft’s answer to GT”, OK,
that’s what the press would say. But
when | pitch the game, and when

~ I talk to my peers, and my team is

together, what we're talking about
is getting people passionate. You
don'’t do that by copying other

- games, you do it by coming out with

new features that are gonna excite
people.

[above] Seamus showing off

his new grill (boom tish)
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The world’s changed, also, right.
| mean you can get yourself an after
market wing, a big old garage can
wing for your Civic right now, but
you couldn’t do that back in the
day. The games have to change too,
and | didn’t want to look at what all
these other games are doing, | want
to look at what’s gonna get people
excited. And it’s all about that car
passion, and that ownership, and
that sense of customisation.

That’s what we built, you
know, a fully customisable racing
simulator. We had damage, cause
if you're a simulator and you don’t
have damage, you're not really a
simulator, right. So that just went
hand in hand there.

And we really tried to build the
best game we can. | didn’t know
how well it was gonna do. But
people really dug it, and we got this
huge community that grew up in
Europe and Asia and North America.
Now we're doing a lot more to
actually build the community, so
we hired a community manager, we
have a new website, we're making
plans for how we’re going to
elongate, you know, how the release
just keeps going and going and
building momentum.

What | really want to do is get,
like, dad to play the game and be
successful. My dad loves cars. He
luuurrrves cars. But every time he
just picks up the game and hits gas!
And runs into the walll Well he and 1
have gone to the track together, he
knows how to drive a car. But he’s
not dexterous with his hands like a
gamer is, and he's not getting the
cues that he does from really driving
a car. So we're missing something.

Do you think the new wireless
steering wheel can help?

It’s kind of funny. Microsoft’s a
big company, right, fifty thousand
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rd, pvobably
bigger. We're all in insulated little

[below] Witty Top Gear style groups. Anyway, | gct a mall one
comment day from this guy saying, “Hey, if
you guys were gonna have a wheel

by lmmersuon
Yum vich is why the
PlayStation 3 doesn t have rumble,
1 ght? They should just settle! |
fwas playmg GT and they
completely dedicated to the front )
tyres. Well you need to know how
high is youf engine 13vang, as well

- jorce feedback without settli ing
fhen theyfwou)d have taken us to

= you thmk it has iaken ¢ ve. So what it comes down to
‘so Iong for wnreless to senousl st thatpoint, they’ve got you over
- arrive? : ‘b&rrel just give them the money.
f you remember when the 3603

- first got announced we had a So what s the competition like

- wireless contioller, there werea : between yourselves and the
whole bunch of haters and fan boysr - Project Gotham guys?

that were all like, “0Oh, it's wireleSs,ﬁ, . We've stayed really close. In fact,
it's going to be'horrible, you're ~ . nothing’s going to be able to touch
“not going to be able to: control . our Live features, ‘cause we get
‘games, there’s‘going to be all th;s their code! They get our code, they
latency”, and.you know they’re beta test our new features, we beta
_talking shit! They don’t know what test their new features. We’ve got
they're talking about. Sure enough,  two full giant dev teams basically

that you were working with what
sort of features would you want?”,
and | was like, “Wait aminute,
nobody sends mail like this, are you
guys making a whee[?” and they’re
like “Well maybe we were thinking
about it.” and I was like, "Justput
me on your email list or justinvite
‘me to your status meetings. I'ltbe
* quiet, | swear. | just want tositin
~ the back, right.”

- So they started their team and it.comes out, you play Call of Duty, working on new features, that don’t
they had a really good.mechanical first person shooter, you play GRAW  have to reinvent the wheel. So you
engineer, and a really.good design - online, there’s no lag, you know, know, when other games are like,

- engineer and really good electrical ~ you don’tneed that thing plugged “Oh yeah, we’re going to do online”,

_engineers; but they didn’thave ~ ~ in. And part of that is advancement its like, "Do online? Man, we did
anyone who understood race car + .~ in wireless technology RE. But part online!” We've been raising the

~ physics. And actually if you look of that'is the advancements also bar... PGR2 with great scoreboards,
at other wheels-out there it's pretty. -~ come about because asbig company  Forza Motorsport added car clubs,
clear they didn't have anyone like-Microsoft puts alot of time and  seamless integration, and then PGR3
who understood race car physics energy in. And when people are added Gotham TV and tournaments
either, because they end up basing like, “Oh it's going to be bad, like you can download. Well, that
their force on friction. Force isn’t Mad Cats”, it's like, “"Man, we're not  Gotham TV code just came out and
based on friction, it's based on'the Mad Catst” =~ plugged into Forza. We hooked it
aligning torque of the wheels. Like a | think the biggest reason really up. Click! We have Forza TV. We
shopping cart, you push a shopping -~ is, when the wireless keyboard first just got it free. And it’s just going
cart and the wheels go backwards, came out and you tried to play a to keep building and building and

[below] Wireless racing that’s the aligning torque. Ifyou first person shooter, you were just building. <%
wheels... what an age we increase the castor of the front dead, right? I typed faster than it
live in! wheels of your car you're going ' s
to increase the aligning torque, if
you move the castors backwards
the wheels are going to go like this

[gestures twist in alignment]. Um,
sorry, | like physics.

