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of tasks all at once. Which means the A.I. acts less predictably, creating game play 

that is beyond challenging-and beyond believable. Now it's possible for every enen,y 

to have individual A.I. and the laws of physics to determine how bullets spray and how 

explosions sound. Combine all this digital horsepower with the greater storage 
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•iii~;~~!• C O NT E N TS The "ZOMG Hardware" Issue 

HANDS-ON WITH 
PS3 AND Wii 
We bring 10 pages of 
analysis on everything 
from both systems' 
home lllfflus to their 
online features to help 
you with those tough 
buying decisions. 

BUILDING THE 
PERFECT FPS 
We figure out whkh 
pieces to use to make 
a Frankenstein's Game 
with all of the very best 
things the FPS genre has 
to offer; somebody make 
this game already! 

THE ART OF NEXT· 
GEN STAR WARS 
LucasArts senior concept 
artist Greg Knight shares 
the process behind creat
ing awesome Star Wars 
imagery. And, of course, 
we show off some of his 
gorgeous work. 

CAN PRO GAMING 
GO MAINSTREAM? 
We go digging around 
the various pro gaming 
leagues to find out what 
the next step for profes
sional competitive gaming 
wiD be - and television's 
only the tip of the iceberg. 

16111lillltatl 
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Live like a mortal. Rock like a God. 

Mark, 19 
Cashier 

Stephen, 23 
Accountant 
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. : .. ii:.:••• People Who Actually Get Paid To Play Video Games 

THE HARDWARE 
YEAR 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

All the cards have been dealt. Sony's PlayStation 3 and 
Nintendo's Wii have finally joined the Xbox 360 to create 
perhaps the biggest hardware showdown the video game 
world has ever seen. 

Don't be mistaken: This battle has ramifications far 
beyond just which system you play games on. Microsoft 
and Sony are in a battle to deliver the mythical and all• 
encompassing •black box" that will bring a myriad of media 
entertainment to your living room. It's just marketed under 
the guise of a game machine. 

Even though Nintendo likes to posture and pose that 
it is just interested in giving us a game machine, don't be 
fooled. By connecting the Wii to Nintendo's 24-hour con
nection, expect Nintendo to try to deliver more than current 
news and weather. I believe that one day Wii will offer 
email, movies, and many other services to make it the cen
ter of your day-to-day entertainment. 

None of these systems are just a static piece of hard
ware. Each platform manufacturer will be constantly adding 
new functionality to its systems. 

Take Microsoft, for example. It recently announced the 
ability to download TV shows to the Xbox 360, but with the 
restrictive hard drive space of the machine, its use will be 
limited. But the functionality is there, and that's definitely 
another step towards the all-in-one super machine. 
Sony is also beginning the assault. PlayStation 3 has a built· 
in browser, and you can rest assured that in time, Sony will 
be delivering on-demand downloads of many properties 
from both its music and movie divisions. 

It's all coming, and it's coming from all kinds of direc
tions. This leaves the gamer with many choices, but also a 
lot of power. The entertainment world of tomorrow is being 
decided today by us, the gamers. So choose wisely when 
you make your hardware choice, as you are doing more 
than buying a simple game machine. 

Thankfully, 2007 is the year of the hardware, and all 
these companies will be putting hundreds of millions of 
dollars into nudging gamers in one direction or another 
to influence which system we choose. This means better 
games for us, and more entertainment and services than 
ever before. 

Bask in your power. It really doesn't get much better than 
this. II you don't love having three massively rich companies 
doing everything they can to make sure your days and 
nights are filled with hour after hour of high quality enter· 
tainment, you don't know what you are missing. Enjoy the 
new systems and the battle that unfolds, as there is a new 
king of all media. That is you. 

if 
Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, 
Driving, First-Person Shooters Interests: 30 Rock, Oub Jager, 
Battles/or Galadica, Heroes, Wii, PlayStation 3, And Xbox 360, Leftover 
Halloween Candy Dislikes: The Fact That There Are NEVER Enough 
Systems At Launch (I Don't Want To Stay Out All Night Or Get Up 
In The 1W. To Get My Systems), New Yea(s Hangovers, Minnesota 
Sports Teams That Suck, Comcast Taking Over My Time Warner 
Cable Current Favorite Games: Tony Hawk's Project 8, Gears Of 
War, Resistance: Fall Of Man, The Legend Of Zelda: Twilight Princess, 
Guitar Hero II, Rainbow Six Vegas, Castlevania: Portrait of Ruin, World 
OfWarcraft 

8 GIW.E INFORMER 

Reiner >> reiner@gameintormer.com 
Hancle: The Raging Gamer Expertise: RPGs, Action, First-Person Shooters, Strategy, Sports, 
Fighting lntefflls: "Accidentally" Smacking Joe On The Back Of The Head Wrth The Wii 
Remote During A Match Of Tennis, Racking Up Five Kills Wrth One Air-Fuel Grenade In 
Resistance (Burn, Suckers0 Dislikes: The Urge To Repurchase All Of My DVDs On Blu-Ray 
And HD-DVD, People Who Pre-Order PS3s And Sell Them On Ebay, Mille(s Horror Story 
About Ramen And Kidney Stones Current Favorite Games: The Legend Of Zelda: Twilight 
Princess, Rainbow Six Vegas, Call Of Duty 3, Final Fantasy XII, Gears Of War 

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

..... -..-. , Adventure. Action/Sports Interests: Weeds, Ml:5, Playing Shows, American Hardcore: 
The H1sto,y Of American Punk Rod( 1980-1986, Making Chili, Wii, PS3 Dislikes: Holiday 
Deadlines, Not Having Enough Time To Play Games. Noise Theory Current Favorite 
Games: Resistance: Fall Of Man, Bully, Okami, Guitar Hero II, Grand Theft Auto: Vice 
City Stories 

Kato>> kato@gameinformer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/Platfonn 
lntefflls: Master Of Puppets (Not New To The Party, Just Revisiting An Old Classic), 
The Lebron Nike Commercials, Barat, Stop The Clocks, Your Call ls Important To Us: The 
Truth About Bull-, Saxondo/e Dislikes: That Miller Doesn't Love Rolxxop, Mille(s Insis
tence Al Being Referred To As A Trekker, The Rumor That Ricky Gervais Is Ending Extros, 
Studio 60 - You're Already Off The Docket Current Favorite Games: Rogue Galaxy, Final 
Fantasy XII, Tony Hawk's Project 8, Excite Truck, Castlevania: Portrait Of Ruin 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs. Strategy, First-Person Shooters, Fighting 
Interests: Minnesota Sports Teams That Actually Come Close To The Salary Cap, Cra7:y 
Japanese Baseball Pitches That Might Not Exist, The World Of Warcraft TCG, Modern Office 
Software Dislikes: Learning New Software, Breaking Glassware, Waking Up For No Good 
Reason At 5 IW. (My Cat Being Hungry Is Not A Good Reason) Current Favorite Games: 
World Of Warcraft, Final Fantasy XII. Baldu(s Gate II: Shadows of Arnn, Medieval II: Total 
War, Castlevania: Portrait Of Ruin 

Joe>> joe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puzzle 
Interests: The Clock Of The Long Now, Shooting Nerf Darts Al Co-Worl(ers, Shouting 
"Objectionl" And "Hold itl" During Conversations, Benreevesing Dislikes: Imaginary 
Spoilers, Non-Bloodthirsty Pii\atas, Concerts (Like A CD, But Louder And More Expensive), 
Jaw-Flapping, Rubbernecking CwTent Favorite Games: Rogue Galaxy, Bully, Sneak King, 
Final Fantasy V Advance, Final Fantasy XII, Craddown, Metal Gear Solid: Portable Ops 

MIiier » miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, Plat
form, First-Person Shooters Interests: Rabbids And Their Raving, No Lost Until February, 
My Dog's False Belief That She Can Catch Squirrels, Tek Jansen Dislikes: Picking Out 
Plumbing FIXlures, Short Deadlines, Joe's Covert AIM Warfare Techniques Current 
Favorite Games: Star Trek Legacy, Final Fantasy XII, Ma1Vel Ultimate Alliance. Lumines II, 
Guitar Hero II, Rayman Raving Rabbids, Gears Of War, Castlevania: Portrait Of Ruin 

Bertz >> mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, 
Strategy Interests: Tom Waits - Orphans, The Triple Rock Social Oub Jukebox, The 
Age Of HDTV, gorillavsbear.blogspotcom Dislikes: Comcast (Your Tech Sucks), The 
Vikings' Prevent Offense, Winte(s Cold Embrace, Annoying Madden Cutscenes (A Cheesy 
Scoreboard Shot? Really?) CurTent Favorite Games: Rainbow Six Vegas, Medieval II: Total 
War, Gears Of War 

Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters Interests: Worl(ing Al Home, Mountain 
Dew. Huge Burritos, Cats That Pee Where They Are Supposed To, Getting Fan Boys All 
Riled Up On The Message Boards Dislikes: Receiving Hate Mail From Riled Up Fan Boys, 
The Cold, Not Having Internet At Home, Not Having Enough Money For Both The Wii And 
PS3 Current Favorite Games: Final Fantasy XII, Call Of Duty 2, Untold Legends: Dark 
Kingdom, Okami, Bully 

Bryan>> bryan@gameinformer.com 
Handle: The Game(s Advocate Expertise: Action/Adventure, RPGs, Survival Horror, First
Person Shooters, Rhythm Interests: Writing For The Printed Page, Billy Talent Live, $13 
I GB SD Cards, February - For That Is When Lost Returns, Receiving Faxes From My Future 
Self Dislikes: Paying $550 In Car Repairs A Week And A Half Away From Two Console 
Launches, The HD-DVD/Blu-ray Tractor Beam, The Possibility Of A Bad Simpsons Movie 
Cumnt Favorite Games: Metal Gear Solid: Portable Ops, Phoenix Wright: Ace Attorney 
Justice For All, Gears Of War, Rogue Galaxy, Castlevania: Portrait Of Ruin 

JANUARY 2007 
Volwnt XVI • Number 1 • INUe 165 

PUIUSHIR 

tathyPreston 

IOITOR·lN-CHllf 
Mdlew McNamara 

EDITORS 

Executive Editor Andrew Reiner 
Senior Ecfftor Mau Helgeson 

Senior Associate Editor Matthew Kato 
Auoclate Editors 

Adam Biessener • Joe Juba • Matt Miller 
Ben Reeves • Bryan Vore 

Content Manager Matt Beftz 
Mascot Arthur 

PRODUCTION 
Art Director Thomas Blust.I 

Production Director Curtis f'Ul'C 
Production Assistant Rachel Nimef frOh 

CONTIUIUTOR 

Phot- lanRansb<Ky 

GAMf 1NFORM£R ONUNE 

ManOCJnc Online Edlto, 1l'1y ee._, 
Onlne Production Assistant Nick Ahtens 

ADVERTISING SALES 
SAN FRANCISCO 

00UC: Fautt 
Va President M.<effjsing Sales 

(650) 728,5647 • Fa,c (650) 728,5648 
doug@gameinformer.com 

LOS ANGELES 
Damon Watson 

Regional Sales Director 
(925) 287-8837• Fa.1c: (925) 287-1397 

ClamonOgameinformer.com 

MINNEAPOLIS 
Rob Bonn 

Direcror of MarlrefnW and 
Midwesl/fasi Coast Sales Managet 

(612) 486o155 • Fax: (612) 486o101 
rob@gameinformer.com 

EAST COAST 
Suunnet..( 

fast Coasl Consmler Sales Ditec!or 
(7181 832•5575 • Fax: (718) 832-9 

suzanne@gameinfonne,.com 

MINNEAPOUS ..,,.,_ 
AINerrisifW Coordinator and Onwle Sales 
(612) 4866154 • Fax: (612) 48&6101 

am)Ogameinrorrner.com 

Matt Edp 
Adveftisil'W Assistant 

(612) 486-6152 • Fax: (612) 486-6101 
mattedg<W@g¥nttifo,me,.com 

ClRCUIATION 

CUSTOMER SERV1CE DEPARTMENT 

For change of address 
or subscription inquiry ONLY: 

Toll Free: 1 (8661 844-0AME (4263) 

Fax: (612) 486-6101 
Emalt: customerservkeOca,nelnfonner.com 

Or send correspondence to: 
724 North First St .. 4th Acor 

MiMeapolis, MN 55401 • Attn: CIS Dept 

ClrculationMan,ce, 
Paul Ande<son • (612) 486-6104 

paut@gameinformer.com 

lnformatlon Systems M--,., 
p ... Hedgpeth 

.... -~--
MlrnAacUedniprnedill,el-.:ISialesdAtMra.Tht 
EdilorMlb:mt:S~ptd.ctl10mlllionloralw:leo~ 
&dl---shcddbtarttess«IIO:E'otlr.Gaat~ 
Magazinl, 7'2•frbft fnlSL,"'Aoor, ~~ 55401. 
lhoi0llld ~ taYl0l bt rtLrned or~ _____ Gam, __ ., 

,vts~reprocb:lionilwholl«il!Wl'MhdperffllS$llon 
isprcti:,iBi.Gamelrbrnwisatademnd~~ 
Prob:brwnedr'lfiesepage:satendennllS,orhdwrab,Cll 
,-rtsp1CM~PUBUSt£Rl..lABUTYFORERAOA 
Tho-""'"'"°'""'"'siii<_«,..._ 
tncn lhal do not lts.s#I hi YM ol an ~ The 
p..t,isl'lef's labity'lor CNferrcnCforrassiorG ilameaion ..ti 
M~isimiledbrep.dcalionofhl~ 
il#'f'/ ~is.sue orlhe reMdola,:,,moniN:paid lor 
ill actffllisemenl lNOEMNJFICATION The advtr'5er and.or 
Ad't'erisingN/«t(ar,eesk>delendandir'demnifyhl~ 
~an,W'ldallabif(y, W.or~aisl'lghlmdaims 
ollblil.unlair~.I.Wiair ndep,adices.~ol 
tadefflaj1(s,c:ql'/IVCS.,1raclenames.pa.1ettS.orptoprayrigtU 
orviolationolrighcsolprivac)',r8SIArlglrOmltle~oltie 
AdYerise(sstaltfrlert 

Member Audit Bureau of Circulations 





~ ........ . 
I~ ••••••••••• G ISPY ••• • •• • • •• • • •• lj: '.~ ::: .. :: ... ::: J Candid Photos From The Seedy Underbelly 
~ ••••••••••• f h "d d "'. .: .: :. 0 T e V1 eo Game In ustry 
:<±; 

10 GAME INFORMER 



lbllQJM I IIIE!i™ 

FEATURlnG VIDEO/ 
& mu11c FRom 

BECH 

BLACH EYED PEA/ 

THE CHEffilCAL BAOTHEA/ 

FATBOY /Lim 

THE GO! TEAm 

Gwen /TEFAnl 

HOOBA/TAnH 

JUnlOA /EnlOA 

JUnHIE HL 

ffil//Y ELLIOTT 

new OADEA 

/TIGffiATO lnC. 

• nominee, Beil Puzzle/Trivia/Parlor Gome of E3 2006 
- Gome Critic, Award, 

• nominee, Be,t PJP mu,ic Gome of E3 2006 
-IGn.com 

4t 



·====· GI •••• • • •• ••••••••• • ••••••• ••••••••• ••••• 
• : .: The Readers Strike Back 

GI COMMUNITY 

Gome - bas. thriving 
oaline <ommunily, and !his 
Is whttt lhoy QII sound off 
ll>out issues latiag lht pminr 
iaduslry todoy 

THE QUESTION: 
Oflh,,-youplaytdit 
2006, wflldt _,,. you llllnlr _,,,, __ 

Syphon Fiker: Dark Mirror is the 
mast underrated game this Jl'OI' 
The PSP's mediaae 6neup has 
really turned people alf from 
tr;ing this gem al game. 

Trace Memo,y. I picked it up 
rer:eruly ta find the puzzles and 
stor,fine captivating and chal
lenging. It a/so contained unique 
!"'J'S al manipulating the OS. 

JmanllS 

The Xbox Liv, Arcade. despite 
a stTOng shooing, did not 
rer:eive the respect # deserved. It 
provided the kind al gamepkrf 
that casual gamers /o-e and the 
kind al anline competition that 
hatdaxe gamers enjoy. 
RedfaceNG 

Sh<Jdcw Hearts: From the New 
~ I don't see you lxeaking 
Al Capone out al prison or 
fighting with a dronk kitty cat 
in Kingdom Hearts II ex Frnal 
FantasyX/l 

WiiMatt 

Dream/all: The langest Journey. 
I can guarantee thal. unlike 
most games, you MH goin o 
strong ernatianol bond to your 
dlaraaers. This game rontained 
sa much atmosphere that the 
hcxrible ending almost had 
me ay,ng for the developers to 
re-writeit. 

God_of_lleslruction 

~ -
. .,_ .... 

; ,: ·•jj ) 

I think probably the mast under• 
roted game by the community 
as a whale is Hall Life: Episode 
I. I think ev,rtf,odyhas sort al 
lcxgotten about the ~ 
e,q,eriencealonFPS. 

Ghosty89 

Okami The game is easily the 
best game in the style of Zelda 
thot isn't Zekfa since perhaps 
Londstalker. Pins, it's beautiful 

ijll«daw 

Do you want to make your voict 
1-d?W<ijh.,..,,youropinional 
www.gameinformer.convtorums 

EASILY FORGOTTEN 
Thank you for your recent debate article about 
games getting easier. I'm an old-school gamer, 
from back in the day of Atari's joystick and single 
orange button. Back then there were no save 
points or checkpoints; you beat the games in 
one playthrough or you started back at the 
beginning. One thing hasn't changed, though: 
The difficult games are the ones that are 
remembered, from the original NES 
Teenage Mutant Ninja Turtles to the 
more recent Xbox Ninja Gaiden. 
I know getting more fans to 
jump on a series is important, 
but it is coming at a cost. Games 
are becoming easy and forget
table, not the challenging 
experiences we'll remem
ber for years. 

Tomelius Rapp 
Greenwood, SC 

■ You are right to say that people remember 
games that challenge them. However, keep 
in mind that just because a game is difficult 
doesn't mean that it is good. We've spent 
hours playing trash on our NES like Back 
to the Future and Deadly Towers, and even 
though they are tough games, the gaming 
industry would be in trouble if it held them 
up as models. Putting aside the issue of 
whether or not games are getting too easy, 
the fact of the matter is that technology 
affords modem games many more ways to 
leave an impression on the player. Whether it 
is through innovative control schemes, stun• 
ning art direction, or jaw-dropping cinematics, 

■ The people who can't recognize the brilliance 
of this costume are probably the same knuck• 
leheads who hand out those gross peanut 

designers have far more avenues open to 
them to craft enduring gaming experiences. 
Ultimately, to us it seems like a good thing 
that you can remember the story or clever 

mechanics as a game's high point rath
er than its prohibitive difficulty. 

OH,BABY 
In Reiner's bio in issue 162, he talks 
about trying to get his friends to 

name their son Sephiroth. I thought I'd 
let you know that I plan on naming 

my first-born child that very same 
name. I thought that it would be 
kinda funny. 

Ryan Hutton 
via hotmail.com 

■ If there's one thing children 
like, it's knowing that they 

were named on a whim because 
their parents thought it would be 

"kinda funny.' Then again, you could do 
worse; you could name your son after a 
character that isn't even cool, like Awesome 
Possum. Let's face it, with a name like 
Sephiroth, he still won't be the most popular 
kid in school, but at least he'll be the king of 
the nerds. Unless there's a nerd named Cloud, 
in which case there will be a slap fight at 
recess to determine who reigns supreme. 

CULT FOLLOWER 
I just want to thank you for your "Top 10 Cult 
Classics" section in Issue 163. As a 26-year old 
gamer with a full-time job it's very easy for some 

butter taffy things to unsuspecting trick-or-treaters. Seriously, you 
have aeated one the coolest Halloween costumes we've ever seen. 
Don't get complacent, though - you might have a bit of competi· 
tion. Many readers sent us pictures of their gaming-related get-ups 
this year, like Zach Miller (Pyramid Head) and Adam Rivera (Alta'{r), 
pictured here. If only video game-based costumes were as common 
as pirates or sexy cats, the world would be a better place. 

lesser-known games to pass me by. I picked up a 
few of the games on your lisi and I'm very pleased 
that I did. I never would have even looked at these 
games had it not been for your recommendation. 
There are a lot of these rare gems out there that no 
one has played, and it's things like your Top 10 that 
gives them the exposure they deserve. 

Steve Brereton 
Detroii Michigan 

■ We're glad we could help, Steve. Not every
one has the time to devote to researching 
every cool game that releases. Each genera
tion has great games that get overlooked, 
and we figured that with the next generation 
of consoles finally upon us, now is the per
fect opportunity to look back and see what 
you might have missed. If you're still hungry 
for more, check out our feature on page 52. 
We give you a comprehensive run-down of 
the best games of 2006, from the most-hyped 
blockbusters to the surprising underdogs. 

iFUTURE 
I keep hearing these rumors that there is going to 
be a new system from a different company to com
pete with the PS3, Xbox, and Wii. People say that 
Apple is going to make the iBox. Is this true? 

Tom Tackett 
via aol.com 

■ It isn't true ... yel Apple did recently get 
some patents with definite gaming applica
tions, but the company hasn't announced 
any formal plans to enter the console 
market. What is clear is that Apple, like 
Microsoft and Sony, wants to be a major part 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Alln: Dear GI • n4 Nonh First St. 41h Floor • Minneapolis. MN ~I Email: deargi@gameinlormer.com 
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of your living room multimedia experience, 
beginning with its upcoming multifunctional 
iTV device. If the company does have plans 
to enter the gaming market. it has some 
obstacles in its own history to overcome 
first; just ask any Mac gamer how commit
ted Apple is to bringing the latest titles to 
its machines. You'll probably only hear a 
defeated sigh followed by the sounds of the 
hottest Hnew" release, Civilization IV. 

Wll'VE HEARD IT BEFORE 
I question Nintendo's wisdom in using the 
Japanese word 'Wii" for their new gaming console. 
If they adopt Sony's naming convention Gust add
ing a number at the end) and continue to use the 
Japanese language, they could run into a problem. 
The Japanese word for the number two is "Ni~ 
That means if they name their next console the 
'Wii 2," it would be pronounced 'Wii Ni~ This could 
create uncontrollable giggling in grade schools 
throughout the world. 

Anthony Hauck 
via gmail.com 

■ Interesting observation, Anthony, but you 
speak as though the name "Wii" isn't already 
ridiculously open to abuse. Furthermore, 
your theory has two major holes in il First. 
the whole "Hey, Wii could refer to genitalia 
and/ or body functions! Tee hee!" angle is 
pretty played out at this poinl Second, "Wii" 
isn't acually a Japanese word. The name 
was essentially manufactured by Nintendo 
because it is easy to remember and pro
nounce regardless of one's native language. 
Now that the initial shock has worn off, it 
seems that most people are on board with 
Wii; gamers who would have once snickered 
at the unconventional name are now ready to 
confidently stroll up to the counter and say 
" I need a Wii!" It takes a pretty compelling 
piece of hardware to make a person do thal 

THE SPY WHO WARED ME 
I recently learned that Battlefield 2142 forces users 
to install spyware on their PCs before they can play 
the game. If you're going to name this Trojan horse 
your PC Game of the Month, you should inform 
your readers of this threat You never know what 
some disgruntled employee could do with your 
personal information. 

A Patrick 
Dallas, TX 

■ Titles that install harmful software should 
definitely be a concern to gamers, but how 
the issue pertains to Battlefield 2142 may 
have been blown out of proportion. We 
contacted a representative from EA to get 
the straight story on the program the game 
installs. According to EA's statement: "The 
advertising in Battlefield 2142 does not 
access any files which are not directly related 
to the game. It does not capture personal 
data such as cookies, account login details, 
or surfing history. The advertising system 
uses a player's IP address to determine the 
region of the player, assisting to serve the 
appropriate ads by region and language:• 
So, you don't really need to worry about a 
disgruntled employee; the limited informa
tion the program gathers wouldn't be of 
much use to anyone. Of course, whether or 
not you want in-game ads in the first place is 
another issue altogether. 
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Enter the Game Informer 
Envelope Art Contest All you 
need to do is draw, pain~ 
scratch, spit, or carve the best 
dam envelope an you can 
think of and send it to us. 
Please include your name, 
phone number, and return 
address on the back of the 
envelope. If you're the monthly 
winner, we'll feature your work 
in GI and you'll receive a video 
game prize from the Game 
lnfonner vault 

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

DESMOND HUGHS 
The Dark Knight's muscu

lature has been known to 
reduce students of human 

anatomy to tears 

LIAN HUA 
"Oh, Malboro, 

no one will ever 
understand the 

deep and 
profound con

nection we share. 
Or how we ... you 

know ... " 

ANNEMARIE 
NICHOLSON 
She has purple 
hair, seems to 
be sleeping, 
and carries a 
sword - just like 
Grandma! 

JEFFREY TRAVERSO 
LET ME SHOW YOU MY POKEMANS 

CORRECTIONS 

GUS 
SMITH 
3RD 
Looks like 
Kane and 
Lynch have 
some com
petition. 
Sort of 

In our last issue (December 2006, GI #164), the Holiday Buying Guide incorrectly listed the website for 
the Digital NV Ranger goggles. If you would like to purchase them, visit www.brickhousesecurity.com. 
We apologize for the oversight. 
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The Cutting Edge Of Gaming 
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INFORMER PRESENTS * 
**************************************** 

THE HOLIDAY CONSOLE 

JiJ) 

Wii 

The wait is over. The final two combatants in the 
next-generation war have entered the ring and are 
ready to square off for your holiday dollars. For 
both Nintendo and Sony, this begins a crucial time. 
Though they are both long-standing stalwarts in the 
home console market, the future is rather unclear. 
Sony, which has dominated the field for a decade, 
is suddenly feeling the heat both from Microsoft's 
successful Xbox 360 and its own fans, many of 
whom were shocked by the system's unprecedented 
price tag. 

For Nintendo, Wii must prove that it is still viable 
in a market where it's been beaten badly by Sony 
two generations in a row. In addition, Wii is not only 
trying to be another successful system, it's attempt
ing to change the way that home console games are 
played. Will the Wii remote be as revolutionary as 
Nintendo's analog stick was in the 64-bit generation, 
or will it be just another historical oddity like the 
Power Glove? 

Either way, gamers will get to see two of gaming's 
greatest companies come out with all guns blazing. 
When the dust settles, we'll be a lot closer to know
ing the landscape of the next five years of gaming. 

TABLE OF CONTENTS: 
PlayStatlon 3 Coverage ................ Page 18 
PlayStatlon 3 Verdict .................. Page 21 
Wii Coverage ............................ Page 22 
WII Verdict ............................... Page 25 
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***************************************** 

EXPERIENCE 
WE PUT THE PS3 THROUGH ITS PAC ES 

********** 
WHAT YOU GET 
No matter which system you choose (see sidebar on pg. 19), 
the PlayStation 3 is capable of playing CDs, DVDs, and Blu-ray 
games and movies. It also connects through a broadband con
nection to the PlayStation Network. 

The PlayStation 3 allows gamers to connect any USB device 
to the system. Wired or wireless keyboards, mice, headsets, or 
music players can easily sync with the system. And if you have 
the 60GB unit that offers the other inputs, you can also easily 
move photos from a digital camera that uses MemoryStick, 
SD, or CompactFlash and view them on the system. 

Setup takes a little bit of extra time, but once you have it 
up and running the system works well. The store is particularly 
smooth, letting you easily download demos or purchase other 
games like Blast Factor (which will be joined by many others 
in the future, all available only as digital downloads a la Xbox 
Live Arcade). 

Since the system doesn't come with a headset, we pur
chased a Plantronics Explorer 320 Bluetooth headset for use 
online. It was easy to connect and works well, but the lack of a 
simple connector on the controller means either a long cable 
or a hefty investment for a headset. The 320 cost us about 
$50, but nicer headsets can range up to $150. 

After numerous delays and much controversy, Sony's 

PlayStation 3 is finally out. We use the word "out" 

and not "available", since getting a PlayStation 3 is 

about as easy as finding your loser friend a significant 

other. Leading up to its November 17th launch, lines 

formed up days in advance as the excitement for the 

PlayStation 3 reached a frenzy that few expected. 

Consumers were clamoring for their shot at one, but 

with a limited number of units in the initial shipment, 

acquiring one was both a challenge and a mark of 

honor for gamers everywhere who managed to buy the 

console. Others took the easy way out, heading to eBay 

where systems were selling for thousands of dollars. 

Sony plans to restock units as quickly as possible, 

but if you are still in the market, we highly recom

mend a trip to your local game retailer and placing a 

pre-order. 

Game Informer has its units, and now we break 

down the system to deliver the inside scoop on the 

industry's most sought after piece of hardware. 

***************************************** 
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GETTING 

TO 
KNOW 

PS3 
■ iSUppl~ 1 marketins Intelligence senrice, 
claims that Sony is taklnc I considerable 
loss on uch PlayStation 3 sold. Their report 
states that "Materials and manufactur-
ing costs for the 10GB model exceed the 
sucgested retail price of S499 by a total of 
U 06.85. For the 60GB version, costs exceed 
the S599 price by S141.35." 

********** 
THE TWO 
SYSTEMS 
The PlayStation 3 comes in two different 
configurations. The 60GB version has built
in Wi-Fi and inputs for MemoryStick. SD, 
and CompactFlash cards. It is important to 
note that both versions feature upgradeable 
hard drives for easy expansion in the future 
if required. 

Each system comes packed with a power 
cord, composite cables, a USB cable to 
recharge and connect your controller, and 
an Ethernet cable. Unfortunately, the unit 
doesn't come with component or HDMI 
cables, which means a required extra pur
chase to play P53 games in high definition. 
When compared to the Xbox 360 bundle, 
the lack of a headset or remote control for 
the movie player is a disappointment 

PS3 SYSTEM (60GB HDD): $599.99 
• Dimensions: Approximately 325mm 0N) x 98mm 

(H) x 274mm (D) 
• CPU: Cell Broadband Engine 
• GPU: nVidia RSX 
• Main Memory: 256MB XOR Main RAM 
• Embedded VRAM: 256MB GDDR3 VRAM 
• Hard Drive Disk: 2.5" Serial ATA (60GB HOD) 
• Main Input/Output: USB 2.0 (x4), MemoryStick/ 

SD/CompactFlash 
• Ethernet: I0BASE-T, IOOBASE-TX. IOOOBASE-T 
• Bluetooth: 2.0 (EDR), Wireless Controller (up to 7) 
• Wireless Communication: IEEE 802.11 b/g 
• Screen Size: 480i, 480p, 720p, 1080i, 1080p 
• HDMI: HOMI out (xi) 
• Analog: AV Multi Out (xi) 
• Digital Audio: Optical (xi) 
• Dis< Drive: Blu-ray/DVD/CD (read-only) 

PS3 SYSTEM (20GB HDD): $499.99 
• Dimensions: Approximately 325mm 0N) x 98mm 

(H) x 274mm (D) 
• CPU: Cell Broadband Engine 
• GPU: nVidia RSX 
• Main Memory: 256MB XOR Main RAM 
• Embedded VRAM: 256MB GDDR3 VRAM 
• Hard Drive Disk: 2.s• Serial ATA (20GB HOD) 
• Main lnpuf/Output: USB 2.0 (x4) 
• Ethernet: I0BASE-T. IOOBASE·TX. IOOOBASE-T 
• Bluetooth: 2.0 (EDR). Wireless Controller (up lo 7) 
• Screen Size: 480i, 480p, 720p, 1080i, 1080p 
• HDMI: HOMI out (xi) 
• Analog: AV Multi Out (xi) 
• Digital Audio: Optical (xi) 
• Disc Drive: Blu-ray/DVD/CD (read-only) 

********** 
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THE BLU-RAY MOVIE 
EXPERIENCE 
The Blu-ray player is fantasic on the PlayStation 3, and the 
interface when using the Sixaxis controller as a remote is work
able. A true remote would be better, but the Sixaxis gets the 
Job done. If you have a high-definition TV, the Blu-ray movies 
look and sound remarkably better than current DVD movies. 
However, without a clear winner in the next-generation movie 
race between Blu-ray and Toshiba's HD-DVD, it is unknown 
which - if either - of these formats will become a standard 

n the level of VHS or DVD. If HD-DVD were to win out in the 
ng run, the Blu-ray cap_abilities of the PS3 would be like hav
g a Betamax player built into your Sega Genesis. It would be 
ce, but you wouldn't use it all that much. 

~ 
B.lu•r8yD.lsc 

___________________ __J 
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THE TROUBLE SPOTS 
While the PlayStation 3 is backwards compatible and plays a number of 
PSone and PS2 titles, don't disconnect your PS2 too soon. The system 
actually has a number of titles (Sony's own estimates place the number in 
the hundreds) that currently don't work on the PS3. Sony hopes to rectify 
the problem, but in the meantime the system isn't completely backwards 
compatible. In some cases, while the system may play these older games, 
they actually look worse on the PS3 (Final Fantasy XII is an example). 

Another major issue for the PlayStation 3 is that the system currently 
does not scale its signal to match older HDTV sets that support 1080i, but 
not 720p. In these cases, the machine defaults to 480p, which is a major 
concern for people who own older HDTV sets (the games look washed 
out since they are intended to be displayed in the higher resolutions). This 
problem could be fixed in future firmware updates to the system, but Sony 
was unable to give us confirmation of such a solution as of press time. 

This issue also affects the PlayStation 3's 1080p output, which currently 
only fuct1ons at 60 hertz. In layman's terms, this means that if your TV 
supports 1080p, but only at 24 or 30 hertz, you will be unable to play the 
PlayStation 3 in 1080p. Checking compatibility with your TV before you 
purchase a PlayStation 3 is paramouni as a high-quality display is crucial 
to the experience. Movie buffs, who prefer that movies run at 24 hertz 
(which is closer to the true 24 frames a second that film cameras use), 
may find this to be disappointing to their movie watching experience, but 
this issue is invisible to most people's naked eye. 

The final concern we have with the PlayStation 3 is its use of Bluetooth 
for the wireless controllers. While we experienced many hours of trouble
free play, there are times when the controller loses connection with the 
PlayStation 3 and the player loses control (like running into a wall without 
being able to turn). Whether this is a result of outside interference, rushed 
software, or an intrinsic failing in the Bluetooth standard is unclear. Either 
way, this is a concern that must be addressed if the PlayStation 3 hopes to 
claim the crown of the number one hardware this generation. 



PROS 
1 CELL 
The powerful Cell processor's multi-core design 
should provide developers with unporal/eled power 
once they figure out how to utilize the chipsers 
complex architecture 

2 UNIVERSAL LOGIN 
Universal login makes playing games online easier 
than ever 

3 BLU-RAY 
As a Blu-ray movie player, the PS3 delivers next-gen
eration movies as well as games 

4 FREE ONLINE 
While the PS3 may not have as much functionality as 
Microsoft's Xbox Live, it does offer free online gaming 

5 CROSS MEDIA BAR 
The crossbar interface is easy to use ( especially for 
those familiar with the PSP) and offers the ability to 
download music, photos, v,deos, browse the web, 
or purchase games or game demos through the 
PlayStation online store 

6 SIXAXIS 
The Sixaxis controller offers unique gameplay 
mechanics with its motion-sensing capabilites 

CONS 
1 THE OS 
The PlayStation operating system and Network isn't 
nearly as robust as Microsoft's Xbox Live in its current 
state 

2 RANDOM DISCONNECTS 
Bluetooth wireless for headset and controllers is cur
rently spotty. Controller connection problems are a 
reality and it's not pretty 

3 PRICE 
While it's a cheap Blu-ray movie player, it is one of 
the most expensive consoles in video game history 
(and an HOM/ cable and input on your TV is required 
for IOBOp movie playback) 

4 SCALING 
Since the PS3 can't currently scale video images to fit 
your T\I, it requires gamers to have either a I OBOp TV 
that accepts a 60 hertz signal or a TV that supports 
images natively at 720p. Even though your TV may 
say HD on it it may not be compatible. If it doesn't 
games will only display in 480p 

5 NO HEADSET PACKED-IN 
Since no headset is currently pocked in, gamers must 
purchase a number of peripherals to get the full use 
of their system. Bluetooth headsets range from $50 
to $150 if you want to go wireless, and cables and 
remote controllers add up quick 

6 RUMBLE 
The lack of rumble and a headset input on the Sixaxis 
controller is a disappointment 

****TOP 5 PS3 GAMES**** 

can of Duty 3 Fight Night Round 3 Marvel: Ultimate 
Alliance 

Resistance: Fall 
of Man 

Ridge Racer 7 

EDITOR REACTIONS 
There's no doubt that the PS3 is a 
heck of a machine. From a feature list 
standpoin~ it is unrivaled in its capa
bility to serve as your entertainment 
center's hub. However, the gameplay 

that we've seen so far has been exactly what I 
feared. Titles like Call of Duty 3 and Genji: Days of 
the Blade feature design and gameplay that would 
easily fit on the last generation of consoles, and 
the motion-sensing abilities of the Sixaxis controller 
have been used so far only as gimmicks. Barring 
the system's undisputed graphical prowess, there's 
nothing directly related to gaming on PS3 that we 
haven't seen before. To its credit, the existence of 
motion-sensing does give it a higher creative ceiling 
than the 360, though we've yet to see anyone take 
advantage of it. 