So, that’s something that other
wheels just haven’t done, so when
you start counter steering with most
force feedback wheels, and you

get right in the pipe, |
mean you're really
counter steering,
you should be able
to let go of your
wheel, and the
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If your answer was E, you should
consider studying for your degree

at the Australian Defence Force
Academy (ADFA). ADFA is a campus
of the University of New South Wales
located in Canberra. Here you can get
a degree in Engineering, Technology,
Science, Business or Arts and you’ll
also learn the leadership skills you’ll
need as an officer in the Australian
Defence Force. There are all kinds

of officer positions available from
Administration and Logistics through to
Aviation, Intelligence and Engineering.
You could become a Marine Engineer
in the Navy, a Pilot in the Army, or
even an Air Defence Officer in the Air
Force - there are dozens of exciting

0. WHAT DO YOU WANT FROM YOUR UNIVERSITY?

A. RECOGNISED DEGREE
B. GUARANTEED JOB

C. GREAT SALARY

D. NO HECS

E. ALL OF THE ABOVE

positions open to you. If you decide
you want to become an officer and
obtain a degree, ADFA is a great

way to make it happen. We’ll pay

you over $19,000 per year whilst you
study, as well as taking care of all
your HECS fees, healthcare, most of
your textbooks and subsidise your
accommodation. Of course you wiill
then get paid a full officer salary of
over $53,000 per year upon graduating
from ADFA and completion of your
specific employment training. And if
you are currently studying Year 11,
you could be eligible to apply for the
ADFA Education Award where the
top 120 applicants will be awarded

a laptop computer. So ask yourself
one question: will your university
provide you with the challenges and
responsibilities of leadership that only
ADFA can offer? You can learn more
about ADFA by calling 13 19 01, or visiting
www.defencejobs.gov.au/adfa

ADF A AUSTRALIAN
KCRDEMY

| THE UNIVERSITY OF

| NEW SOUTH WALES
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World of Warcraft: The Burning Crusade

SYSTEM: MAC, PC  CATEGORY: MMO EXPANSION  PLAYERS: 7 MILLION OR SO  DEVELOPER: BLIZZARD  DUE: LATE 2006

After quite a bit of waiting
» veve finally managed to
get our filthy hands on a Beta
key for the anxiously anticipated
World of Warcraft expansion The
Burning Crusade and without
hyperbole it’s shaping up to be
pretty amazing. Sure there are
numerous bugs that still need to
be ironed out and there are some

Belfs and Spaceberries

Derogatory names aside, both the Blood Elf and Draenei starting areas
are beautifully designed and nicely compact; just big enough to engender

some nice exploration but not so big that you spend more time running all

over the place instead of questing (hello Barrens). The selection of starting

quests for both races doesn’t diverge much from the other races available in

WoW Classic aside from one fantastic Draenei quest obtainable at level 8 that sees
the player undergoing a lot of shape changing. Even if you have no plans to play a
Draenei character you should level up to 8 just to give it a go. Unfortunately as it

models that need skins (though

it is rather funny to be beaten to
death by a blue and white checked
placeholder cube) but such small
things don’t detract from Blizzard’s
impressive achievement.

SCORCHED EARTH

Entering the Outlands through

the Dark Portal is not a big world
event but it has significant impact
nonetheless. As soon as you arrive
in the Outlands players are dropped
into the middle of the war with

the Burning Legion. A makeshift
forward line blocks the portal from
wave upon wave of demons who

imonen says: A'dal has been
revelations to me, a humble servant of the Lig|
Khadgar says: Do not burden A'dal with munda
being’s will is all that keeps our enemies from

> Khadgar says: Do not burden A'dal with mundanes

stands there is nothing in the Blood EIf Area that is nearly as good.

throw themselves at the defenders.
In amidst this the player is sent to
send a message to their respective
faction area commanders, hopping
on the nearest flight path and flying
to the closest friendly camp, soaring
over the blasted landscape, various
demons and, if you're lucky, the
enormous Fel Reaver, a giant, level
70+ elite mechanical roaming mob
that patrols the entire zone. It’s

the new Devilsaur, though it has a
slightly harder time sneaking up

on you; every movement causes

being’s will is all that keeps our enemies from cruéhmg this city.
Grand Anchorite Aimonen says: In accordance with my divine calling. | must

share thesg revealed truths to afigvho would hear.

The racial leader of Shattrath City
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the earth to shake and it emits high
pitched metallic screams.

Hellfire Peninsula, the starting
area, is roughly the size of the
Western Plague Lands in Azeroth
and serves as a great introduction
to the Outlands. It's quite open in
design; dotted with three or four
outposts for each faction as well as
a few other small quest hubs. The
zone is also home to three instances:
Hellfire Citadel Ramparts, Blood
Furnace and Shattered Halls. Both
Ramparts and Furnace are accessible
from level 60. They are surprisingly
small instances, each capable of
being completed within about 90
minutes with an average group
(you can do probably clear them in
half the time with a little practice).
Each instance features three bosses
and a good variety of trash pulls
that require different tactics. The
bosses, with one exception, are more
interesting than the usual tank and

spank variety, requiring players

to deal with multiple adds, special
abilities, curses, kiting and the like.
The item drops from these instances
are roughly on par with Molten Core
gear when it comes to item level.
Hellfire Peninsula also features a new
form of mission that will hopefully
be returned to in other zones in the
Outlands —bombing runs. Essentially
an on rails shooter, players are given
a few bombs with a short cool down
and drop them to destroy set targets
or a set number of enemies.

The second zone players will
explore is the Zangarmarsh, an area
akin to both Ungoro and Felwood.
It’s a large marsh (hence the
name) filled with giant mushrooms
and featuring some interesting
creatures, including one new hunter
pet, the Spore Bat. Spore Bats look
like a cross between a manta ray
and a jellyfish but are actually
flying creatures. As it stands Spore
Bats have no innate skills and we're
unsure what skills they can train.
Zangarmarsh quests are also more
in line with the Ungoro and Felwood
quests than they are with Hellfire
Peninsula; whereas Hellfire is a
warfront, the quests in Zangar are
more geared towards exploration
and collection for the Cenarion
faction (new Cenarion faction




— there is no crossover from Silithus)
and cementing your foothold on the
area for your respective faction.