The true strength of the system, in my mind, 
is PS3's expanded multimedia and networking 
power. Microsoft's Xbox and 360 both have killed 
Sony's machines in this arena to date, and giv-
ing users access to the kind of experience that 
Xbox Live offers is key. Blu-ray playback may not 
be a big deal right now given the relatively low 
penetration rate of HDTVs, but in five years it will 
undoubtedly be huge. Centralizing music and 
video downloads and playback into one conve
nient location is also a massive convenience for 
consumers. As broadband becomes a way of life 
for more people, the PlayStation 3 will be the per
fect device to take advantage of it - provided Sony 
cleans up some of the niggling interface problems. 
How badly the high price tag cripples the system's 
momentum is the only question that remains, and 
we won't know the answer to that until at least 
this time next year.-ADAM 

fl] 
Tech specs, new-fangled movie-playing 
devices, and online strategies don't 
amount to jack if a system doesn't 
have the games to back them up. 
That's my problem with the PS3 right 

now; it is an astounding and capable piece of hard
ware that is actually a bargain considering what it 
can do - but it just doesn't have any launch titles 
that fire me up. I know Resistance: Fall of Man is 
awesome, and I'm sure there are plenty of people 
who can't wait to play it, but I'm not one of them. 
In the first half of 2007 there are definitely some 
cool-looking titles scheduled, like Heavenly Sword 
and Lair, but I don't know yet if they will be enough 
to inspire gamers to buy a brand new console. That 
doesn't mean I think Sony is doomed - quite the 
opposite, in fact. Despite what appears to be an 
early drought, I'm more excited for the PS3's long
term prospects than any other system in history. 
The two Final Fantasy Xllls, Metal Gear Solid 4, Devil 
May Cry 4, White Knight, and Heavy Rain all look 
like the kinds of games I live for. But when will I get 
to play them? It'll be at least a year before they're 
on the market. Buying the PS3 early is a way to 
show your support for Sony's latest endeavor, if 
only so they can bring you awesome games in the 
future. However, for some gamers, the PS3 might 
just be a fancy-pants movie player for about nine 
months ( and who wants to watch Broken Arrow, 
anyway?). Regardless of what happens in the com
ing months, one thing is certain: When faced with 
the opportunity to control Solid Snake and Dante 
again, you won't be able to pry the Sixaxis from my 
hands with the jaws of life.-JOE 
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NINTENDO LAUNCHES 
A GU IDE TO WHAT YOU 

CAN EXPECT FROM 

NINTENDO'S LATEST 

CONSOLE 

A 
s you can imagine, we were pretty excited to tear 
our final Wii hardware out of its box and get down 
to business. Although we had expressed concern 
that the hardware looked a bit plain and utilitarian 
compared to the Xbox 360 and PS3, the final unit 
is an attractive piece of equipment. Its shiny white 

finish and clean lines are a large improvement over the gim
micky GameCube, and suggest favorable comparisons to Apple's 
hugely successful iPod (a resemblance that is likely no accident) . 
Basic functions like powering up and inserting discs work well, 
and seem to indicate that - like most Nintendo hardware - Wii 
is a well-engineered and durable console. 

However, there is one minor issue we have with the industrial 
design. The Wii stand, which allows you to place it upright does 
not do a great job of supporting the top-heavy unit. Apparently, 
after discovering the Wii's propensity to tip in the stand, 
Nintendo created a quick and cheap solution: a clear plastic disc 
that attaches to the bottom of the stand, which provides a much 
larger base. \Nhile it serves its purpose, it looks a bit chintzy -
which is probably why Nintendo hasn't publicized this small 
attachment. Either way, you'll probably want to use it, as the Wii 
looks much better standing up than on its side, which can make 
it look more like a detachable hard drive than a game console. 

Once we got it out of the box, we were pleased to discover 
that - despite its unique motion-sensing functionality - the Wii is 
remarkably easy to set up. After plugging in the AC adapter (yes, 
the Wii does have a power brick, but it's much smaller than the 
Xbox 360's), simply attach the sensor bar to its jack in the back 
and set it either on top of or directly underneath your television 
screen. It's important to make sure it's centered, but other than 
that there's remarkably little tweaking required. Then, pop the 
batteries into your Wii remote and use the sync buttons under 
the battery cover and on the unit to recognize the remote (this 
must be repeated to add more remotes for multiplayer). There 
are sensitivity settings, but we found that the sensor recognized 
the Wii remote very well out of the box. 

Overall, it's a very typical Nintendo console; it's solidly made, 
the controller and the nunchuk attachment have an excellent 
feel, and there's even a clip to hold the hand strap so you won't 
pull the nunchuk out by mistake. The only real flaw we've dis
covered so far is the speaker included in the Wii remote. Frankly, 
it sounds terrible, like a speaker from one of those •talking" birth
day cards or a child's toy laser pistol. Still, given how much new 
ground Nintendo is breaking with the Wii's design, the fact that 
this relatively minor complaint is the most serious only points to 
just how good a job the company did in designing the system. 

It's been a long time coming, but Nintendo's gameplay revolution has begun. With the Wii on store 

shelves across the country, the devoted and curious alike are beginning to explore what the company 

hopes will be the next great advancement in the video game industry. The pre-ordered units have 

been sold, eBayed, and sold again. As the years of hype leading up to this moment dissipate, we can 

finally take a good look at the Wii and give our initial verdict on the system. Is it everything Nintendo 

promised it would be? Is it destined to follow the OS to success or the GameCube to failure? What 

games should you buy? Does the controller work like Nintendo said it would? In the following pages, 

we hope to answer all these questions and more. 

GETTING 
TO 
KNOW 

Wii 

2 

• • • • 
Wii 
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■ The sensor bar can be set at the bottom 
or on top of the screen, but we found it 
preferable on top 

Il l v 
A 

v 

■ This classic controller is made 
for the Wii's Virtual Console 

THE VIRTUAL CONSOLE 
One of the system's biggest draws is the ability to download and pur
chase classic titles. Here's a complete list of the games Nintendo says will 
be available by the end of December. Pricing for games is as follows: NES 
titles are 500 Wii points ($5), SNES titles are 600 Wii points ($6), N64 
titles are 1000 Wii points ($10), Sega Genesis titles are 800 Wii points 
($8), and TurboGrafx titles are 600 Wii points ($6). 

NES 500 points TURBOGRAFX16 600 points 
• Mario Bros. • Book's Adventure 
• Donkey Kong • Super Star Soldier 
• Donkey Kong Jr. • Victory 
• Ice Hockey • Bomberman '93 
• Pinball • Dungeon Explorer 
• Soccer 
• Tennis SNES 600 points 
• Urban. Champion 
• Wario's Woods 

• F-Zero 
• SimCity 

• Baseball 
• Solomon's Key 

Wii. 
L 

er' 
(· 

GENESIS 800 points 
• Sonic the Hedgehog 
• Altered Beast 
• Golden Axe 
• Columns 
• Ecco the Dolphin 
• Gunstar Heroes 
• Space Harrier II 
• Toe Jam & Earl 
• Ristar 
• Dr. Robotnik's Mean 

Bean Machine 

N64 1000 points 
• Super Mario 64 
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Wii CHANNELS 
The Wii's functionality, both on- and offline, is navigated through a series of uchannelsn 
which allow you to access content off a disc, memory card, flash memory, or the Internet. 
Not all of the channels will be available at launch. The Photo, Shop, and Mii channels are 
available initially, while the Forecast and News channels will be available on December 
loth and January 27th, respectively. 

DISC CHANNEL 
This simple channel allows you to access what
ever game is in your drive, whether it's a new 
Wii title or a GameCube classic. 

PHOTO CHANNEL 
Looking at photos or videos from an SD card 
on your Wii is easy. Just slip it in the front slot 
(make sure you have an adapter if you're 
using a mini or microSD card) and your Wii 
can access up to 1,000 shots. You can arrange 
slideshows that can also be set to music. 
Manipulating photos was very easy using simple 
controls to add color doodles to any shot. Any 
changes you make to your photos will only be 
saved, however, if they are uploaded to the Wii 
Message Board. From the Message Board pher 
tos can either be viewed on your Wii or sent to 
a registered Wii friend. There is also a puzzle 
game you can play which will take any photo 
and split it in up to 48 pieces that you then 
have to assemble. 

Mii CHANNEL 
This channel lets you build a cute doppelgang
er of yourself through a simple set of menus. 
The characters are like those used in Wii 
Sports, and are compatible with the packed-in 
title. Your Mii is saved to your remote, allowing 
you to use it when you bring your controller to 
a friend's house. You can also trade Miis with 
your friends online. 

FORECAST CHANNEL 
Although Nintendo hopes you'll be spend-
ing all your time indoors, the Wii gives you a 
heads-up on the weather with the Forecast 
Channel. Content will be updated constantly 
through WiiConnect24, and can be accessed 
through a 3D map of the globe. Weather infor
mation is provided by the respected service 
Weathernews. 

NEWS CHANNEL 
Operating with a global map similar to the 
Forecast Channel, and updated 24 hours a day, 
the News Channel will keep Wii gamers con
nected with the latest in current events. Content 
will be provided by Associated Press, the world's 
largest news service, and can be sorted by topic 
and region. 

Wii SHOP CHANNEL 
Here's where you go to get your fill of classic 
games for Wii's Virtual Console. By December 
30, several classic 8- and 16-bit titles will be 
available for purchase. Our only complaint 
with this awesome service is the fact that 
the games are not priced in dollars but "Wii 
points• - a fictional currency that must be pur
chased from Nintendo. 

Wii MESSAGE BOARD 
Nintendo envisions this more as old-fashioned 
Post-It notes than as forums where dudes 
argue about obscure anime and submit Sonic 
the Hedgehog erotic fanfics. Basically, you can 
leave messages for other members of your 
family on the calendar-based message board 
or use WiiConnect24 to trade photos and 
text messages with friends in other places. 
Nintendo will also use the service to update 
you on new maps or items available for certain 
titles on the Shop Channel. 

INTERNET CHANNEL 
The Wii lets you surf the Internet from your 
couch, via the Opera browser available at 
the Wii Shop Channel. Early adopters will get 
Opera as a free download to the Wii's flash 
memory. However, in July, Nintendo will begin 
charging an unspecified number of Wii points 
for the application. 
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PROS 
1 EASE OF USE 
Despite the next-gen controller, the !Mi is remarkably easy 
to set up, toking only o few minutes 

2 THE Wii REMOTE 
While we're not sold on how oll the launch gome use it, 
there's no doubt thot it works well ond offers some vel)I 
interesting gomeploy possibilities, even in troditionol games 
likeleldo 

3 THE VIRTUAL CONSOLE 
By the end of the year, there will be o ton of all-time 
classics ovoiloble for download This is on excellent woy 
for Nintendo to leverage its stellar back catalogue 

4 ZELDA 
Although it's largely because of how long the game wos 
delayed, Nintendo is once again launching with o true clas
sic for the oges 

5 ONLINE 
Though multip/oyer isn't ready, it is encouraging thot the 
company is finally taking a serious approach to the Internet 

6 THE SD CARD SLOT 
It's o small detail, but it's nice to see Nintendo giving own
ers some multimedia possibilities 

7 Wii SPORTS PACK-IN 
We thought pocked-in games hod gone the woy of the 
dinosaur, so it's nice that Nintendo is giving people some
thing to ploy right out of the box 

EDITOR REACTIONS 
I've been pretty critical of Nintendo as a home console manufac
turer over the past years, but somewhere along the line Wii made 
me a believer. For all Nintendo's talk of being different from Sony 
and Microsoft, the GameCube was just another home console, 
with poor third-party support and no real online initiative. With the 

Wii, the company is putting its money where its mouth is, and really attempting 
to broaden our definition of what a console can be. My initial experiences with 
the system have been very positive - that cra-zy controller really does work. 

Even better, Nintendo finally seems to be serious about online. Although 
I'm disappointed by the lack of multiplayer at launch, the Virtual Console is 
extremely exciting, and I expect it to be wildly popular with fans of old-school 
gaming. Third-party support seems to be coming along as well, with a host of 
companies lining up to create games really tailored for the system. That being 
said, the launch lineup is filled with too many titles that are more novel than 
actually good, which is probably my biggest concern about Wii in the long term. 
Still, I doubted the OS would succeed, and am very happy to report that I was 
dead wrong. With a lower price and at least one classic game (Zelda) already 
in its library, I think this dark horse might give the frontrunners a real challenge 
this generation.- MATT 

Excite Truck 

TOP5WiiGAMES ******* 

The Legend of 
Zelda: Twilight 
Princess 

Rayman Raving 
Rabbids 

Red Steel 

CONS 

Trauma Center: 
Second Opinion 

Even ot launch, there's o pretty big disparity between the 
visuals of the !Mi ond PS3 ond 360. We expect these differ
ences will only grow larger os time moves on 

2 NO DVD PLAYBACK 
At this lote dote, it seems silly thot Nintendo didn't include 
this in the hardware 

3 NO HARD DRIVE 
While there's o decent amount of flash memory and the SD 
slot, were getting used to our systems having a hard drive. It 
will be interesting to see if this limits developers down the rood 

4 Wi-Fi ONLY 
For o company thot wonts to moke online gaming acces
sible, it's odd thot Nintendo doesn't allow for easy, plug
ond-ploy broadband connections to the Wii. Will this limit 
online usage in the U.S.? 

5 GIMMICKY GAMES 
Although the launch lineup hos some meat to it, o fair num
ber of early Wii titles appear to be a bit shallow ond rely 
solely on the novelty of the motion-sensing controller 

6 THE Wii REMOTE SPEAKER 
Neot ideo, but the sound quality on the remote's speaker is 
just horrendous ond cheap-sounding 

7 NO BATTERY LIFE WARNING 
When your remote's batteries give out, you'll get o generic 
connection failure warning, with no indication that you 
need to replace the batteries 

When Nintendo launched the OS, I was quick to poke fun at its less than impressive 
graphics and handful of games that were nothing more than parlor tricks. A year 
later, the OS is my favorite handheld and the games have really come into their 
own. 

The tale of the Nintendo Wii is certainly similar, but I'm not sure that the two fol
low the same story arc. The Nintendo OS works because it relies predominantly on 20 graphics, 
while the Wii has to support a number of 30 games, which we all know aren't quite as t imeless. 

So in the short term, I see a lot of success for the Wii, since it offers a different experience 
than the other consoles on the market. Zelda is simply amazing, and really shows off the Wii 
remote and nunchuk capabilities. However, many of the other launch games aren't quite as 
original, and I fear that many third party-titles will continue down this path of mediocrity. The Wii's 
graphic capabilities (which I would put on par with the original Xbox) will, in my opinion, hurt the 
system in the long run. The success of the system ultimately rests squarely on Nintendo's ability 
to continue to deliver innovative games that are outstanding, regardless of graphics in a video 
game climate where, whether you like it not, visuals are extremely important. 

The system setup is easy and very user-friendly, but the sensor bar isn't as perfect as I would 
have liked. If you place the sensor bar on the bottom of the TV, things like your propped-up feet 
or other objects will annoyingly interfere with the signal. Avoid this one hiccup and you'll thor
oughly enjoy the Wii controller, save the occasional case of tennis elbow. - ANDY 
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E 
xclusive 360 title Fable 2 was 
only tantalizingly available in 
suggestive movie fonn at the 
last E3. But recently, developer 
Lionhead released some teaser 

art from the game, and details about the 
title are creeping out. 

Fable 2 will feature deeper family 
experiences and expanded city areas. 
Now all your hard work at wooing a 
mate will pay off, since you can produce 
offspring if you so choose. Not only will 
your son or daughter physically look like 
you and your spouse, but they'll also 
grow up during the course of a game. 

The first Fable allowed you to own 
property, but in Fable 2 your influence 
over the towns themselves will be farther 
reaching. For instance, your actions could 
help a town prosper or wither. Trading 
with a nascent settlement could help it on 
its way to growth, while killing all in sight 
could make it a ghost town lost to time. 

Of course, as a Peter Molyneux game, 
there are many more ideas in store for 
Fable 2. We characteristically suspect 
some of Molyneux' s grand concepts 
will be cut from the finished product 
and many more added. Regardless, we 
expect grand adventures from Fable 2. 
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XBOX LIVE 
GOES TO THE 
MOVIES 
MICROSOFT SURVEYS COST 

A 
s Xbox Live gathers more steam and both Sony and 
Nintendo invite the public into their new online worlds, 
each platform's online strategy is clearly more than just 
playing games online. At a pre-launch event for PS3, 

Sony's Phil Harrison told Game Informer that downloadable mov
ies for the system were on the way. Well, Microsoft beat its com
petitor to the punch. Microsoft has announced that it will offer over 
1,000 hours of TV and movie content via Xbox Live, with the initial 
batch appearing before the end of the year. 

lhe company has deals with CBS, MT\/, Paramount, TBS, 
Warner Bros., and more. lhe content is available in standard and 
high definition, but it will require that your Xbox 360 has a hard 
drive. Everything from Superman Returns to Ultimate Fighting 
Championship and Chappel/e's Show will be available. TV shows 
will remain on your hard drive, but unlimited viewing of movies 
would be possible only in the first 24 hours. After that, you will 
have to re-pay to watch the movie. HD mov-

)(l3G( 
LIVE 

ies will weigh in at about four to five GB, 
while a two-hour SD movie will average 1.6 
GB. Given that the 360 hard drive contains 
only 13 GB of useable space out of the box, 
if Microsoft wants gamers to embrace these 
downloads, it is imperative that it releases 
the oft-rumored larger hard drive. 

_ .. , ................. ~ . -•JCIY•"'• .... .,.,_""'_ 
-,.,....,...,.._v.iu._,__..,_r.,,._141M1o,,,__ 
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Although at the time of this writing 
Microsoft has yet to announce prices for 
these shows and movies, it has sent out a 
survey to select Xbox Live members inquir
ing if they'd be okay with paying $1.99 for 
downloaded shows and $3.99 for rented 
movies. Other ideas for downloads were 
offered by the survey, including $.99 songs 

Xbox Live's survey 
suggested the possibility 
of an Xbox Live Arcade 
joystick 

(accessible in game), a streaming music service for $14.99 a month (with 
a library of over two million songs), and a $5.99 subscription to internet 
radio stations. Although a Microsoft spokesperson told us to print that 
there was no option to permanently download movies, the survey did ask 
respondents what they thought of being able to do so for $19.99. 

lhe survey also floated test balloons regarding some new peripher
als such as a new 360 controller with "slightly improved d-pad perfor
mance", rubber grips, backlit buttons, and a new color for between $59 

and $69. Another controller (illustration shown) would be specifically 
designed for Xbox Live Arcade. Also suggested in the survey is a possible 
mini keyboard device ($19-$29) that would plug into your controller to 
enable text messaging. 

Finally, this Xbox Live survey inquired about interest in a potential web 
browser as a future feature for the online service. Currently, both Sony's 
PS3 and Nintendo's Wii offer web browsers. 

DATA FILE 
More News You Can Use 

UNIVERSAL 
CRACKS 
WHIP ON 
CASTLEVANIA 
Universal Pictures 
wasn't so bullish 
on the Halo movie, 
but it ~ apparently 
more optimistic 
about director Paul W. S. Anderson's Castlevania 
movie. The studio recently okayed a S50 million 
investment in the project, which Anderson (who 
wrote the initial saipt himself) has jokingly 
subtitled Dracula Begins. 

JOWOODNABS 
DREAMCATCHER 
JoWood Productions (Gothic 3) is acquir~ 
ing c.anadian publisher OreamCatcher 
(Painkiller). The German company plans to use 
DreamCatcher as rts North American presence, 
and keep the company's titles and offices in 
Toronto intact 

LANNING BACK ON ATTACK 
Lome Lanning and Oddworld lnhab itants are 
returning to video games with a project named 
Citizen Siege, which will also be a CG animated 
movie that chronicles a near future where global 
corporations rule. 

NAMCO KEEPS R0WNG ON PS3 
After Namco Bandai bragged that Ridge Racer 7 
(shown) and Mobile Suit Gundam: Crossfire did 
well at the Japanese launch of the PlayStation 
3, the company is moving forward with Tekken 
6 and three other vague projects: a new RPG, a 
new shooter, and a sporb: title. 

C&CFOR360 
Xbox 360 owners can rejoice, EA is brin ging 
Command & Conquer 3: Tiberium Wars - f~r
merty a PC-onty game - to Microsoft"s console. 
EA is no stranger to these kinds of conversions; 
The lord of the Rings: The Battle for Middle
earth II was brought to the 360 with some suc
cess. Tiberium Wars will appear on the platform 
sometime in 2007. 
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THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

Somehow, some way, Uwe Boll has gotten the go ahead fo, a BloodRayne movie 
sequel. We suspect that Mr. Boll has actually sold h~ soul to the devil to finance th~ 
latest movie. -· say what you \\ill about Lucifer, even he knows a bad deal when 
he sees one. 

The PlaySlation l laundl came up short a few games. Bethesda's Elder Scrolls IV: 
Oblivion (shown) got pushed into the first quarter of 2007, interestingly ~milar to the 
treatment n got at the Xbox l60's launch. It's not all bad news, however, as other dev,1-
opments will actually spare garner< some pain. Sonic won, co,ne oot until the spring. 
and EA has merroully cancefled the PSJ venion of ~ NBA Live 01 title. 

UGLY 
News oot of Japan~ that Dead 0< 

Alive aeat0< Tomonobu ltagaki 
has been slapped with a sexual 
harassment suit. The female Teano 
employee who brought about the 
charges also daims that the company 
didn't address her multiple complaints 
against llagaki stretdling back to 2003. 
Tecmo of America would not comment 
on the matter. There are sexual harass
ment laws in Japan? We never thought 
they'd get around ton! 

No amount of super hero powers could save Activision's Fantastic Four title fro,n being 
crappy, but perhaps a rescue~ on the way. Marvel has awarded the Fantastic Four 
license to 2K Games. who~ scheduled to produce a game fo, release in conjunction 
with the next Fantastic Four movie in 2007. Despite Activision's loss, perhaps~ ~ 
a win-win for everyone. Activision can concentrate on its Spider-Man and X-Men 
franchises, "'1ilewe11 gtt an opportunity to see~ 2K can inject some fun into the 
Richards clan. 

Gizmondo founder and Swedish gangster Stefan Eriksson has been sentenced to 
three and a hatt years in jail in (alifomia for ffllbezziement and drunk driving. 
Eriksson was initially arrested after he crashed a rare ffflari Enzo that didnl even 
belong to him. Where's a Dietrid1 when you need one? 

Entertainment Software Association president 
Ooug Lowenstein recently gave the industry a 
stem talking to, saying •one of the worst things 
that we got going 10< us is that we're called ~d
eogames." Lowenstein feels the tenn prevents 
people from taking the industry seriously. Well 
we don't want people to take us too seriously, 
ot-they're liable to think that games 
influence kids' behavior in bad ways. 

GOOD 
F0< anyone who stin hasn' bought the Grand 
Theft Auto games. Rod<star ~ making n even 
easier to tum to a life of aime with Grand 
Theft Auto: The Trilogy. Th~ bundle ~ now 
available. and fittingly offers GTA J, GTA: V,ce 
City, and GTA: San Andreas. 

For more information or to purchase, call 

1-800-324-3089, ext. RA196 
or visit www.bose.com/c5 
C2006 Bose Corporation. Patent rights issued and/or pending. 
Companion is a registered trademark of Bose Corporation. 
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Firefly 
So what if the series only lasted a little over a dozen episodes, and 
Serenity has come and gone? Firefly was one of the best things to 
happen to sci-fi since, well, ever! We're envisioning a huge multi-part 
epic where we learn more about the characters in each self-contained 
chapter. Hand-to-hand combat with River, RPG conversations between 
Mal and lnara, western-style shoot-outs with Jayne - there's more 
than enough room for great storytelling and gameplay. Publishers, 
why don't you do a poll to find the correlation between gamers and 
Firefly fans? I think you might be pleasantly surprised. 

A Song of Ice 
and Fire 
The gritty fantasy world of 
George R.R. Martin's imagina
tion might very well make for 
one of the coolest role-playing 
games ever. Picture an episodic 
monthly release, with each 
installment detailing an extend
ed stretch of time for one of 
the many narrator characters 
from the novels. The way you'd 
know you've won is if all your 
favorite characters actually die. 

The Good, The 
Bad, and the Ugly 
If you're going to do a 
Western, why not go with 
the granddaddy? With Clint 
Eastwood leading the charge 
as the Man With No Name, 
Sergio Leone's famous spa
ghetti western sports iconic 
music, buried gold, and a 
climax with the most famous 
Mexican standoff in history. If 
you wanted some more mate
rial, you could always tap the 
earlier two films in the loosely 
tied trilogy. For feeling like a 
badass, what could be better 
than this? 
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Ender's Game 
Proving that little kids can be twice 
as manipulative as any adult, Orson 
Scott Card's masterpiece would 
have some great opportunities for 
cool strategic play. From the strange 
zero-G sport that the kids train in 
to the massive space battle simula
tions, there are all sorts of chances 
to see if you can command as bril
liantly as Ender. 

Homer's Odyssey 
Getting the rights to this 
sucker couldn't be that hard, 
could it? The writers almost 
3,000 years old! Homers 
story of a man desperately 
struggling to find his way 
home after the Trojan War 
has all the makings of a 
great fantasy action epic. A 
complex and flawed main 
character, more sirens and Cyclops than you can shake a 
stick into the eye of, and a final conflict that is one of the 
most gruesome bloodbaths ever - talk about hack n' slash. 

Quantum Leap 
Imagine a first person adventure game along the lines of 
Deus Ex. You'd leap into a new life, and spend the first few 
minutes just trying to figure out who the hell you are. Then 
you'd have any number of insane activities you'd be forced 
to learn on the fly, just like Sam did in the show. Al could 
give in-game advice and nudge you in the right direction, 
but ultimately you'd have to find your own path to set his
tory right and leap to your next life. Best of all, you'd have a 
pause screen menu labeled: Wiy Haven't I Leaped Yet?' 

One of the most violent and 
remarkable graphic novels 
ever put to ink has end-
less possibilities for great 
gameplay. Jesse Custers 
quest to find and ultimately 
kill God might raise some 
eyebrows in certain com
munities, but man, do you 
have some cool characters 

Roller 
Derby Girls 
How has this not 
happened yet? Let's 
see what's in the 
formula: Hot girls in 
skimpy outfits rac-
ing around at high 
speeds and slam
ming into each other, 
while occasionally 
engaging in wild cat
fights. We 'YJY again: 
how has this not 
happened yet? 

to play with. Tulip the kick-ass girlfriend. The tragic yet love
able Arseface. It'd be worth it just to get to wander around 
as drunken Irish vampire Cassidy. And how awesome would 
it be if there were an unlockable Saint of All Killers mode? 

Ninja Scroll 
Holy gruesome death 
scenes! Have we got some 
boss fights for you! From 
the crazy hornet dude 
to the blind swordsman 
to that creepy girl with 
her questionably hidden 
snake - they're all great 
fodder for Jubei and his 
wayward blade. This is one 
of the most intense and 
well-made anime films 
out there, and there's no 
reason we shouldn't get to 
play it out with a controller 
in our hands. 

General Mills vs. Kellogg's 
Death match 
We're imagining a world where Snap, Crackle, and Pop 
cooperate to take down Trix the Rabbit with some well
placed Rice Krispie explosions as a final lesson to teach him 
that the cereal is for kids, damnit! And would Tony the Tiger 
still feel GRRRREAT after a few rounds with Count Chocula? 
And watch out for Lucky the Leprechaun's right hook. Man, 
that guy can box. So what if the two companies involved 
would never agree to anything even remotely like this? This 
could totally reinvigorate the fighting genre. 



Introducing the NEW Bowflex Xtreme® SE Home Gym 
The new Bowflex Xtreme® SE home gym is built to provide 
fast and easy total body results right in your own 
home. Compact enough to fit any workout space, 
it performs over 65 gym-quality exercises - as 
many as an entire health club filled with machines. 
All this for just $20 a month* - less than half the monthly 
dues of a typical gym membership! 

BRING HOME REAL BOWFLEX® QUALITY 
Over 1 million Bowflex® customers know that nothing else 
compares to Genuine Bowflex® Power Rod® Technology 
for professional-level performance and proven results. 

Call (800) 267-8615 today! 

LOOK AT ALL YOU GET: 
• ALL NEW Advanced Ab Station with built-in 

lumbar support for increased comfort 
• Built-in Lat Tower and Squat Station 
• Adjustable Upright Seating and 

Upper & Lower Pulleys 
• 7-Year Limited Warranty 
• No-Time-Limit Power Rod® Warranty 
• 100% Satisfaction Guarantee• 

The Bowflex Xtreme• SE Home Gym 
with FREE Leg Attachment 

ORDER NOWandpayjust$20tmonth! PLUS geta 

FREE Leg Attachment! You save $200! 
Not ready to order? Request a FREE information-kit DVD today. 

CALL 800.267.8615 or order online at 
www.BowflexWeb.com 

RESULTS YOU CAN SEE IN JUST 
6 WEEKS - GUARANTEED!t 
Just 20 minutes a day, 3 days a week 
is all it takes to get a sculpted chest, 
chiseled abs, and powerful arms & legs .. . 
in as little as 6 weeks. Best of all, results 
are guaranteed - or your money back 
(less shipping and handling) - with our 
100% Satisfaction Guarantee! ' 

Before 
251 lbs. 

After 6 weeks 
210 lbs. 

Alex Bejarano 
lost 41 pounds 
in just 6 weeks!' 

~ 
BOIAIIFLEX 

Be Strong. Be Fit. Be Bowf lex. 

CALL 800.267.8615 
www.BowflexWeb.com 

•On approvtd Bowfltx"' credit c11d pure hists. The 1d'Vertised ~yment is based on • promol>Onal 
minimum paymtnl of 1.5% of purchase price. The ,mount of you, total Minimum Monthly 
Paymen1wil depend on additional purchtses and account balances. See Cardhokter Agreement 
and Disclosure Statement for details. f100% Satisfaction Guarantee includes full refund of 
purchase price, less shipping and handling. Call for complete details. flndividua1 results may 
vary. Participants' mulls based on using tht 8owflt_. home gym and the ·Fasc Fat Loss NOW-
program inctudtd in the owne(s manual. ~ Nautilus, Inc. All rights reserved. Bowflex. the 
Bowftex logo. Bowfltx Xtreme, and Power Rod 1r1 1ither registered trademarts Of trademaf'ks 
of Naulills, Inc. 8™60561 POIOIGAMEINFPUU 
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LOOSE TALK 
Hot Gaming Gossip 

PS3'S EUROPEAN 
VACATION 
Many of our gamer friends aaoss the 
Atlantic in Europe were disappointed 
when Sony announced that the 
PlayStation J wouldn't debut ov,r there 
until March 2007. Now the company 
is waffling on that date. One week it is 
saying that March is just a target. and 
the next Ws saying everything's on tradt 
It doesn1 take a Cell processor to figure 
out that European gamers may get 
shafted on a moving launch date, receive 
low supplies, or both. 

TIBERON TAKES 
ON MORE 
There was a time when EA's Tiburon 
was thought of only as a studio that 
made football games. Since then, the 
developer has taken on NASCAR and 
even branched out further with the 
recent Superman title. More additions 
are in store, as loose Talk has heard 
that the developer is set to take charge 
of an existing. high-profile franchise in 
the EA stable. 

SAY CHEESE! 
At the most recent of Sony's press 
conferences, the company has shown 
clips of a mysterious game called Afrika. 
Most of the footage consfSled of animals 
lounging around in the sun. loose Talk 
has heard that the gameplay revolves 
around a photojournalist who is trying to 
get his shots into Notional Geog,ophk. 
You may even be able to snap photos 
from a hot air balloon. 

NEXT ZELDA 
COMING SOON? 
Most gamers are still making their way through 
Twilight Princess. yet our sources ten us that the 
next installment in thtS series has been deep in 
development for around a year. It's highly unlikely 
that Nintendo would release two Zelda games a year 
apart, but don't be surprised if this game comes 
sooner than you think. 

TWO PRINCES 
With all the hubbub about Assassin's Creed, it 
would be easy to forget about Ubisoft's original 
wall-climber. Nonetheless, rumor has it that a new 
Prince of Persia game is coming alone nicely. If this 
is true, it sounds like we1I be playing as a different 
character. Hopefully, this one comes with 5()qb 

less brooding. 

Got some insider info? Emo• us at loosetolk@gomeinlormet.com and weW be of/ eots. 

NAME THAT GAME 
Test Your Sight 

There are always casualties in war, but there are 
also some heroes as well. This month's game 
may not have stayed aloft for v,ry long. but l 
cenainly wasn't bad. Think Ubisoft's dedication 
to WWII Hight titles doesn't go beyond Blazing 
Angels? You're wrong Th• PS2, Xbox. and 
PC game was co-published by Ubrsoft and 
developed by IR Gurus Interact..._ It brought as 
much military ,mmersiveness as a Call of Duty 
game, for e,ample, but only in the air above 
WWll's Pacific theater. 

(Answe< on page '.18) 
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Nielsen Media Research's 
Jeff Herrmann 

I 
n-game advertising is a hot topic among gamers these days, and we're not the only ones taking 
notice. The interest of mainstream ad execs has also been piqued, and as of mid-2007 Nielsen 
Media Research will be offering companies hard data on the subject with its GamePlay Metrics rat
ing service for video games. 

Nielsen's initiative will show advertisers, publishers, and developers independent data to aid in 
the buying and selling of in-game advertising as well as tracking gamers' interests in other media such as 
TV and the Internet. GamePlay Metrics will tap existing Nielsen panels, and Nielsen technology will allow 
them to track and accumulate data. The company currently taps its TV sample of l 0,000 households for 
info on video games. 

Game Informer talked to Jeff Herrmann, vice president of Nielsen wireless and interactive services, 
who reassured us that although Nielsen's involvement in gaming might lend some weight to the legiti
macy of in-game advertising, he and his company were very aware of the ground they were treading 

on. "Of course, the advertising content is going to be contextually relevant, and everyone is very cog
nizant of the respect they have to pay to the gaming crowd. Everyone I've talked to in the industry is 
very, very conscious of the fact to maintain a level of integrity when pursuing advertising. The advertis
ing will be appropriate.• 

"[The] qualitative aspect we've been doing for a number of years on behalf of the industry," explained 

Herrmann, "but this is very much a quantitative approach, where as you have a TV rating, this is simply 
telling the advertiser, 'Here's how many, here's what they played, and here's when they played it'." 

Herrmann also sees a bright flipside to seeing advertising in games, one that helps developers. 
"Fundamentally, this will provide better games for gamers - even for games that are not advertising sup
ported. Because if there's an additional revenue stream flowing through the publishers and developers, if 
they can benefit from advertising, that gives them more creative opportunity and more creative license to 
not just develop games they know are going to sell." 

Of course, if you're not in favor of in-game advertising, you could always hope ratings are bad. This 
would be the surest way to squelch the ads in their tracks. 
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connect culture 

Is your team being afforded some lati
tude in expanding the concept of what 
a Jedi or Sith can do? 
Most of the work shown here was from an 
all-out exploration Amy Beth Christenson and 
I did early in preproduction of Force powers 
that we'd never seen before. Some ideas 
were new - you'll learn about those soon 
enough - and some ideas were expanding 
on existing ideas like Force push. The key 
to getting the latitude to explore Force 
powers within our game was to visualize the 
potential coolness of unleashing everything 
the Force could do. I would start off an idea 
by asking, "What would make Mace Windu 
say, 'Damn!?' It's been an interesting thing 
to explore. 

How have you been able to inject your 
original sense of character design into 
such an established universe as the 
post-Episode Ill Star Wars mythology? 
To remain consistent with the Star Wars 
aesthetic, you must use the established 
vocabulary of styles in your vision. But if you 
dive deep into the characte(s motivations, 
you can still put out a very unique character. 
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It may be sad that we won't be seeing any new Star Wars movies in the future, but with George Lucas wrapping up his saga, 

LucasArts is now free to explore the mysterious gulf between the two trilogies - a process that begins with this next-gen 

Star Wars game. We talked with Greg Knight about the early conceptual design for this exciting new chapter in the beloved 

franchise, and learned of the challenges involved with creating art for a licensed product. 

As an example, I was designing a mask for 
an evil character. In the simplest terms, a 
mask is just a way to hide your face. But 
it can also be a metaphor for the person 
underneath. In this case, I was looking at 
caged animals, torture devices, and expres
sionist paintings to give the impression that 
although the character chose to wear this 
mask, he was trapped inside. 

What's the overall art aesthetic you're 
shooting for in this game? How is it 
set apart from all the other big Star 
Wars games? 
I believe that the aesthetic of the game 
should be anchored in the story and charac
ter we play. The main character in this game 
has a perspective that we've never seen in 
Star Wars, and this strongly affected the pal
ette and mood. We also used some incred
ible technology such as NaturalMotion's 
euphoria and Pixelux's Digital Molecular 
Matter, which you see in the image where 
the a character is using Force push on a 
stormtrooper and smashing him through 
some columns. 

What feedback or involvement are you 
getting from lucasfilm about the look 
and style of the new game? 
In all of the Star Wars games I've worked 
on it the past we've always tried to give 
the player an authentic experience within 
the Star Wars universe. But we were also 
careful to not get in the way of the story 
George Lucas was trying to tell. Now that he 
has completed the movies, we have been 
allowed to come in and build on the original 
story and aesthetic. We want to give the 
player a chance to interact with characters 
and moments in a way that we've never 
been able to do before. 

When tasked with aeating concept art 
for Darth Vader, is it hard to work with 
such an established character? 
A couple things I have found about drawing 
Darth Vader are that he has an incredible 
presence and that he's going to win, no 
matter whom he's fighting. 

Are you handed ideas that the team 
wants expressed in artistic form? 
I believe that a successful project is greater 

than the sum of its parts. As a concept artist 
I find inspiration through collaboration and 
talking with everyone on the team. Some of 
the best ideas I've put to paper have come 
from conversations with Al programmers and 
3D modelers. Concept art is a great tool for 
quickly visualizing ideas within a group. Once 
we've worked through an idea and nailed 
down the final drawing, then the game leads 
can use it for reference. 