PIRATES VERSUS POSTMEN
Something with the expansion that
should keep PvP players happy is
the fact that every zone features
some type of objective based world
PvP that gives the victorious faction
a zone wide 5% damage buff that
lasts until the objectives are lost.
Aside from the fun that can be had,
world PvP objectives award players
with tokens that can later be traded

in with faction vendors for decent
gear rewards.

One of the most interesting and
potentially most useful new tools
that Blizzard have integrated into
their Ul is the Looking For Group
button. Instead of having to post in
a separate channel and hope that
someone is watching and willing to
pay attention, the process is nearly
entirely automated now. Situated
where the map button used to be (the
map button is now situated on the
side of the mini-map), the LFG button
opens a window featuring a few drop
down menus from which players can
choose either Looking For Group or
Looking for More. Both options have
other menus from which players can
choose the type of help they want
—dungeon, raid, quest, zone, etc,
and for what in particular — the
name of the raid, dungeon, quest
or zone. Once the choices are made,
the system then tries to connect
players with other players looking for

World PvP objectives award players with
tokens thal can Iater be traded in with
faclion vendors for decent gear rewards

WHAT WE'D LIKE TO SEE:
The South Park WoW

episode again. Genius!

a similar thing. During prime time it
only took the system a few minutes
to put together groups for Hellfire
Ramparts and Furnace.

There are only two problems with
the LFG system as it stands; the first
is that players still don’t seem to
be using the system on the whole,
with many players spamming chat.
As more players use the system

the more effective it will become.
The other problem is something
that Blizzard needs to look into
before the expansion goes gold. As
it stands the LFG system does not
discriminate between classes when
it comes to group composition so
numerous times players have been
placed into five man groups without
a tank and healer. That said one of
the groups | was put into was made
up of three hunters (2 Beast Mastery
spec, one Marksmanship), a shadow
priest and a holy priest. Easiest
instance run ever.

DANIEL WILKS

[above] The looking for group tab is
potentially very useful - if they can work in

a class balance feature

¥y >, v
gegaz

As some of you may know there has been a rather significant change in
stat allocations on gear. The new gear, which currently appears to only

be dropped in Outland seems to start at around level 57-58 and contains
roughly twice the amount of statistics you would expect to see on an item
of that level. It's not at all uncommon to see a green trash drop with 20+
of one statistic and 30+ stamina. The major effect of this stat increase is
that Outland PvP is no longer a matter of who can pull off their big attack
macro first and 2-shot the other player. PvP battles with similarly Outlands
geared players last a good deal longer and will hopefully evolve into a
more skilful affair. Along with the standard “of the animal” gears available
in WoW classic, Burning Crusade is introducing new item prefixes, includ-
ing “of the bandit” which has agility, stamin and attack power, “of the
grove”, featuring strength, agility and stamina and “of the sorcerer” which
features intelligence, spell critical and spell damage/healing.
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Command & Conquer 3: Tiberium Wars

DEVELOPER: EA LOS ANGELES

SYSTEM: PC CATEGORY: RTS

If you're anything like me,

» you grew up on Command
& Conquer. | remember the first
time | played it: it was in primary
school. Some teacher, recognising
its educational value, had installed
it on one of the computers. It
introduced me to strategy gaming...
and maybe made me long for a
world where dealing with arseholes
was as simple as putting some
sandbags around their doorstep.

That was a decade ago. Now,
though, there’s a whole generation
of kids who’ve never experienced
the joy of sitting in front of the
classroom Windows 95 box, furiously
hammering the mouse button to
make tiny virtual tanks run over tiny
virtual soldiers while a group of their
classmates watch in excitement and
delight. It’s kind of sad.

HIT ‘EM UP

Thankfully, this sorry state of

affairs is about to come to an

end. Command & Conquer 3 is in
development. It’s coming out just
next year, in fact. And maybe, just
maybe, it’'ll end up kicking all kinds
of arse and let us forgive whomever
it was that decided to keep this
game on ice for so long. Or maybe it
won'’t, if you want to be a bit more
glass half-empty about things. The
only thing to do at this stage is to
find someone on the development
team who’s willing to talk and hit

This screenshot needs more Billy Dee Williams
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PLAYERS: 1-MULTI

them up for a bit of information.

As it happens, Mike Verdu
— Executive Producer at EA Los
Angeles — was more than happy to
have a little chat with us.

“Command & Conquer 3: Tiberium
Wars is set in the year 2047,” he
said when we quizzed him about
the premise. “The world is a mess.
Large parts of the planet have been
ravaged by Tiberium infestation
and the long struggle between the
Global Defence Initiative and the
Brotherhood of NOD. 30% of the
earth is uninhabitable because of
extreme Tiberium contamination.
Another 50% of the planet is
habitable, but in pretty bad shape.”

He continued, “There is hope,
however. As our story begins, the
Brotherhood of NOD has been very
quiet for the past few years and GDI
has shifted its focus from war to
reclaiming areas of the world that
are infested with Tiberium. GDI plans
to gradually eliminate Tiberium
from the earth.

“These plans are disrupted by the
unthinkable. Kane has been busy
building up NOD while GDI has its
attention focused elsewhere. The
Brotherhood launches a massive
surprise attack on GDI that begins
with the destruction of [their] orbital

DUE: EARLY 2007

command centre,
[taking out all of
their military and
political leaders in
asingle blow].
“The orange fireball
in the night sky is the
signal for the second phase of the
attack. Large NOD armies flood into
GDI strongholds, taking advantage

“We're going to draw on th skills of the
best C&C plauers in our community o
make sure the game is finely funed..”

of the chaos created by the
decapitation of the GDI command
and control networks.

“Things are looking very grim
for GDI. That's where you come
in as a commander, rallying the
demoralised and scattered GDI
forces, mounting a counterattack
against NOD and ultimately driving
them out of your territory.”
A@f{'_f_ﬁr%},

S

Switched on readers might've
noticed that nowhere in his lengthy
synopsis did he mention the new
faction that’s decided to join the
long-running dust-up between NOD
and GDI. When we asked him about
them directly, all he said was that
they’re "very distinct” and that they
have “some of the most innovative
units [he’s] ever had the pleasure on




working on in a RTS.”

Mike was, however, quick to
assure us that the team wouldn’t
be messing with the balance of

the game. “The three sides were
designed with balance in mind from
the very beginning — we're acutely
aware of how critical [it] is to the
overall game. We're actually going
to draw on the skills of the best
Command & Conquer players in our
community to make sure the game
is finely tuned before we release it.
We’ll be bringing [them] into our
building to join the team during
the last stages of development. |
believe our best players have a lot
to teach us about how to balance

a RTS given that their talent quite
often exceeds that of the players we
have on the team.”

This in itself is reassuring. We
know that EA can do strategy gaming
— The Battle for Middle-Earth and
Generals definitely proved that — but
whether they can do real, honest-
to-God, Brotherhood of NOD versus
GDI Command & Conquer is another
matter. The fact that they’ve turned
to the fans suggests that maybe they
can. It also shows a lot of respect for
what truly is a classic series.

DON'T CALL IT A COMEBACK
Don'’t think for a moment that
Command & Conquer 3

is going to be a simple
remake, though. This is

a game that’s going to

be all about a mix of new
and old. “We have three
generations of Command &
Conquer fans on the team who
love the original Tiberium gamg

This also suffers from a lack of Billy Dee

Lasergun /pewpew

so you'll find that [Tiberium Wars]
is very true to the essence of the
[originals],” Verdu explained. “That
being said, we are innovating and
updating, not just recreating [what
we had] ten years ago. This will be a
state of the art 2007 RTS game that
takes advantage of everything we've
learnt about the genre over the
last several years — and pushes the
envelope in a few areas.
“We’re making considerable
strides in improving Al. We want
to have computer opponents that
have defined styles of play so that
players can complement their
own strategies and play-styles. In
addition to advancements in the Al,
we're also working on a way to make
the battles in Command & Conquer
3 just as exciting to watch as they
are to play with new spectator
modes that make it
possible to broadcast
games to thousands of
observers with running
commentary.”

Continuing, he said, “The user
interface and controls reflect this
balance between classic Command &
Conquer and innovative new design.
Our in-game interface for Command
& Conquer 3 is a sidebar that will
feel familiar, but has capabilities
that go far beyond [the old one].

We are combining the centralised
production queues from the classic
sidebar with contextual space

for selected units and structures.
The new user interface lets you
quickly build units from different
production structures, construct
structures in multiple production
queues, easily select and control
grouped units, and activate
upgrades and abilities anywhere on
the map — even in the middle of a
battle. But you can also interact with
individual units and groups of units
[at] a level beyond what you've

RO\ ) become accustomed to in the latest

generation RTS games.”
Speaking of units, you can expect

“We're bringing back a lot of
the [old favourites] such as
8¢ the Mammoth Tank, Orca and
Stealth Tank,” said Verdu,
“but we’re also including
several new and unique units
for both GDI and NOD. The balance
of ‘new’ to ‘classic’ is probably
about 50:50 or 60:40.” One of the
new units is the Avatar, the NOD
equivalent of the Mammoth Tank.
It’s “an intimidating war machine
that stands 30 feet tall with a classic
bipedal mech structure. By itself
it's pretty damn cool, but it can do
something special on the battlefield
— pull the weapon systems off

\ a lot of new toys to play with.

of units and use them directly.
For example, [it could] rip the
flamethrowers off of a Flame Tank
and add them to its own arsenal.”

ZERG RUSH

Despite the introduction of a lot of
new units, it seems as if NOD and
GDI will be pretty much the same as
they were in the previous games.
“GDI is like our conventional military
40 years in the future. The vehicles
and structures are durable, but their
tanks and other vehicles are slower
than those of the other factions.

GDI values human life and protects
their infantry and tank crews with
armour. Their weapons include
rifles, grenades, machineguns,
cannons, missiles and rail guns. A
typical GDI tactic would be a frontal
assault — hit your enemy hard with
everything you’ve got.

“The Brotherhood of NOD is
very different. Their vehicles are
fast, experimental, unstable and
unsafe — but they tend to have
exotic technology that gives them
interesting capabilities. They don’t
value life as highly, [but that’s] not
to say they waste their soldiers. NOD
favours rockets, Tiberium, toxins,
lasers and nuclear weapons. Typical
NOD tactics include ambushes,
stealth, hit and run attacks, and
clever combinations of forces.”

One of the things that we found
really interesting —and great —is
that they’re bringing back the full-
motion cutscenes from the original
games. EA recently revealed the
complete cast, including the likes
of Billy Dee Williams and Michael
Ironside. Plus, Joe Kucan — the man
who has played Kane since basically
forever — will be returning.

All in all, it’s fair to say that
Command & Conquer 3 is looking
very promising indeed — as it
should —and it will be interesting
to see how it competes against both
Supreme Commander and World
in Conflict, which are also set for
release next year.