What kind of approval process is 
involved in creating a character that 
is going to be inserted into the Star 
Wars canon? 
The game designers would approach the art· 
ists about a new character. They might have 
reference for what they are thinking, but 
it is still up to the concept artist to explore 
that character with a focus on attitude. We'll 
meet with designers and leads with some 
options and decide on which direction to 
take. Then I may break out my creativity 
again for silhouette and costume variations. 
Once this is approved by our team, then a 
final drawing is sent up to Lucas Licensing 
for their approval. 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
JOHN TAM 
Producer, RedOctane 
(Guitar Hero II) 

1 Street Fighter 3: 
Third Strike - Arcade 

2 Quake -PC 

3 Super 
Bomberman - SNES 

4 Mario Kart: Double 
Dash!!-GC 

5 The Legend of Zelda: 
Majora's Mask - N64 

READER 
MAURICIOJ. 
ESCALANTE 
Hawthorne, CA 

1 Disgaea l : Cursed 
Memories - PSl 

2 Final Fantasy 
XII- PSl 

3 Goel of War - PSl 

4 Kingdom Hearts 
II - PSl 

5 Capcom Vs. SNK 
Pro - Dreamcast 
(JPN) 

Send Top Fives and a photo of yourself to: 

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

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

( attach digital picture) 

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

Top Ten New Year's 
Gaming Resolutions 
10 Put your pants back on 

9 Send angry letters to Game Informer regarding your 
differing opinion on the quality of various Sega games 
(we know you'll do this one!) 

8 Finally cancel the subscription to that MMO you 
don't play anymore. Pfff! The Matrix Online? Is that 
even active anymore? 

7 Stop dressing up as Rikku. Especially if you're a dude 

6 Go see every Uwe Boll movie on opening night 
Also, buy all your games from Burger King. These 
things will make you a better, more resilient person 

5 Stop making jokes about the name Wii. Yeah, yeah. 
A penis. We get it 

4 Start a pool among your buddies: How long until 
your PS3 says "Disc Read Error" 

3 Camp outside the game store for the midnight Duke 
Nukem Forever release. Bwa ha ha! 

2 Get your picketing signs ready early in anticipation 
of the GTA IV protests 

1 Play games for 72 hours straight without sleeping 
(this will unlock your life's Hard mode) 

Name That Game /wNef: Heroes of the Pacific 
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ow that 2K Sports has the third-party 
exclusive on Major League Baseball, it's 
making use of the license with a new 
title called The Bigs. The game is head
ing to next-gen systems, the PS2, and 

the PSP sometime in the summer, and promises 
over-the-top baseball action including power-ups 
and crary animations for your favorite ball play
ers. We can only hope that the game lets Kenny 
Rogers get his freak on like we know he wants to. 

In other 2K Sports news, developer Kush Games 
is also readying MLB 2K7 for a perfunctory spring 
release. We talked to producer Ben Brinkman, 
who told us that the team is working to fix the 
many problems that fouled up last years game. 
"We need to address gameplay and make it more 
interactive, realistic, and fun; admitted Brinkman. 
He also added that the team is aware the Al needs 
reworking and says that steps are being taken to 
improve this area of the game. "In the past it's 
been pretty easy to trick the Al, but our goal is to • 
make it next to impossible'.' 
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CAN PRO GAMING BREAK THROUGH TO THE MAINSTREAM? 
>> While the words "professional gaming" might draw little more than a blank stare from the majority of Americans, there is 

little doubt that the phenomenon of "e-sports" is one of the fastest growing competitive movements in recent history. Each and 

every day in this country and around the world, thousands of contestants are matching up either at organized tournaments or 

on line to play video games for real-world cash and prizes. Some of the most talented, like famed champion Jonathan "Fatal 1 ty" 

Wendell, have managed to achieve the ultimate dream of kids everywhere: ditching the day job and earning a healthy salary 

from doing nothing but playing video games. << 
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n many ways, professional gaming has 
already succeeded well beyond the 
hopes of its most ardent proponents. 
Now, the developing e-sport finds 
itself at a crossroads. Over the next 
year, most of the major players in the 

professional sports market will make a push 
towards the mainstream, including regular 
televised coverage of events and sponsor
ship deals with major tech, automotive, 
and lifestyle brands. Is pro gaming ready for 
prime time? Over the next few pages, we 
talk with the leaders in the field to find out. 

HUMBLE BEGINNINGS, 
HUGE GROWTH 
"For the first time, I felt like I was experienc
ing what would be the future. I was really, 
truly experiencing something that was 
outside of myself," recalls Angel Munoz, 
president and founder of the Cyberathlete 
Professional League, when asked about 
his first time playing Doom, id Software's 
iconic first-person shooter. In the years 
that followed, Munoz became a pioneer in 
professional gaming, quitting his job at a 
successful investment banking firm to start 
the video game website Adrenaline Vault. 
A few years later, he founded the CPL as 
a way of formalizing the already flourishing 
LAN party scene. 

"People were having LAN parties, but they 
were disorganized," comments Munoz. "It 
was more for bragging rights. I really think 
CPL was the first organization to bring corpo-

rate sponsorships and standard rules to rein
vent the way things were done to present it 
more as a sport'.' 

Early CPL tournaments were small affairs, 
with the first event drawing only 300 peo
ple, including both spectators and competi
tors. "People look back and say, 'They only 
had 300 people'. Three hundred people at 
a LAN party in '97 was a big deal," observes 
Munoz. "So, we were encouraged from 
day one .. .. The buzz 
started right there at 
that one event. From 
there, it escalated. A 
lot more companies 
got involved, a lot 
more people started 
participating~ 

Today, CPL events 
may have as many 
as 1,000 competi
tors being watched 
by more than twice 
as many spectators. 
CPL events take 

NEW PLAYERS 
In recent years, other professional gaming 
organizations have formed, each seeking 
to add a different dimension and focus to 
the growing sport. Some of the notables 
include the Global Gaming League, Major 
League Gaming, and perhaps the largest on 
a worldwide basis, the Korea-based World 
Cyber Games. 

As opposed to the 
American-style sports 
league format that 
has inspired many 
prominent pro gam
ing organizations, the 
World Cyber Games 
drew its inspiration 
from a much older 
sporting tradition -
the Olympics. 

'1he format is 
Olympian in its 

place in numerous 
countries around the 
world, including the 
U.S., Singapore, South 
Korea, Brazil, Australia, 

■ CPL founder Angel Munoz 

scope - at least the 
spirit is Olympian -
but we' re obviously 
annual as opposed to 
every four years," says 
Michael Arzt, general 
manager of the World 

and China. Over the course of a season, 
the league will hand out over $1 million in 
cash and prizes. All this activity has not gone 
unnoticed by companies like AMD, ATI, and 
Pizza Hut, all of which have signed corporate 
sponsorship deals for the CPL. 

Cyber Games U.S. division. "I think that's the 
spiritual model in terms of how the brand 
is positioned and the whole idea of global 
harmony through gaming'.' 

The WCG currently operates in 70 differ
ent countries worldwide, with total partici-

\\\ 

pants in live events and online tournaments 
numbering a jaw-dropping 250,000 people. 
Each country holds a series of regionals and 
national finals in which players earn spots 
on the national team that competes at the 
World Cyber Games Grand Final. The Grand 
Final even~ much like the Olympics, moves 
to a different host city every year. It was be 
held in Monza, Italy this past year. 

The CPL and World Cyber Games largely 
focus on PC games - especially the wildly 
popular team FPS Counter-Strike. Another 
organization, Major League Gaming, dis
tinguishes itself as the only console-only 
league, placing a special emphasis on 
Bungie's ultra-successful Halo series. MLG 
president and COO Matthew Bromberg also 
emphasizes that the MLG is structured more 
like traditional sports leagues than the CPL or 
WCG. "It's a league," comments Bromberg. 
"It's seven cities and professional players are 
signed to the league and make money as 
pros. We have an ongoing pro circuit and 
there are rules and we have a players' asso
ciation. These other guys are great, they're 
just not leagues'.' 

Much like traditional sports, MLG recently 
made headlines for big money contracts 
when it signed a deal with the country's 
top Halo 2 team, Final Boss (lead by Tom 
''Tsquared" Taylor), to a $1.25 million dollar 
deal, the richest offer ever signed in profes
sional gaming. 

(Continued on page 42) 
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THE PUSH TOWARDS THE 
MAINSTREAM 
As professional gaming continues to make 
inroads among dedicated gamers and set 
attendance records with each passing sea
son, many of the leagues are beginning to 
look towards ways of bringing the sport into 
the mainstream. k, is usual, a big part of this 
push will include efforts to broadcast both 
lifestyle and live events on national television. 

Recently, satellite television provider 
Direc1V and the CPL announced plans to 
begin programming that features both CPL 
events and gamer personalities. A pilot epi
sode aired in October, and Munoz confirmed 
that, in 2007, he expects CPL broadcasts to 
be a part of regular Direc1V programming. 

Although Direc1V has a fairly limited 
audience at present time, Munoz feels the 
partnership could lead to bigger things in the 
future. "Direc1V only has a base of about 
15 million anyway in the U.S.," he states. 
"But one of the things is that people need 
to remember about Direc1V is that they are 
owned by News Corp, which owns Fox and 
Fox Sports. They also own IGN and MySpace. 
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The idea is that this will sort of leak out from 
there and get carried by some of their other 
properties. That's why I think there's a true 
potential between the relationship between 
CPL and News Corp'.' 

For its part, Major League Gaming has 
recently begun what is probably 
the most high-profile pro gaming 
television deal in the relatively 
short history of the sport After 
kicking off in November, the 
USA network has agreed to run 
a series of seven one-hour MLG 
programs during the holiday 
season. Matthew Bromberg feels 
that this deal will be instrumental 
in putting MLG on the map for a 
new audience. 'We had a number 

million homes, which is a pretty big deal'.' 
Despite some coverage on the small net

work HDNet last year, World Cyber Games 
has yet to announce plans for regular U.S. 
television broadcasts. However, Michael Arzt 
did confirm that negotiations are underway. 

''llbsolutely. Television is going to 
be a very big part of our future, 
and has to be,' Arzt states. 'We 
are talking to a number of pro
spective partners, all of whom 
are major global media players, 
because obviously we're inter
ested in a global position~ 

of conversations with a number of ■ MLG's Matthew 
different networks - broadcast and Bromberg 

Although nothing concrete has 
yet to be announced, the WGC 
does have a tremendous track 
record of success in other ter
ritories, especially in Korea, where 
following professional gaming is a 

cable," he said. "It was a long process, but 
ultimately we felt like the folks at USA under
stood this the best They had a lot of experi
ence with World Wrestling Entertainment and 
were really interested in getting behind it 
promotionally ... and USA Network is the larg
est cable network in America. They are in 90 

national pastime on a scale not yet imagined 
in the U.S. 

"In Korea, you'll get 50,000 people going 
to an event to watch two guys square off in 
a video game," obseNes Arzt. ''You've got 
three networks, two of them being the one 
and two networks for 12- to 34-year-olds, 

that are 24 hour gaming networks. Imagine 
ESPN, but all video games instead of real 
sports nonstop, with an occasional stop
page for SportsCenter-type programming. 
It's absolutely, legitimately part of the fabric 
of entertainment'.' 

WILL IT WORK? 
It's clear that pro gaming will be attempting 
to break through to a more mass audience 
in the U.S., the question remains: Will the 
American audience, a good part of which 
still doesn't fully embrace the gaming life
style, be drawn to this new form of competi
tive sports? 

In answering this question, Arzt draws 
a parallel between the current situation of 
professional gaming and the history of other 
popular "alternative" sports. 

'Ten years ago, where were the X Games? 
It was this tiny, little novelty thing," Arzt com
ments. "Now, they get covered live like real 
sports. There's a lot of attention on those 
guys .... There is a huge base of people play
ing PC and console games online. Now, it's 
just a matter of educating the American con
sumer that you can play this thing and tum it 



into a vocation if you' re good enough. Even 
if you're not looking to tum it into a vocation, 
you can still train to play in a tournament." 

MLG's Matthew Bromberg feels that it's 
ultimately a matter of finding the right way 
to package. "I've always believed tha~ if 
millions of people can watch other people 
play poker, if millions of people can watch 
people making left turns around a track at 
high speed [they can watch pro gaming]," he 
says. 'There are certain things that you don't 
intuitively think of as making good television 
that tum out to make great television when 
handled the right way. 

He also stresses the importance of provid
ing compelling personalities and human-inter
est angles for the casual audience. "Some 
folks can watch video gameplay live and 
understand it intuitively," Bromberg observes. 
"Some people are going to need a little 
more. It's not unlike a sport that people don't 
frequently watch in the Olympics - take 
curling for example. In order to make curling 
interesting, people need to learn something 
about these athletes and who they are. You 
mix that with 'Let me explain a little bit about 
what curling is and how it works'. .. . If you get 
that mix righ~ it's fun and interesting'.' 

While the leagues are confident they can 
hit upon the right formula, others are more 
skeptical. Geoff Keighley, a veteran game 
journalist and host of Spike TVs Came Head, 
has a decidedly mixed reaction to the pro 
gaming broadcasts he's seen thus far. 

'1he reason I'm somewhat skeptical on 
whether this will become real, mainstream 
television is that the real gameplay is hard to 
present in a compelling way on television• 
Keighley says, •1 think these games are fun to 
play when you're actually in control of them, 
but to watch them from afar, I find the action 
is far too fast-paced. It's very hard to under
stand who's which character and what they're 
doing. I play a lot of Halo, but I watch a Halo 
match on TV and while you appreciate these 
guys are having fun playing, but I'm not hav
ing fun watching. I think what works on televi
sion are the people and personalities and the 
profiles of the real, competitive gamers. But 
the actual competition - which should be the 
culmination of everything - is not very com
pelling to watch, bordering on boring'.' 

Angel Munoz disagrees, citing the genera
tion of under-30 gamers that have grown up 
with an intuitive understanding of gaming as 
the real core of its viewing audience. "Over 

the years, we've invested a lot of time in 
promoting to the younger generation, like my 
son for example. He's nine years old, and 
was born in a world where there was some
thing called professional video games. There's 
no distinction in his mind - it's all competi
tion and he loves to go watch the best at 
computer gaming just as he likes to go watch 
the best at any sport," he claims. "Now, as a 
nine-year-old organization, we have people 
that participated in our events when they 
were 19 years old, that now are 28 and 
29 and have families - that's our market 
DirecTV agrees with us, that this market that 
I address has been consuming traditional 
media at lower levels than previous genera
tions anyway, and they would like to bring 
that generation back to television~ 

Whatever the outcome of pro gaming's 
adventures in television, it's clear that this 
new form of sports will continue to thrive 
whether or not it's embraced by the main
stream. All of the leagues we spoke with 
reported impressive year-on-year growth in 
participation and attendance, a trend that 
should continue to grow as a new genera
tion of game consoles draw more and more 
players into online multiplayer gaming. Also, 

it's important to note that as webcasting and 
mobile video services for cell phones con
tinue to gain more traction in the U.S., televi
sion itself will likely grow less important as 
time goes on. Munoz, who envisions a future 
where there are arenas in several major cit
ies dedicated solely to gaming competition, 
feels that the lnterne~ which helped foster 
the pro gaming community in its early days, 
is the place where it will ultimately thrive as a 
spectator sport 

"As important as people think television is," 
he suggests, "we're big believers in technolo
g,/ and think that this is going to be the sport 
of the Internet That will be where people 
go to watch our events in larger numbers 
than they watch it on television. We have our 
own online viewing solution we' re going to 
be coming out with. I think as that becomes 
perfected, you can feel you're in the game. 
I want you to be able to go into a game in 
your home and feel that you understand the 
strateg,/ that Fatal 1 ty is using in the game. 
That is really the launching platform to take it 
to the next level'.' ■ ■ ■ 
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CAREER HIGHLIGHTS 

► Advanced 
~ Placement 
en While attending Guelph 
.- University in Toronto, Dyad 

and some friends mal<e a PC 
title called Cyber Empires, 
whid, is released by EA in 
Europe 

► In Business 
CW) 

~ ... 

Alter incorporating his nascent 
company, called Silkon 
Knights, Dyad and co. aeate 
a 0&0 PC title named Fantasy 
Empires 

► Continued Success 
~ Silicon Knights continues its 
en success in lhe PC matl<et with 
.- lhe critically acclaoned online 

mulliplayer title Datlc Legions 

► Making a Break 

! ... . . 

- - I 

. . 
The booming console marl<d 
gives Silicon Knights lhe chance 
to break out of its nidie PC 
success with lhe release of lhe 
popular actiolyadvtnture title 
Blood Omen: 1.efacy of Kain. 
This highly praised title spawns 
a long-running series, although 
Silicon Knights will not wort 
on It again 

► lheRetum 
~ 
~ • I ◄ , .\ ~ 

•. '. I 
•~ I .j,, .. ,.., 

After creating and saapping 
a llfflion of lhe g-f0<1he 
Nil1endo 64, Silicon Knights 
returns to~ when 
the eternally delayed EtemaJ 
Oarfaless: Sanity's Requiem is 
release for lhe GameCube, pro
,icfing lhe system with a much
needed adult-<>riented game 

► TheRemake a Continuing SK's partnership 
Cl with Nintendo, Dyad< gets to 
N wort with one of his idols, 

Konami's Hid<O Kojima, on 
Metal Gear Solid: The Twin 
Snakes, a remal<e of lhe classic 
PSonegame 

► A New Chapter 
~ 
~ { J ~ • I ":, ' ~ • 

' .y-, ' 
, ' 

~ I i 
.,., I.,. ~ '' l 

After parting with Nintendo, 
Silicon KnighlS partners with 
another console maker, sign
ing a deal to aeate a trilogy for 
Xbox 360 called Too Human, a 
game that was originalty con
ceived for the PSone 
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PRESIDENT, SILICON KNIGHTS 
>> Denis Dyack, one of gaming's most outspoken game creators, and his studio Silicon Knights have 

earned a reputation for being one of the most creative and forward-looking developers in the busi

ness. We recently spoke to Denis about the upcoming Xbox 360 title Too Human and his views on 

game development. << 
Silicon Knights was a second-party developer 
for Nintendo for a long time. What did you 
learn during that time and why did you ulti• 
mately split? 
We learned a lot I think that the Japanese culture 
in game design is very different from that in North 
America. lhey have really worked from a craft basis. 
lhey iterated and iterated until they got things right. 
lhat is one of the things we adopted and one of 
the many things we learned. Working with Kojima
san and working with Miyamoto-san, there are just 
a ton of things [to learn] - the work ethic, the struc
ture, the commitment to quality. lhose were things 
that I think, for a while, exclusively came out of 
Japan. lhings are beginning to change now where 
development in the West is much stronger now 
and I would argue that we are seeing equally strong 
titles. But if you go back ten years, it was never that 
way. lhe reason for the split w.as, [although] we 
got along really well, you can see the direction that 

started prototyping some tech for the GameCube 
which eventually went into Eternal Darkness. We've 
always been excited about ii but more than any
thing it's just been about timing. 

You've said in interviews that letting the 
player control the camera hamstrings your 
ability to be creative in storytelling or framing 
scenes. Can you talk a little bit about your 
philosophy in regards to camera? 
I think thai when we transitioned from 2D games 
to 3D games, we introduced camera control to the 
player and it added a layer of complexity. I think 
we lost a lot of casual gamers. When you play 
something like Splinter Cell, you get really frustrated 
because you can't control the camera while you are 
trying to kill someone. We found that, if we control 
the camera for the player, it actually makes the 
game more accessible. If you look at Hollywood, 
there is a language of film; so we combined that 

Are you happy about the changes being made 
to El? Was preparing for the showing throw
ing off your development schedule? 
I don't think there is any developer in the industry 
that said spending time on a demo for E3 was 
worthwhile. It was just very bad for development 
I'm not even sure if there are any publishers that 
liked it Let me put it from this perspective .... How 
many movies do you see before they are finally edit
ed and their special effects are done? What I would 
love to see in the future - my personal goal would 
be to - is to not show you guys anything until it's 
done. So when E3 went away I was really happy. I 
miss the show, I miss talking to everyone, but at the 
same time, the amount of time that we lost trying 
to get that demo out that was - quite frankly - not 
an indication of anything. I remember when Starcraft 
was pulled from the show floor, but it certainly didn't 
affect it by the time that that game came out. 

In the end, I would rather be 
known for delays than bad games. 

Silicon Knights is going - big budget high produc
tion-value titles. Nintendo is going the direction of 
Wii where they are looking at smaller games, and 
it's just not as much of a fit. 

Now you are partnered with Microsoft, 
and they keep trying in Japan. Do you think 
a Western company can ever really crack 
that market? 
I think it is going to be really tough, quite frankly. 
lhere is a pretty big cultural divide on what people 
want in Japan and what people in the West want. 
And by West I mean Europe as well. I think that 
everyone from the West has a problem making a 
product for Japan. lhat has been the case since the 
industry has been around. Very few projects have 
been successful in both North America and Japan, 
especially games that come out of North America. 

Your main focus right now is Too Human. 
This project dates back to the original 
PlayStation. Why did it take so long to see 
the light of day? 
A lot of people think that it has been under develop
ment for a really long time, but it really hasn't. We've 
just been changing what games we've been focus
ing on. When we went from PlayStation to being an 
exclusive developer for Nintendo, we stopped devel
opment. We moved it to the GameCube, and we 

language of good cinematography so you feel like 
you should not have to control the camera. Eternal 
Darkness was actually a game where you could 
never control the camera. We want to take it to 
the next step and we are going to keep working 
on it. Our philosophy is one of accessibility. We are 
creating interactive entertainment and it's got to be 
fluid and dynamic. But at the same time, I've often 
thought that playing a video game like the old Tomb 
Raiders, where you are looking over the character's 
shoulder for 14 hours, can be incredibly boring. 

Too Human had a pretty good buzz, but the 
perception coming out of El was that the 
game looked a little disappointing. Do you 
regret showing it at El in that state? 
Uh ... [laughs] ... yeah. I think so. I think that E3 has 
changed so much. lhe industry is starting to mature 
and I think that we are starting to move away from 
something that is 100 percent enthusiast press 
where they see something and they are happy. 
Now, people are becoming very cynical when 
they see things, and that is good. We had some 
problems with the camera and it had a really bad 
frame rate at E3 - there is no question. We didn't 
anticipate the negative reaction to that. We had also 
pulled out all the story for the game. At the end of 
the day, it just wasn't a good time to show. 

One thing that you guys have a reputation for 
is delaying games. Do you think thafs fair? 
Do I think that it is fair that people say we delay 
games? I don't know. I don't think we delay games 
any longer than anyone else. We just happen to 
be someone who seems to get highlighted for 
that. I would rather delay a game to make sure it is 
good - no matter what. In the end, I would rather 
be known for delays than bad games. 

Another thing that you have going into the 
future is your deal with Sega. Can you talk 
about what game you are developing for Sega? 
No. [Laughs] Personally, I wish I could; I'm really 
excited about it. We will be making announcements 
in the future and when the time is right. I can't wait 
to hear some of the reactions. 

Are you exclusively developing for 360 or does 
your deal with Sega include other systems? 
We're actively working on other platforms. 

Does that include Wii? 
Let's just say all platforms, you're best to not 
exclude anybody. 
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X-540 5.1 
DIGITAL 
SPEAKERS 
Manufacturer: Logitech 
Website: www.logitech.com 
List Price: $99.99 
Immerse yourself in every bullet
soaked inch of sound that pumps out 
of Logitech's X-540 speakers. These 
speakers use FDD2™ (Frequency 
Directed Dual Driver) technology to 
produce a uniform sound across 
your living room. You can also 
choose to use the "matrix mode," 
which automatically creates 5.1 sur
round sound from common 2-chan
nel stereo sources. 
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EIIIII 
MARVEL HEROES 
COMIC BOOK 
CREATOR 

Manufacturer: Planetwide Interactive Entertainment 
Website: www.planetwidegames.com 
List Price: $29.95 

EIIIII 
WORLD OF 
WARCRAFT THE 
BOARD GAME: 
SHADOW OF WAR 
EXPANSION 
Manufacturer: Fantasy Flight Games 
Website: www.fantasyflightgames.com 
List Price: $24.95 

Haven't you always wanted to make your 
own Hulk vs. Thor battles? Want to reen-
act Spider-man's classic battle against the 
Green Goblin on the Brooklyn Bridge, only 
this time change the outcome? Well, now 
you can. Comic Book Creator features more 
than 300 pieces of authentic Marvel artwork 
and 100 different layout design templates. 
Create your own comics with some of 
Marvel's best characters, including, Spider
man, Captain America, Hulk, the X-Men, the 
Avengers, the Fantastic Four, Daredevil, and 
Ghost Rider. Did we say Ghost Rider was 
one of Marvel's best characters? We meant 
to list Captain America twice. 

You will need the original World of Warcraft 
board game to use this expansion. But if 
you already have the original, then you'll 
probably want Shadow of War so you 
can get even more out of the game. This 
set contains new rules, new options, and 
new ways to customize the gameplay. The 
expansion includes ten new talents and ten 
new powers for all nine playable classes, 
new Blue Quests that focus on the inde
pendent blue monsters, destiny cards that 
unfold a sweeping epic adventure across 
Azeroth, and nearly 200 new item cards. 

mm 

SPECIFICATIONS 
TOTAL RMS POWER: 
70WATTS RMS 
• Satellites: 45 watts RMS 

(2 x 7.4W front, 15.4W 
centre, 2 x 7.4W rear) 

• Subwoofer: 25 watts RMS 
• Total peak power: 140 watts 
• Frequency response: 

40 Hz - 20 kHz 

DRIVERS: 
• Satellites: (2) 2" 

drivers per satellite 
• Subwoofer: 5.25" 

ported driver 

SPEAKER DIMENSIONS 
(H X W X D) 
• Satellites: 8.4" x 3.2" x 5" 
• Center channel: 

7.8" X 4.75" X 3.75" 
• Subwoofer: 

11.25" X 6.5'' X 9.75" 

SMACKTALK 
Manufacturer: Digital lnovations 
Website: www.digitalinnovations.com 
List Price: $29.99 
Man, we hate annoying smack talkers, but 
Digital lnovations new SmackTalk sounds like 
it might be kind of cool. Easily attachable to 
the Xbox 360, this device has five flash mem
ory buttons that you can record sound from 
any of your CDs, DVDs, or MP3s. The pos
sibilities sound exciting, but we're not looking 
forward to hearing more Ace Ventura quotes. 
You bastards know who you are. 



mill 

NVIDIA GEFORCE 
8800 GTX AND 
GTS VIDEO CARDS 
Manufacturer: NVIDIA 
Website: www.nvidia.com 
List Price: $449 (GTS) 
$599 (GTX) 
NVIDIA's new flagship card, the GeForce 
8800 GTX, is the eighth generation of 
Nvidia's GeForce graphics cards. It is also 
the world's first DirectX 10 card. At the heart 
of these cards sits the G80, a GPU that rep
resents a complete shift in NVIDIA's architec
ture. We know how you tech guys like your 
specs, so here you go. 

iilIDMmntlt:'f 

NYKO WIRELESS 

• GPU 
• Transistors 
• GPU Process size 
• Shader Model 
• Pixel Shaders & Vertex Pipes 
• ROPs 
• Memory Interface 
• Memory Size 
• Memory Type 
• Core Clock 
• Memory Clock 
• Shader Clock 

8800 GTS 88000 GTX 
G80 G80 
681 M 681 M 
.90 nm 90 nm 
4.0 4.0 
96 128 
20 24 
320 bit 384 bit 
640 MB 768 MB 
GDDR3 GDDR3 
500MHz 575MHz 
800MHz 900MHz 
1200MHz 1350MHz 

mill 
iPOD NANO 
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GHOST RECON 
LOGO SHIRTS 
Manufacturer: Stylin Online 
Website: www.stylinonline.com List Price: $18.00 
Stylinonline has a great selection of merchandise for 
all kinds of intellectual properties ranging from Marvel 
comics characters to Goodie/las. These Ghost Recon 
T-shirts are officially licensed by the Tom Clancy brand. 
The shirts are made with a combined cotton and poly 
blend giving them a super soft feel. Since they some in 
several different sizes, you should be able to find one 
that fits you. 

Manufacturer: Apple Website: www.apple.com/ipodnano/ List Price: $149.99 
The new iPods are (about a quarter of an inch) thinner, sexier, and come in five colors 
and these different drive sizes: 2GB, 4GB, and 8GB. With a brighter screen and up to 
24 hours of battery life, your pictures should look about as good as your music sounds. 
We're sorry to tell you all this because we know you just bought the last iPod model, but 
then again so does Apple. 

llmll 

PS2 ZERO CONTROLLER 
Manufacturer: Nyko 
Website: www.nyko.com 
List Price: $49.99 

GIANT SWISS ARMY 
KNIFE VERSION 1.0 
Manufacturer: Wenger 

We know that there are other 

wireless controllers out 
there, but the Zero from 
Nyko comes with a 
rechargeable NiMH bat
tery that provides 25 
hours of play time, 
backlit LED analog face 
buttons, and wireless 
chip with a range of up 
to 30ft. 

Website: www.wengerna.com List Price: $1,200 
Now this is a knife! Not happy to settle for less, Wenger 
has taken the average Swiss Army formula and crammed 
85 tools into it. After all, who doesn't want a nail file, 
corkscrew, bike chain rivet setter, laser pointer, cupped 
cigar cutter, compass, fish scaler, can opener, golf divot 
repair tool, tire tread gauge, two key rings, and seven 
blades Gust to mention a few) all in one easy-to-find 
place? Weighing in at two pounds and 11 ounces, this 
bad boy measures a lengthy 8. 75 inches. Come on, just 
look at this thing. It's completely ridiculous. We still want 
one, of course. 
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THE 
CHALLENGES 
OF STAYING 
INDEPENDENI 

BY ROBERT WALSH, 
CEO, KROME STUDIOS 

C 
an independent developers survive? 
In a time of skyrocketing budgets, 
huge development teams, and the 
ever-increasing technical requirements 
of next-gen platforms, it's a legitimate 
question. More challenges than ever 

before are facing developers, and some studios will 
find them insurmountable. But there are also more 
avenues available for developers to find a way to 
succeed and thrive. So it's not just a question of 
whether indies can survive; it's more a question of 
how they can succeed. 

First let's talk about why independent develop
ers matter. As gamers, we need indie developers 
because they create new and original experiences. 
Grand Theft Auto started as a PC game from an 
indie. So did Call of Duty and many other popu-
lar games including Krome's very own TY the 
Tasmanian Tiger franchise. The environment and 
culture of an independent studio allows it more 
freedom to take chances and create new and 
interesting games. Independents have more, well, 
independence - they are answerable to them
selves rather than shareholders and a board of 
directors. Also, being independent allows studios 
the opportunity to work with more than just one 
company, i.e. publisher, which can be beneficial for 
numerous reasons. 

For game artists, programmers, designers, et 
al., independents are the last oasis of the original 
non-<:orporate garage culture of game creation. At 
Krome, we have nearly 300 staff, but we work hard 
to keep indie culture alive. We believe strongly that 
making games shouldn't feel like working for IBM, 
but that's what it feels like when you walk through 
the doors of many larger publishers. 

Finally, independent studios can typically move 
more quickly, prototyping and testing new concepts 
faster than a mega-publisher can craft a proposal 
to get a new franchise green-lit. This combination 
of agility and creative freedom can result in unique, 
forward-thinking, and entertaining games that are 
extremely difficult to create under the risk-averse 

development model of major publishers. 
This cuts both ways, of course. Some developers 

may be only able to work on one game at a time. 
If that game flops it could bring the studio down. 
Ebbs and flows in work and cash flow can create 
financial stress. And development on next-gen 
consoles has been more challenging than everyone 
thought, compounding the risks that developers 
must face. 

Despite these hurdles, opportunities abound on 
next-gen. Downloadable games and episodic con
tent provide new development models that favor 
independents. And with development complexity on 
next-gen comes more diversity since three distinctly 
different platforms require not only unique content 
but different development methods and technolo
gies. This creates an entirely different playing field 
than the last generation. 

While I certainly don't have all the solutions, here 
are a few suggestions for how developers can not 
only survive, but also thrive. These have worked 
for us here at Krome Studios, so hopefully they 
will prove helpful for others. First, know your limita
tions. This sounds easy, but it's hard for all of us to 
recognize our strengths and weaknesses. If you're 
an awesome driving game studio, jumping into a 
first-person shooter may not be the best course 
of action. You can't be all things to all people, 
and while every team wants new challenges, try 
to build on your strengths - to create something 
new, develop a fresh twist on what you already 
can execute. 

A corollary to this is creating your own niche. 
Three distinct platforms means there are gaps to 
be filled. Racing specialist. An expert in porting 
from 360 to PS3. Great at developing Wii games. 
These are all niches in which a strong developer 
can prosper. 

Next, control your IP. This doesn't mean owning 
your IP outright, it means making sure that you par
ticipate fully in the marketing and publishing deci
sions that affect your games. An analogy here is the 
relationship between music artists and record labels. 

As gamers, 

we need 

indie 

developers 

because 

they create 

new and 

original 

experiences. 

In the old days, musicians wanted to get signed to 
a fat recording deal. Once they did so, they found 
that money had been exchanged for a loss of cre
ative control, leading many modern artists to create 
and pay for their own albums to retain a greater say 
in their careers. The tradeoff may mean you have a 
smaller development budget - but in exchange you 
can control your franchises more closely. 

Fourth, don't put all your eggs in one basket. Just 
because you can only create one title at a time 
doesn't mean you can't do art outsourcing simulta
neously or license middleware based on your tech
nology to create additional revenue streams that 
can sustain you during lean times. With develop
ment costs increasing, few companies can afford to 
create everything from scratch so there's a market 
for your expertise. 

Last but not least and maybe most importantly, 
develop strong processes and systems. It's not 
glamorous, but project management, tracking 
metrics, and the like are critical to getting your 
games done on schedule and on budget with high 
quality. We have spent a number of years and 
resources developing an internal project system, 
which has been invaluable in our ability to deliver 
on time - and also for controlling the rising costs 
of next-gen development. You need talented staff, 
but also good management. At the end of the day, 
fewer indie studios may survive, but for those who 
do make it the rewards will be sweeter. Now, more 
than ever, opportunities are there for developers 
who play - and make - the game right 

Long live the independent developer! ■ ■ ■ 

Robert Walsh is CEO and co-founder of Krome Studios. Mr. 
Walsh has been responsible for negotiating deals with major 
international publishers such as Ubisott, Disney Interactive, 
Mattel, Vivendi, THO, and Electronic Arts. He leads Australia's 
largest game development company and oversees a talented team 
of game creators. As CED, Robert has successfully shipped over 
19 SKUs in lour years and was awarded the Career Achievement 
award al the 2003 Australian Game Developers Conference. 

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

If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson al matt@gameinlormer.com. 
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R(.)e Esca(.)e a 
System: PlayStation 2 Release Date: January 17 
Ape Escape has never received much attention from the 
mainstream, but gamers know and love it as one of the most 
accomplished and humorous platformers in PS2 history. Building 
on an already solid foundation, Ape Escape 3 greatly expanded 
the scope of gameplay with a series of humorous "morph" 
forms that give you new abilities. Even better, it gave us one of 
the yeafs most pleasant surprises: the excellent "Mesal Gear 
Solid" - a Solid Snake-inspired minigame that was made with 
the help of Konami. Hey, even a guy as serious about games as 
Kojima can't resist these monkeys' smelly charms! 

System: PlayStatlon 2 
Release: February 14 
The spirited boy and 
his duty-driven girlfriend 
aren't exactly new to 
the gaming scene, but 
Grandia Ill takes these 
well-known characters 
and turns them into 
something extraordi
nary - if only in combat. 
In a pioneering blend of 
real-time and turn-based 
battles, Grandia Ill has 
players keeping an eye on distance, timing, and other 
factors to deal maximum damage. We only wish that 
Sky Captain Schmidt were the main character instead 
of a supporting role. That guy rules. 

Su(.)er Princess Peach 
System: Nintendo DS Release: February 27 
In this stellar DS side-scroller, longtime Nintendo bench
warmer Princess Peach stepped out of Mario's shadow in a 
16-bit flavored title and stamped her own unique identity on 
the classic platforming formula. Tapping into Peach's mercurial 
emotions, you're able to utilize her special powers to solve 
puzzles and traverse the excellently designed levels 
by simple taps on the DS's touch screen. It's a 
mechanic that works well, and we hope other 

developers will take 

Blacl-l 

note. While it can 
be easy to a 
faul~ there's no 
doubt that Super 
Princess Peach 

is an engaging 
experience. 

System: PlayStation 2, Xbox 
Release: February 28 
Sure, this game might have 
been a disappointment to 
some, but it was still a \hrill to 
play. Not only is it significant for 
being a competent shooter for 
the PlayStation 2, a system that 
has seen remarkably few, but 
Criterion's shooter has some of 
the most visceral gun action in 
any FPS to date. These weapons 
are loud, smoky, and when you 
hit the trigger you know you are 
going to make a hole (probably • 
a big one). And that is just how it 
should be. 
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OnlMUSha, 
Dawn of DreaMs 
System: PlayStation 2 
Release Date: March 7 
Before some of you skip right past 
this entry saying. •1 haven't played 
any of the other Onimusha games; 
take solace in the fact that the 
Dawn of Dreams storyline requires 
no previous experience with the 
series. What you get is a samurai 
game that gets it right among a sea 
of failed imitators ( cough, Genji). 
The multitude of playable characters 
provides both combat depth and 
enhanced replayibility, and the 
beefy 20-hour completion time isn't 
common in this genre. 

XBOX360 

6host Aecon 
Rduanced Wart=lghter 
System: Xbox 360 
Release Date: March 7 
Squad-based shooters usually take 
more flak than the Luftwaffe, but 
this is one title in the sub-genre 
that excels. Not only are your Al 
comrades smart, but this near-future 
tactical shooter gives you some neat 
toys like the UAV recon unit. Also 
refreshing for the genre is that much 
of it takes place in the sunny streets 
of Mexico City, multiplying many of 
the strategic decisions you need to 
make to stay alive. 