CHRISTOPHER TAYLOR
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One of the real underdog fan

favourites at this year’s E3, Fury is
shaping up fo be an inventive new take
on the MMO genre, combining fast
action and in depth levelling/character
creation mechanics. Although
forgoing many of the trappings usually
associated with an MMO such as an

in game economy and trade skills,
Fury managed to pique our attention
with not only its good looks but also
the prospect of being entirely PvP
oriented. That's right, there’s nary a
PvE obijective in sight. To get the low
down on the game we went right

to the source, Australian developer/
distributor Auran and had a chat with
the game's producer, Paul Whipp.

SYSTEM: PC
CATEGORY: MMO
PLAYERS: LOTS
DEVELOPER: AURAN
DUE: TBA

Could you tell us a little about
the world and story of Fury?

Fury is a fantasy game set in a
dying universe that was once very
similar to our own. You find yourself
in an eerily familiar place where the
Artisans tell you that you are one of
the Chosen and that you have lived a
thousand lives and are reborn again
to help save the realm. You must go
out into the remaining fragments
of the world and fight Chosen from
other realms to bring back Fury, the
essence that the Artisans use to keep
the realm from destruction.

Where did the concept of Fury
come from?
I have always loved role playing
games but | find the grind of

farming XP or gold in MMORPGs
dull. I also love FPS games but get
frustrated by the twitch elements,

particularly when | play

online.

increasingly
drawn to

I found myself

the idea of fast paced competitive
role playing where | can have a
completely customisable character
that | can use in FPS style arena
battles. The idea gelled into a game
concept somewhere over the pacific
when Tony Hilliam and | were flying
to E3 in 2002.

Fury will be a solely PvP game.
Why did you decide to take this
route over the more familiar PVE?
There are plenty of good PvE
games. They are fun for a while but
without the buzz and variety of
other human opponents they can
become dull even when they remain
compelling. Done right, PvP provides
more fun and longevity. We’ve built
an effective mechanism to ensure
even fights and incorporated sub
goals for rewards and advancement
so that that losing amatch can be
almast as much fun as winning.

We understand that there are no
set classes in the game — how
will skills work in the game?
skills, or abilities as we callh
Fury; are unlocked by accomplishin
trials. A trial can be anything from=
keeping your groupialive for several
rounds to having to cap acertain
number of crystals in a Vortex game.
Once an ability is unlocked you can
buy it and equip it on your
incarnation for use in
battle.
There are a

cotpleof




features that make things a lot more
interesting as you gain more abilities:
Firstly, each ability and piece of
equipment costs a certain number of
equip points and your equip point
total is determined by your current
rank. This means you have to juggle
the quality and amount of equipment
and abilities you take into battle.
Secondly, all abilities have an
elemental alignment, such as fire,
water, nature or air. An ability may
generate or consume elemental
charges and its effectiveness may
vary depending upon the number of
charges associated with your avatar.
For example | might want to take
a greater heal ability. It costs me a
lot of equip points but will almost
fully heal me or my group members.
However, it consumes water charges.
That means | need an ability to
generate water charges. It also
probably means | don’t want to take
fire abilities because they are less
effective when I'm charged in water.
For the advanced player, setting
up just the right combination of
abilities can become an obsession.

What can you tell us about the
combat system?

First of all it’s fast. The majority
of the abilities are instant cast and
have a quick cooldown so the pace
of the combat itself is kept pretty
frantic. Since there is no mana to
worry about you can be in the thick
of the fight the whole time.

The general feel of combat will
be familiar to players of MMORPGs
except for the lack of mana. Players

select targets and then click on the® =

ability or use hotkeys to use their
abilities on the target.

The penalty for dying’ dep%nds
on the game type and often just
involves having to start back at your
base with a small respawn delay if
you die too frequently.

You will generally start ighting
or supporting your allies by using
abilities-that charge you up in a
particular element — perhaps Fire
if you are a warrior focussed on
fast damage, or water if you are
focussed on healing and defence.
This will improve your effectiveness
with abilities aligned with those
elements and make other abilities
available that consume the charges.

Of course, other players can see
your charge state and infer what you
are up to. There are also abilities that
can manipulate charges — moving
them from one person to another or
transforming them. It's very cool to
nerf a water healer in the game by
pushing unwanted fire charges onto
him. However in the next game you
might find he has brought in a fire
consumption ability as insurance
so rather than nerfing him you find
he takes advantage of the charges

you'’ve given him — almost killing
you with a fiery death blow.

How does the levelling/loot
system work in a PvP setting?

Levelling is handled through our
trials system. You choose trials that
you wish to undertake in order to
unlock new abilities. When you
achieve a certain number of trials
your character will increase rank
(level'up). This allows you to use
incarnations with more equip points
so you can fight with more powerful
equipment and abilities.

All of the trials are achieved in the
normal PvP competitions. You don’t
have to go and kill orcs or wander

across the world. You just have fun L
fighting and aim to accomplish your

trials in the battles.

Loot is also won in the battles.
When a character dies, the system
may generate an item of loot
based upon the type and rank of
incarnation of the dead character.
At the end of the fight players roll
for the loot that their team has
accumulated. This can be a sub
game in its own right. If you have a
purple Sword of Fire in the loot list
you know everyone will be rolling on
it. As you only get three rolls, it may
make more sense for you to roll on
something less popular in order to

come away with more loot at the end.

Can you describe some of the
combat environments?

Sure. The warzones are fragments
of the destroyed realm. Their size
and layout have quite a bitsi
common with the maps pe
in when playing games lik
Tournament. A favourite Vo
we're playinginh tt
is called Druje whe

A rather impressive
looking arena

teams fight over
aruined dam
system with
spectacular
drops and
waterfalls.
Another fun
map is our
colosseum map.
where we have great bloodbath
matches. Players loop around the
perimeter areas looking for chances
to dive in and fight over the choice
power ups in the centre of the map.

What plans do you have to foster
a community in game?
When you play Fury you joina:
particular Realm. Everyone you meet
in your realm is a potential team
mate. Your opponents are drawn
from other realms.
‘When you return from a ﬁght you
will have earned some Fury. This
ence can be contributed to your
ealm in order to give it specific
bonuses against the other realms.
_The first time you play the game
an go into a fight alone,
with one or two friends or with a
complete team of guild mates. The
matchmaking system will find you
appropriate allies from your realm
to fill the team and evenly matched
opponents from another realm. When
you complete the battle you remain in

the same group so that you can fight

again as many times as you wish.
Guilds are fully supported with

their own leagues and ladders

and with a comprehensive guild

management system that supports

quild officers.

How are you finding the Unreal
3.0 engine to work with?

The UE3.0 technology is excellent.
The editor and tool support has
allowed our artists to efficiently
concentrate on building the content
while our engineers have been freed
up to focus on developing.the game
and low PC spec rendering systems.

Is there any added pressure due

to the fact that Fury is the first

truly Australian developed MMO?
Yes. Game development is a

fast growing busin: "sm"Austraha

especially here in anbane

and we're now set to make Fury the
#) competitive RPG in 2007.

Definitely a litile
bit of fury on
show




Bullet Witch

SYSTEM: XBOX 360  CATEGORY: ACTION
DEVELOPER: CAVIA INC. DUE: Q1 2007

PLAYERS: 1

We went hands-on with
the finished Japanese version
of Bullet Witch. The best way
to describe it is kind of like
Devil May Cry but in large
outdoor environments and
with a hot chick instead of a
hot guy. The aim of the game
is to run around and shoot
zombies with your broom-
gun until the whole world is
free of zombies. The twist is
that the zombies are pretty
smart and loaded up with

| bet you're wondering what
3 . suliet witchis. it's actually
pretty straightforward: a Bullet Witch
is a female magic user that packs heat
in the form of a broomstick-shaped
machine-gun. Note that a Bullet
Witch should not be confused with
the similarly-named-but-completely-
different Ballot Witch. One is a
mystical warrior tasked with ridding
the earth of evil zombie hordes — the
other is just really good at rigging
elections. Is that all clear? Okay, well
let's talk about this game then.

automatic weapons
— 50 you need to
make frequent use of
your witch powers to
stop them from killing
you. At your disposal are
defensive powers like magic barriers
to deflect attacks as well as more
aggressive stuff like the ability to
summon a flock of evil birds to peck
your enemies to death. The latter is
particularly awesome to watch —and
kind of makes us wish we had our
own flock of murder birds. To, you
know, do our bidding and stuff.
So anyway, Bullet Witch is a decent
enough game. It looks nice and the
large environments are pleasant to

WHAT WE'D LIKE TO SEE:
Alternative costumes for the
Bullef Witch. Because we
genuinely are that sad.

objects such as bins and parked cars
explode all over the place whenever
you cast a big spell or get into a
protracted gunfight. Combat seemed
a bit stiff and formulaic at times, but
we're assured that changes as you
gain access to more powers later in
the game. It’s probably not going

to be game of the year — but it’'ll at
least be a few hours of solid shoot
‘em up fun. Look out for the full

That's a real room sweeper - geddit?

run around in. We especially like how  review soon.
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Eragon

SYSTEM: GCN, PC, PS2, XBOX, XBOX 360
CATEGORY: ACTION  PLAYERS: 1-2
DEVELOPER: STORMFRONT STUDIOS
DUE: RIGHT ABOUT NOW

Don’t worry if you haven'’t
heard of Eragon — you'’ll know
all about it by the time film comes
out this month. The quick and nasty
is that it's kind of a Lord of the Rings
for kids. The book the film is based
on has already sold something like
a gazillion copies in the U.S and
will probably end up being just
as lucrative here. So, yeah: that’s
Eragon. And now they’re making a
game out of it! Wheee!
That probably sounded really
sarcastic, but it wasn’t meant
to be. The fact is that the game
version of Eragon actually looks
okay. It's a co-op hack 'n’ slasher
with a fixed camera that plays
a lot like Stormfront’s last big
movie-license game: LoTR: The Two
Towers. Playing the titular hero, you
(and maybe a friend) run around
set-piece environments hacking
up bad guys, solving puzzles and
occasionally using Eragon’s Force-
like magic powers. Oh, and there’s
some sort of dragon-flying mini-
game in there as well, but we didn’t
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WHAT WE'D LIKE TO SEE: , T4

An improvement on the
graphics in the Xbox 360
version. Whilethey're not
awful or anything; they're
certainly not as good as they
could be.

- 0
-

=

[up] A boy and his flying lizard

get to see it because we were crap
and kept dying on the first level.

Incidentally, we should mention
that the cutscenes in this game are
really impressive. Stormfront have
refrained from nicking footage
straight from the film and instead
opted to created their own stylised
interpretations of key events in the
story. It’s kind of hard to describe
what they’ve come up with — they're
sort of like the cutscenes in Thief. But
more animated. Anyway, the point is
they’re worth checking out.

It's clear that Eragon isn’t going
to be the best game you've ever
played, but it will certainly entertain
fans of the movie as well as people
fond of simple co-op action games.
Which is fine because — really — it
doesn’t need to be anything more
than that. Does it?