: Shadow Hearts, : DaHter 
: FroM the New World : System: PSP 
: System: PlayStation 2 : Release Date: March 14 
: Release Date: March 7 : We're not going to front: We love 
: Questing for some legendary sword : Naughty Dog's furry little ottsel 
: is so 10 years ago. The new hotness : Daxter with all our hearts. He's 
: in RPGs is breaking historical figures : hands-down one of the funniest 
: (like Al Capone) out of prison with : characters in the business, and we 
: assistance from a fat vampire/fairy : were thrilled to see him finally get a 
: and a talking kung-fu cat From the : chance to shine on his own without 
: New World is a bit off the wall, but : that gloomy goateed Jak bring-
: it is perfect for role-playing fans : ing him down. Thankfully, rookie 
: who enjoy some zaniness mixed in : developer Ready at Dawn created in 
: with their tum-based combat. "Who : Daxter a title that can stand beside 
I cares if the Great Crystal has gone I some of the best 3D platformers on 
: dark? I need to make a sword out of : home consoles. Most memorable 
: a cactus, people!" : were Daxte(s delusional "dream 
• : sequence" minigames, in which the 

: Iii' fella got to play out scenes based 
: on such classic films as The Matrix, 
: Braveheart, and The Lord of the 
: Rings: The Two Towers. 

Top 10 Heroes of eoos 

Link 
(The Legend Of Zelda, 
Twilight P<-lnoess) 
Can there be any doubt that Unk 
should take top honor.; in the hero 
department this year? Standing up 
against insurmountable odds, fadng 
the dangers no one else will face, Unk 
never foils to impress. IMth Twilight 
Princess, Link's adventures ore through 
a darker and mare unpredictable 
world As it turns out it doesn t mat-
ter how bod things get If Link hos o 
sharp sword at his side, a shield on his 
arm, and a fairy at his shoulder, Hyrule 
couldn't be in better hands. 
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Basch 
(Final Fancasq HII) 
When evet}Of)e else in the party is 
unsure what to do, Bosch is the man 
who steps up and gets ft done. As 
the very definition of the loyal knight 
Bosch doesn't core what people say 
about him, so long as he knows that 
he's done his duty. There may be other 
characters some might soy are more 
impo,tont but no one stands strong 
like Bosch. 

Capt'aln flMerlca 
(Marvel, UlrlMat"e fflllanoe) 
For those of you mare owore of mega
stars like Spider-Man and ~ne. ft 
may come o shock that Cap kicks just 
os much ass in Moivel: Ultimate All~ 
once. Flinging his shield oaoss rooms, 
Steve Rogers punches his IM'.lJ' through 
Doom Bots like they're going out of 
style. Now that's patriotism. 

Tom.a Montana 
(Soar('aoe) 
You may be asking yourself how o 
drug-dealing aime kingpin mode our 
heroes list? Vie wondered the some 
thing, right up until Tony and his gong 
showed up at the office and ·con
vinced• us he belonged here. Cussing 
up o storm, nothing con stop Tony's 
wild rush to the top in his second lease 
on life. Mon, that dude hos some bolls. 

S~phon Filter, 
Dark Mirror 
System: PSP 
Release Date: March 14 
Syphon Filter, a stalwart 
franchise for Sony, has been in 
decline recently. It made a nice 
comeback on the PSP with the 
excellent all-original Dark Mirror. 
In a year that had far too few 
standouts for the PSP, this game 
provided neglected fans with the 
series' trademark mix of tense 
stealth and high-caliber gunplay. 
It's also noteworthy for proving 
that third-person gun targeting 
can be done right on the PSP, 
despite its lack of a second 
analog. To top things off, the 
stellar single-player mode was 
enhanced by a great multiplayer 
component We can only hope 
Sony will see fit to let Syphon 
Filter carry this momentum onto 
the PS3. 

The Doctor 
(Brain Rge, Train l.lot.K Brain 
In Mlnut"es a Daql) 
Most of our list winners this year get 
their hero on by whacking bad guys. 
The Doctor (R-yuto Kowoshima) in 
Brain Age gets his hero medal for mak
ing you less stupid. Yeah, we mean 
you. Before the Doctor come along 
to quiz you on orithmebc and colors, 
you were out there walking into lamp
posts all day. Mon, were you dumb. Of 
course, ofter the Doctor's inten;ention, 
we know that youre still hitting those 
same lampposts It's just that now you 
con add up how many you've stumbled 
into since you woke up this morning. 
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t'etrls OS 
System: Nintendo DS 
Release Date: March 21 
Tetris is universally considered one of 
the greatest games ever made, and 
has succeeded on nearly every system 
released. That said, there have been 
few changes to the tried-and-true 
formula over the years. Thankfully, 
when Nintendo brought the venerable 
franchise to the DS, it took the time and 
effort to expand on the classic, block-based gameplay with a host of new 
modes. This experiment succeeded in creating a title that maintained all 
the things we love about Tetris while giving the somewhat stale puzzlers a 
fresh new attitude. It's still one of the best ways to kill a long plane flight, 
and the excellent multiplayer means that it's fun with friends as well. 

t'OMb Raider, Legend 
System: Xbox 360. PlayStation 2. PC 
Release Date: April 11 
We think Crystal Dynamics deserves props for 
making Lara a respectable woman again. It 
took a tired and overworked series and infused 
it with new life. But even if it weren't a Tomb 
Raider title, this game still would have made 
our list With fun level exploration, Prince of 
Persia-style gameplay, gorgeous current-gen 
graphics, and a respectable plo~ how could 
it not? 

Brain Rge, t'raln I.lour 
Brain In Minutes a Da1.11 
System: Nintend o DS 
Release Date: April 18 

BRAINAGE" 
'lnla Y...- - loMlnuc,.,Ooy! 

Leaming really can be fun. Leave it to 
Nintendo, a company so skilled in the 
art of game development that it could 
likely make an entertaining game about 
a ham sandwich, to get us addicted to 
improving our mental acuity. Brain Age 
cleverly uses the OS's touch screen 
controls to test users' wits with a series of simple-yet-addictive minigames 
that are designed to improve reasoning, math, and memory skills. 
Although the main game is excellent in its own righ~ the included Sudoku 
mode introduced thousands of new converts to the popular numerical 
crossword-style puzzles. 

AMarerasu 
(Okl!IMI) 
The game describes her as the origin 
of all that is good and mother to us 
all, so just on the off chance that the 
game is right we figure she should get 
a heahhy nod for her heroics. As a oolf 
in Okami Amaterasu makes flowers 
bloom where she passes and brings 
light and life back to a world that has 
lost both. She also puts up with that 
hilarious little punk lssun, and conse
quently deserves any praise we heap 
on her. 

Lara OrOft' 
('roMb Raider, Legend) 
Never let it be said that were not 
willing to give somebody a second 
chance. With proper diet a steady exer
dse regimen, and a new developer 
guiding her path, Lara weasels her 
..uy back into our hearts by flipping 
and shooting her tMJY through her lat
est legendary adventure. No /anger tied 
to a square, gridbosed world, Lara is 
free to exhibit her talents in a gorgeous, 
open game wolfd. She also has an 
unlockable bikini costume, and were 
pretty alright with that 

TOM BoMbadll 
(The Lord Of the Ainge, The 
Battle For Mlddle-e~h II) 
Anybody can charge into bottle with 
a scream on their lips and their blade 
held high. It's a real man who can skip 
and dance his tMJY into a squad of 
ccn.e trolls while singing rhyming songs. 
Torn Bombodil's unconventional killing 
style might be a little strange, but no 
one's going to argue with his results. 
Sing on, Tam. Sing on. 

Rocket 
(Dn,gon Quest Heroes, 
Rocket SllMe) 
Long time Dragon Quest fans may 
balk at adopting the role of an enemy 
they've so consistently squashed. Not 
one to accept such prejudice, Rocket 
offers just as much fun as any of those 
boring human heroes that used to beat 
up his kind. !Mien all the other slimes 
are goo-napped, Rocket ahem, rockets 
into action to save them. He's totally 
stretchy, he can drive a tank, and most 
importantly he's blue. Never underes
timate the heroic importance of being 
the color blue. 

MonthlLI 
breakdown 
····•••••••••••••••••••••••••••••••••••••• 
.. ~.~.n.~.~ry .............. [ ..... ~ ..... . 

··: :;:rY ............. I·····: ····· 

. April ................ ) ..... ~ .... . 

.. ~~¥. .................... ! ..... ~ .... . 
June .......................................... 
JUIY ................. ) ......... .. . 

.. ~~~.~.~! ............... ! ..... ~ .... . 

•II~~;;,.J•••i •• 
(Release counts are calculated 
using the first appearance of a 

game on any platform) 

The Hing 
( Snel!IH Hing) 
So what if this game sold at Burg-
er King for only four bucks? Playing 
as the King is hilarious! What's more 
heroic than delivering hash browns 
and cheeseburgers to hungry work-
ers before they faint? We're not entirely 
sure why the King needs to sneak up 
on his subjects to deliver them food, 
but you don't question the King. While 
we won't vouch for the quality of the 
rest of the game, look for this hero to 
dimb the ranks in upcoming years. 
Were never wrong about this sort 
of thing. 

GAME INFORMER 55 

• 

• 



----- --- - - -
- t'HE t'OP 50 6flMES OF 2006 --- - - - --

Rise Of Nations, Rise 
Of Legends 
System: PC 
Release: May 9 
A fantastic dynamic campaign 
map and a whimsical steam-punk 
setting push Rise of Legends over 
the top. The series has always 
been great but breaking free of 
the constraints of realism allows 
Rise of Legends to fly high with 
excellent unit design, interest-
ing factions, and the tight RTS 
gameplay that compares well to 
the best of the genre. Crank up 
the visual settings for a real treat 
when you take out buildings. 

Half-Life 2, 
Episode One 
System: PC 
Release: May 31 
Sure, this game was short, but it 
was a great deal at $20. However, 
Episode One isn't on our list 
because it's a great bargain; it's 
included on the list because it is an 
awesome rollercoaster ride out of 
City 17. Plus, Valve does a wonder
ful job at showing Alyx's emotionally 
charged reactions. For the first time 
in a long while, we actually have 
an emotional investment in our Al 
companion. And we still think that 
Dog kicks ass. 

t'op 10 Uillains of 2006 

.Judge Maglsters 
(Final Fant:as 4 HII) 
Led by the ruthless Gobronth, these 
woMiors exude strength and confi
dence. They ore imposing and poliri
colly sawy leaders, but they ore most 
effective at settling conflicts with weap
ons. You don't get to be one of five 
elite commanders of on imperial army 
by being a wuss. 
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Zant 
( The Legend Of Zelda , 
Twilight' Princess) 
Capturing the some terrifying menace 
as a Sith lord, this mysterious masked 
figure moves in the shadows and 
hides his true potential IMlen he fino~ 
ly puts it on display, players team with 
dismay that Zant hos more power in 
one hand than Link hos in his entire 
body. After seeing what this character 
con do, you'll wonder why Canon was 
ever scary. 

Titan Quest 
System: PC 
Release: June 27 
"So I'm a Diablo clone, wan
nafightaboutit?" No, Titan Quest 
we don't Your skillful execution 
of the level/loot grind is the best 
we've seen in years, and we're still 
not sick of it. Especially considering 
how pretty you render your fanciful 
ancient world, and how open
ended your character development 
system is. We won't be done with 
you for a long time, Titan Quest 
Your immense amounts of content 
drive us to be the most powerful 
heroes we can. 

Dracula 
( Ca etle ua nla , Pon-ralr 
Of Ruin) 
IM!re probably not spoiling anything 

: The Lord Of the Rings, 
: The Battle for Middle
: earth II 
: System: Xbox 360, PC 
: Release: July 5 (360), 
: February 28 (PC) 
: Abandoning the over-done newb-
: friendliness of the first game, BFME 
: II gives RTS players some real meat 
: to dig into. As if solid, entertaining 
: gameplay wasn't enough, playing 
: this is the closest you can possibly 
: get to Tolkien's world; very few 
: games capture the feeling of their 
: subject matter as accurately as 
: BFME II does. Considering the 
: awesome nature of LOTR, that's 
: quite a feat. 

6an.1 
(Bull4) 

by revealing that you fight DrOOJlo at 
the end of Costlevonio. The Prince of 
Darkness hos never been a cakewalk, 
but when you find out what youre up 
against at the end of Portrait of Ruin, 
those other confrontations will look like 
assignments for your Sissy Boss Bottles 
101 doss. 

The main character of Bully, Jimmy, 
isn't exactly a good guy- but his nem
esis Gory represents evetything that is 
wrong with Bullwotth Academy. He's 
condescending and manipulative, with 
on oily personality that con make your 
lip curl. But do you hate him because 
he's a sleaze or because he's better at 
getting his IM'.lY than you are? 

Pre4 
System: Xbox 360, PC 
Release: July 10 
It's you versus an alien menace. 
They have superior technology, 
greater numbers, and the vast 
knowledge of the galaxy. You 
have a wrench. The outlook is 
grim, but Prey guides players 
on a quest to even the odds 
through atmospheric corridors 
on an alien ship. Using strange 
weapons to plow through 
enemies that appear out of 
nowhere (thanks to a cool use 
of portals), Prey draws you in 
with otherworldly gunplay and 
exploration and doesn't let go. 

LE60 Darth Uader 
(LE60 Star Wars II) 
No longer lim~ed by a PG ro#ng, LEGO 
Darth Vader con use the Force to tear 
bodies into shreds and hock anyone 
to pieces with his lightsober. Of course, 
since LEGO people don't bleed (and 
most of them hove a permanent smile 
emblazoned on their heads), the effect 
isn't quite as sinister as we hod hoped. 



·- - - - - - -----· ·- - - - - - - - :• feature 

flluy~t,Jt1on 2 . 

Henosaga Et;,lsode Ill, 
fllso Si;,raoh Zarathustra 
System: PlayStation 2 
Release: August 29 
Researchers at Xenosaga University recently 
conducted a study, unearthing the following 
indisputable facts. Fact # 1 : The Xenosaga 
games have more biblical and philosophical 
mumbo-jumbo than other series on the 
market Fact #2: Episode Ill has even more 
of that than the first two. Fact *3: This final 
entry corrects almost all of the faults that 
brought the last one down, with beautiful 
graphics and a battle system that is fun. Fact 
#4: KOS-MOS could destroy you. 

: Dlsgaea 2, Cursed MeMorles 
: System: PlayStation 2 
: Release: August 29 
: Streamlined depth is the name of 
: Disgaea 2' s game. If helping a diverse cast 
: of brilliantly realized characters achieve 
: their goals through awesome strategy/RPG 
: combat isn't enough for you, Disgaea 2 
: has literally hundreds of hours worth of 
: sidequests to dig into. No game makes pow
: ering up a party of characters as endlessly 
: entertaining as this does, much less deliver a 
: compelling and humorous story alongside. 

T-elos 
[ Henoeaga l!Qlaode Ill) 

6eneral RAAM 
[&ear-8 Of war-) 

Orochl 
[OkaMI) 

0 XOOX360 

Saints Row 
System: Xbox 360 
Release: August 29 
THQ and Volition make absolutely no effort 
to hide the inspiration for this thuggin' 
sandbox title, but when it rips off Grand Theft 
Auto so well, the Rockstar faithful have little 
to complain about Great mission variety 
(insurance fraud, anyone?), next-gen graph
ics and physics, tight FPS-style targeting, an 
easy-to-read GPS mapping system, instant 
mission restarts, and online multiplayer all 
make Stillwater a city worth visiting. 

Clanr,fews 
[The elder Sc.-olle IU, 
Oblivion) 

CoMc,an~ Of Heroes 
System: PC 
ReleaM: September 11 
Outstanding depth and realism come 
at no added cost in this WWI I RTS. 
Somehow, everything from cover 
mechanics to offscreen bombardment 
is easily accessible in Company of 
Heroes. Developer Relic's golden touch 
is evident both in the impossibly high 
level of polish and the amazing engine 
that CoH runs on. The future of RTS is 
now, and this is your ticket to endless 
hours of strategic fun. 

The Rabblds 
[A_,.,an, Raving Aabblda) 

Ever since the first Xeoosaga, we knew 
that the only thing in the universe that 
could defeat K05-MOS is another KOS
MOS. That's where T-elos comes in. 
A more powerful and refined battle 
machine than her blue-haired prede
cessor, the fights between these MO 
female androids are among the coalest 
in the whole realm of science fiction. 

There are foes you Jove ta hate, and 
then there are foes you truly fear. 
RAAM is the latter, considering that 
ei,e,y time you see him, it's to watch 
him slaughter one of your comrades. 
Brutal and merdless, he likes looking 
into the eyes of his victims before they 
die ... preferably as he holds them over 
his heod impaled on a sword 

The true form of this legendary eight
headed dragon is o sight ta behold, 
and a cool fight ta boot After going 
ta the trouble of learning the Celes-
tial Brush techniques ta confront Oro
chi's eight terrifying visages, what turns 
out to be this boss' biggest weakness? 
Booze. Some people just lose their 
keys when they're drunk. but Orochi 
loses his chonce ta plunge the world 
into darkness. 

An)".)()e who hos stumbled into on 
Oblivion gate knows the most terrifying 
sound in this whole game: the distant 
squeal of the donnfear. The second 
you hear it, you know that you're only 
moments owoy from being mouled ta 
death by o waist-high, damoge-resis
tont nightmare. 

As for os villains go, you con get o lot 
more evil than the Robbids The most 
dastardly thing they like to do is dance 
to disco. Hc1Never, there aren't any bod 
911'/S OS hilarious os these stupid, ugly 
monsters. They're monk. violent aozy, 
and just os interested in hitting each 
other os hitting you. They also really 
enjoy plungers. Hell who doesn't? 
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Spline-er Cell, 
Double ftgenr 
System: Xbox 360 
Release: October 17 
Though Double Agent appears on all 
current-gen consoles, PC, and Wii, the 
Xbox 360 version is the definitive one 
(we'll see how the PS3 port turns out 
in 2007). Sam Fisher trades his night 
crawling for sunlight sneaking this time 
around in an effort to infiltrate John 
Brown's Army. Maintaining the trust of 
both the JBA and NSA is the main chal
lenge here, and can result in multiple 
endings. But it's the addicting online 
multiplayer that'll keep you coming 
back for more. 

Oxoox360 

Dark Messiah of 
Might t Magic 
System: PC 
Release: October 24 
Most games use enemies as obstacles that 
players must overcome. In Dark Messiah, 
enemies are more like rewards, since each 
group of goblins, mages, or ores provides 
endless opportunities for entertainment. 
Impaling them on spikes, frying them 
with magic, or skewering them from the 
shadows makes every encounter intensely 
satisfying and grisly. Few games can actually 
make players so excited to start fights. 

Maruel, Ult'IMare Rlllance 
Systems: PlayStation 3, Xbox 360, PC 
Release: October 24 (Xbox 360, PC), 
November 19 (PlayStation 3) 
You know you have something special 
on your hands when you find yourself 
saying, "Boy, I really like Thor'.' Marvel: 
Ultimate Alliance is the definitive 
superhero game. It's all about spandex
wearing do-gooders beating the tar 
out of evil. 1/1/hether you are fighting 
Galactus or simply punching a wall, this 
game is mindless entertainment at its 
best. It also does justice to the comics, 
something video games have struggled 
with since their inception. 

TOMMI.I 
(Pr-e 1..1) 
He may be good with a gun, but Tom
my is dumber than a bag of bogs. It's 
one thing to say thot you don't believe 
in Native American mysticism, but it's 
another when you've been killed and 
magically resurrected several times 
through its power, all while aboard a 
spaceship. Poy attention, blockhead! 

Frank the Ninja 
(Shadow Hean-s, f'roM the 
Ne w World) 
This is a guaranteed way to become a 
dork: First, find a bus stop where bus
ses no longer run, and lament how 
lonely the bus stop sign must be. 
Remove the sign, affix it to a s,vord hilt; 
and use it as a weapon. Then, stamp 
some doofy-looking angler fish doo
hickey on your forehead Hey, it worked 
for Frankl 

6oat B01.1 
(OnlMusha, Dawn Of DreaMs) 
Preschool must have been hard for 
o/' goat boy, having to sleep next to 
lambs and ducks at nop time. Oh, 
were assuming he went to preschool 
at a petting zoo. 'Cuz, you know, he's 
got those horns ... and they, um, they 
make him /oak like a goat A goat with 
a s,vord Seriously, this guy sucks. 

The MallMan 
(The Legend Of Zelda, 
Tw ilight Pr-lnoess) 
It's great to have a job you love, but 
the mailman goes too far. Someone 
this excited about delivering letters just 
can't be cool. He does wam you not 
to get in the way because he's so fast 
and might run you down (which is 
awesome), but he's just too intense. 
Settle down, man. 

Ohlbl Robo 
(Ohlbl Robo) 
l-1'e have a word for people who bend 
over bockwords to make life easier for 
others, and that word is 'suckers.' Hey, 
Chibi Robot Compute this equation: 
walking tin can + performing menial 
chores + from Japon ;,! Fun game. 
Error! Error! 
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2 ~Hl'IDOOMI- (ehoat Fleoon, l'lduanoecl Warflght"er) 
After a harrowing battle, your teammates give you the all clear. As you vvark your way uncontest
ed toward what seems to be the end of the mission, the building directfy in front of you explodes, 
showering debris and smoke everywhere. For most gamers, this surprise moment lead to many 
controllers being thrown, and many manrt voices turning girly. It is an amazing speaac/e to say 
the least 

a Setting the St'age (irlnal fl'ant"a84 HIil 
Square Enix has a knack for getting gamers excited The opening dnematic of Final Fantasy XII 
showcases a Lord of the Rings-scale ground battle, an aerial assault similar to Star 11\brs, and a 
plat that you just vvant to jump into. 

4 Shooting Ttrough Walla (Aealaninoe, fl'all Of l"lan) 
In Resistance: Foll of Man, Insomniac Games has crafted some of the finest weapons to date. The 
standout armament in this high-powered arsenal is the Augur, a weapon that can shoat through 
vvalls. Taking out enemies that seek cover is hysterical and it's an amazing sight to see the 
Augur's blast pass through a surface. 

5 Tal<lng eaoi. the Planer With a fl'rlenct (eeara Of war) 
Mankind is all but wiped out, and millions of gun-toting creatures IM'.lnt you dead. It's a terrible 
situation to be in, but as long as you have a friend at your side, eve,ything is going to be all right 
Gears of 11\br'.s cooperative play never gets aid. Playing the game vvith a buddy is easirt one of 
the best moments of the year. 

e the Maaoor Mt-101i (Bull4) 
Jocks love one thing: football. To make this pea-brained bunch submit to your Machiavellian will 
you don the disguise of their beloved mascot and make a mockery of their sacred game. You 
tinkle in their sports drinks, put glue on the bench, and rearrange the scoreboard letters so they 
read "Jocks Play lMth Their Balls.• Yau may be offended if you wear a vorsity jacket but for a 
bunch of nerds like us, we found this mission to be a real side-splitter. 

7 Obllulon ~lpharn., (the ~der SoroUe IU, Obllul01i) 
After investing countless hours into this game, there comes a moment where you realize that you 
haven't even started the main quest and all of your time has been spent on side jobs. This is the 
onrt time that we'll justify someone saying "whoa' in the some voice as Keanu Reeves. 

e 01-rcowellng • the Mall (Dead Atelng) 
IMlat'.s more fun than vvatching a zombie fall dovvn a flight of stairs? Pushing them dovvn the 
stairs! Humiliating and brutalizing zombies in Dead Rising'.s colorful moll never seems to get old, 
espedalrt when you can chop them up vvith a Jawnmovver, rip out their intestines with your bare 
hands, and IM'.ltch their brains trickle out through a showemead. 

9 Don't' fl'ear the Reaper (Pr94) 
If aliens ever abduct us, we hope that they have the courtesy of turning it into an unforgettable 
event. .. and were not talking about the probing. Prey's abduction sequence is a moment that 
we'll cherish forever. Beams of eerie green light dance through the sky, cars, cow.;. and arcade 
machines take flight and then a jukebox belts out Blue Oyster Cult's 'Don't Fear the Reaper' as 
we are sucked into the ship. Brilliant 

10 fl'ree 81.-dl (ISulr ar Hero II) 
At some point in your life, you probabrt yelled "play Free Bird' at a concert, but now you'll see 1111/Jy 
bands never play it Just the mention of it prompts multiple warnings from the game to make 
sure that you are trurt ready to attempt playing it Conquer its insane riffs and you'll be freed from 
this pathetic planet to Jive with aliens as a guitar god. 
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LUMlnes II 
System: PSP 
Release: November 2 
If you never want to read the 
words "puule gameplay" 
and "Hollaback Girl" in the 
same sentence, you should 
tum back now. Lumines II 
expands on the solid puule 
gameplay of the original 
while adding more recogniz
able songs like Gwen 
Stefani's "Hollaback Girl" and 
Beck's "Black Tambourine~ 
Even with the videos for 
these songs playing in the 
background, the block-drop
ping insanity continues as 
it ever did, and there are 
tons of new skins, modes, 
and other ways to enjoy Q 
Entertainment's definitive 
handheld puuler. 

Neuerwlnter 
Nights 2 
System: PC 
Release: October 3 1 
Faithfully translating 
Dungeons & Dragons into a 
video game has long been 
the holy grail of legions of 
nerds, and NWN 2 comes 
closer than anyone could 
reasonably expect. An 
intriguing sto,y, a cast of 
characters complete with 
their own personalities and 
motivations, and hardcore 
D&D rules-nerde,y make this 
a great RPG out of the box. 
Once the mod community 
starts running full-speed 
with the powerful toolset, 
NWN 2 will truly be a game 
for the ages. 

: Need for St>eed 
: Carbon 
: System: PlayStation 3, 
: Xbox360 
: Release: October 31 
: (Xbox 360), November 
:17(PS3) 
: \Nhat do you do when 
: street racing is passe? You 
: make the thrills bigger than 
: ever. Taking to the winding, 
: vertical canyons propels this 
: series to new heights and 
: pushes you and your car 
: to their limits as driving on 
: the edge becomes the only 
: way to win. Add in some 
: exclusive multiplayer modes 
: and a city map full of chal-
: lenges, and you might have 
: to check your living room for 
: skid marks. 

Call Of Dun,1 3 
System: PlayStation 3, 
Xbox 360 
Release: November 7 
Activision' s latest ode to 
WWII isn't a huge step 
forward from Call of Duty 2, 
but that's not to say it 
doesn't offer a gratifying 
Nazi-hunting experience. 
The single-player campaign, 
which follovvs the liberation 
of France, offers warfare so 
intense you'll need a post
traumatic stress counselor 
when you're done. The star 
of the game, however, is the 
much-improved multiplayer. 
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6ultar Hero II 
System: PlayStation 2 
Release: November 7 
Guitar Hero had you thinking 
you were way cooler than 
you really were. And that's 
just fine. Its sequel does the 
same thing, but adds one of 
your buddies into the illusion. 
And that's hilarious. With its 
co-op thrashing, Guitar Hero II 
has probably resulted in more 
broken living room lamps 
than any game in history, as 
wannabe rockers jumped 
around the room in their 
best Slash impressions. Well, 
we've got some sad news for 
you. Until you've rocked out 
in the desert with the wind 
blowing back your overly-long, 
curly hair, you're no Slash. At 
least you have the dozens of 
songs and multiple difficulties 
of this amazing music game 
to console you. 

t"on~ Hawk•s 
Project 8 
System: PlayStation 3, 
Xbox 360 
Release: November 7 
(Xbox 360),Novemberl? 
(PS3) 
Developer Neversoft 
Entertainment has once 
again reinvented this 
franchise with an entirely 
new career mode, improved 
graphics and animation, 
and yet another new move 
for players to master. The 
player's journey to become 
one of eight top elite skaters, 
or the Project 8, is guided by 
My Name Is Earl star Jason 
Lee, who is a professional 
skater himself. The path 
to skating fame and glory 
isn't easy, but if you are 
good enough, maybe you 
could get your own show 
on NBC - heck, it seems 
like they will give one to 
anybody. 

Medleual II, 
t"otal War 
System: PC 
Release: November 14 
Epic clashes between 
thousands of beautifully 
animated, individually 
detailed troops are just the 
beginning of Medieval ll's 
depth. Managing diplomacy, 
conquesi and economic 
viability for a continent
spanning empire will keep 
the most adept strategist 
enthralled for months. 
Alternatively, skimming over 
the details allows you to get 
to the parts of the game you 
love - the choice is yours, 
and you win either way. 

e MIOA0801't' BLOWS ITS lDID 
Miaosoft gets a whole year to itself before its competitors start to make a game of it; and what 
happens? It squanders it with the delay of several high-profile games. In this holiday season, when 
it could have carpet-bombed the market with exdusive titles, we only get one good one - Gears 
of vlt:Jr. Crackdown, Mass Effect, Forza Motorsport 2, BioShock, and more hove yet to see the light 
of day. If only it hod released Halo 3 day-and-date with the PS3 like Bill Gates had threatened. 

3 NO Ol'LI~ WII ~S l"OA UIUN0H 
In this day when online play is an absolute must, Nintendo's previous lack of commitment to an 
online strategy has caught up to it Not only are there no games at lounch for the ~i that play 
online, the system's own weather and= channels weren't ready to go out of the box. 111,e 
hope that this isn't a sign of things to come. 

4 THE Lft0H 01' r1 UNr E> HO MOUN! l"OAMrlT 
111,e w:1nt to take Blu-ray and HD-DVD by the hair, dunk their heads together, and saeam, 'Sort it 
out you knuckleheads!' If there's one thing that consumers love more than a lock of systems at 
launch, it's a good ol' format w:1r. IAflich HD movie format has The Lord of the Rings? IAflich one 
has more studios behind it? IAflich side w:1nts to screN you out of the least money? Such is the 
meaning of life now that we have to dedde between 8/u-ray and HD-DVD. Don't ask us. 

l5 THE Hrll.O MOUN!~ Mlrl 
Gamers were disappointed when Grandma's Boy had fewer laughs than Million Dollar Baby, and 
yet they were even more disappointed when Peter Jackson declared that the Halo movie w:1s 
being indefinitely postponed. Tne studios say that they're looking for funding. Jeez, lift up Jackson's 
mattress; the guy's gotta have a billion or MO hidden under there. Halo fans v.ill have to w:1it 
to see their hero Master Chief on the big saeen. Let's all pray that Miaosoft doesnt demand a 
simultaneous release of Halo 3 and the movie. 

6 THE PSP"a Lft0H 01' PAOel'N!SS 
People love their PSPs, but there ore just never enough good games to play on the damn thing. 
For every sweet Grand Tneft Auto title, there ore a billion other games that don't know what to 
do with its ilkonceived single analog stick design - induding Sony's own first-party titles! Also, it's 
never o good sign when the proprietary format you mode bombs and movie studios stop baddng 
it Espedolly when youre the folks who pushed both Betomox and the MiniDisc. 

7 ~ 0l.OKS 
Capcom opens Gover Studio to make awesome games. It does giving gamers hits like Viewtiful 
Joe and Okami Copcom closes Gover and sends development brains like Atsushi Inaba and 
Shinji Mikami packing. Toa bad Capcom ='t octuolly committed to sweet games, otherwise 
it would have let Gover continue ta do what it w:1s already doing best Mega Mon re-release 
anyone? 

6 WHrlt' THE ~ ~ t'O SONIC~ 
Tnere w:1s a time when seeing 'Sonic Team' on a game meant gold, but now it's IM:1nh less than 
a used bus ticket Tne developer has been on a Sonic the Hedgehog death spiral that is spinning 
so fast it actually gives other sub-par Sego products a reason to be cheerfol for a change. Tne last 
time these guys made a meaningful game, we were talking about the Y2K epidemic (the year, 
not the yeast infection). 

9 UIOl!O ~ 80r1Pe:-1501'1TIN6 
Tne only thing more desperate than a politician is a politician in an election year. Tne mid-terms 
brought out all the video-games-are-bad daomsayers quicker than Mark Foley at a Cub Scout tent 
pitching contest Anti-game legislation w:1s rolled out in states all aaoss the land, and self-righ
teous bilge w:1s celebrated from sea to shining sea. Luckily, they were all unconstitutional, so we 
can all go back to fighb'ng real aime on Dateline's To Catch a Predator series. 

10 THE CN!ftTH 01' !!a 
Most of you never went to E3, so you'll never miss the fact that the shaw environment is a hor
rible place to shawcose games: the long lines, the miles of useless aap, the disorganization, and 
the fanbcrys that constipate your every step. But yeah, it is better to hove loved and lost ( especially 
when jammed in a line front-terback with a sweaty guy wearing a "Somus, ~II You Marry Me?' 
t-shirt) than to never hove loved at all. 
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e UblsQft' (Lasr llear, e) 
This year is bookended by MO of Ubisoft's best games: 
CRAW ond Rainbow Six Vegas. It released some of the 
better Wi launch titles, like Rayman Raving Rabb,ds and Red 
Steel It also showed the PC some love with Dark Messiah of 
Might & Magic 

3 f:" (Lasr llear, 1) 
EA may have stumbled a little this year, but come on, being 
number three isn t bad We got some great games like Need 
for Speed: Carbon, Fight Night Round 3, and Tiger Woods PCA 
Tour 07. 

ll THO. (Lasr llear, N/fl) 
THQ publishes a lot of stuff, though not all of it is memorable. 
Still, with Saints Row, WWE Smackdown! vs. Raw 2007, Titan 
Quest and Cars (a kids' game that's actually respectable), it's 
easy to see why this publisher made the list 

5 flocluls lon (Lasr llear, e) 
Activision had another killer year aanking out the sequels ~ 
love: Tony HCJ'M(.'s Project 8, Marvel: Ultimate Alliance, and Call 
of Duty' 3. It also bought the company that owns Guitar Hero, 
and that certainly wasn't stupid 

e Square l!nlH (Lasr llear, 10) 
The RPG giant certainly didn't hold anything back this year. 
W,th its breadth of titles ranging from epics like Final Fantasy 
XII and Kingdom Hearts II to fun little titles like Dragon Quest 
Heroes: Rocket Slime and MO Valfyrie Profile games, ~ 
barely had oine to play all its games. 

7 0apooM (Lasr llear, 9) 
Capcom brightened our summer with Dead Rising, and it also 
kept us exoted far the visually stunning Gover masterpiece 
Okami Capcom also kept us playing on the go with Mega 
Man and some anthology games, not to mention its sweet 
special edition release of one of 2005's best games, Devil 
May0y3. 

8 eH &aMes (Lasr llear, N/fl) 
2K doesn't want us to have friends. That's why it releosed the 
life-stealing epic The Elder Sao/ls IV: Oblivion (some of us are 
still ploying this one). It also put out the unique FPS Prey and 
a couple of good games from Sid Meier, induding o great 
Civilization collection. 

9 HonaMI (Lasr llear, N/fl) 
Konami had a lot of games this year, but Castlevania: Portrait 
of Ruin is by far our favorite. This was also a good year 
for Snake fans, with MO PSP Metal Gear games and the 
Subsistence re-release. 

10 Rc>c>l4«ar &-• (Lasr l.lear, 8) 
One of the things ~ love about Rockstar is that it is consistent 
in not putting out bad games. Even in a year without a lliple-A 
title it managed to make the list with games like Bully, Grand 
Theft Auto: Vice Oty Stories, and a solid port of Grand Theft 
Auto: Liberty Oty Stories. 
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e Square l!nlH 
Remaking aid titles may be a big part of Square Enix's game-
plan, but original content like Final Fantasy XII and Kingdom 
Hearts II push the 

c;;r;:;:m"';:O:!ma
st S(JUARE ENIX~ 

3 Relic l!nrenalnMenr 
Non-stop IJiple-A quality year in and year out is Relic's modus 
operand,; and this marked the company's best year yet with 
Company of Heroes and --.-----:--~ 

:t;t:,m_rr;;,:~oo:;;:.awn r ti ~ ~ J. i_ ~ ) 
LI UblSQft' Monrreal 
Sure, different studios have helped aeote 
CRAW and Rainbow Six Vegas, but Ubisoft's 
Montreal studio is still the mega-publisher's 
flagship developer. Nearly eve,ything 
Montreal touches tums to gold UBIBDFT 

5 f:plo&8Mes 
Gears of ~r is absolutely fantastic. but ae- a 
ating, maintaining, and supporting Unreal 
Engine 3 is Epic's true genius. UE 3 may 
not be the de facto next-gen standard yet 
but it's getting dose. 

6 Bet1leeda 8Qft'wo'1ffl 
Pushing the role-ploying genre's boundaries with Oblivion, tack
ling the Star lrek franchise, and continuing ta aeate engaging 
downloadable content make Bethesda one of our favorite 
companies in the industry. 

7 Olouer Sruelloa 
Sadly gone now, Clover Studios nonetheless contributed a 
ton of quality to gaming in 2006. Any developer that gives 
us anything on the order of Okami is ~/come here. You'll be 
missed, Gover. 

8 lnSOMnlao &l!IMeS 
Continuing its tradi&on of aeating some of the best games in 
the business, Resistance: Fall of Man is the jewel in Insomniacs 
2006 OOlMJ. That the game is for brand-new, unique hard
ware at launch only makes it more impres.sive. 

g HarMonlH 
Improving on the greatness of Guitar Hero is no s.mall task, but 
Harmonix did more than ~ could have asked for with Guitar 
Hera II. Not ta mention the fad that the game somehow 
makes 'Carry On My lMJyward Son' cool 

10 Blizzard l!nrenalnMenr 
Blizzard didn't even release a game this year, but maintaining 
and growing World of ~raaft is a Herculean task worthy of 
making this list Keeping those seven million subscribers enter
tained is a truly amazing feat 

WWE SMacl-cDownl 
Us, Raw 2007 
System: PlayStation 2, 
Xbox 360 
Release: November 14 
The wrestling in this series 
has always been pretty good, 
but what we like about this 
entry is how it ratchets up the 
brutality. We love smashing 
people's heads into chairs, 
grating their faces along the 
ground, smashing their heads 
into TVs, strangling them with 
speaker wire, smashing their 
heads into car trunks (well, 
we think you have a sense 
for how we play). Seriously, 
the brutality in this game is 
almost as rewarding as watch
ing the Fatalities from Mortal 
Kombat, and that is why this 
is on our list. 

RaljMan Raulng 
Rabblds 
System: Wii 
Release: November 19 
At what point in the life of a 
game developer do you step 
into an early concept meeting 
for your new Wii launch game 
and announce: "Okay, we're 
going to make a game about 
maniacally evil bunnies!"? 
This is a question only Michel 
Ancel could answer. While 
he's at it, maybe he could tell 
us what it takes to release 
a polished, fun game for a 
brand new system that also 
happens to be one of the 
funniest experiences you can 
have with a controller in your 
hands. Rayman's collection 
of minigames had us rolling, 
and gives gamers a taste of 
what varied activities the Wii 
will offer as more games 
start coming our way next 
year. Plus, it had lots and lots 
of bunnies. 

lloshl's Island DS 
Systsm: Nintendo DS 
Release: November 15 
Just by taking a look at this 
list, you can probably tell that 
portable games had a good 
year, but we would be remiss 
if we didn't also list this game. 
Nintendo added four new 
babies, all of whom liven 
up the classic side-scroll-
ing gameplay by providing 
Yoshi with character-specific 
powers. Fans of the old SNES 
game were not disappointed 
with this sequel. 

• Xl30X360 1..IVL. 

Rainbow SIH, Uegas 
System: Xbox 360 
Release: November 22 
Sick of fighting all your battles 
against terror in warehouses, 
ports, and embassies? So 
are we. By exchanging these 
tired locales for the glitz 
and glamour of Vegas, the 
Rainbow Six franchise leaped 
to triple-A title status. The 
game features the best cover 
system ever implemented in 
an FPS, and the four-player 
co-op is so good it should 
become a standard feature 
for all shooters moving 
forward. 
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Oastleuanla, Portrait Of Ruin 
System: Nintendo DS 
Release: December 5 
Leveling up and getting loot is fun. Doing so in a tightly tuned side
scrolling action game with a great setting and a cool story is one 
of the best experiences in gaming. Portrait of Ruin is all this and 
more. The bosses are as sweet as ever, the weapons are varied, 
and using both of your heroes to overcome the many challenges of 
Dracula's castle is a hell of a good time. Just don't come aying to 
us when the final boss whups your butt 20 times in a rCJ,N. 

Fight Night" Round 3 
System: PlayStation 3, Xbox 360 
Release: December 12 (PlayStation 3), February 21 (360) 
This game teaches us that it really is better to be a nerd than 
a pro athlete, because getting punched in the face looks like it 
hurts. Here the term "next-gen" isn't a just a word, it's a state of 
bein& as the physical pounding your boxer takes hits home with 
every punch. The PS3 version's use of first-person in the Get in 
the Ring mode takes this to a new level, and the game's tight 
analog gameplay makes Fight Night Round 3 an undisputed 
heavyweight champion. 

e PokeMOn l'k.laten.i Dungeon (Nintendo 08) 
~ got your letters about this one, and IM:.' ~nt ta set the record straight Just because youre 
controlling an actual Pokemon instead of some idiot in a baseball cap does not automatically 
make this game good Mystery Dungeon is fraught with terrible design choices at eve,y tum, and 
if you don't recognize that now, you will when youre alder - like 10 or 11. 

a ISoMbel"Man l'l0l" z ..-o (HboH aeoJ 
Look, the only reason anyone likes Bomberman is because it's inherentfit fun ta blovv up your 
friends. Wien that's removed, you just get grotesque mockery of the franchise, otherwise known 
as Bomberman: Act Zera. This game forces players ta tum ta Xbax Live for mu/tip/ayer, and 
shoehorns in an 'edgy" R®Bomberman that looks a corporate mascot far Mountain Dew drca 
1995. 'Whoa! Neon is radical! To the maxr 

4 S04 Hunt..-, Nowl'l..-e ro Run (Pllll.jSratlon e, HboH) 
Some soy the Spy Hunter movie ~s cancelled because of John IM:Jo, but IM:.' think it IM1S 
because of this awful game. Because so much in this heap l'\€flt wrong, it's actually easier ta soy 
what this game does right: nothing. On the plus side, it does have The Rock IM:.'Oring aviator sun
glasses and a porno mustache .. . but even that is only a good thing for a vety particular aowd. 

:S l"loblle 8ulr &undaM, 0,-oeaflre (Pllll.jSrllt"lon B) 
If you start up Crossfire, you might think that you've stumbled across a seaet tutorial on haw not 
to make video games. As you slog through the boring missions and gunfights, just imagine Alan 
Thicke (he 1-0ices training videos, right?) saying stuff like 'Gamers don't like looking at ugly envi
ronments. Remember your textures,• and 'Undear level objectives can make players frustrated 
and angry. Avoid them.' If only mare developers listened ta Alan Thicke. 

8 0oMMal'ldoe Srrlke l"oroe (Pllll.jSrllt"lon e, HboH, PO) 
Remember Commandos? After this, you'll wish you didn't Not only does this game dig up an 
aid property, but it does so with shodcy tools. Controls, level design, and espedally graphics fall 
face-first in the mud in front of you, like corpses blocking your path ta what could have been an 
average instead of terrible WWII FPS. 

7 flnal Flglt, Sl"re«wl- (Pllll.jSrarlon e. HboH) 
Streetwise succeeds at capturing urban reality, providing that 'urban reality" is just a bunch 
of hackneyed stereotypes and SIM:.'Oring. Here's a fun bit of trivia: Streetwise IM'.IS so bad that 
Capcam actually shut down the developer, its U.S. development house Production Studio 8. Unlike 
the other terrible games on this list, at least Streetwise hod an impact on the industry! 

e ~ Unleaahecl (Pllll.jSrllt"lon e, HboH) 
Here's a quick lesson in marine biology. Sharks, espedally bloodthirsty ones, are avid rollectars. 
They are espedally fond of keycards, and will even go so far as to jump onto dry land to obtain 
them. This is just one of many things IM:.' can learn about undenMJter life from video games. Next 
IM:.'ek we'll discuss how Cheep-Cheeps are capable of flight and why they attack plumbers 

9 ~ ~ Ball ftc:kMnture (Pllll.jSrllt"lon e, 6w'l80ube) 
Port of the fun of Monkey Boll is the unpredictable controls, and Super Monkey Boll Adventure 
tokes that to the next level, occasionally depriving you of control altogether! In the action/plat
forming w:xld, that doesn't really v.ork. There's olso a story for some reason, because apparentfit 
someone cares whot these stupid monkeys do when they aren~ competing in minigomes. 

10 ~ ro Life (Pllll.jSrarlon e, HboH) 
Surpise! Wien all of a game's development efforts are f001sed on generating controversy instead 
of good mechanics, the game is bad. Faltering in the gunplay along with its self-avowed grittiness, 
it's fun to point and laugh at how inept 25 to Life is at everything it attempts. It reminds of us a 
daredevil who grandstands about leaping a gorge, then hops on a Huffy. 
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Top 10 Editors" Picks 

• Wortd Of WarOnlft" [PO) 

G Legend Of Zelda, 
t'wlllght' Prlnoeee (WII) 

e l5eara Of war (HboH 
380~1"'1!111 
Of Man (P83) (Tie) 

0 OeMl(PSe) 

0 The 6der 8crctla llJ, 
Obllulon (HboH 380) 

• Rainbow 81H Uegas 
(HboH 380) 

C, Ol!lerteuanla. Portra,: 
Of Ruin (08) 

e New SUpe,- Mwlo Broe. 
(08) 

t/F 

t /J= I 

• The Legend Of zetda, 
t'wRlght' Princess (WII) 

0 Final f"ant"l!lel.l HII (Pee) 

e The Elder 8cn:lll8 IU1 

Obllulon (HboH 380) 

• Rainbow SIH lJegas 
(HboH 380) 

c, Reslatance, 
Fl!lll Of Man (P83) 

0 0-,l(PSe) 

• HlngdoM Hearts II 
(Pee) 

G 6ears Of war cHboH 
380) 

C, Maruet, UltlM8te 
flllance (PS3,'tiboH 
380) 

• OeMl(PSe) 

0 6ulta,- Hero II (Pee) 

e l"'lght' Night Aou"ld a 
(P8alHboH 380) 

. l rr• 
I I i i 

• New SUpe,- Marlo eros. 
(Nlnt'endo 08) 

C, 6ears0fwar 
(HboH 380) 

C, l'!Qee:soac;,eacPSeJ 

Q IUll.lcPSe) 

0 6lnlroo Man Uuesl 
(PSP) 

e 6ulnlr Hero II (Pee) 

4D t'~ Hawk's Pro,.ll!lot 8 
(PSa,'HboH 380) 

0 Metal 6eaf" Solid , 
Pornlble ot,s (PSP) 

0 Wlmlng Eleuen 9 
(PSe,'HboH) 

• Fight Night ~ a 
(PS3,'tiboH 380) 

G Need f(r st-i Carbon 
(PSa,'HboH 380) 

C, The Elder Sc:rolls Uh 
Obllulon (HboH 380) 

0 Final I"'~ HII (Pee) 

e CoMpan.i Of Heroes 
[PO) 

• Rise Of Nations, 
Rise Of Legends [PO) 

c, Dan4 Messiah Of 
Might t Magic [PO) 

0 The Elder 8cnJUa IUa 
Obllulon (HboH aEIOIPO) 

• New &ups- Marlo 
eros.COSJ 

G) 6ears0fwar 
(HboH 380) 

C, Oaatteua,la, Port'rall" 
Of Ruin (08) 

e Neuswlnter 
Night's e [PO) 



! _ _ _ _ _ _ _____ , 

1- - - - - - - -
:• feature 

0 the 6der 8c:roUa IU, 
Obllulon (HboH 380) 

O the Beier sa-oua IUt 
Obllulon ~ 380) 

0 HlngdoM Heart'1!I II (PSe) 

0 15earaOfWm° O NewSUper-Marloeroa. 
0 6uhr Hero II (pSe] 

(HboH 380) (OS) 
• Oaatteuanla. Portrait 

0 f'l08l Fantaai HII (PS2) O o...i(PS2) 
Of Ruin (OS) 

• Rainbow SIH Uegas 
• Metal CSear Solid, 

0 Final Fantaai HII (PS2) 4D OG!Ml(PS2) 
~Or;,e(PBP] 

(HboH 380) 

0 the ac:1er 8c:roUa iu. e Dead Rising (HboH 380) 
e 04BMl(PS2) 

Obllulon (HboH 380) 
C, Fight" Night" Aol.r1d a 

• Shadow Hea-ts, f'"nJM 
(HboH 380) 

the New Wortd (PS2) 

G Hl!llf-Llfe e, 
• Metal 6ear Solicit 

Ec,laodl!I One (PO) 

Pomlble Oc,a (PSP) 

G New 8uper" Marlo Droe. 

e Henosagal:Qlllodl!IIII, 
(OS) 

NaoSf;nJch 
G) 6hoel" Reoon flduanoed ~(PS2) 

Wlw'flghter C~ aeo) 

G Om-k Meaelah Of • TOMb Raider, Legend • TOMI:> Raider, Legend 
Might f. Magic (PC) OtxJHaeol 

• New 8uper" Marlo 8roa. 
~aeol 

G DeuaMaq~a, G I..UMlnes II (PSP) 
(OS) G !Uh.j(PS2] 

Sf;leolal Edition (PS2) 

- ~OfHeroell 

G Uat1..,-1e Prof..., e, 
G) New 8uper" Marlo 8roa. (PC) G) Metal 6ear Solid a. 

(OS) 8l.bllarei 101!1 (PS2) 
SllMerla (PS2) 

G) Bntln flge, Train lbs e final Fanra.., HII (PS2) e l5uhr Hero II (PS2) G) LuMlnee II (PSP) 
Bntln In Minutes a Dal e Dragon W- I tel oee, (OS) 

AocN,t-SllMe(DS) 

GAME INFORMER 65 



I n a recent trip to LA, Game Informer had a chance 
to get a good look at how the new Medal of Honor 
Airborne is shaping up. We're happy to say that it's 
looking good so far. Developer EALA feels that as 

good as the other WWII shooters like Call of Duty and 
Brother's in Arms are, they continue to receive criticism in 
one area of gameplay: linearity. Taking strides to change 
how WWII shooters play, EA has focused the next MoH 
game on the heroic adventures of two soldiers, reenact
ing the historical Airborne operations across Africa, Italy, 
Germany, and the Alps. 

The new Al system has been developed to incorporate 
something called the Affordance engine. In Airborne 
your enemies are programmed to be constantly aware 
of the terrain around them, and they will make a push 
for certain areas based on their tactical strength. In 
the build we saw, this seemed to work pretty well; the 
battlefield was a fluid place where enemies were con
stantly fighting for better ground. Rooftop action adds an 
interesting dynamic to this, as you can run over the side 
of a building and participate in a different firefight taking 
p lace on another part of the level, or stalk your oppo
nents by running and jumping to another roof. 

All we know about multiplayer thus far is that it will 
be very deathmatch-focused and support at least 
seven maps and up to 15 players. Airborne drops will 
also play a large role in online skirmishes. Just imag
ine shooting your buddies out of the sky before they 
even have a chance to fire back. Man, we can't wait to 
do that! ■■■ 
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PLAYSTATION 3 I XBOX 360 

Army of Two 
> STYLE I OR 2-PlAYER ACTION (2-PlAYER VIA XBOX LIVE OR PS3 ONLINE) > PUBLISHER ELECTRONIC 
ARTS > DMLOPER EA MONTREAL > RELEASE MARCH 2007 

WELL, THREE IS A CROWD 

E 
P:.s new buddy action game 
seems to be building up some 
steam. We had a chance to 
check out some new gameplay 

footage and it has gotten us excited 
to play the game ourselves. In Army 
of Two, you and a buddy can play as 
two private military contractors (read: 
mercenaries). The gameplay is built 
from the ground up with cooperation 
in mind. 

There are several ways to help each 
other: dragging your buddy to cover 
when he is wounded, performing CPR 
on him when he is dying, or exchang
ing ammo with him whenever he 
empties his clip into some guy and 
runs out. We also noticed that you and 
your buddy can work together to alter 
the environment. In one scene, both 
protagonists worked together to fl ip 
over a large cement frame and then 
used it for cover. In several situations, 
both mercenaries took up defensive 
positions with their backs against one 
another. We don't know yet how easy 
it will be to perform some of these 
maneuvers or how useful they will be, 
but it looks like EA is really trying to add 
some interesting dynamics to evolve 
the two-player co-op formula. 

Vehicles also play a role in the game. 
We saw both protagonists, Salem and 
Rios, boarding a hovercraft. One man 
drove while the other manned the 
machine gun. Both characters have a 
diverse move set; they were both fairly 
adept at moving acrobatically across 
the battlefield, jumping over objects 
then hitting the ground with a roll. We 
even noticed that it is possible to point 
your gun around your cover and fire 
without risking the rest of your person
age, similar to GRAW 

It should also be noted that you can 
play this game in single-player mode 
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with an Al controlled partner. You will 
never be playing the lone gunman in 
this game. This is Army of Two after 
all. You can issue commands to your 
Al buddy through the microphone, but 
interestingly enough, he doesn't have 
to obey them. If he thinks you are 
sending him on an errand that is a little 
too reckless, he'll let you know. EA is 
hoping you'll care about your partner 
and want to keep him protected and 
useful whether there is a person at the 
end of that second controller or not. 

We like all of the little interactions that 
happen throughout the game between 
the two main characters. It's the nice 
little touches like this that make us 
eager to try Army of Two out with some 
of our friends when the game ships 
later this March. ■ ■ ■ 









W 
ith mere months remaining before it hits 
shelves, there aren't many new revela
tions or surprise features to unveil about 
Crackdown. This super-charged, open

world adventure is finally entering the home stretch, 
and all that's really left to know is how it plays. To 
address that question, Microsoft and developer 
Real Time Worlds stopped by the office to give us a 
taste of Crackdown's much anticipated co-op mode. 
When we stopped killing each other long enough to 
work together, it was a blast. 

Apart from scaling the difficulty to accommodate 
another player, co-op is essentially identical to 
single-player. The bosses of the three gangs are 
in the same locations - the difference is that you 
and your partner can utilize tactics that wouldn't 
be available if you were playing alone. In one 
instance our target was hiding on a ship, which 
we approached by scaling cranes around the pier. 
Coordinating the attack via headset, one of us 
jumped down to the ship to get the enemies' atten
tion while the other picked them off from a dis
tance, clearing a path straight to the head honcho. 

How the two players choose to develop their 
skills will also affect the possibilities. If you have 
high explosives and your buddy has high agility, 
you could throw grenades at a stronghold's front 
gate while your partner scales the compound 
and attacks from above. Since the players aren't 

required to maintain a certain proximity to each 
other, you will literally have the entire world to use 
in planning your attack. 

The flip side is that this teamwork-based 
approach could have some ... unexpected conse
quences. The co-op is Crackdown's only form of 
multiplayer, which leaves you with only one option 
if you're in the mood for deathmatch: Take out your 
buddy. 

Before we actually descended on our target at 
the pier described earlier, there were a good 20 
minutes of kicking each other into the ocean, drop
ping grenades on spawn points, and firing bazookas 
from behind - all carried out in the midst of enemy 
assaults. This wasn't your typical jerkwad teamkill
ing; the skills and environment in Crackdown seem 
tailored to accommodate the occasional friendly 
competition in between the big hits. 

In addition to the multiplayer, other elements 
have recently seen some fine-tuning. The distinct 
comic book-inspired visuals look better than ever, 
and the targeting system allows you to target 
specific parts of your enemy's body with just a 
flick of the right analog stick. With the exception of 
some unremarkable melee combat, everything in 
Crackdown - from weapons to extraordinary super 
powers - is coming together in a way that promises 
to deliver whether you're playing alone or "cooper
ating" with a friend. ■ ■ ■ 
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AND COUW C Whether you want to shoot or strategize, race or 
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Metroid Prime 3: 
Corruption 
> STYLE I-PLAYER ACTION/ADVENTURE (MULTI PLAYER TBA) > PUBLISHER NIITTENDO 
> DEVELOPER RETRO STUDIOS> RELEASE TBA 

ADDING DRAMA 

W 
hile no one here is going to complain about the 
greatness of any of the Metroid games, there 
probably aren't too many people who will defend 
the storylines as highlights. Retro Studios is trying 

to change that formula at least a little with Corruption, which 
ups the ante with a bigger and more complex plot to further 
draw in players. 

Corruption is set six months after the close of Prime 2. The 
central computer of the Galactic Federation has been cor
rupted by some sort of virus, and the space pirates are the 
prime suspects. As the Federation begins to gather bounty 
hunters (including Samus) together to address the problem, 
the space pirates strike, and chaos ensues. Soon it becomes 
apparent that Dark Samus, presumed dead, is behind the 
attack. Samus' evil alter ego begins to seed planets with 
contaminated phazon (presumably the root of the computer 
problem) and our favorite armored heroine must pursue 

and cleanse the various 
infected sites. 

Nintendo continues to 
refine the controls introduced 
at E3. Recently added sensi
tivity options are something 
we hope other developers will begin to include in other 
Wii games. In the case of Corruption, the options allow you 
to adjust how fast the onscreen cursor moves in reaction 
to your twitching hand. By finding your ideal setting, you'll 
aim with more precision and turn at the speed that feels 
best. We're also excited about some of the unique hand 
movements incorporated into the game, like pulling out and 
turning a huge locked gate mechanism or whipping out an 
energy beam to yank a door off its hinges. Corruption takes 
full advantage of the first-person perspective to make you 
part of the action. There's also a new hyper mode in which 

Samus can fill up her phazon supply to a certain point to 
push her into a heightened period of speed and power. 
Push the phazon limit too far and it will overload her armor 
and you'll be seeing a game over screen. Finally, word is 
that at long last Samus' ship will be used during gameplay. 
Intrigued? 

Any questions look like they'll have to wait a little while. 
Originally planned as a launch game, Metroid Prime 3 has 
disappeared from the holiday lineup and has no currently 
announced release date. We'll keep an eye out and let you 
know details as they emerge. ■ ■ ■ 
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D 
eveloper Edge of Reality may not 
be a household name, but that 
isn't stopping it from trying to make 
big games. The company opened 

in l 998 working on N64 ports for games 
like Spiderman and the Tony Hawk series. 
Given its success, Edge of Reality has been 
able to remain an independent developer. 
Currently, it is hoping to revolutionize the 

stealth action genre with the next-gen game 
Cipher Complex. 

The game begins when U.S. surveillance 
satellites pick up unusual activity aboard a 
decommissioned Soviet missile defense 
station just east of Siberia. When U.S. diplo
matic inquiries to the Russian government 
fail, the Defense Threat Reduction Agency is 
given the go-ahead for operation BLACKOUT, 

a small, plausibly deniable recon mission. 
The U.S. deploys John Sullivan, code
name Cipher, one of the world's leading 
experts in hand-to-hand combat. 

In Cipher Complex, you essentially get 
to play as a super soldier. With a combat 
mechanic that uses adrenaline-powered 
fighting moves, Sullivan will be able 
to move faster than the enemies that 
surround him. In fact, he will move so 
fast that the players' foes will seem to 
stand still. In the blink of an eye you can 

unleash devastating attacks with your 
combat knife, sending foes soaring across 
the room before they can even respond. 

Calling their game an aggressive 
infiltration game, Edge of Reality says 
that the 20-plus levels will feature more 
high-intensity sneaking and combat 
than most stealth games. The developer 
thinks it's time that the military stealth 
genre got a high-energy - maybe even 
brutal - makeover. That sounds right up 
our alley. ■■■ 



FLY AWAY, WIRE. 

FLY AWAY. 

THE NEXT GENERATION IS A WIRELESS WORLD. Stand up 

for freedom and sit down wherever you want. With the Wireless 

Headset, Wireless Racing Wheel with Force Feedback, Wireless 

Controllers, and more, all optimized for the Xbox 360:• you can 

play around while you move around. xbox.com 

XBOX 360. 



B 
y now many of you have prob
ably sampled just about all 
there is to do in Oblivion. If you 
are ready to sink your teeth into 

another 100-hour epic, Polish developer 
Reality Pump Studios is hoping to pull 
you into its world. Make that two worlds. 

The fantasy land that Reality 
Pump has created has a rich history. 
Thousands of years ago the god of war, 
Aziraal, was slain. For centuries his burial 
grounds have remained unknown to 
all. Hov.iever, a recent dwarven mining 
expedition uncovered a hidden temple 
to an unnamed god, and secrets to 
Aziraal's tomb could he inside. The frac
tured civilizations of the land are quickly 
ignited by war, completely blind to the true 
danger. As one of the few people to unlock 
Aziraal's tomb, it is up to you to seize this ancient 
power and either save the world or destroy it 

Two Worlds will be compared to Oblivion in many ways, 
and rightly so, but there are also areas where Reality Pump 
is attempting to improve on the formula. One such aspect 
is how players' actions will shape the world. In Two Worlds, 
you will leave footprints in the ground that can be tracked 
and will only fill in so much depending on how much it 
snows. The grass will also bum and the earth will char 
whenever there is a heated battle. Basically, you will be able 
to tell when and where a battle took place. 

Another example of how you can affect the game story
wise has to do vvith unlocking abilities. Necromancy is in 

the game, but it isn't available at the very beginning. You 
can choose to go on the quest and activate the power to 
raise the dead, but then that magic will also be available 
to anyone in the world. You can play through the whole 
game and never fight an undead enemy or someone who 
processes that dark power, but if you want to use the arts 
yourself, you have to remember that they will be available to 
your enemies as well. 

Surprisingly, in the single-player game there will be no 
create-a-character. Every player will control the same hero. 
Initially, this sounds disappointing. but it has helped the 
developer retain the flelion of the universe. In multiplayer, 

however, players will be able to create whatever character 
they want, then go online and form parties of eight to com
plete exclusive online campaigns. Players who go online 
can also stamp their name on the game's history. Two 
World's magic system involves using and combining cards to 
"cook" new spells. If you are the first one to come up with 
a certain combination, you can name your spell whatever 
you wan~ say Trogdor's Fireball. Anyone who then uses 
that combination will see that it is already named Trogdor's 
Fireball. With such a deep attention to detail, this might be 
just the game we need to keep us warm during those cool 
March evenings. ■ ■ ■ 



ADDHDDVDTOYOURXBOX360C 
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and tune everything else out with the Xbox 360'" HD DVD Player. 

Experience six times the resolution of DVD at up to 1080p and up to 

six times the disbelief, for one clearly affordable price. xbox.com 

THEN ADD SALT TO YOUR POPCORN. 

TH£ LOOI( ANO SOUND OF PERFECT' 

King Kong on HO DVD and 
Universal Media Remote included 
for a limited time. 

XBOX 360,. 



NINTENDO OS 

The Legend of Zelda: 
Phantom Hourglass 
> STYLE I-PLAYER ACTION/RPG (2-PLAYER VIA WIRELESS) > PUBLISHER NINTENDO 
> DMWPER NINTENDO> RELEASE OCTOBER 15 > ESRB E 

THERE IS ANOTHER ZELDA 

I t shouldn't surprise anyone that 
Nintendo has gone dark on talk
ing about Phantom Hourglass. 
When people think of Zelda right 

now, Nintendo wants them to think of 
Twilight Princess. Nonetheless, if you 
recall, the Big N has another Zelda title 
in process for the DS that continues 
the look and style of the whimsical 
Wind Waker. 

The last time we saw Phantom 
Hourglass, we were surprised 
that the entire game was using 
the touch screen almost to the 
exclusion of traditional controls. It 
remains to be seen whether that 
control option will be the only 
way to control Link, or if a d-pad 
and button alternative will make 
its first appearance at some point 
in the future. As for the touch 
screen approach, what we played 
showed off a robust system 
of actions that emulate Link's 
normal moveset quite well. 

Like in The Wind Waker, 
traveling the oceans will be a 
major part of the game. This 
time, rather than directing your 
ship manually, you'll call up a 
map and set a course for your 
destination. Once set, the ship 
will travel the prescribed route 
as you fight monsters along the 
way, using your ship's cannon to take 
down attackers. When on land, Link 
moves toward wherever you aim the 
stylus, running and jumping from 
point to point until he arrives at your 
chosen location. Other actions are 
equally intuitive, like drawing a circle 
around Link to perform a spin attack, 
or double-tapping a foe to throw an 
object its way. Once we found our 
way into a dungeon, we got to try 
out the cool boomerang functionality, 
which involves tracing a path with 
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the stylus for the route you want it to 
travel, then letting it fly off in those 
directions. 

Nintendo is also planning to include 
some two-player options. One player 
will play as Link as the second player 
controls the monsters in pursuit of 
him. Link will have to collect a certain 
number of special force gems to win. 

Beyond getting used to the touch 
screen approach, Link's upcoming 
DS title feels very familiar, filled with 
many of the classic Zelda conven
tions that gamers love. If we were 
betting men, we'd say that you could 
expect to hear more about Phantom 
Hourglass a few months after the 
Twilight Princess finishes its dance in 
the spotlight. Until then, we thought 
you could use a quick reminder that 
eel-shaded Link isn't dead. ■ ■ ■ 

PC 

Vanguard: Saga of Heroes 
> STYLE MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME > PUBLISHER SONY ONLINE ENTERTAINMENT/SIGIL GAMES 
ONLINE> DEVELOPER SIGIL GAMES ONLINE> RELEASE SPRING 2007 

LEVELED UP 

W 
e have to confess, we haven't 
exactly been riding the hype train for 
Vanguard. Previous showings of the 
game haven't exactly been impressive, 

to say the least. However, after sitting down with 
developer Sigil Games Online for an extended 
viewing of the beta, we are happily changing our 
tune. Vanguard has come a long way, and looks 
like it could be exactly what a lot of MMO players 
are looking for when it finally goes live next spring. 

Rather than ignore the 800-lb. gorilla in the 
room, Sigil gladly compared Vanguard to World 
of Warcraft. 'We want to show players, at level 
one, something cooler than anything you'll see 
at level 60 in Wow,• states president Jeff Butler. 
"Yeah, right," you're thinking. So were we, until 
we gazed down from the 1,000-foot-plus cliff 
and saw a gleaming city built around the delta 
of a massive river roughly two kilometers distant, 
with player-created and controlled ships gliding 
across the bay. Most impressively, everything that 
we saw - and we saw plenty more that rivaled 
this initial vista - can be explored via Vanguard's 
flying mounts, which 
aren't restricted to 
any given zone. 
Everything in the 
world is right there 
for you to play 
around in once 
you've earned the 
right. And the world 
of Vanguard is enor
mous beyond words. 

The combat 
system, from what 
we've seen, takes 
fantasy MMO 
combat to the next 
level. Players have 
both an offensive 
and a defensive 

target, and each of the 15 classes performs their 
role in a unique way. Monks, for instance, are 
one of the game's dedicated healing classes, but 
their healing powers are dependant on going up 
and hitting enemies to release their power. For 
example, your defensive target will determine 
who gets the healing. Offensive and defensive 
chain combos only add to the depth. Every class 
has its own mechanic, which should lead to a 
far more involved style of fighting than traditional 
"cast frostbolt until dead" methods. 

With Sigil's development philosophy of creating 
content at a ratio of 20 percent solo, 20 percent 
raid, and 60 percent small group, Vanguard 
should have something for everyone. Rather than 
bore you with a list of Vanguard's many features, 
we'll simply leave you with this thought: If the 
level of polish that we saw is consistent through
out the game, this will be an ideal stepping stone 
for gamers who got their start in WoW and want 
to move on to something a little deeper and 
more complex. That's high praise indeed. ■ ■ ■ 
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EXPRESS YOURSELF THE WAY NATURE INTENDED. 

WITH YOUR FACE. 
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THE NEXT GENERATION IS SEEING FRIENDS FROM MILES AWAY, The 

future of gaming is here, and it looks like your buddy Keith. Video chat with 

family. Personalize your gamer picture. Practice your smirks. With the 

Xbox Live'" Vision Camera, those closest to you get even closer. xbox.com 

XBOX360,. 



PLAYSTATION 3 

Bladestorm: 
The Hundred Years War 
> STYLE I ·PLAYER ACTIOI\VSTRATEGY (MULTIPLAYER TBA) > PUBLISHER KOE! > DMLOPER KOE! > RELEASE 2007 

DIFFERENT CENTURY, DIFFERENT CONTINENT 

W 
e've been complaining for a 
while about Koei's insistence on 
not changing the tired formula 
behind Dynasty Warriors. While 

that franchise still doesn't appear to have 
any dramatic alterations planned, at least 
Koei is working on another tactical-action 
title that goes in some new directions. 

Set during the historical 14th century 
conflict later called the Hundred Years War, 
Bladesto1rn casts players in the role of a 
rogue mercenary commander. You and 
your troops fight in the endless battles that 
took place between French and English 
a1rnies as they clashed over the issue of 
who would succeed to the French throne. 
Your role as a mercenary opens up the 
mission structure somewhat, letting players 
choose which side of the fight in which to 
take up a1rns. 

With the power of the PS3 backing them 
up, Koei is aiming for some massive char
acter counts onscreen. Between 600 and 
1,000 troops will each be acting indepen-

dently as you set and give commands. Koei 
has likened the action to a mix of Dynasty 
Warriors and Kessen. As one of around 10 
playable commander characters, you won't 
take direct part in the fight. Instead, you'll 
order your troops into battle by group and 
their own Al will determine their individu-
al actions. 

Game progression responds to your 
capabilities as a commander. Reliably con
trol your men and win battles with fewer 
casualties, and you'll attract better soldiers 
into your fold. In addition, keep your troops 
alive and they'll become better fighters with 
experience. It also appears that a point
driven distribution system will allow you to 
upgrade units as you see fit. 

While an initial look at the graphical qual
ity of Bladesto1rn doesn't necessarily inspire 
confidence, it's refreshing to see Koei trying 
something a little different with their famil
iar large-scale battle model. We should get 
to see how the war turns out sometime 
next year. ■■■ 

XBOX 360 

Bullet Witch 
> STYLE I-PLAYER ACTION > PUBLISHER ATARI > DEVELOPER CAVIA> RELEASE SPRING 2007 > ESRB E 

A HAPPY VISION OF THE FUTURE 

B 
ullet Witch opens with a cinematic 
describing the fall of the human 
race. A huge earthquake strikes 
the western United States in the 

near future, a larger war breaks out in the 
Middle East, and a pandemic virus sweeps 
the globe. To top it all off, demons show up 
to finish the job. Cheery stuff. On the bright 
side, there's a girl with a giant gun-broom to 
help save the world from destruction. 

Having not seen much of this popular 
Japanese game until now, we were sur
prised by its polished gameplay and pretty 
graphics. Main character Alicia packs equal 
amounts of sex appeal and kick-assitude, 
using both melee attacks and flurries of 
bullets to drop the undead demons that 
have swa1rned onto Earth of 2013. While 
her huge gun-rod weapon certainly deals 
out plenty of punishment, it's her access 
to spells that sets her apart in the third-

person action scene. One spell acts like a 
tremendous Star Wars Force push, letting 
her hurl trucks, trash dumpsters, and just 
about anything else at her enemies. Other 
massively powerful spells like her lightning 
strike can take out just about everything on 
screen. We played one section early in the 
game where a well-placed lightning spell 
completely detonated a gas station, and it 
seemed as if the entire screen exploded 
into fragments. 

Despite the small installed base of Xbox 
360s in Japan, Bullet Witch garnered a 
good bit of attention when it released 
across the Pacific. The English localization 
is well on its way, and what we saw this 
month definitely put the game on our 
radar. It might be worth keeping an eye 
on this one if you're into causing massive 
destruction in your games. ■ ■ ■ 
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Phantasy Star Universe Fight Night Round 3 

The Legend of Zelda: 
Twilight Princess 
The Legend of Zelda: Twilight Princess is not only a must-have launch 
title, it's one of the greatest games ever made. Just when you thought 
this legendary series couldn't possibly live up to the hype, Nintendo 
comes out with the most riveting entry yet. Labyrinthine dungeons, 
explosive combat, and a cinematic flair usher Link into the next gen
eration of gaming - and that's just scratching the surface. To discover 
everything this astounding game does right, turn to the full review on 
page 102. The wait is finally over. 

THE SCORING SYSTEM 

Excite Truck 

Our crack ( or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

10 Outstanding. A truly elite title that is nearly perlect in e-,ery way. This score is given 
out rarely and indicates a game that cannot be missed. 

g 

8 
7 

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

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

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

Rainbow Six Vegas 

114 

Castlevania: Portrait of Ruin 
Once again, Konami has managed to stuff enough innova-
tion and new content into the latest handheld Castlevania to 
prevent it from being more of the same. A unique way of con
trolling two heroes, fresh environments unlike anything we've 
seen in the series before, and the most hair-raisingly epic boss 
fight in Castlevania history make this a clear winner. Get your 
vampire slaying on over on page 114. 

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

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

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol
ume down7 

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

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 

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

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

5 
4 
3 
2 
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Passable. It may be obvious that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 

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

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

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

Owned. You know, kinda like waiting in line for 24 hours to pick up your PS3 or Wi 
preorder and walking away empty-handed. 

> Replay Value 

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

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

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

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

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



Warhammer: Mark of Chaos S0C0M U.S. Navy SEALs: 
Fireteam Bravo 2 

Medieval II: Total War 
When it comes to simulating ancient w ar, the Total War franchise has 
been top dog since its inception. This latest entry in the series has all the 
fantastic strategic gameplay of its predecessors, combined w ith several 
streamlined systems and a shiny new graphics engine. Find out why this is 
the best way to experience the Dark Ages on page 112. • 

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

Conientsuitable 
only for adults. 