S 4 Al
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emember that scene from Raiders of the

Lost Ark? The one in Cairo? You know, when

Indy’s butt-slapping every stereotypical
Egyptian who blinks in his direction? And then,
when that big, turbanned guy shows up with two
swords, he just pulls out a gun and shoots him?
Man, that was great. Don’t you wish you could just
do that to LeChuck halfway through Monkey Island?
Or maybe, when Purple Tentacle’s about to drink
Dr. Fred’s toxic sludge, you just whip out your six-
shooter and plug him in the chops? It sure would
save a lot of trouble. In your common-or-garden
adventure game, though, it’s just not on; instead,
you’ve got to go on an epic journey through space
and time — or, in the case of those Magic Schoolbus
games, someone’s colon — and wrap your grey.
matter around the kinds of puzzles that would drive
even Deep Blue insane. But there was something
charming about them, wasn’t there? After all, more
than any other dying genre, players really can't let
adventure games go.

RISK TAKERS
Ragnar Ternquist, the Funcom designer behind The
Longest journey and Dreamfall, thinks he knows why.
“Strong story and strong characters,” he explains.
“| think that’s completely universal. | don’t think
there’s anybody out there who doesn’t enjoy
a good story. It crosses all borders, sexes,
and ages. | think mature themes, mature
characters, and strong storylines can be
made to work in any genre, but adventure
developers seem to have been more willing to
take those risks. So, people who play adventure
games expect a little more from the story and
the characters. Also, with adventures, you have the
chance to develop these characters; you have room
for more dialogue, more character development;
you have the ability to include seams that can run
through the game, which is much harder to do in
a game that’s action-oriented.”




Tim Schafer, the crazy boy you know and love from
Day of the Tentacle, Full Throttle, Grim Fandango, and
Psychonauts, tows a similar line. “To some people, |
think ‘adventure game’ means a very specific set of
interfaces and gameplay experiences,” he acknowledges,
“but to me, the important part is that you’re going on
an adventure, rather than playing a game. Whereas a
game is a set of rules designed for competition between
you and another person, or perhaps a computer,
adventure games are more about having an experience
in an environment with characters and objects. You're
transported to another world; it’s really more about
the experience, and, possibly, the struggle. And many
different types of gameplay can take place in the world,
but those are really just mechanisms for giving you a
reason to spend time there.”

Unlike Ternquist, though, Schafer’s keen to make
a distinction between the actual plotline and the
world in which it takes place, which he feels is the
core of the adventure game experience. “You know
in the liner notes for Stop Making Sense, the Talking
Heads album?” he asks. “There’s a quote from David
Byrne that says lyrics are just a trick to get people
to listen to music for longer. And it’s not that | feel
gameplay or story are tricks to get people to listen to
one or the other for longer, but both gameplay and
story are just devices to get people to stay in your
world. You make this environmment for people to
hang out in and have fun, and gameplay and story
provide motivation for being there, and help you
forget you're in an artifical space. So story’s a tool
for motivating a player; they don’t complete a level
because they want to get 100 points; they complete it
because they care about their character.”

IS LINEARITY REALLY THE DEVIL?
Problem is, though, demands are changing. Whilst
everyone will always enjoy a good yam, the nature
of story as we know it is being compromised by the
pursuit of dynamic gameplay experiences and non-
linearity. To paraphrase Boggles, GTA killed the SCUMM
star. “Linearity is a criticism that’s sometimes valid with
adventure games,” Ternquist admits. “People have
thought that Dreamfall, at times, could have been a bit
too linear; you sort of push along to the next cutscene.
A lot of it has to do with the expectations of the genre,
though. Sometimes, that’s what people are expecting
- a bit of story, a bit of gameplay, a bit of story, and so
on. And I'm not sure whether it's always a bad thing,
because what drives people to good adventure games
is the story, and to really tell a good story, you need
a certain degree of linearity, and you need to have
cutscenes, and you need to have things that the player
doesn’t necessarily have any control over. So, | think it’s
a valid criticism, but at the same time, it’s just that the
conventions of the genre and the way these things work
necessitates a certain degree of film-like storytelling.
“That said, | don’t think it’s impossible to have an
Oblivion-sized world in an adventure game. Having a
strong story is just giving people direction, and letting
them know what to do next. As long as that’s there, |
think it’s fantastic to have this RPG-esque world you
can roam in. | think that will just benefit the game.
Again, only if the story is right for it. You have to make
sure you keeep that in mind from the get-go. I think,
also, blending that Oblivion-sized world with the
story and characters of an adventure game would be
fantastic. | would love to do that; have this huge world
with adventure gameplay.”




Oblivion’s definitely not the first name listed in Schafer’s
Little Black Book — it takes him over a minute of careful
consideration before he fimally says, “It wasn’t... to my
tastes” - but he’s definitely excited over the prospect of more
expansive adventures. He just happens to share Ternquist’s
concern that non-linearity may not serve every story. “For
example,” he argues, “the reason we had action elements
in Full Throttle was not because it was time to have action
elements in an adventure game; after all, we didn’t have any
in Grim Fandango. It was just that the main character was a
biker; you were not living up to the whole ‘biker’ genre unless
you have the violence and conflict in it, with guys whipping
motorcycle chains over their heads. So, you had to have some
action in there. So, | think, for whatever world you're trying to
make, there’s a perfect mechanic that makes that world come
alive. But it’s still an adventure game, because you’re dealing
with characters, puzzles, and so on.”

Ternquist agrees. “If you have a story like Dreamfall, where
time is of the essence, and where you’re trying to get to the
next point to save somebody, it doesn’t quite make sense to
have these separate quests. Games will benefit from big worlds
and side-quests as long as it’s done right and doesn’t come
at the expense of the main storyline. We talked about it in
Dreamfall, but we eliminated it because it didn’t seem right.”