1080i -A resolution specificarion used for HDIV. 
1000 siands for resolution of 1920x1080 pixels. 
The ·r means that the video ~ being interlaced 

480p -Progressive scarmg !his oprion ("p"= 
progres,i,e), creates• picture sip! v.ith double 
the scan ines of • COOYeOtional interlaced 
picture, 480i (I = interlaced), to aeate • 
noticeably sharper image. The 480p image 
offers highe< picture resolution and elminates 
wtually al motioo artifaas in a 640x480 pixel 
resolution setting 

n0p - A resolution spe<if,carion used for HDTV. 
720p siands for resolution of 1280x720 pixels. 
The "p" means that the video ~ in progressive 
format 

action - A tem1"" use for games ike Devil Mir( 
OyandViewtifuJoe 

ad hoc - A type of Yoireless conncdion that 
cnnneas you with other players in your 
immediate oonity 

adventure - A tem,"" use for games ike Myst 
and Esc,pe liu!n Monkey Island 

Al - Mificial Intelligence. Usually used to refe, 
to how well the compute, reaas 10 a human 
opponent 

bloom - M effect that simu~tes the soft, blurred 
glow of bright light refleaing off of surlaces 

board - A te,m"" use for games like Jeopa,dy! 
and Mario Party 

eel shading - A technique used to create 30 
rendered objects that resemble hano<lra-,,n 
arwnationcels 

EJ - Electronoc Entenainment E,po. The Y.<lfld's 
~rgest COIM!l1tJOn for video games 

fighting - A te,m "" use for games like Mortal 
Kornbat and Dead or Alive 

first-party - A game made by a console 
manufacture(s internal development teams 
exdusively for its own system 

FMV - Full Morion \/ldeo. Usually refers to an 
animated CG cutscene 

FPS - Frames Pe< Second How many animation 
hames happen in one second. Also used 10 
denoce First-Person Shoote<s ike Halo, Doorn, 
and Cal of Duty 

fr.- - The hames ol animation used to 
aeate the lfkJSion of moYemenl 
,_ -A game's menus and options 
garbap and staplets -Wlat"" tool< turns 

tlvO'Mflg at Miller afie, reading the first seolence 
of h~ \\Ii Marvel: Ultimate Alliance review 

GBA - Game Boy Advance 
c;c - GameCube 
HDTV - High Definioon Television 

infraSIJucture - A type of Yoireless connection 
that uses the Internet to connect Yoith other 
players CHef long distances 

isometric - llvee-<lWners top down 11iew, Ike 
StalCrafi or Baku's Gate: Datt. Alana, 

ISP - Internet SeMa, Pn>ader. The OOfTl),ll1'f that 
prov,des you Yoith aa:ess 10 the Internet 

jaggies - QaphKal ines that are jagged~ 
they should be sttaight 

LAN - Local,,, .. Network Connecting computers 
or consoles together Yoithin a smal space to 
allow communication between them. l'ro'lides 
fast, simultaneous gamepfay 

MMO - Massively Multiplaye< Online. Usually 
applied to role-pla);ng titles, "" use this tenn for 
games v.ith persisten, multi<JSer online worlds 
Ike EYef()uest and World of Waraafi 

motion blur - Phantom hames lob, an object 
to gr,e the ~ession of reaistic speed 

IIOffflll mopping - A graphical technique in 
v.llich a hi-<es sl<in containing 3D information, 
revealed by light reflecting off the surlace, is 
wrapped around a k,,v-,es model 

NPC - Non-Player Characte<. Those people 
and creatures you see wandering around 
in games that are not being controlled by actual 
htm1ro 

particle effeds - Things hke smoke or sparks 
created in real-time 

platform - A te,m"" use for games like Super 
Mario and Crash Bandicool 

pofHlp - 'Mien objects onscreen suddenly 
appear, typically due to poor d<aw <islance 

PSl - Sony PlayStation 2 
puule - A tem, we use for games like Tetns and 

l'u)<>Pop 
racing - A term we use for games like Gran 

Turismo and Mario Kan 
RPG - Role-Playing Game. A game that imiolves 

dlaracter imprwement through collecting and 
spending points. A tenn we use for games hke 
Final Fantasy and Xenosaga 

shooter - A te,m"" use for games like lkaruga 
and Gradius 

sports -A tem, we use for games ike 
Madden NFL 

strategy - A tem, we use for games h\e La 
PuceDe and Front Mission 

third-party- Something made for a console by a 
company other than the console manufacture, 
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XBOX 360 I PLAYSTATION 2 I PC 

Phantasy Star Universe 
> STYLE I-PLAYER ROLE-PLAYING GAME (MMORPG VIA XBOX LIVE, PS2 ONLINE, OR PC INTERNET) > PUBLISHER SEGA > DEVELOPER SEGA 
> RELEASE OCTOBER 24 > ESRB T 

A FADING STAR 

N 
o one can deny that 
Phantasy Star has an illustri
ous past. From traditional 2D 
adventures to card-based 

grid combat, this series has success
fully applied its brand of role-playing 
to a variety of gameplay styles. This 
is most evident in the pioneering 
Phantasy Star Online, the Dreamcast 
title that introduced console gamers 
to the MMORPG. Phantasy Star 
Universe attempts to tap into the 
same addictive online formula, but 
has been so far outpaced by its con-
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temporaries that its efforts are almost 
humiliating. The future is growing 
dark for this classic franchise. 

Phantasy Star may have its roots 
in single-player RPGs, but if you're 
looking for a solid story mode, PSU 
is a grave disappointment. The 
plot is boring. and the characters 
are the same cliched archetypes 
you've probably seen a hundred 
times before - especially the doofus 
protagonist, Ethan Waber. The 
story mode can't even distinguish 
itself in terms of gameplay, since 

it just recycles elements 
from the online side and 
contorts them to fit within 
the restrictions of single
player framework. 

There are several PC 
games that count the online 
multiplayer as the main 
mode, and that is also the 
case with PSU. Given that, I 
just can't understand why it 
feels so broken at every turn. 

The movement 
of other players 
on-screen is jerky 
and imprecise -
even when you 
stand still. C'mon, 
look around! It's 

"The future is 
growing dark 
for this classic 
franchise." 

not like the game needs to render 
any gorgeous graphics 

The missions have a shocking lack 
of variety, mostly just forcing you to 
do the same handful of things, but 
with stronger foes. This could be rem
edied with Sega's monthly content 
updates in the future, but it's a pretty 
pathetic offering for launch. Oh, don't 
forget it will also cost you $10 per 
month to play what little is there. 

Phantasy Star Universe does give 
players an avenue to kill a bunch of 
monsters with their friends when it 
isn't tripping over its own feet. The 
combat provides simplistic thrills, 
and it's always gratifying to equip a 
sweet new weapon. On the other 
hand, those few redeeming qualities 
are readily available in many other 
games that are well-executed and 
enjoyable. I suggest you look into 
those instead.- JOE 

BOTTOM 6 
LINE 

> Concept Create anolher 
online PhanJasy sear ..ihout 
learning any new Jricks in Jhe five 

year.; silKe 1he las! one 

> Graphics: Substandard, even 
for a cross-generalional game. 
Some of lhe speaal move effects 
are cool, though 

> Sound: GeoerK and repeti
liYe, aod Jhe story mode has tlie 

added burden o1 bad ro actilg 

> Playability: Character creation 
lo, Jhe online gan,e is cool. Too 
bad my character lives in a bor
ing world 

> Entertainment: If you and 
five olhe< friends were huge PSO 
fans and wan1 to keep Jhe party 
logelhef, Jhen (and only Jhen) will 
1M be fun 

> Replay Value: Modefately 
High 

Second Opinion 6.25 

Like a tagalong little brother, 
Phantasy Star Un~ 
barely manages to keep pace 
with the games it's trying 
to emulate. On the single 
player side. it's a JRPG with 
dicMd character.; pushed 
through a galaxy-saving 
sto,y with an the emotional 
force of a well-blown SlleeZe. 
Huge empty spaces between 
missions at the central 
hub headquarter.; halt any 
momentum you might build. 
Once in actual comba~ the 
action is relatively fun, but 
certainly no different in any 
real way from eartier games 
in the franchise. Stlll, cool 
weapon effects and bizarre 
monster designs have their 
own sort of appeal, even 
~ the muzak playing in the 
background doesn't add any 
excitement Multiplayer is 
pretty much the same, but 
adds a detailed character 
creator and the ability to 
play with arry gullible friends 
you manage to reel into the 
experience Too bad it has 
a dumsy and buggy server 
system. This is a game that 
offer.; just a little less than 
what you'd expect from it -
and you have to ask yourself 
if that's all you want from a 
game these days. - MILLER 

MULTI QUICKIES 

PLAYSTATION 2 I XBOX 

Family Guy 
> mu 1-PIAYER ACTION > PUBLISHER lK 
GAMES> DMIOPER HIGH= SOFTWARE 
> RELEASE OCTOBER 16 > ESRB M 

Ill 
I tiptoed past men wash
ing each other in a prison 
sh<:t.ve,-, shrunk down 
to microscopic propor

tions to invade Pete(s testicles, and I 
even punched an old lady with a walker 
directly in the face. At the very least, 
Family Guy delivers new experiences 
that, depending on how open-minded 
you are, may be side-splittingfy hilari-
ous. The show's writers and voice talent 
have done a tremendous job bringing 
their trademark humor to the game, and 
even make some great jabs at video 
game stereotypes. The game, however, 
is a complete disaster, and is just barely 
playable. The content is definitely worth 
seein& but you'll have to trudge through 
gaming hell to see it-REINER 

PLAYSTATION 21 XBOX I PC 

Reservoir Dogs 
>mu l·PIAYIRACTION 
> PUBLISHER EIIJOS INITRACTM 
> DEVUOPER 8U11 GAMES 
> REIEASE OCTOBER 24 > ESRB M 

II 
ReseNOir Dogs is one of 
those timelessly enjoy
able movies. With that 
in mind, Blitz Games 

probably should have taken a little more 
time with this license. The sad thing is 
that this game does have some good 
ideas, like the ability to threaten people 
into submission with hostages, and a 
rating system that ranks yoo somewhere 
between psychopath and professional 
depending on how you perfom, in the 
level. Unfortunately, the cartoony graph
ics, stilted shooter gameplay, and com
pletely rancid car missions fail what could 
otherwise be a passing game.-BEN 





111 give Sonic the Hedgehog 
this: it's ambitious. Featuring 
dramatically improved graph
ics, yet another new play-
able character (Silver the 
Hedgehog) in addition to the 
old "favorites" (quotes to ind~ 
cate irony), a new RPG-style 
overv«>r1d, and a handful of 
vehicles, there's quite a M of 
game here. However, at this 
poin~ Sega's a bit like a hom
eowner who is busy installing 
a new patio and hot tub wh!e 
the foundation is aumbling. 
The basic play control is stitt 
enatic and frustrating (espe
cially as Shadow), and the 
camera is fairly amazing in KS 
abiity to take the action out 
of your view. To be honest, I 
think the time spent adding 
new content to this franchise 
>'oOOld be better spent work
ing on the fundamentals 
of gameplay.-MATT 

XBOX 360 

Star Trek Legacy 
> STYLE I-PLAYER ACTION/STRATEGY (UP TO 4-PLAYER VIA XBOX LIVE) > PUBLISHER BETHESDA SOFTWORKS > DMLOPER MAD 
DOC SOFTWARE > RELEASE NOVEMBER 21 > ESRB EIO+ 

BOLDLY GOING 

Y 
ou'II have to excuse a little 
enthusiasm for a game 
that so lovingly offers so 
much of what Trek fans 

have long clambered for. Legacy is 
a game rooted in Star Trek lore filled 
with amazing visuals that offers the 
chance to fly around in pretty much 
any starship you've ever cared about 
in the long history of the franchise. 
Soured by some nagging flaws, 
Legacy isn't a title that will appeal to 
everyone. However, its willingness to 
try something new deserves some 
healthy praise. 

Appropriately, Star Trek Legacy 
spans the full history of characters 
and ships from the various shows 
and movies. A story about a mad 
Vulcan scientist stretches out over the 
centuries, and connects the stories of 
the various captains (voiced by the 
actual stars) and their ships. Individual 
missions play out as military conflicts 
across whole solar systems, where 
you take control of up to four ships 
at once and phaser your way through 
different objectives. The campaign 
has players controlling Federation 
ships. However, the skirmish mode 
and online multiplayer let you adopt 
the roles of Klingon, Romulan, or 
even Borg task forces. 

In whatever mode you play, you're 
in for some chaotic space battles, 
as literally dozens of ships can be in 
play at once. Because you're juggling 
multiple ships, weapon arcs, ship 
speed, power output, and mid-fight 
repairs, Legacy manages to make 
slow-moving ship-to-ship space 
battles exciting. and that's no small 
feat. Sadly, that need to multi-task 
creates a high learning curve that isn't 
remotely friendly. Campaign missions 
can get pretty lengthy, and one failed 
objective means a total level restart. It 
doesn't help that your ally Al doesn't 
include the option for basic orders 
like patrol or guard. The most frustrat
ing failures come when you just can't 
get your ships to go where you want 
or target the right thing. and an attack 
falls to pieces as you watch. 

Despite these problems, this game 
should be a no-brainer for Star Trek 
enthusiasts. This is a great direction 
to take the Star Trek gaming fran
chise, and I can only hope Mad Doc 
is given the chance to expand and 
perfect the formula through Xbox 
Live expansions, and maybe even a 
sequel. Until then, live long. prosper, 
and make sure anyone you play on 
Live doesn't get the chance to do 
the same.-MIUER 

BOTTOM 7 75 
LINE • 

> Concept: Battle through the 
different Star Trek eras 
> Graphics: Positively gorgeous 
space vistas and meticulous 
ship models make it a ma~ I 
to look at 
> Sound: Voice acting from the 
real captains. and an original 
score that sounds like it should 
be placed in the next TV series 

> Playability: A very steep 
learning curve never really gets 
comfortable, and ships aren't as 
responsive as they should be 

> Entertainment: A huge treat 
to faithful Trek followers, but a 
little too complex and frustrating 
for many others 
> Replay Value: Moderately 
High 

Second Opinion 6.5 

Star Trek Legacy does one 
thing well: capture the mojo 
of the Star Trek universe. 
Playing through the game 
really does feel like taking 
the helm of the Enterprise 
(In any of KS incarnations) 
for the course of several 
episodes of the show. 
Unfortunately, the gameplay 
limps along at sublight 
speeds more often than it 
engages warp drive. The 
ponderous capital ships of 
Starfleet are nearly impos
sible to maneuver. much 
less fight with. Also, the 
strategy of deploying your 
fleet effectively to best com
plete your objectives is sim
plistic enough to be boring 
to all but the most inexpe
rienced of admirals. As Star 
Trek, this title is enjoyable 
enough. As a video game, 
it's nothing more than 
mediocre.-ADAM 



... continued from page 3 

As the story continues to unfold down here 

on Earth about what may or may not be 

happeni on the ship orbiting the planet, 

reluctant to go. 

Tommy has never been very in 

his ancestry, but if you ask 

they'll tell you that he hold 

ship that's circling us and stea"" 

random is that no one come 

there. We can only assume th, 

being enslaved, killed or worse. 

is an option, and if you ask what '

worse than being killed, just think abo,.· 

for a second or two. 

To combat forces like this someone needs 

to be relentless, tough, fearless and quick. 

Tommy embodies all of these characteristics 

and more. He has always been athletic. 

Blessed with a physique that holds muscle 

and a mind that keeps him alert, the Cherokee 

mechanic is ready for anything. Rest assured, 

his skills are facing the ultimate test as 

we speak. 

He's always been in search of the ultimate 

adventure. Those who worked at the 

roadhouse with Jen remember him coming 

in before quitting time. "He would sit at the 

end of the counter and look through books 

about big cities, small campgrounds, beaches 

and foreign countries. The whole time, you 

could see the sparkle in his eyes like he was 

imagining himself in those pictures," says a 

waitress named Dawn. 

His grandfather once echoed those 

eased, had been appearing to him. 

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

is up there with him now acting as a spiritual 

guide and helping him to make all the 

right decisions. 

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

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

handle right now. Telescope images of the 

space ship reveal a sinister exterior. If the 

outside looks that bad, it's safe to say 

there· s no carnival going on inside. Except 

maybe for Tommy. This could be just what 

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

inspires Jen to tell him she's ready to see 

the rest of the world with him. If they can 

just make it home first. 
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PLAYSTATI0N 3 

Fight Night Round 3 
> STYLE I OR 2-PLAYER SPORTS (2-PLAYER VIA PS3 ONLINE) > PUBLISHER ELECTRONIC ARTS > DEVELOPER EA CANADA 
> RELEASE DECEMBER 12 > ESRB T 

FACE STEAK FOR ALL 

F 
rom the moment you hear Sean Biggs and 
Co. sing, •1 know you like my swagger/ 
Oh, oh," upon loading up Fight Night 
Round 3 on PlayStation 3, you might think 

you're in for the exact same game you fought 
through last year. For the most part, you'd be right. 
Everything from the menus to the lengthy career 
mode returns with few changes. But thankfully EA 
Canada made a few minor tweaks here and there 
when porting EA Chicago's boxing breakthrough. 

Skin textures on the in-game character models 
are among the most realistic in all of video 
gaming. The 360 fighters may have looked really 
good, but these guys look damn good. Wrinkles 
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on their foreheads, moles and chest hairs on 
their torsos, and bulging veins in their arms had 
me admiring the male form way more than any 
hetero guy should admit (which obligates me to 
mention that the ring girls are noticeably hotter 
this time around). The pugilistic sweat shine looks 
so good that you'll be dabbing off your television 
screen between rounds. The only graphical ele
ment that's taken a step back is the shiny shorts. 
They're more like stiff stove pipes than the flow
ing fabric of the 360 iteration. 

The biggest addition to the Fight Night formula 
is the Get in the Ring mode, which allows you 
to punch out chumps from a first-person per-

spective. Analog fighting controls remain almost 
exactly the same, outside of the obvious adjust
ments to movement around the ring. It's quite 
satisfying (not to mention intimidating) to look 
your opponent in the eye while you're trying 
to knock his teeth out. The sim effect is slightly 
diminished by the fact that you're fighting with 
two disembodied, floating arms. But I guess 
it's a more effective solution than see-through, 
green-grid Little Mac from the arcade version of 
Nintendo's Punch-Out!!. As cool as it is to see 
your blood blurring up the screen and a violent 
camera shake every time you get rocked, this 
mode just doesn't have that certain something 
from the main game, which is probably why 
it isn't available in career mode. Most people 
will just try a fight or two and go back to the 
normal view. 

It's tough to tell if the PS3 version's graphi
cal pizazz is due to superior hardware power or 
simply more development time. Round 4 will 
have to be the true next-gen test - BRYAN 

BOTTOM 9 
LINE 

> Concept: Give a fresh coating 
of paint to a year-old game 

> Graphics: Better than the Xbox 
360 vergon in most respects 

> Sound: Same 12 hip-hop 
songs and bombastic bone 
crunching 

> Playability: Punches leel 
just a bit laster and more 
responsive than on that other 
next-gen console 

> Entertainment: Still the 
perie<t game to get testosterone 
flowing, especially in a room full 
of dudes 

Fight Night on PS3 offers 
the same bone-<runch-
ing punches that made the 
360 game so great For rim 
realism, it's unrivaled. Like 
a birthday gift to the new 
system, EA has induded one 
huge bonus for the PS3. 
The new Gel in the Ring 
mode plays entirely in first 
person. This new angle on 
your oppooent is, in a word, 
intense. As you dip and 
we;r.,e in front of his attacks, 
thefe's a tenifying qua~ 
ity to his ceaseless assaults. 
Take too much damage to 
one of your eyes, and you'll 
see the screen on that ~de 
darken to a reddened haze. 
Slip behind his guard with 
a ruthless upperait and 
you can feel your knuckles 
tighten for the hit. I'm not 
sure I'd always want to play 
like this, but it's definitely a 
cool addition. Unfortunately, 
ij you fall in love with this 
mode, you won't get to 
enjoy rt anywhefe else in 
the game, including the 
careei: I'm not sure 'Mr-/ the 
developer opted to leave 
this exciting new feature out 
of the rest of the game, but 
at least it's thefe in some 
fonn. Unfortunately, the PS3 
Fight Night shares the same 
problems that held bad the 
earlier rteration - repetitive 
announcing and some iffy 
Al being the most egregious 
offende1S. It's enough to 
make it lose a point in my 
scoring, but not enough to 
keep me from hailing this 
as a bout you really have 
to fight-MILLER 
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PLAYSTATI0N 3 

Full Auto 2: Battlelines 
> STYU I OR 2-PLAYER RACING (UP TO 8-!'LAYER V1A PS3 NETWORK) > PUBLISHER SEGA > DEVELOPER PSEUDO 
INTERACTM > REUASE NOVEMBER 17 > ESRB T 

DESTRUCTION WITH MEANING 

T 
he first installment of 
Full Auto embraced 
the true essence of 
destruction. Buildings 

collapsed under the might 
of wayward rockets, parked 
cars transformed into infernos 
as roadsters zoomed by 
with machine guns ablaze, 
and it was only a matter of 
time before a gas station 
was permanently removed 
from the face of the Earth. 
Watching pristine city streets 
become war-tom wastelands 
led to much amusemeni 
but also the revelation that 
Full Auto's strongest element 
was the devastation unfolding 
on the side of the road. The 
racing itself lacked spark, 
and ultimately it ended up 
being one of gaming's most 
explosive yawns. 

Wrth the PS3 sequel, 
developer Pseudo Interactive 
has made a strong push to 
blend the destructive elements 
with the racing. Now, structures 
struck with weapon fire can 
topple onto your opponents, 
causing magnificent, fiery 
chain reactions. Combining 
these elements not only 
leads to more excitement 
on the track, it adds layers of 
unpredictability and strategy 
that you don't see in other 
racing games. Should I target 
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the car in front of me? Or 
should I aim for the bridge 
up ahead to try and take out 
the entire pack? It's this kind 
of strategizing that gives this 
sequel a ferocious bite. 

Better yei the vehides 
no longer feel like they are 
floating anymore. You can feel 
weight being distributed as 
you turn, and the differences 
between vehicle classes are 
more prominent 

The racing is now roaring 
with excitemeni but 
unfortunately, the game has 
gone flat in another way. The 
newly implemented arena 
battles resemble Twisted Metal 
in design, but play so poorly 
that it feels like someone is 
dragging your face across the 
pavement at 100mph. The 
dunce enemy Al, frustrating 
targeting system, and annoying 
level designs will make you 
dread these stages when they 
pop up in your career. 

These segments put a 
damper on the experience, but 
they aren't enough to deflate 
it entirely. Pseudo Interactive 
has created a respectable 
racing game that stands out as 
something different Outside 
of the arena battles, this is 
what I wanted to see from the 
original game.-REINER 

BOTTOM 7 5 
LINE ■ 

> Concept: This sequel strikes 
!he pe<fect balance between 
racing and environmental destruc• 
tion. This is !he smash-em-up, 
l>low-em-up fragfest !hat !he 
original game wanted 10 be 

> Graphics: Thefe's s- blowing 
up all o,,,er !he place. It's a festival 
for !he maniacal f!fe 

> Sound: The machine gun 
sounds divine, and !he rocking 
soundtrack blends nicely with the 
intense play 

> Playability: Vehide controls 
have been addressed, and !he 
interactive destruction opens up 
new options 
> ~ A solid racer 
both online and off !hat is held 
back only by its Twisted Metal 
imitation 

> Replay Value: Moderately 
High 

Second Opinion 7.5 

I feel like rm reviewing two 
different games stuffed 
unceremoniow; together 
on one disc. One is an 
explosM! mix of racing and 
destruction lhal offers such a 
feast of speed blur and IMld 
action lhal it's hard to tear 
your ~ from it The other 
is a misbalanced chore of 
arena battles and regrettable 
protection missions where 
frustration is served up as a 
mail course. Can you ~ 
whidl game I'd prefer to 
play? The racing mechanic 
from the earlier 360 Full 
Auto game has been vastly 
improved, and ~ the whole 
shebang consisted of those 
insane dashes, I'd be a happy 
gamer. But add in some poor 
imitation of TIMSted Metal
style battles, and I'd just as 
soon go outside and rake 
leaves. Problem is, the linear 
SEtup of missions means I 
have to play the crappy part 
to get to the too-short fun 
stuff. This franchise still has 
the polential to be entertain
ing, but this installment is still 
firing just shy of the target -
maybe next time.-MIUER 

PLAYSTATI0N 3 

Call of Duty 3 
> STYLE I-PLAYER ACTION (UP TO 24-PlAYERVlA PS3 ONLINE) > PUBLISHER ACTIVISION > DEVELOPER TREYARCH 
> RELEASE NOVEMBER 14 > ESRB M 

DUTY CALLS AGAIN 

J 
ust as Call of Duty 2 
was a standout shooter 
for the Xbox 360 
debut, Call of Duty 3 

earns a Distinguished Service 
Medal as a must-play launch 
title for the PlayStation 3. 
Everything we loved about 
the Xbox 360 version - the 
ferocious single player expe
rience, the awe-inspiring 
graphics, and the improved 
multiplayer - have reported 
for duty on the PS3. 

The single-player mode 
may not offer anything new, 
but it benefits from a more 
focused campaign than the 
previous Call of Duty titles, 
which had you fighting on 
several different war fronts. 
You'll still spill blood in the 
trenches from three different 
perspectives (this time as a 
Joe, Brit, and Pole), but COD 
3 centers around one histori
cal campaign: the Breakout 
of Normandy. The 
Allied forces are 
working with the 
French resistance to 
push back the Nazi 
invasion and save 
the cheese-eating 
surrender monkeys 
(Just joking, France.). 

The only real difference 
between the Xbox 360 and 
PS3 versions is the Sixaxis 
motion-sensing controls. The 
standard gameplay remains 
intact, but motion-sensing 
is implemented for melee 
moves, navigating vehicles, 
shooting sniper ri fles, and 
the annoying minigames 
scattered throughout that 
have you fighting Germans 
face-to-face and planting 
explosives on flak cannons. 
While smacking Nazis in the 
face with the butt of your rifle 
by aggressively rotating the 
controller can be satisfying, 
overall these controls don't 
make or break the gameplay. 

If you own both an Xbox 
360 and a PS3, choosing 
which version of this accom
plished WWII shooter to buy 
comes down to how much 
you like or dislike the motion
sensing elements.- BERTZ 

BOTTOM 8 75 
LINE ■ 

> Concept Allied forces fight in 
Normandy to liberate !he French 
and send !he Nari war machine 
bad into Genmany 

> Graphics: Looks nearly identi· 
cal to its Xbox 360 counterpart, 
which is a high compliment 

> Sound: Has !here Mr been 
more immerSNe sound in a 
wleogame1 

> Playability: By-ihe-Ollllber5 
shooter, with a few anoo-,ing 
minigames sprinkled in becween 
firefights 

> Entertainment: Anolher 
intense round of "spot !he Nazi, 
shoot !he Nazi." The ~ngle player 
may lack innoYation, but the mul• 
tiplayer is better lhan Mr 

> Replay Value: High 

Second Opinion 8.5 

Surprising absolutely no 
one, can of Outy 3 is almost 
exactly the same game 
on the PS3 as it is on the 
360. The lone noticeable 
difference, the motion-sens
ing control, is entirely trivial. 
Ooh, I can waggle my con
troller for a melee attack or 
for the banal "Battle Action" 
minigames? This is dearty 
worth buying a $600 system! 
To be fair, there's nothing 
wrong with the PS3 version 
(though I did notice some 
minor bugs thal weren't 
present on 360), but for my 
money I'd go 1Mth the 360 
flavor of the game just to 
mid the tacked-on motion
sensing. Either way, you're 
getting a whole lot of Naz~ 
shooting in the single-player 
campaign and a whole lot 
of fantastic multiplayer via 
online play. - ADAM 
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PLAYSTATION 3 

Untold Legends: 
Dark Kingdom 

> STYLE 1 OR 2-PLAYER ACTION/RPG (2-PLAYER VIA PS3 ONLINE) > PUBLISHER SONY ONLINE ENTERTAINMENT 
> DEVELOPER SONY ONLINE ENTERTAINMENT > RELEASE NOVEMBER 11 > ESRB T 

ANOTHER GRIND THROUGH A DARKENED KINGDOM 

U 
ntold Legends reminds me of that guy 
nerd you knew in high school who went 
off to college. He slicked back his hair and 
started dressing better and hoped to start 

hanging out with the cool kids. Untold Legends 
has moved to the PS3 campus, it's gotten a snazzy 
new graphical wardrobe, and now it's hoping to 
hang out with Tony Hawk and score a date with 
Resistance. Well, Dark Kingdom might not be quite 
in Resistance's league, but it can come party at my 
house if it wants to. 

Dark Kingdom isn't particularly innovative, and it 
falls prey to a number of RPG cliches, but when it 
comes to the important things - the hacking and 
the slashing - it performs admirably. There a fair 
number of enemy types throughout the levels, so 
you never really get tired of what you're fighting 
because something new is always popping up. 
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In addition, developer SOE has added a decent 
combo system that continues to evolve as you level 
up. Some of the later moves, in particular, make 
you look pretty cool. This is a great addition to the 
genre and something that I hope more games of its 
kind latch onto and continue to evolve. 

But, as I have said, Dark Kingdom is not com-

pletely fresh. The story is not particularly interesting, 
and at times glaringly absent. The game is also not 
very good at making you feel like you are constantly 
evolving. Your characte(s look does change over 
time, but this is a slow process that seems to have 
more to do with how far along in the story you are 
rather than the cool new equipment you wear. 

The most noteworthy problem has to do with the 
camera system. The behind-the-shoulder camera 
works fine in single-player, but the real problems 
start when you play two-player on one system. 
When the game pans back to a more traditional 
top down view, buildings, trees, or anything really 
tall gets in the way of the action. If you are plan
ning on playing this with another buddy at home 
you might want to take half a point off my score, or 
at least consider whether you want to deal with the 
camera hassle.- BEN 

BOTTOM 8 25 
LINE • 

> Concept: Pick ooe of three 
character.;, fight several enemies 
across different dungeons. 
and then level them up while 
upgrading your weapons and 
armor just like you have been 
doing in every action/RPG ~nee 
the beginning of time 

> Graphics: Sure the capes look 
cool. and the graphics are nice 
and shiny. but I think it could 
look better 

> Sound: There is some fairly 
good background music, but the 
character voiceovers are very ... 
dramatic 

> Playability: Who are you 
playing this with? The new 
dosed-in camera works okay 
for ~ngle-player, but horribly rn 
multiplayer 

> Entertainment: Great fun if 
you are the kind of gamer who 
can't wait to get to that next level 

> Replay Value: Moderate 

Second Opinion 7.75 

The single player experience 
of this PS3 hack 'n slash is 
a blast, as you watch your 
character throw down with 
evildoeis using any number 
of great-looking spells. 
high-flying blade attacks, 
and destructive hammer 
smashes. This isn't the pret
tiest of the PS3 launch titles, 
but that's not to say it looks 
bild - the cloth physics and 
particle effects are high· 
lights. Playing cooperatively 
would have been just as 
fun, except for one glaring 
problem - the camera is 
frequently a total disaster 
when panned up high to 
adjust for multiple onscreen 
playeis. Rather than becom
ing transparent trees and 
buildings impose them
selves on your communal 
view all the time, sometimes 
completely obscuring the 
action. It doesn't totally ruin 
the fun, but it seems like a 
strange mistake in what is 
otherwise a highly polished 
level-grinder filled with great 
environments, a fantastic 
orchestral score. and plenty 
of challenge.- MILLER 



PLAYSTATI0N 3 

Tony Hawk's Project 8 
> 5TYl£ I OR 2-l'lAYER ACTION > PUBLISHER ACTMSlON > D£VUOPER NEVERSOFT ENlERTAINMENT > RElfASE NOVEMBER 17 
> ESRB T 

NEVERSOFT BAILS THE ONLINE BUT STILL MANAGES TO LAND 
AN IMPRESSIVE TRICK 

I 
can't comment enough on how 
well designed the Career mode 
is in this newest addition to the 
Tony Hawk lexicon. Developer 

Neversoft Entertainment finally 
moved away from all the wacky 
missions that made the game feel 
either silly or like one giant training 
mode. IMth Project 8, the series 
is back to its roots - a pure skate
boarding game that focuses on the 
player's skill. 

The story gives the player the 
chance to complete challenges 
in their quest to join Tony Hawk's 
elite group of undiscovered skat
ers, known as the Project 8. To get 
there, you must master all the trials 
scattered about the seamless, load
free woM 

Instead of picking a difficulty level 
at the beginning of the game, all the 
various objectives are presented to 
the player in the game at any time. 
For example, if you want to pull off 
the amateur version of a grind, you 
simply grind to that point on the des
ignated line, and land it If you want 
to pull off the pro or sick level of the 
same grind, you attempt the chal
lenge again, but simply ride further 
along the line to the more difficult 
destination. 

This lets the player pick and 
choose when and where they 
want to take on the various goals. 
Bypassing some of 
the challenges that 
doesn't fit his or her 
particular play style. 
However, if you 
ever want to make 
it to the top spot in 
the Project 8, you 
will be required to 
master all the goals. 

Unlike the Xbox 360 version, the 
PlayStation 3 edition doesn't feature 
any of the online play modes, which 
is the reason for my slightly lowered 
score. However, this game does sup• 
port motion-sensing input through 
the Sixaxis controller. 1/Vhile you can 
control things like balance or turning 
with this option, it's more of an odd 
thing you try ou~ before deciding 
that it is about as worthless as it 
sounds. That said, the PlayStation 
3 controller is by far the best for 
pulling off Tony Hawk's complex 
combos. Unlike the Xbox 360 edition 
that requires that you hold the left 
analog stick down for an extended 
period to enter focus mode (which 
is really annoying in my opinion and 
something that should have been 
optional), the PlayStation 3 version 
only requires a quick tap to enter 
this state. Plus, the d-pad is simply 
second to none, and works flawlessly 
in this edition. 

There are certainly moments in this 
game where the new physics engine 
offers up some less-than-impressive 
bails or odd gameplay challenges, 
but the good definitely outweighs 
the bad in this first true next-gen 
effort from Neversoft. If you like the 
Tony Hawk titles like I do, you will 
find Project 8 to be both a chal
lenging and entertaining addition to 
the series.-ANDY 

BOTTOM 8 75 
LINE ■ 

> Concept: Revamp lhe Tony 
Hawk franchise for lhe next 
generation of consoles 

> Gnphic:s: The game has its 
moments of pop-in and chop, 
but overall rt lool(s quite nice 

> Sound: Not my favorite Tony 
Hawk soundtrack. but rt most 
ceitainly doesn't sud< 

> Playability: Tony Hawk 
belongs on the PlaySlation 
controller and the PS3 Si><.lxis 5 

no excep«ion 

> Entortainmont: With the best 
Career mode in Tony Hawk's his-
10!'(, it's a great challenge, but no 
online support is a bummer 
> Replay Value: Moderate 

Second Opinion 8.5 

I love the new Tony Hawk, 
but I'm a little surprised that 
I like the 360 version a little 
better than this PS3 port The 
framerate on the 360 loolcs 
a little better, with noticeably 
less chugging. Add on the 
fact that thefe wagi't time to 
include an online mode for 
the PS3, and it seems like 
the choice is dear for where 
to spend your money. The 
only saving grace for the 
PS3 op6oo is the controller, 
v.iuch still feels like a better 
frt for TOily Hav.t than the 
alternative- maybe that's 
just long-time familiarity 
speaking. You11 want to try 
the motion-sensltiv for five 
minutes and then tum it off 
to gEI back to the real action. 
I said it last month, and I'll 
Sif/ it again; this is the best 
Tony Hawk in years. This 
just isn't the system to play 
n on.-MlllER 

. . 
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PLAYSTATION 3 QUICKIES 
PLAYSTATI0N 3 

NHL 2K7 lirth!t :ff1 
> STYLE 1 TO 4-PI.AYER SPORTS (2-Pt.AYER VIA PS3 ONLINE) > PUBLISHER 2K SPORTS 
> DEVELOPER KUSH GmES > RELEASE NOVEMBER 17 > ESRB ElO+ 

T 
he PlayStation 3 only 
gets one hockey game 
this year, and thank
fully, it's the only one 

that matters. NHL 2K7 is a 
well-rounded game that offers 
rich offensive and defensive 
strategies, fluid animations and 
movemen~ and solid Al across 
the board. You really get a good 
sense for how your player's weight affects their movements, and also how your 
teammates are going to react to certain situations. As realistic as the gameplay 
has become, the goalies are now starting to look a little out of place. Their twitchy 
movements, inability to read plays, and miniscule list of animations don't deliver 
the next-gen vibe that the gameplays basks in. To give the PS3 owners a little 
something new, developer Kush Games has tapped into the Sixaxis' motion
sensing for checliing and goaltending. Sadly, both mechanics feel tacked on and 
are not as reliable as the standard controls (which are also offered). All told, NHL 
2K7 is a hell of a play; it just needs a little work. - REINER 

PLAYSTATI0N 3 

Madden NFL 07 
> STYLE I TO 4-PLAYER SPORTS (UP TO 4-PLAYER VIA PSJ ONLINE) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON > RELEASE NOVEMBER 17 > ESRB E 

S 
o this is what it must feel like to be the Arizona Cardinals: You've got a 
new home, but the results are just the same. Even with the power of 
the PS3 and the Sixaxis motion controls of this game (which aren't that 
fun), there's next to nothing that makes this title stand out from the 

360 version. And when you add problems like framerate issues, sluggish play, 
and players who feel like they are on skates, the football fun here doesn't last 
as long as it should. This is too bad, considering the depth and fun to be had in 
Superstar mode.-KATO 

PLAYSTATI0N 3 

NBA 2K7 liilllll 
> 5TYl£ 1 TO 7-PLAYER SPORTS (UP TO 10-PLAYER VIA PS3 ONLINE) > PUBLISHER 2K SPORTS 
> DEVELOPER VISUAL CONCEPTS > RELEASE NOVEMBER 17 > ESRB E 

N 
BA 2K7 is a mirror 
image of its Xbox 360 
counterpart. Expect 
the same great pol

ished gameplay, realistic player 
animations, TV-styled presenta
tion, and online multiplayer 
you would find on the 360. 
The only area where the game 
steps away from the tried-and
true formula is with the gimmicky Sixaxis free-throw mechanic; simply mimic 
a shooting motion to knock down your shots at the line. The lsoMotion 
controls are still difficult to master, and the story-driven 24/7 mode still lacks 
decent team Al, but these faults pale in comparison to the amount of things 
Visual Concepts does right with this hoops title. Look nowhere else for solid 
action on the hardwood floors.-BERTZ 
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Y 
ou could call this a role-playing game, 
and you certainly wouldn't be wrong, but 
to me Rogue Galaxy is more than just an 
RPG in a genre already filled with slaves 

to convention. No, this game is more accurately 
and flatteringly described as a Level 5 game. Not 
only is Rogue Galaxy imbued with the developer's 
particular approach to the genre as already seen in 
its Dark Cloud series, but the experience and evolu
tion afforded by those titles is evident in this excel
lently crafted title. In this way, Level 5 is on a Final 
Fantasy-like path, where there isn't strict continuity 
from game to game, but you buy them because 
you trust the developer implicitly. 

The best decision that Level 5 made in moving 
from the Dark Cloud series is doing away with 
dungeons that you have to clear before you can 
leave. Level 5 even went a step further by letting 
you teleport between save points across the map. 
This freedom of movement coupled with the 
game's random encounters puts an emphasis on 
Level S's strong point: character progression. 

Level 5 has always been good about reward
ing players for their accomplishments beyond 
just dishing out some money and XP for a kill. 
Rogue Galaxy brings this to new heights with the 
Revelation Flow chart. Items that you get during 
your travels (through combat, treasure chests, or 
in shops) open up battle abilities. Each new ability 
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you unlock creates paths to other abilities. 
Since you can assign an item to anyone in 
your party, the fun comes in charting out the 
skill set of each character. It's similar to Final 
Fantasy Xll's License Board, only it's not as 
daunting and it doesn't seal your characters 
into certain fates. Instead, the game is bal
anced enough to encourage you to dive in 
and pick up any ability that suits your fancy. 

Rogue Galaxy's combat is of your stan
dard real-time action variety, but it adds 
an element of strategy by allowing you to 
control some of the combat functions of 
your two other party members. Although I 
can see some growing weary of telling their 
companions to use a healing item, I liked 
the way it's integrated into combat. Party mem
bers' item and battle ability usage is performed 
at certain times using the L 1 and L2 buttons, 
and they flow well into the usual combo button 
presses of a hack n' slasher. The one problem I 
have with the combat is that the camera can be a 
little off at times, requiring you to either manually 
adjust it or rely on an onscreen radar to track off
screen enemies. 

As is the case with any Level 5 title, what I've 
described to you so far is just the tip of the ice
berg. Apart from being a far-reaching story span
ning multiple worlds (including one exclusively 

included for the U.S. release), this game wraps 
you up in its characters through a variety of devel
opment systems that will keep you enthralled. 
There are Hunter licenses to earn, weapons you 
can combine for supreme damage, and even a 
factory where you follow blueprints and create an 
assembly line to manufacture items. When you 
consider that you don't even discover the factory 
until you're over l O hours in, it's clear that Rogue 
Galaxy is a deep, well-crafted adventure that will 
keep you playing until the end. This game offers 
a wealth of RPG riches and shows a developer 
exceeding its previous efforts and working at the 
height of its powers.-KATO 

BOTTOM 9 
LINE 

> Concept: Yel another fantastic 
Level 5 RPG rich with character 
progression 

> Graphics: The eel-shaded 
look is exceilenl and the ,n
game and rendered CUIS(enes 
are lop notch 

> Sound: Both the voice acting 
and the score are well above 
average 

> Playability: You'll have to do 
some camera managing during 
battles 

> Entertainment: A rare RPG 
that still excites players the 
deeper they go 

> Replay Value: Moderate 

Second Opinion 8.5 

l'Ye helped so many young 
aa.enturers trade their rural 
lives for worfd-sawig hero
ics that I could probably 
start a consulting business. 
Even though you may lhink 
you know v.flat's corning, 
Rogue Galaxy quickly tran
scends lhis familial' premise 
with iJs stylish visuals and 
~nding gan'M!play. The 
combat provides a high level 
of flexibility, since you can 
control any party member, 
but I v.ish lhere were more 
precise WfS to control ally 
Al. The character.; accom
panying Jaster Rogue don't 
defy any stereotypes, but I 
was instantly engrossed in 
powering them up lhanks 
to lhe cool weapon crafting 
system and lhe Revelation 
Flow chart These mechan
ics are tolally addictive, and 
do an excellent job inspiring 
playefs to plumb lhe depths 
of lhe game. It's a good thing 
these elements make Rogue 
Galaxy so much fun to play, 
because the story is deliv
ered through stilted, obvious 
dialogue and the dungeon 
puzzles can be somewhat 
formulaic- and I've never 
seen a game use lhis many 
damn Mimics. can't I just get 
some loot in peace? Some 
parts of Rogue Galaxy may 
only be slightly above <Ner· 
age. but when it excels, it 
takes lhe actiOI\IRPG genre 
to new heighis. - JOE 



PLAYSTATION 2 

SOCOM: U.S. Nayy SEALs 
Combined Assault 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYERVIA PS2 ONLINE)> PUBLISHER SONY COMPUTER ENTERTNNMENT AMERICA 
> DEVELOPER ZIPPER INTERACTNf/SCEA > RELEASE NOVEMBER 7 > ESRB T 

SO-SOCOM 

H 
ere is a recap of my first 20 with the mediocrity of the rest of the 
minutes with Combined game? The Al is broken on both ends. 
Assault. "Okay, so I need Don't count on your guys helping 
blow this thing up. How do you stay hidden. And the game looks 

I set C4? Okay, cool. So how do I terrible; I'm not convinced that Zipper 
detonate it-" I die in a fiery explosion has done any animation or texture 
as the C4 auto-detonates. "Okay, I work since the first SOCOM. 
guess I need to get over this fallen Of course, this game is chock full of 
tree. It doesn't seem like I can climb decent multiplayer, but I don't think 
over it. Can I jump over it? No. Maybe it's enough anymore. If you are the 
if I do a running jump. No. It's a freak- kind of person who just can't seem 
ing tree trunk! Wny can't I-" I die as I to get enough of SOCOM, then you'll 
get shot from behind. "Okay, I guess probably play the crap out of the 
I need to swim stealthily past these new 4-player co-op or play against 
guys~ I die twice trying to swim slowly your buddies who still own SOCOM 
past them and getting caught anyway 3 (though this game also features 
before figuring out how to submerge 10 new maps). But let me just say 
in water. Then, after almost drowning, this: SOCOM isn't the only online PS2 
I resurface too early and get gunned game in town anymore, and these 
down a third time. glaring single-player problems have 

It's not that Combined Assault is been around for a long time. Zipper 
hard. It's more like the game is very might have been able to get away 
impolite, barely introducing itself to with all this a couple iterations ago, 
new players. The control and game but it is definitely time for this series 
interface are showing their age, too. to evolve.- BEN 
They weren't very good even • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
back when the first SOCOM : YOU TALKING TO ME? 
came out. It's probably time to : The Crosstalk feature makes a return. Though 
rethink the way this game plays. : they're different games, if you hook this game 

: up with Fire Team Bravo 2, certain missions in 
Adding to the problem are the : either game will affect levels in the other. For 
training levels, which are com- : example, snipe a few guys in a certain area on 
plete garbage. Wnat exactly was : your PSP and you'll find those guys have been 
Zipper training us for, to put up : taken care of for you on the PS2. 

BOTTOM 6 5 
LINE • 

> Concept Thirty minutes of 
inlense military shoaling action 
stretched over Jhree hours 

> Graphics: We're sure it's nol 
just ihe next-gen glitter in our 
eyes. Th~ game really doesn'I 
look good 

> Sound: A solid musical score 
accompanies the game's decenl 
sound effects 

> Playability: A Jired control 
scheme bogs down lhe single
player experience. But hey, 
there's multiplayer 

> Entertainment Well, 
depends Do you like SOCOM' 
> Replay Value: High 

Second Opinion 6 

If ever there was a franchise 
that got by solely because of 
the plattorm it exists on, it's 
SOCOM. Ask yourself this 
question: Would SOCOM 
have a fanbase if there had 
been any competition in 
the online space during the 
early days of the PS2? Like 
all three of its predeces-
sors, Combined Assault 
looks and plays like a relic 
from the dark age of video 
games. The framerate is 
crap. The environments are 
ugly. The weapons don't 
feel anything like real gun~ 
Controls are still substan
dard in that accessing your 
inventory is a huge pain. 
Both enemy and ally N is 
just shy of horrifically stupid. 
The list goes on and on, 
but the bottom line is that 
Combined Assault does 
almost nothing to improve 
on the mediocre SOCOM 
formula. Unless new multi
player maps are worth your 
$40, skip this enby and hope 
that Sony does something 
interesting for the inevitable 
PS3 sequel. - ADAM 
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PLAYSTATION 2 QUICKIES 
PLAYSTATION 2 

Star Trek Encounters 
> STYLE I OR 2-PLAYER ACTION/STRATEGY> PUBLISHER BETHESDA SOFTWORKS 
> DEVELOPER 4J STUDIOS> RELEASE OCTOBER 3 > ESRB EIO+ 

W 
hen I heard Bethesda 
was releasing what 
amounted to an 
arcade shooter with 

Star Trek ships, my inner Trekker 
started getting ornery. Now that I've 
played the budget-priced result, I 
think it's amusing that I find myself 
recommending the game to fellow 
enthusiasts. Sure, it's a little silly that 
the Enterprise is flinging itself around the galaxy taking out Klingon Birds of Prey 
to and fro, but there are some classic Trek moments to be had, from beaming 
off away teams to outrunning the shockwaves of exploding planets. Sadly, this is 
also an instance where you get what you pay for, and your 20 smackers is going 
to earn you some questionable controls, boring mission objectives ( enough with 
the scanning for warp trails), and some piss-poor graphics to boot. It's enough 
to warn away casual players, but more devoted fans will revel in all the Trek eras 
represented and even the game narration by the Shat himself. Set your expecta
tions at a reasonable level, and there's some fun to be found here.- MILLER 

PLAYSTATION 2 

Sega Genesis Collection 111111 
> STYLE I OR 2-PLAYER ACTION > PUBLISHER SEGA > DEVELOPER DIGITAL E(LIPSf/SEGA 
> RELEASE NOVEMBER 7 > ESRB E 

I 
know everybody's excited for downloading classic games on Nintendo's 
Virtual Console, but if you're looking for the best value for your old-school 
dollar the best choice is the Sega Genesis Collection. For the low price of 
$20, you get 28 of the best-loved (and in a few cases, least-loved) 16-bit 

games ever. Wnile it features a good number of Sega standbys like Sonic, Ecco, 
Phantasy Star, and the ubiquitous Altered Beast, I really love the inclusion of such 
underrated gems like Comix Zone, Ristar, and Sword of Vermillion. Everything 
plays just like you remember, which can be good (most of the time) or bad (did 
Alex Kidd always suck this hard?). Kudos for cool unlockables like classic arcade 
games and developer interviews.- MATT 

PLAYSTATION 2 

ATV Offroad Fury 4 111111.11 
> STYLE I TO 4-PLAYER RACING (UP TO 8-PLAYER VIA PS2 ONLINE)> PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA > DEVELOPER CLIMAX RACING> RELEASEOCTOBER 31> ESRB E 

T 
his series used to be 

- i"Uj;Mtf &WJ I!J1.l/J~ done by MX vs. ATV devel-
oper Rainbow Studios, 
and this title takes such 

inspiration from Rainbow's work 
that it's almost like it never left. Of 
course, "almost'' is the operative 
word here. Off road Fury 4 gives a 
wider selection of rides than just 
an ATV. However, this title misses 
Rainbow's attention to detail. 

Mid-air physics are absent, a shifting camera hampers tricks, the courses aren't 
as complex, and the variety of races just isn't there. The point-to-point races, 
however, are cool. Offroad Fury 4 has online, a track editor, and enough racing 
to make this a title that fans are going to enjoy. But trying to play catch-up with 
Rainbow isn't a race that this franchise is likely to win.-KATO 
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Wii 

The Legend of Zelda: Twilight Princess 
> STYLE I -PLAYER ACTION/RPG > PUBLISHER NINTENDO> DEVELOPER NINTENDO > RELEASE NOVEMBER 19 > ESRB T 

THE LEGEND CONTINUES 

T 
here are epics, and then there is Zelda. This 
long-running series, which boldly began 
with a cartridge made of gold, has become 
the very definition of a timeless classic. 

With each new Hyrulian adventure that has hit the 
market, Nintendo has built upon perfection. From 
the moment that Link first unsheathed his sword, 
this series has redefined how we look at video 
games. As monumental as each entry has been, 
nothing, and I repeat, nothing can prepare you for 

the adventure that unfolds in Twilight Princess. The 
debate that has waged for decades over which 
Zelda game should stand as the series' best will at 
long last come to a satisfying conclusion, as this is 
unquestionably the greatest Zelda yet. 

From A Link to the Past's complicated dungeon 
designs to Ocarina of Time's powerful swordplay, 
this series has made its mark mainly through its 
remarkable gameplay. As memorable as the char
acters and battles are, the story has always been 
used as a device that moves the player 
from one dungeon to the next. Through 
an intelligently written script, Twilight 
Princess breaks free from this crutch 
and now stands tall as a vehicle for 
storytelling. Depending on the events 
at hand, you may go for hours without 
learning of a new dungeon, and may 
instead find yourself immersed in 
gameplay segments that tie into and 
build upon the story. Even without 
spoken dialogue, the tale is highly 
cinematic, surprisingly moving, and 
so creative that it rivals the best that 
Hollywood has to offer. This is a much 
darker saga that dabbles with the power 
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of corruption much like Star Wars, but it's not the 
influence of evil that drives the pulse of this plot. 
It's the mysticism, the believability of the characters' 
emotions, and the visuals that continually make you 
say, "I've never seen anything like this before'.' 

Amazingly, you'll find yourself repeating these 
same words when you take in the gameplay. The 
story sets the tone and opens up new possibilities, 
but it's the gameplay that truly grips you. Every 
dungeon is a large and glorious creation, often 
keeping you confined and searching for the secrets 
to its puzzles for hours on end. The water temple 
in particular stands as a segment that made my 
brain spin in more different ways than anything 
I've encountered to date. The Wii's motion-sensing 
functionality also makes you play very differently. 
It would have been nice to see the remote track 
your sword-swinging motions as opposed to trig
gering pre-made animations, but it's a small gripe, 
especially considering how explosive the combat 

is and how much fun it is to use weapons like 
the bow. 

The selection of weapons and gadgets ranges 
from trusty staples like the boomerang to new 
inventions that lead to amazing new feats, such 
as a device that allows you to zip along rails. The 
game does a great job of exploiting every possible 
usage for these items, especially in the larger-than
life boss battles. 

This adventure also moves into uncharted terri
tory with the introduction of the wolf transforma
tion and a sidekick named Midna. The two go 
hand-in-hand. I won't spoil how, but let's just say 
that both have incredible effects on the gameplay, 
leading to amazing feats, brain-bending puzzles, 
and some of the flashiest animations to ever grace 
Zelda. I especially like how Link's combat prow-
ess is replicated perfectly as the wolf, but rather 
than brandishing a sword, he lets his fangs do the 
talking. Link's musical expertise is also expressed 

through the wolf's howling. 
The adventure itself is a hefty one, 

and that's without the seemingly end
less array of sidequests, minigames, 
and secrets. Similar to the statues 
you could unlock in Wind Waker by 
taking photos of the world's denizens, 
Twilight Princess will task the collector 
in you to find bugs (both male and 
female) for a creepy girl in Castle 
Town. This task alone can lead to 
hours upon hours of questing. 

There really is no better introduction 
to a new console, or a better game for 
that matter, than Twilight Princess. This 
is the game of the year.- REINER 

BOTTOM 10 
LINE 

> Concept: A darkly lhemed 
and lengthy adventure that takes 
Zelda's gameplay to the next level 

> Graphics: The detail won't 
blow your socks off, but few 
games are this crealive in their 
designs. The mon~ers are some 
of the best I have seen ~nee 
Princess Mononoke 

> Sound: The m16K in the 
tv.ilight realm ~ chaotic, yet sur
prisingly beautdul As always, the 
game's sound effects recall the first 
time that you Ml played Zelda 

> Playability: The Wii's motion
sen~ng technology pertectly 
handles Zelda's class,: gameplay. 
This entry also houses the m~ 
harrowing dungeons, most 
divme weaponry, and the widest 
assortment of side content 

> Entertainment: It nM< falters 
and never gets old 

> Replay Value: Moderately 
High 

Second Opinion 10 

Without a doubl Twilight 
Princess is a masterpiece. 
While t could knock 
it for its lack of voice-
overs, sometimes stilted 
animation, or poor texture 
mapping, the game is 
stunning in so many other 
ways that all its technical 
shortcomings are irrelevant. 
Originally, I had planned on 
waiting for the GameCube 
version to play this game 
with a standard controller, 
but the Wii controller works 
marvelously with Zelda. 
It deliver.; the swordplay 
in a fun way, and makes 
some of the puules 
and interactions more 
interesting. A big part of 
this perfect score however, 
has to go to the ingenious 
dungeon design_ Not only 
are they good, there are 
a lot of them and some 
surprising new tools make 
the exploration all the 
more charming. It's most 

• certainly classic Zelda, but 
you can feel an influence 
from Miyazaki, and it gives 
the game a wihimsical 
touch that I found to be 
unbelievably addicting. 
It's genius.-ANDY 



Wii 

Excite Truck 
> STYLE I OR 2-PLAYER RACING > PUBLISHER NINTENDO> DEVELOPER MONSTER GAMES 
> RELEASE NOVl:MBER 19 > ESRB E 

BURN IT UNTIL THE TANK RUNS DRY 

I 
t's not enough that Excite Truck 
uses the Wii's motion-sensing 
controller. Instead of just utiliz
ing it, it takes it and catapults 

it off of cliffs for monster air, sends 
it hurtling through valleys at insane 
speeds, and makes the console 
scream at the top of its lungs. 
Luckily, we're along for the ride. 

Developer Monster Games 
makes sure every moment of the 
races has you at the edge of your 
seat. One second you'll be twisting 
your controller to drift around cor
ners at blazing speed, and the next 
you'll hit a power up that sends 
you flying into the air. Although it 
doesn't invent anything revolution
ary for the arcade racing genre, 
this game is fun 
simply because it 
attains maximum 
thrills even in the 
mundane straight
aways. It's like 
the legendary Viv 
Savage said in 
Spinal Tap, "Have 
a good time all the 
time~ Exite Truck 
achieves this with 
good track design 
and a tremendous 
sense of speed. 
The Wii remote 
makes this game 
easy to enjoy, 
although there are 

a few problems here and 
there. If you get too far off 
the track your remote can become 
unresponsive, and this can also 
plague some of the mid-air tricks. 
Even if you don't bother with the 
tricks, however, you'll still be racing 
on the edge. 

As undeniably fun as this game 
is, its downfall is its lack of depth. 
You can burn through the initial 
difficulty setting in the career mode 
in a couple hours. The Challenge 
mode isn't as fun as the main 
races because it breaks up the 
non-stop action and has you focus 
on particular tasks, which you get 
in the normal races anyway. Also, 
the tracks' thrills don't really get 

progressively 
cooler as the game 

goes on. The state of the game's 
multiplayer is particularly regret
table. What could have been the 
life of the party, inducing wild 
gaming sessions, is neutered for a 
couple of reasons. Not only is there 
no online (which you can chalk up 
to Nintendo), but the split-screen 
cuts down on one of the game's 
most important assets - its sense 
of speed. 

Anyone getting a Wii should 
definitely play this game; just 
don't expect the thrills to last 
very long.-KATO 

BOTTOM 7 75 
LINE ■ 

> Concept Not just a good 
racing game for ihe Wii, a good 
racing game, period 

> Graphics: The game's sense 
of speed is awesome, and little 
touches make it look bette< than 
you'd think 

> Sound: The squealing guitar 
solos never dip below the 12th 
fret However, you can listen to 
your own tunes off an SD card 

> Playability: About as pick-up
and-pidy as you're going to find 

> Entertainmfflt: This game 
is an absolute blast to play, but 
sadly the multip\aye< doesn't 
hold up 

> Replay Value: Mode<ately 
low 

Second Opinion 8 

I'm qu~e pleased by l'Aiat 
developer Monster Games 
has accomplished here. The 
Wii racing controls work well 
enough to the point where 
I wasn't eveo conscious of 
them after a few hours. More 
importantly, this is a well
designed and fun racing title 
in its own rignt that doesn't 
rely solely on rnotion-sensi
tive thrills for its appeal. The 
morphing environments~ 
by at insane speeds, and 
the unique scoring system 
rewards you for laking as 
many risks as possible. 
Stringing togelher turbo 
jump after turbo jump is an 
amazing sensation, making 
this one of the most visceral 
racing games I've played 
since the Burnout series. My 
only complaint is that I want 
more - playing through the 
career mode only takes a 
few hours. and I didn't find 
the multiplayer or bonus 
modes to be particularly 
interesting.-MATT 

Wii QUICKIES 

Wii 

Super Monkey 
Ball: Banana Blitz 
> STYU I TO 4-PLAYER ACTION 
> PUBllSHER SEGA > DEVELOPER SEGA 
> RELEASE NOVEMBER 19 > ESRB E 

II This is an example of a 
game where the novelty 
of Nintendo's Wii control
ler can be deceptive - for 

a while. My first hour with Super Monkey 
Ball, which was also my first experience 
playing a Wii title since E3, was pretty 
pleasant I was impressed by how the 
little simians would move onsaeen at the 
slightest tik of my wrist And, for the most 
part, I can't complain about the 'Mi con
troller functionality during the main career 
mode. However, the more I played, the 
more I started to notice the flaws of this 
title, induding some very frustrating level 
design and new boss battles that did 
little to enhance the experience and a 
lot to anger me. The minigames, though 
numerous, are a mixed bag. They use 
the remote in unique ways, but I found 
very few to be really satisfying. Ultimately 
came the realization that, at the end 
of the day, t would have been happier 
playing this game with a conventional 
analog stick.- MATT 

Wii 

Trauma Center: 
Second Opinion 
> STYU I ·PLAYER ACTION 
> PUBLISHER ATLUS 
> DEVELOPER ATLUS 
> RELEASE NOVl:MBER 19 > ESRB T 

The first Trauma Center 
was an equal combina
tion of innovation and 
damning difficulty. Now 

Atlus has translated DS touch screen 
controls over to the Wii's motion-sens
ing. The new setup is smoother in some 
areas (syringes and draining) and trickier 
in others (scalpel slices), but is overall 
quite effective. Selecting tools with the 
nunchuk analog stick feels a lot faster 
and more intuitive than before, and all 
of the character art and music has been 
redone for the better. If you've never 
played this on the DS, Second Opinion 
is one of the few must-have Wii launch 
titles. If you're a Caduceus veteran, the 
new controls, multiple difficulty options, 
and new surgeries and tools will more 
than satisfy.-BRYAN 
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Red Steel takes the Wii's 
motion-sen~ng technology 
for a ride, allowing players to 
flip over tables with a forceful 
motion, enter sniper mode 
by stretching an arm toward 
the TV, and smrdfight by 
swinging the remote. Your 
arms are constantly moving, 
yet you never really feel 
like you are out of control. 
Ubisoft has done a bang-up 
job with the gameplay. When 
you get into the zone, you'll 
be popping shots between 
the eyes of your attackers 
with ease. The swordplay, on 
the other hand, is painfully 
diy. Not only do your ene
mies possess the aggr~on 
of sloths, you never really 
feel like your smrd strikes 
hit opponents. Red Steel 
is a mindless shooter that 
offers a different experience 
with its gameplay, but is by 
no means pushing the FPS 
genre foiward.-REINER 

Wii 

Chicken Little: Ace in Action 
> SffiE I OR 2-Pt.AYER ACTION > PUBLISHER BUENA VISTA GAMES > DEVEWPER AVAIANCHE 
SOFTWARE > RELEASE DECEMBER 12 > ESRB EIO. 

BETTER THAN YOU THINK 

W 
rite it off if you have to, but you 
could do a lot worse than the solid 
play mechanics offered by this early 
release for the Wii. There's a fun 

premise involved about the kids from Chicken 
Little getting a new Wii game that stars their own 
overblown alter egos. As the actual player, you'll 
be controlling the action as you run these carica
tures through the '50s sci-Ii world they call home. 
For what it's worth, you ought to have a pretty fun 
time doing it. 

It's hard not to recognize the similarities that 
Ace in Action shares with the much better 
Ratchet and Clank series. From music to art 
style to combat, this Disney title offers simpli
fied gameplay but a nearly identical aesthetic. 
Unfortunately, very few of the varied enemies 
or weapons are present to offer the crazy action 
that Ratchet so regularly delivers. 

On the plus side, this is an excellent showpiece 
for the Wii remote, which works great in deliver
ing solid aiming and movement in an uncompli
cated package that shouldn't scare off the kiddies. 
Levels are split between on-foot shooting, tank 
shooting, and hovercraft (you guessed it) shoot
ing. Of these, only the hovercraft takes some get
ting used to, as you move the nunchuck up and 
down to change altitude. Otherwise, the point
and-fire battles rarely disappoint. 

Not to oversell, Chicken Little's latest soiree is 
also filled with repetitive level design, a complete 
lack of challenge to forward progression through 
the game, and a few poorly balanced on-rails 
turret sections. It's the definition of basic action, 
but almost every element works the way it's sup
posed to.-MILLER 

BOTTOM 7 25 
LINE ■ 

> Concept: Chicken Lltlle and 
h~ friends pkJy the game loosely 
based on lhemselves. and a sc>fi 
shooter ~ the result 

> Graphics: Bright and explosive 
weapon effects and imaginative 
(but repeated) en~ronmental 
details. Fun to look a\ but 
unremarkable 

> Sound: Aaual voices from the 
movie are the standout and Adam 
West as Ace~ a perfect ft 

> Playability: Very accessible 
and functional controls With the 
brand new \\Ii remote. Simple and 
loo game control ~ the best part 
of this title 

> Entertainment Wlile unhlcely 
to capture the attention of exper> 
enced gamers, this launch 1-.indow 
luds franch~ ~ a pleasant surprise 

> Replay Value: Moderately 
Low 

Second Opinion 7.25 

While I'm bEtting you're 
ready to wrrte this off as just 
another licensed movie 
plartormer, fans of Ratchet 
& dank might want to at 
least give this game a lly. 
It doesn't offer a tenth of 
the awesome weapons or 
variety of the franchise from 
which rt takes most of its 
inspiration, but rt is a good, 
solid, run n' shoot experi
ence. Offering three basic 
gameplay modes - on-foot, 
hovercraft, and tank- there's 
enough here to satisfy both 
a younger audience and the 
parents that bought rt for 
them. I'm happy to report 
that the Wii controls work 
very well, save for a few hic
cups. If rt were more imagi
native in its level d~gn and 
less repetitive, I might be 
tempted to give it a much 
higher score. As it stands, it's 
still a solid early enlly in the 
Wii catalog. - MATT 



Wii 

Tony Hawk's 
Downhill Jam 
> STYLE I TO 4-PLAYER ACTION > PUBLISHER ACTIVISION 
> DEVELOPER TOYS FOR BOB > RELEASE NOVEMBER 14 > ESRB EIO+ 

IT'S CERTAINLY GOING DOWNHILL 

0 
none hand, 
Nintendo's Wii offers 
up a chance .for 
developers to create 

new and innovative product. 
On the other hand, the Wii 
makes some of the old tried
and-true video game series 
nigh impossible to execute 
to the same level they are on 
other systems. 

The Tony Hawk franchise 
is an unfortunate victim of 
this conundrum. While Tony 
Hawk's Downhill Jam takes 
the franchise in an interesting 
direction by basically turning 
it into a racing game with 
tricks and grinds, it loses 
its roots and finds itself 
treading dangerous and 
unexplored waters. 

Downhill Jam's play 
mechanics are simple. You 
hold the Wii remote like an 
NES control pad, and steer 
your onscreen character by 
turning it to the left or right. 
Grinds are executed with the 
1 button, and grabs are done 
with the 2 button. Combine 
those with the d-pad and 
moving the controller in vari
ous directions, and voila - you 
have a trick system. 

The system, while fine on 
paper, really doesn't require 
any skills. I was getting just as 
many points from smashing 
buttons and flailing my hands 
around as I was from seriously 
working on executing complex 

combos. So the trick system, 
while interesting, doesn't 
really matter, other than need
ing to pull off something every 
once and while just to keep 
up your speed. 

This sums the game up in a 
nutshell. While there is some
thing here, it's more novelty 
than a game. It took about 
four hours of simple one 
to two minutes runs for the 
game to even start offering a 
challenge, and even then it 
was just a question of finding 
the secret route hidden in the 
level and getting lucky once 
or twice. 

The features list reads like 
it was taken from a Gaming 
101 handbook with standard 
issue highlights like boards to 
unlock, different race types to 
"challenge" you, and outra
geous skating destinations 
like Machu Picchu to make 
you feel like you are truly 
radical. Combine this laundry 
list of features with high
school interactions with the 
other skaters with names like 
Crash, Jynx, and Tiffany, and 
the picture becomes clear. 
Tony Hawk's Downhill Jam is 
an unimaginative and often 
times annoying game that 
hangs its hat on a Wii control
ler interface that is interesting 
because it is different, but 
easily forgettable after a few 
short hours.-ANDY 

BOTTOM 5 
LINE 

> Concept: Since lhe Wii can't 
do "real" Tony Hawk, we get an 
awkward racin&'trick game 
> Graphics: The sense of speed 
is impressive, and the cartoon
ish graphics, while not grea, 
certainly get the job done 

> Sound: A halfway decent 
soundtrack bookends a plelhora 
of average at best sound effects 

> Playability: The Wii controls 
are simple, but you are never 
quite sure if it's luck or skill 

> Entertainment: More of a 
novel diver~on than a game 
> Replay Value: Moderately 
Low 

Second Opinion 4 

Downhill Jam spits in the 
face of the Tony Hawk fan
base with a loogie loaded 
with sloppy racing and mean
ingless tricks. The tracks are 
filled with eye-popping archi
tecture, but their designs do 
little to elicit exciting racing. 
You usually just have to find 
a shortcut (which are hidden 
about as well as the Golden 
Gate Bridge), and mash but
tons to perform tricks. The 
most difficult element in this 
game is not winning. If you 
bail. you are an idiot. The 
balance meter is incredibly 
forgiving, as are the trick 
landings. Downhill Jam has 
the potential to be the skate
boarding equivalent of SSX, 
but as it stands, it's about 
as much fun as playing with 
a skateboard that only has 
three wheels.-REINER 

Wii 

Wii Sports 
> STYLE I TO 4-PLAYER SPORTS> PUBLISHER NINTENDO> DEVELOPER NINTENDO> RELEASE NOVEMBER 19 
>ESRB E 

NOT WAVING, DROWNING 

T 
his game reminds me 
of gym class in ele
mentary school, where 
you don't play how the 

sport is designed to be played 
and the teacher adds made 
up rules so all the kids can 
feel good about themselves. 
None of these sports are fully 
fleshed out, and they simply 
represent a range of motions 
to perform with the controller. 
Fittingly, there's even a Wii 
Fitness mode where you play 
the games to get your heart 
rate up. At least in multiplayer 
you aren't the only person 
who looks like a fool waving 
the controller around. Here is 
our take on the minigames: 

Tennis: One of the weaker 
sports in the game, which 
inexplicably only offers 
doubles play. Unfortunately, 
you can't actually control the 
movement of your player, so 
there's not much to this mode 
of Wii Sports except to hope 
it reads your cross-court and 
down-the-line shots correctly. 
Warning: It may bring out your 
inner McEnroe. 

Baseball: Nothing more 
than a three-inning warm-up. 
This could have been more 
fun if you could actually field 
the ball, but that's handled 

for you. There's not much to 
pitching, but batting is cool 
and actually offers a modicum 
of bat control. 

Bowling: You can't bowl 
against the CPU, but this pretty 
much works as advertised. 

Golf: Beats out tennis for 
the weakest sport in the pack
age, primarily because the Wii 
sensor doesn't read the full 
range of your clubs' move
ments. I found the putting 
power to be erratic, and I didn't 
like how you automatically slice 
or hook the ball if you strike 
the ball at full power. 

Boxing: This sport pro
duces the most inconsistent 

onscreen actions. Playing it 
will remind you of that time 
you spazzed out and tried 
to punch Chad Peterson for 
giving you a wedgie in the 
fourth grade.-KATO 

BOTTOM 6 5 
LINE • 

> Concept An uneven intro to 
the system and its controllers, 
but at least it's free 
> Graphics: The game uses 
the Mii avatars on your Wii, but 
that's the only eye-catching thing 
about it 
> Sound: The tinny sound that 
comes from the Wii remote is 
starting to really bug me 

> Playability: Sometimes there 
are inconsistencies between your 
movements and what happens 
onscreen 
> Entertainment This is a sha~ 
low game by design, but it does 
offer some occasional fun 
> Replay Value: Moderately 
Low 

Second Opinion 7.25 

tt Wii Sports is any indica
tion of actual skill, then 
maybe I have a shot in a 
pro bowling league. Then 
again, it's probably good 
that I never pursued that 
career in tennis. Honestly, 
I had a little trouble decid
ing what to give this title 
because it doesn't really feel 
like a complete game. These 
five shallow mini-games 
might provide you and your 
friends with some early 
multiplayer fun, but will 
quickly fall to the wayside. 
Then again, we're getting 
this one for free. so I'll stop 
complaining.-BEN 
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This game reminds me of the 
days when the PSone and 
Saturn first came out and 
no one knew how to make 
a game in 3D. Elebits feels a 
little av.i<ward to control, the 
premise is a bit borin& and 
manipulating object in the 
environment can be a hassle. 
Oh yeah, and the boss 
battles are lame. I think years 
from now we will look back 
on this game sayin& "Hey, 
remember when games 
used to do this?" Then we'll 
smile and pat our buddy on 
the shoulder before going 
back to playing videogames 
with telepathy.- BEN 

Wii 

Rayman Raving Rabbids 
> STYLE I TO 4-PLAYER ACTION > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTPELLIER 
> RELEASE NOVEMBER 19 > ESRB E 

INSANITY 

B 
unnies and their 
plungers are a grave 
threat to national 
security. This, a lesson 

I learned from Michel Ancel's 
latest success, is but one of 
many important things to 
be gleaned through Raving 
Rabbids. It also becomes clear 
while playing that bunnies 
enjoy dancing to old Cyndi 
Lauper songs, a well-thrown 
cow can surpass the one hun
dred foot marker, and warthogs 
make for terrible racing steeds. 
This is one of the funniest 
games ever made, and a fan
tastic way to teach yourself the 
controls of the Wii while simul
taneously charming friends into 
understanding why you just 
spent a few hundred dollars on 
this new game system. 

Rayman has traditionally 
come to our doorsteps as a 
platforming hero. With his Wii 
premiere, he drops that title 
to become a master of the 
minigame. Raving Rabbids 
is little more than a string of 
those short but hilarious little 
assignments - whack a crazed 
bunny over the head with 
a mallet, spray carrot juice 
into the face masks of attack
ing scuba-diving bunnies, or 
deliver explosive packages to 
unsuspecting bunnies before 
they blow up in your face. 
Vvhile Ancel's seeming obses
sion with our 
long-eared 
lagomorphic 
friends has 
forced me to 
question his 
sanity, I cer
tainly can't fault 
his originality. 
The short 

events you participate in never 
cease to surprise and delight, 
and utilize a huge range of 
movements and actions that 
the Wii remote makes possi
ble. Most are also great fun to 
play, and those that aren't pass 
quickly. Unlockable costumes 
and songs drive you forward, 
but not so much as the desire 
to see the ever-changing atti
tude of the Rabbids towards 
Rayman. Beginning with 
homicidal tendencies directed 
at the little guy, you'll watch 
the slow transition as their 
demeanor shifts with his suc
cesses. It's a story told without 
words, through animations and 
sounds, and it works great. 

A scored mode for each 
minigame unlocks as you 
complete the story, allovving 
for yet more unlockables. In 
addition, a multiplayer compo
nent allows for some healthy 
competition if you've sprung 
for that pricey second remote 
and nunchuck. Rayman comes 
to the Wii offering that rare 
combination of engaging 
gameplay and laugh out loud 
humor. It's a great launch 
title that's a little limited by its 
scope, but will still have you 
coming back months later, 
if only to take out just a few 
more evil bunnies. You've 
really got to keep your eye on 
those guys.-MILLER 

BOTTOM 8 5 
LINE • 

> Concept: Compete in a series 
of gladiatorial minigames against 
killer hares to "'" your freedom 
> Graphics: An art style thars 
funny all by itself makes up for 
any lackluster texturing 
> Sound: Some of the strangest 
remakes of popular old songs 
ever, and the sound effects guys 
deserve some sort of prize 
> Playability: Almost every 
one of the games works and 
makes sense to play in a matter 
of seconds, with a few notable 
exceptions 

> Entertainment: Hugely 
amusing but lacking depth, ~·s 
still great fun 

> Replay Value: Moderate 

You haven't lived until you've 
watched a rabbit which 
happens to have a plunger 
stuck on its face, stumble 
blindly into the jaws of a 
bear trap. The goal of this 
insane game is to inflict harm 
on the bushy-tailed nation 
through dozens of hilarious 
minigames. Every movement 
that the Wii can recognize is 
exploited to create a won
derful variety of challenges. 
Most of these finely devel
oped games are demand-
ing of skill. In some cases, 
your nerdy physique will be 
pushed to shake violently 
for minutes on end. It's a 
workout. It's a test of skill. But 
more importantly, it's a blasl 
The humor and simplicity 
of play makes it the perfect 
party game, and something 
that everyone can quickly 
pick up and enjoy. -REINER 



Wii 

Madden NFL 07 

TINKERING WITH THE PLAYBOOK 

I 
magine you're a football player 
on a team with a new coach 
who is installing a whole new 
offense. That's what it's like 

playing Madden on the Wii. It's still 
the same football you know and 
love, it's just that the Xs and Os are a 
little different. 

That this Wii version manages to 
keep the complexity of the series 
while still being an easy-to-enjoy 
experience that utilizes the Wii con
troller at every turn is a good sign. 
You'll become comfortable with the 
controls the more you play, and 
some moves you'll like more than 
others. Although I was never able to 
get a handle on the kicking, I loved 
it. I also liked the passing, where my 
poise in the pocket - or lack thereof 
- translated directly to my on-the
field play. For instance, if I panicked 
and wanted to get rid of the ball, 

my body would naturally make a 
quicker motion with the control
ler even if I didn't want to throw a 
bullet pass. 

As good of a job as this game 
does of adapting itself to the con
sole without sacrificing its identity, 
it's not a perfect fit. Running back 
actions like jukes have to be done 
well in advance of when you need 
them, and the tightness and posi
tion of the controllers d-pad means 
you'll sometimes throw the ball 
to the wrong receiver. It's also not 
unusual to accidentally pump fake 
because you graze the B trigger 
while throwing. 