CUTTING THE RED WIRE

If you're an adventure game designer in Ternquist’s position —
which, let’s face it, you're not — you’ve only got one solution:
make that linear, restrictive storyline the best damn linear,
restrictive storyline money, good looks, sex appeal, and an
oil-baron sugardaddy can buy. And part of that involves
making sure that when your main character’s got his tentacles
tied over defusing a bomb, your player isn’t taking a break to
peruse his hardcore... er... ‘anime’ collection. So what's there
to do? Provide the player with enough interactivity to keep
him feeling involved. Schafer gets this.

“You have to align the player's motivations with the
character’s motivations,” he says. “You don’t want them
being told they have to save this person they don’t actually
want to save. You've got to make them want to care about
that person. It's easy to think of a scene — ‘Oh, it’s a scene
where a character finds this out, and where a character
finds this out,” but the trick is how you turn the information
from a cutscene into information that can come out during
gameplay. And there’s something to the advice you get
from writing books, where they talk about how to handle
exposition - ‘show me, don't tell me.’ it's better to expose
facts through action; you can also show dialogue, but that’s




not quite as strong. So, the more you can tell the
story though action, the better film it makes; the
more you express the story through gameplay, the
better game it makes.”

It also helps to minimize the amount of cutscenes,
according to Ternquist. “I think that certain games,
like Half-Life, can work extremely well without
cutscenes. It really depends on the game, | suppose;
some games are improved by the use of cutscenes.
For example, | really like the cutscnes in the GTA
games, where you have these sequences that prepare
you for a quest, and it doesn’t remove you from the
interactivity in any way. At the same time, Half-

Life’s great, where you're put inside the head of this
character, and other characters are walking around
you, acting out these little plays. And you can still
walk around and do whatever you want. | don’t think
cutscenes will ever vanish, but I think people will find
new ways of making them function. In Dreamfall,
when Zée is inside her ex-boyfriend’s apartment, and
these soldiers are coming up, you have a choice of
what to do — are you going to try to run out of there,
are you going to try to hide? It plays out a little bit
differently depending on what you do. We call that a
set-piece. | don’t think we did enough of it, but that’s
something I'd like to explore — having these scripted
scenes that are, in fact, cutscenes, but that don’t take
away control of the character, and have consequences
depending on your actions.”

There’s a lot of talk going on ‘round here about
forwarding - if not completely revolutionising
- the adventure genre, but Schafer’s not ready to
let the past go just yet. As the braniac behind such
adventure puzzle classics as Grim Fandango’s flaming
beaver fiasco, he’s a little reluctant to completely
dismiss some of the genre’s-clichés. Like, say,
the whole “combine anchovies with fax machine
to produce makeshift iron lung” thing. “Almost
everything | learned from graphic adventures went
into Psychonauts,” he says, “except for the real
brain-twister puzzles. With a graphic adventure, you
kind of have this formula for designing puzzles — you
have this obstacle, and this goal, and then you try to
ancitipate what would be a logical solution to that,
and then you make that case fail, and give a little
hint that’s somewhat confusing. So, the player
can try different things, and they keep failing,
but they keep getting little hints. If they’re not
patient, they might get super-frustrated, which

is why only certain people like adventure games. And
they keep trying, and trying, and then all the clues
fall into place, and there’s this huge ‘AHA!” moment;
that’s what adventure gamers liked; that’s what

people who weren’t into adventure games really hate.

“When we started working at Microsoft, Ed
Fries — the head of Microsoft Games Studios - said
something: ‘You can make your game for winners
or losers, but you should make it for losers, because
there are just so many more of them out there.” Which
is just his way of saying, ‘Don’t make it too hard.’

So, | think those really hard puzzles that were the
mark of old adventure games were the one thing that
didn’t survive. But those were really fun to design
because they went against the whole notion of
usability testing. We did have some of those puzzles
in the early days of Psychonauts, and we got results
back from Microsoft usability testing reporting no
one got those things. And we were like, ‘Well, yeah,
it’s a puzzle. They’re not supposed to get it.” And
they were like, ‘Well, they didn’t get it, so it fails
usability. So take them out.” So we took them out.

I would like to see more of those puzzles, provided
they’re well-designed. You can take them too far,
though. You know, when it’s, ‘Just tell your narrative
in your narrative parts, and then your puzzles are
just Rubik’s Cubes.” When FMV games first game out,
you’d be walking down a hallway, and it was super-
spooky, and then you'd see a door, and woah, it’s
got a bunch of tiles on it you’ve got to slide around.
I think that’s the worst case of that, where the puzzles
were totally separate from the story. People did love
that Myst, though.”

It's here that Ternquist reaches an impasse: he
thinks adventure puzzles as we know them need to
find a place in between the Power Glove and FMV on
the bus to Oldtown. “Adventure game developers
need to start including gameplay that isn’t very
strictly puzzle-based,” he remarks. "A lot of people
had a lot of difficulty with adventure games in the
past, because they’ve been very abstract; you have
to combine the chewing gum with the wrench to
get something, and it didn’t make sense to people.
So, | think by making the games more intuitive by
including gameplay that isn’t completely traditional,

you can win people over. It also helps to have
high production values; these days, that’s very
important.”

MOVING ON
Whether you’re a puzzle-muncher or a
Tornquist acolyte, there’s no doubt that
one thing’s very clear: the adventure
genre needs to yank up its long-johns
and get with the times. Whether that
means introducing more action-
oriented gameplay like in Dreamfall and
Psychonauts, or just refining puzzles so
they're more accessible to the average Big
Brother watcher, something needs to be done
to bring story and character into the largely
soulless world of videogames. Is it time to
allow players to pistol-whip LeChuck? Keep
them eyes open. %4
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