I definitely had some fun with 
this game, but when I was having 
trouble calling pre-snap commands I 
couldn't shake the feeling that for all 
this title's individuality, I'd still rather 
play regular Madden.- KATO 

BOTTOM 7 75 
LINE • 

> Concept: Flailing your arms 
around during a football game' 
This is what n must be like 10 be 
a cheerleader 

> Graphics: To my eyes, n 
looks worse than the current 
PS2veMO 

> Sound: The QB rails that 
emanate from your conlrolle(s 
speaker are lame 

> Playability: You will occasion
ally throw 10 the wroog recerver 
thanks to the d-pad 

> Entertainment I don't think 
you'U like all the Wii remote 
actlOOS. but everyone's going 10 
al least have one or lwo favorites 

> Replay Value: Moderately 
High 

Second Opinion 7.5 

If you're not bothered by 
noticeably last-generation 
visuals and a lack of online 
gameplay, Madden NFL 07 
fOf Wii offers a decent foot
ball experience. All your basic 
gameplay modes, induding 
minigames, building a fran
chise, and Create a Superstar 
are included. Even better, 
basic commands like run
ning. passing, and kicking 
wOl1( great with the Wri con
trols. The only area this con
figuration fais to deli\-oer is in 
pre--wp ~ Calling 
hot routes. sending players 
in motion, and sliding your 
protection can be a slow and 
painful proc& Choosing 
your defensive plays can 
be frustrating as well, since 
Tiburon forgot to let you aM
lyze the opposing team's per
sonnel package on the play-
calling screen. - BERTZ 



:• reviews 

XBOX 360 

Tom Clancy's Rainbow Six Vegas 
> STYLE I TO 4-PLAYER ACTION (UP TO 16-PLAYER VIA XBOX LIVE) > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTREAL> RELEASE NOVEMBER 20 > ESRB M 

LEAVING LAS VEGAS (IN ASHES) 

S 
ince Ubisoft brilliantly recreated the Ghost 
Recon experience with GRAW, my expec
tations as an avid Rainbow Sixer for the 
series' first Xbox 360 title were sky high. 

After seeing the gorgeously rendered Vegas strip 
from a helicopter, rappelling through casino win
dows with guns blazing, and exchanging lead vol
leys across a row of slot machines, it's hard to say 
that Tom Clancy's Rainbow Six Vegas didn't match 
or exceed all of those expectations. 

The story is classic Clancy: After a terrorist 
group hatches a dastardly plan to siege Sin City, a 
Rainbow team led by rookie Sixer Logan Keller is 
sent in to give hundreds of meres lead baths and 
tci protect the city's blessed slot machines, gam
blers, and ladies of ill repute. As in Ghost Recon, 
the plot unfolds within the game 
engine via digital feeds apprising 
Keller of the situation. 

This wouldn't be a Rainbow Six 
game if tactics didn't spell the differ
ence between life and death. The 
enemy Al is smarter than ever; they 
unload suppressing fire and move 
to flank you once they lock down 
your location. Positioning your team 
is critical to your success when the 
lead starts flying. Luckily, Ubisoft 
has improved the squad control by 
simplifying the system from Rainbow 
Six 3 and borrowing elements from 
GRAW. Directing your team is as 
simple as pointing your reticle to a 
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location and pressing a button. If your team arrives 
in a context-sensitive area like outside a door, a 
new menu of commands will become available. 
Keeping yourself alive is also easier with the vastly 
improved cover system, which pulls the camera 
out to a third-person view so you can examine 
your surroundings and peer around corners. 

Given the game's difficulty, Ubisoft Montreal 
smartly implemented a more forgiving player 
damage system like the one in Call of Duty 2. 
This will keep players in firefights longer, which is 
crucial because the game relies on checkpoints 
rather than manual game saves. If masochistic FPS 
veterans need a tougher challenge, the hardcore 
Realistic mode won't be as forgiving. 

While the single-player mode is great, the multi-

player may be the best thing to come to Xbox Live 
since Halo 2. Borrowing several front-end aspects 
from Battlefield 2, RSV features a ranking system 
that rewards combat exploits. Fraggers can level up 
to unlock new weapons, costumes, and gadgets 
while earning ribbons, medals, and achievement 
points for their online skills. Even the character 
customization goes deeper than ever before, with 
clan tags, face mapping via Xbox Vision, and armor 
customization that will make players balance pro
tection versus mobility. 

RSV features all of the classic multiplayer modes 
and a great mix of old and new maps that will 
keep clans and lone wolves striving for medals well 
into the next year. The best addition in the game, 
though, is without a doubt the four-player co-op. 

You and three of your friends can 
now experience the entire single
player campaign together as one 
Rainbow Six squad. Note to game 
developers: Every first-person 
shooter should feature this mode 
from this day forward. The only way 
Ubisoft could improve this mode 
would be to include the story ele
ments, which it inexplicably cut out. 

Fans of Rainbow Six, and 
first-person shooters in general, 
should not miss this game. As 
a co-op experience and as a 
tactical shooter, Rainbow Six Vegas 
sets a new benchmark for the 
gaming industry.-BERTZ 

BOTTOM 9 5 
LINE ■ 

> Concept: Terrorists altack 
America's adult playground, and 
the government responds by 
sending in its best counter-ler
rorism unit 

> Graphics: Ubisolt drtches 
the drab color palette normally 
found in Rainbow Six fo, the 
bright lights of Vegas 

> Sound: The sounds of whiz
zing bullets and slot machine 
melodies find harmony 

> Playability: Borrowed squad 
conlrol elements from GRAW 
+ new cover syslem = Jhe best 
Rainbow S~ conlrols yel 

> Entertainment: Who hasn'J 
felt the urge lo shoot a slot 
machine al Jhe casino? 

> Replay Value: High 

Second Opinion 9.5 

Rainbow Six Veg;r{ single
player campaign is deserving 
of praise for its uncompro
m~ing gunplay, intelligent 
leammate />J, and exciting 
hostage-saving scenarios. 
But it's only a small tasle, 
and a fairly insignificant one, 
when staded up against the 
game's multiplayer experi
ence. Whether you are gun
ning to earn a promotion 
by exacting headshots in a 
versus match, or find you15elf 
infiltrating a terrorist-held 
complex with three friends 
at your side in co-op, there 
are few games out there 
that deliver such intensely 
satisfying moments The 
team-based tactics amplify 
the excrtemen, but the one 
element that makes the 
multiplayer so dangerously 
addictive is the pitch-per-
fect gameplay. The cO\lef 

mechanic is, dare I Si!f it. 
better than Ghost Recoo's, 
and the targeting system is 
so precise that you'll feel like 
you were born wielding a 
gun. Simply pol Rainbow Six 
Vegas raises the stakes for 
coosole FPS.-REINER 



XBOX 360 

Superman Returns 
> STYLE I-PLAYER ACTION > PU BUSHER ELECTRONIC ARTS > DMLOPER EA TIBURON > RELEASE NOVEMBER 20 
> ESRB T 

THE WORLD WAS BETTER WITHOUT HIM 

L 
ook up into the sky! It's a bird! It's a plane! 
It's another crappy Superman game! When 
Superman donned a pixilated cape on the 
Atari 2600, he also contracted a curse. In 

the years that have followed, a long list of develop
ers, publishers, and incredibly talented people have 
attempted to make the Man of Steel soar in video 
games. Inspiration has been drawn from over 60 
years of comic history, five movies, and a fantastic 
animated series, but the result has always been the 
same - every game ends up being an epic disaster 
that only Lex Luthor could enjoy. Superman is the 
thoroughbred of video game characters, possess
ing an unrivaled list of powers. But thus far, his only 
contribution to gamers who aspire to hear the cape 
flapping behind them is the ability to steal their time 
and money. 

The qustion now is: Is it even possible for a devel
oper to create a respectable Superman game, or 
is this iconic character the digital white whale? The 
development team at EA Tiburon, which consists 

of over 140 people, would tell you that they played 
the role of Captain Ahab, laboring for years to usher 
in another super-sized disappointment. Superman 
Returns may be another loss for the son of Krypton, 
but it isn't a complete waste. EA was definitely on 
the right track with this game. 

The one area that all developers have struggled 
with is making Superman feel super. This isn't so 
with this game. Within just seconds of play, it cap
tures your imagination and makes you believe that 
a man can fly. Never before has flight felt so natural 
or so powerful. Gracefully weaving between the sky
scrapers that make up Metropolis' skyline produces 
an amazing feeling. Better yet, you can't even begin 
to imagine how good it feels to rip through the 
clouds at over 800 mph. 

Knowing full well that Superman is impervious to 
harm, EA decided to focus on his love of the citizens 
of Metropolis. Rather than giving Superman a health 
bar, the game instead offers a meter that gauges 
the well being of this flourishing city. While you do 

find yourself darting across town to douse fires far 
too often, the majority of your time is spent battling 
gigantic monstrosities in the city streets as you follow 
a painfully linear story arc. Sadly, this is where the 
entire game unravels. Superman can certainly fly, but 
he fights like a sissy. 

I love the idea of punching something so hard that 
it flies up through the stratosphere, but not when it 
means that I have to accomplish this feat through a 
shoddily executed combo. The hand-to-hand combat 
is difficult to control, and Superman's heat vision and 
freeze breath are two of the most unsatisfying weap
ons I have ever seen in play. 

Superman Returns succeeds in areas where all 
other Superman games have failed, allowing players 
to experience what it's like to rocket through the 
sky and look down upon the mortals of the world. 
But alas, not even the most powerful man on the 
planet can save a bad action game. EA focused on 
the fligh~ but was unable to make any other feat 
enjoyable. - REINER 

:• reviews 

BOTTOM 6 
LINE 

> Concept: Not jUSI a movie 
game. Comic conlenl is injected 
inlo the story from ihe film, but 
sadly, none of d stands out The 
only redeemable qualdy in 1his 
game is flying 

> Graphics: Superman looks 
like a brain-dead doofus, and 
Lex Luihor looks more like 
Benny Hill lhan Kevin Spacey. 
The cdy of Metropolis. however, 
is a beauliful sigh! 

> Sound: Breaking lhe sound 
barrier is music 10 my ears. And 
jusl so you know, Superman 
sounds like a moron, 100 

> Playability: You guessed ii... 
Superman fighlS like a ninny. 
The only thing he's good for 
is flying. If he's not doing Iha, 
yoo'II wanl to drag him out 
back and shoot him 

> Entertainment: It's short. 
completely uneventlul, and 
only wo<1h playing as a flighl 
simulato, 

> Replay Value: Low 

ifo.i:i·i·l·ii:ii·i:l if1 
This is the lowest score I've 
ever given to a game that 
I like certain parts of so 
much. AJ. long last. this is 
a title that makes me feel 
like Superman, as he flies 
above Metropolis al insane 
speeds, rocketing from place 
to place in defense of truth, 
justice, and the American 
wwt- Add a massive IWlfd 
and some amazing sound 
and music, and there's a lot 
to be excited about Sadly, 
d lakes a lot more than that 
to be a good game, and 
Superman would have been 
better off spending another 
five years in space than 
coming bade to star in lhis 
squandered opportundy. The 
overly muscle-bound fonn 
of Brandon Roulh in tights 
is forced lhrough a string of 
missions as mind-numbing 
as Lex Lutho(s head is bald. 
Major story encounlers are 
few and I.Jr between, and 
rarely relate to what's going 
on in lheaction. While the 
game is way too short. 
it's artificially inflated by 
throwing meaningless and 
repetitive minion battles 
at you, one after another. 
Hopelessly linear and 
lacking in any true character 
development dramatically or 
substantively, it's like being a 
kid with lhe greatest sandbox 
ever and the most boring 
adult in lhe world telling you 
how to play in it I love being 
Superman in lhis game, 
but I hate v.flat I'm forced 
to do with him in lhis failed 
experiment. -MILLER 
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XBOX 360 

Dead or Alive Xtreme 2 
> STYLE t OR 2·PLAYER ACTION/SPORTS (2-PLAYER VIA XBOX LIVE) > PUBLISHER TECMO > DEVELOPER TEAM NINJA 
> RELEASE NOVEMBER 20 > ESRB M 

■ Watersliding Is among 
the new minigames 

THE GIRLS OF SUMMER 

T 
here's something I find a bit baffling about 
this series. Of course, a large part of DOA 
Xtreme's appeal is obvious: watching gor
geous women frolicking around in skimpy 

bikinis has been a staple of men's entertainment 
since the two-piece was invented. However, this 
game is amazingly out of step with most of the titles 
I play from month to month. As games like Gears of 
War continue to push towards new levels of tension 
and intensity, Xtreme 2 ambles along at a relaxed 
pace - it's quite literally a day at the beach. However, 
under the fun and sun is a leerin& creepy vibe that I 
find a bit disturbing. 

Most of the time, it barely feels like a game at all, 
rather a tropical vacation in a land where wearing 
a g-string qualifies as being ' fully clothed~ You can 
pursue the various activities available to you at your 
leisure, whether it's playing some beach volleyball, 
riding jet skis, or just watching the pretty ladies sun 
themselves by the pool. 

The volleyball, although it has been erased from 
the game's title, is still the most accomplished and 
deep part of this fairly slight gameplay package. 
There is no career progression per se, although 
trying to woo new partners with gifts and flattery is a 
game all unto its own. The basic mechanics and feel 
remain fluid and satisfying. My only complaint is that 
when the camera shifts to your opponents' side of 
the ne~ you sometimes can't see your character in 
the backcourt, making it hard to get into position. 

Last time around, there wasn't a whole lot to do 
except ogle the talent and play volleyball, a concern 
that Team Ninja has addressed by adding some 
new minigames like Tug-o-War, Beach Flags, and 
(believe it or not) Butt Battle. In addition, there is 
a mode devoted to jet ski racing that clearly takes 
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its cues from Nintendo's WaveRace series. The 
pool-hopping game and the casino from the 
first game also make appearances. While all 
these add a bit of variety, none of the gameplay 
offered enough to keep me interested over 
the long term, meaning that the core of the 
experience is still basically volleyball, gift givin& 
and babes. 

The babes themselves, unsurprisingly, look 
gorgeous. Team Ninja aeates some of the 
best graphics in the business, and Xtreme 2 is no 
exception. Everything is rendered beautifully, and 
the water effects in the Jet Ski races are a sight to 
behold. One thing I found a bit odd, however, were 
the ... ahem ... breast physics. They've been taken to 
the "next level" - a level at which normal human 
breasts seem to be sentient beings hell-bent on 
escaping the confines of their host body. 

All of this points out my biggest problem with the 
game, which is that the characters - despite the 
level of depth that there is in the subtleties of gift 
giving and partnering up - aren't really women at 

all. Aside from the obvious problems with present
ing such unrealistic body images, there's something 
disappointing about the way these hypersexualized 
characters are portrayed as childish, vacant, silly, and 
vain. They either like the gift you gave them or they 
don't, and have little to say other than snippy put
downs or chirpy compliments. Now, I'm not against 
eye candy for eye candy's sake, but there's some
thing that feels cold and voyeuristic about Team 
Ninja's games tha~ quite frankly, bothers me. 

That said, this is a well-made if not extremely 
ambitious title that will definitely please its fans. I'm 
just not sure I'm one of them.-MATT 

BOTTOM 7 5 
LINE • 

> Concept A retlf!l to Lid 
Island. a trop,c.11 paradise where 
the "'1lleyballs roam and btbl~ 
runmld 

> Graphics: It's dearly runmng 
on the same engine as 00A 4, 
and the sand. sun, and babes 
lool: as beautJfu as yoo' d e,cpect 

> Sound: Remrlds me al 
the music yoo' d hear at ao 
Applebee's in Canrun 

> Playability: The voll~II ~ 
rock solid, but the jet ski races 
aren't going to make you forget 
WaveRace or Splashdown 

> Entertainment: Like a beach 
vacation. n's a pleasant lark un~I 
boredom starts to set IO 

Second Opinion 7 

You know how tons of guys 
have a copy of M(IX]m Of 
Stuff sitting on their coffee 
tables, but very fewv.ill 
display a Plo)'Doy? That's 
because the latter makes 
them look hke a homdog, 

• While there is plenty of 
skimpy attire and jiggling m 
the main DOA series, at least 
you can justify ~ all wrth the 
excellent fighting S)'Stem. 
DOAX2 is completely 
focused on ogling instead 
of gameplay, and makes no 
effort to hide it Sure, you 
could find better volleyball 
and jet ski games elseMiere, 
but the minigames and 
the rest are completely 
serviceable. Plus, if your 
girffriend comes <Ner, you 
can always sv,;1ch <Ner to 
the nighttime cas,no mode 
l'Alere the only hot chicks 
onsaeen appear as statJc 
images on the playing cards 
themselves.-BRYAN 



XBOX 360 

Viva Pifiata 
> STYLE 1-PLAYER SIMULATION > PUBLISHER MICROSOFT > DEVELOPER RAREWARE > RELEASE NOVEMBER 10 
> ESRB E 

THE CIRCLE OF LIFE 

T 
ake a good look at the animals 
on this page. Cute, aren't they? 
Now, picture yourself ordering 
these happy-go-lucky creatures to 

procreate. When their adorable little baby 
is born, you can sell it to turn a profit. 
Once the toddler is loaded onto the truck, 
it's your duty to force the mother and 
father to produce another money-fetch
ing babe. Trade in enough children for 
coin and you'll have the funds needed to 
build a structure that will enable another 
species to start popping out little ones. 

Before long, you'll become a soulless 
machine that specializes in nothing but 
tearing families apart for a quick buck. 
Shudder in fear if you will, but this is 
exactly how I played Viva Piiiata. 

Of course, this isn't just a breeding 
simulator. The primary goal is to build a 
garden that attracts wild animals. Some 
species may be lured in by the plant life 
and food. Others may look for creatures 
that serve as their primary diet. A few 
types of animals will only enter your 
garden if your experience level is high 
enough. In building the perfect habitat, 
you must also lord over the circle of life 
within it. This is where most of your time 
is spent. Unlike animals in the wilderness, 
these ones need to be pampered and 
cared for. They need food. They need 
shelter. They need friends. They even 
need to be treated for illnesses. The inter
action with the animals is limited, but you 
will have the ability to name them, and 
if you get really cra-ry, purchase clothing 
for them. When your habitat fills up, you 
won't have a second to breathe, as you'll 
constantly be moving from one animal 
to the next. 

The gameplay is incredibly simplistic, 
and in some cases, far too repetitive. 
Your list of abilities is short: pounding 
sun-dried dirt, planting seeds, watering 
plants, telling animals to get it on, and 
placing objects in the habitat. 

For the most part, the functionality of 
these commands is handled well. For 

instance, laying down an entire field of 
grass is as easy as clicking and holding a 
button. The dirty work in the game is left 
up to NPCs. With the proper funds, you 
can pay them to build structures, deliver 
crates to other people playing Viva 
Pinata, and remove animals from your 
habitat. As the game progresses, and 
your garden fills up, you can even hire 
some help to do the basic functions for 
you. Your duty is mostly to sit back and 
watch what happens, then react, hoping 
that your previous actions allow for the 
funding of your next set of moves. 

The one area that could have used 
some serious work is the breeding 
minigame. Before the animals can get it 
on, they first have to find their love for 
each other. This bond is created through 
a minigame that has the male creature 
navigating a bomb filled maze. The 
gameplay is decent, but you'll find your
self playing it over and over again. 

Viva Piiiata may be based on a 
children's cartoon, but I wouldn't neces
sarily say that the youngsters who watch 
the show are the target audience. Rather, 
people who enjoy god games and 
simulations are. This game-doesn't offer 
up the strategic richness of a title like 
Populous - not by a long stretch - but 
it does take this genre down a different 
path. As a fan of this genre, I have to 
report that Viva Piiiata was just a bit too 
simplistic for my blood, but I did have a 
great time watching the animals flourish 
in my world. The graphics are incredible, 
and each animal offers a wide range of 
hilarious animations. I especially like how 
death is handled with an animal explod
ing into candy. 

With that said, I can, however, rec
ommend this game as a good primer 
for kids and adults alike who aspire to 
explore the greater world of god games. 
It moves at a nice pace, it is never con
fusing, and it does a great job of holding 
your hand and showing you what to 
do next.- REINER 

:• reviews 

BOTTOM 8 
LINE 

> Concept: A god game for 
beginners 

> Graphics: The vibrant colors, 
Pixar-like animations, and highly 
detailed character models com
bine to create one of Xbox 360's 
finest spectades 

> Sound: Chock full of playful 
melodies. ridiculously over-exag
gerated character voices, and 
sickeningly adorable animal 
sounds 

> Playability: There's a lot of 
activity in your habita~ but the 
interaction is far too simple. You 
mostly just pertorm daily chores, 
then stand around and wait for 
something to happen 

> Entertainment: It's cute and 
different but far too repetitive 

> Replay Value: Moderately 
High 

Second Opinion 7 

Viva Piilata, Miaosoft and 
41<ids Entertainment's 
attempt al creating an an~ 
mated TV show/video game 
sensation, is an interesling 
potpourri of influences. The 
game combines elements of 
any number of offbeat titles 
from recent years, including 
Harvest Moon, Animal 
Crossing, and PokffilOll. 
Developer Rare continues 
to show its visual skills, cre
ating a day-glo mrld that 
has a look rve never seen 
before in a game. A large 
part of the pleasure of play
ing Viva Piflala comes from 
transfo,ming brown dirt 
into a lush paradise. Thele 
are certainly parts of the 
game I like, especially the 
easy-to-use interlace and 
the humorous antics of the 
animals. Still something is a 
bit off about the entire pack
age. Often, I found myself 
either bored and wanting 
something to do, or over
ooelmed by lr/ing to fostef 
my misbehaving menagerie 
of pinatas. I fear this game 
might find itself struggling to 
find an audience, too com
plex for the kids that love 
the show and too shallow 
for adults.-MATT 
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■ Missile units can be 
useful, but are nothing but 
dead meat without support 

PC 

Medieval II: Total War 
> STYLE 1-PLAYER STRATEGY (UP TO 8-PLAYERVIA INTERNET OR LAN)> PUBLISHER SEGA 
> DEVELOPER THE CREATIVE ASSEMBLY > RELEASE NOVEMBER 14 > ESRB T 

MAKE WAR, NOT MONEY 

A
s much as I love the Civilization series, I'll be 
the first one to admit that it's not for every
body. Thankfully, The Creative Assembly's 
Total War franchise is here to satisfy play-

ers who prefer to avoid the minutia of building an 
economically viable empire in favor of trampling 
their rivals under the boots of an unstoppable army. 
Medieval II: Total War trims the bells and whistles off 
of empire management in order to dig deeply into 
the tactics and strategy of conducting continent-span
ning wars. More importantly, this game does it very, 
very well. 

The basics of economy-building and city develop
ment are certainly a crucial part of victory, but their 
streamlined implementation has players spending 
a mere fraction of their playtime ( or almost none, 
depending on how much you let the Al governors 
take care of your settlements) on them. Likewise, 
diplomacy with your neighbors and the Pope are 
crucial to success, but simple enough that they don't 
take away from the real meat of the gameplay: 
recruiting, training, upgrading, deploying, and com
manding your armies in battle. 

A reasonably well-made "auto-resolve" feature 
allows players who prefer imperial matters to the 
nuts-and-bolts of combat to skip the fighting ( or 
simply let the computer determine the outcome of 
minor skirmishes that aren't worth your time), but 
the big battles that determine the fate of empires 
are what make this title stand out. Whether you're 
laying siege to an enemy stronghold or making a 
stand in the open field, these epic clashes (with 
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potentially over 1,000 troops on either side) 
are amazing. 

The number of considerations that command
ers have to take into account is large enough 
to feel authentic without being unmanageable. 
Terrain plays a huge part in crafting an effective 
strategy; for instance, the strength of cavalry is 
very dependent on having open, flat ground to 
bring their devastating charges to bear. Storms 
can greatly reduce the efficacy of your missile 
units, while bottlenecks in the lay of the land 
can allow iniantry to truly shine. The morale 
and energy level of your troops are likewise 
critical without being obnoxious to deal 
with - taking advantage of the thundering 
charge of a company of knights to break the 
will of your enemies, while preventing the 
same thing from happening to you, is just 
the tip of the iceberg on how these seem
ingly peripheral concerns can make or break 
an army. 

Historical scenarios, multiplayer, and the 
ability to play as several different factions 
in the main campaign just add to Medieval 
ll's draw. There is a metric ton of game to 
be enjoyed here, and I heartily recommend 
it to anyone with a lick of interest in the 
subject matter. Small annoyances, like a 
mediocre overworld interface and the occa
sional unit Al breakdown in the RTS battles, 
are nowhere near enough to diminish this 
game's overall genius.-ADAM 

■ Generals and their accompanying bodyguards 
are amazingly powerful troops, but woe betide 
the army whose leader falls or is c.iptured 

BOTTOM 9 25 
LINE ■ 

> Concept: Take over medieval 
Europe in one ol the most epic 
empire-building simulations 
to date 
> Graphics: Much of the game 
looks very average, but the 
trtanic clashes of massive armies 
are some ol the best-looking RTS 
battles around 

> Sound: Somewhat delinquent 
compared to the rest of the 
game, but who needs sound 
when you've got a continent to 
conquer? 

> Playability: Troops are 
noticeably less brain-dead th~ 
time around, which makes all the 
difference in the world 

> Entertainment: Armchair 
emperors won't find much of 
anything better than this 
> Replay Value: High 

Second Opinion 8.75 

This game might be deeper 
than an Ayn Rand novel. You 
are tasked with taking care 
of troop movements, city 
taxation and upkeep, and the 
deployment of merchants. 
diplomats, and spies. You 
can travel to the Americas 
and battle the Aztecs, or 
participate in a Cnusade on 
the Holy Lands. The learning 
rurve can be a little steep, but 
after you pour a couple hours 
into lhe game it sucks you in 
like any good strategy game. 
Thefe is always one more 
little thing you want to do, 
so this game could keep you 
up until the wee hours of the 
morning if you're not careful. 
I do have a few complaints 
about this game, though. 
Watching the computer Al 
cycle through rts turns was a 
little boring. especially later 
on in the game as the world 
opened up. And I could 
never quite shake the fact 
that the little historical bits 
felt like a Sunday afternoon 
PBS special. But these minor 
issues don't really ruin the 
experience. Anyone familiar 
with the series, and strategy 
fans in general, will be happy 
with this sequel. - BEN 



Warhammer: 
Mark of Chaos 

> STYLE l ·PlAYER STRATEGY (UP TO X-PLAYER VIA INTERNET OR LAN) > PUBLISHER NAMCO 
BANDAI > DEVELOPER BLACK HOLE GAMES> RELEASE NOVEMBER 14 > ESRB M 

ORCS, 

D 
espite this title's great potential as 
showcased at E3s past, the final prod
uct has turned out to be yet another 
pretender to the real-time strategy 

throne. Warhammer: Mark of Chaos is perfectly 
competent across the board, and yet the game 
fails to gel together into anything to get excited 
about. Games Workshop's long
standing Warhammer franchise is 
being aggressively adapted to the 
video game space, but even fans of 
the tabletop game would be better 
served with Relic's fantastic Dawn of 
War series of RTS titles or Mythic's 
upcoming MMORPG. 

Lacking any sort of base-building 
or resource-gathering. Mark of Chaos 
has to get by on the RTS combat 
that makes up the majority of the 
gameplay. Unfortunately, the battles 
fail to distinguish themselves in any 
meaningful way from what we've 
seen in the genre for years. Morale 
and unit energy levels are nice addi
tions, to be sure, but even those 
are used to much better effect in 
Medieval II: Total War (see review 
on page 112) . Heroes add some 
distinction to the gameplay with 
their RPG-like experience gain and 

customizable skill trees, but at the end of the day, 
even these powerful characters too often end up 
being a simple vehicle for firing off a special abil
ity every so often. 

The tactics that you'll find yourself using in 
Mark of Chaos are much the same as in any RTS. 
Match your strength to the enemy's weakness, 

hold cavalry in reserve for flanking maneuvers 
if you can, and hope the dice come up in your 
favor. Because there's no in-battle recruitment 
and no way to know what you'll be up against, 
the huge selection of unit types and counters 
largely goes to waste. Sure, it's entertaining to 
see some trolls wipe the floor with masses of 

enemy infantry, but lacking on
the-fly flexibility in your army's 
composition means that you're out 
of luck if your foe has a counter 
ready. Similarly, hero duels (which 
allow them to square off in single 
combat to the death, no armies 
allowed) invariably go to the 
person who spent more points in 
their •dueling" skill tree - which, 
of course, gimps them in terms of 
leading an army. 

There is some tactical entertain
ment to be had here, to be sure. 
When the game is firing on all 
cylinders, the battles are frantic and 
fun. Unfortunately, that's a some
what rare occurrence. Choosing 
one of the many other stellar 
RTSs, even in the no-resource 
sub-genre, will be a better option 
for all but the most die-hard 
Warhammer nut.-ADAM 

BOTTOM 6 75 
LINE • 

> Concept Faithful!>/ translate 
the intricate Warharnmer tabletop 
rufeset into a real-time strategy 
~ugfest 

> Graphics: On a high-end 
machine the detail in the troop 
models ~ amazing. though envi
ronments remain rather bland 

> Sound: Just because a charac· 
ler is evil doesn't mean they need 
a bad voice actor 

> Playability: Standard point
and-dick RTS con~of shouldn't be 
a hurdle for anione 

> Entertainment Unless the 
Warhammer !ranch~ gets your 
inner nerd an hot and bothefed, 
there are countless better RTSs to 
choose <:Ne< lhis average effort 

> Replay Value: Moderate 

Second Opinion 7 

Imagine you've spent the 
greater portion of your lffe 
hunched over in your base
ment painting Wamammer 
miniatures, readying them 
for battle (someday). As 
much time and care as 
you've invested in them, 
I bet you never imagined 
they'd be obliterated in one 
fell WIOOP-Mark of Chaos' 
focus on pure combat may 
seem a little odd given the 
premedrtated nature of the 
real~ffe game, but it makes 
for a good choice in the 
end. As much as this game 
is aH about simply going 
toe-to-toe with a foe, it does 
attempt to fill itself out with 
various unit-building mea
sures available in towns. 
Despite this and the fact that 
I wouldn't want my forces 
to be involved in routine 
resource gathering, I do feel 
the game is missing some 
depth. Perhaps you'll find 
it in Mark of Chaos' army 
creation feature where you 
can paint your soldiers, but I 
didn't play this game to reek 
of Testors.-KATO 
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NINTENDO DS 

Castlevania: Portrait of Ruin 
> STYLE !·PLAYER ACTION/RPG (2-PLAYER VIA WIRELESS OR NINTENDO WI-Fl CONNECTION} > PUBLISHER KONAMI 
> DM LOPER KONAMI > RELEASE DECEMBER 5 > ESRB T 

E 
very time a new 2D 
Castlevania comes out 
I'm afraid that I'm going 
to get sick of stopping 

Dracula's nefarious schemes. 
The latest entry in the series, Portrait 
of Ruin, keeps Konami's decade-long 
perfect streak alive. Though the basic 
exploration and combat formula has 
remained unchanged since 1997's 
Symphony of the Night, enough new 
features and fresh content have been 
introduced to make this as thrilling of 
a quest as any in the franchise. 

Putting two characters in the 
player's hands proves to be an 
ingenious way of expanding on 
Castlevania's bread-and-butter action. 
It's been done before, but Portrait of 
Ruin's system is particularly smooth 
in execution. Some encounters are 
much easier with the Al controlling 
the second character; other situations 
are best dealt with by calling them 
in briefly for a quick special attack; 
others are simplest when going it 
alone. How they are equipped plays 
a large role in the strategy as well; the 
breadth of options at your disposal 
allows for a lot of creativity in over
coming the endless hordes of evil 
that stand in your way. 

Portrait of Ruin's environmental 
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gimmick of having the 
player dive into portraits 
created by the castle's 
master provides a nice 
change of setting from 

the castle's dank corridors. It's a pity 
that all of the themes are reused at 
the end of the game, but taking on 
the undead in a sand-swept ruined 
city or a twisted, gravity-defying carni
val is yet another reason to jump into 
Castlevania's world once again. 

As has become customary for the 
handheld entries in the franchise, the 
boss battles range from challenging 
to ego-crushingly difficult I suspect 
that most gamers, like myself, will 
appreciate the challenge and sense 
of accomplishment that comes along 
with triumph in these epic battles. 
More casual players could be turned 
off by the difficulty, though, especially 
since it spikes noticeably for the 
boss fights. 

The exceedingly minor irritation 
of reused environments is the only 
negative comment that I have about 
Portrait of Ruin. Unless the Metroid
like gameplay formula of modern 2D 
Castlevania is anathema to you, this 
will quickly become one of the most
beloved titles in your DS library. Don't 
miss out if you can help it-ADAM 

BOTTOM 9 
LINE 

> C~ Iterate once again 
on the 20 Castlevania formula. 
This time with style! 

> Graphics: Butte,y smooth 
animations bring the evil castle 
to vibrant lrre 

> Sound: As always, the score is 
a high point I do want to punch 
Charlotte eve,y time she shouts 
the name of her attack, though 

> Playability: The huge variety 
of weapons, special attacks, and 
enemies keeps the 20 action fresh 

> Entertainment The thril~ are 
huge and the flaws minor in this 
supremely polished adventure 

> Replay value: Moderate 

Second Opinion 9 

How do these games keep 
being so much fun? I've 
already experienced a lot 
of what Portrait of Ruin has 
to offer, and yet I'm still 
completely happy to be 
wandering the castle, slay
ing undead deaning ladies, 
and finding better whips. 
This time, the gimmicky 
addition of a second char• 
acter adds some variety, as 
well as some clever coop
erative actions that gain 
you access to otherwise 
out of reach zones. I also 
liked the various portra~ 
worlds scattered throughout 
the castle; spending some 
time in an Egyptian tomb 
fighting mummies helps 
ease the tedium of endless 
Gothic castle backgrounds. 
Enemy designs are amaz
ing, bosses are challeng-
ing, and secret areas and 
endings are abundant In 
short, it's all you want out 
of a Castlevania game, and 
continues a string of one of 
the best handheld lranchis
es around.-MIUER 

PSP 

SOCOM: U.S. Navy SEALs 
Fire Team Bravo 2 
> STYLE l·PLAYERACTION (16-PLAYERVIAAD HOC OR INFRASTRUCTURE) > PUBLISHER SONY 
COMPUTER ENTERTAINMENT AMERICA > DEVELOPER ZIPPER INTERACTIVE 
> RELEASE NOVEMBER 7 > ESRB T 

MORE OF WHAT YOU LOVE/HATE 

I 
applaud developer Zipper Interactive for 
putting in a lock-onto feature in their PSP 
games instead of bullheadedly plowing 
forward with a shooting formula that doesn't 

work for the system. That said, they still haven't 
been able to get this feature to work very well. 
In the last game the lock-on made FTB too easy, 
basically allowing you to lock onto enemies 
before you could even see them. Zipper 
Interactive has fixed this problem, but now you 
can't lock onto enemies ( even when you see 
them) unless you are within a certain distance. 
Adding to this problem is a completely unintui
tive free-look system; sometimes enemies will 
be in your bling spot, making it difficult to retain 
the element of surprise. 

Oddly enough, the single-player campaign 
is still more enjoyable than its PS2 brother. At 
the very least this does a better job of walking 
you through the first level and teaching you the 
ropes. Plus, using the Command Equity Points 
you earn during missions to unlock additional 
weapons and upgrades is pretty cool. 

But FTB's saving grace is its multiplayer, the 
only real reason to play this game. A lot of the 
single player problems evaporate when you go 
online and sample any of the eight multi player 
modes FTB 2 has to offer. It does feel like some 
(though not all) of the skill is sucked away by 
the lock-on controls, but that won't keep you 
from having fun. And there is that thrill of being 
able to play deathmatch on the go. Sure, it's 
not the only game to do portable multiplayer, 
but it's one of the better ones, so if that's 
what you' re looking for then maybe FTB 2 is 
your game.-BEN 

BOTTOM 7 5 
LINE ■ 

> Concept: Ve,y similar to the 
console games, but with different 
problems 

> Graphics: Looks about as 
good as its PS2 counterpart, but 
that isn't saying much 

> Sound: Sounds about as good 
as its PS2 counterpart, and that is 
saying something 

> Playability: The button layout 
has been squished down into 
about as compact a form as n 
can handle, and fortunately I is 
passable 

> Entertainment: The camera 
is a little too zoomed in, and 
since the free look mode in this 
game sucks, the camera is not 
always facing where you want it 

> Replay Value: High 

Second Opinion 8 

For perhaps the first time 
ever, the PSP version of a 
cross-platfomn PSP/PS2 title 
is better. Fireteam Bravo 
2 has benefited from the 
tight constraints ol the 
PSP's hardware, and devel· 
oper Zipper has created a 
tightly engineered, polished 
product that is among the 
better titles available for the 
system. The thoughtfully 
laid out controls respond 
very well making it simple 
to access even the most 
esoteric portions of your 
SEArs loadout. Multiplayer 
is a huge part ol this title's 
appeal as well, ~ a variety 
of gametypes and maps that 
should appease the most 
rabid of SOCOM fans This 
little game should serve as 
an adequate holdover until 
we see a next-gen entry in 
the franchise. - ADAM 



GAME BOY ADVANCE 

Final Fantasy V 
Advance 
> STYLE I-PLAYER ROLE-PLAYING GAME> PUBLISHER NINTENDO > DEVELOPER SQUARE ENIX 
> RELEASE NOVEMBER 8 > ESRB E 

PLAYTIME, NOT PLOTLINE 

F 
inal Fantasy V isn't exactly remembered as the 
best game in the venerated series. It lacks the 
compelling characters and epic spark of other 
entries from the 16-bit era; with Cecil and 

Kain on one side of the Final Fantasy continuum and 
Kefka on the other, it's not surprising that it doesn't 
quite measure up to its contemporaries in terms 
of story. 

Can an RPG survive without an intricate and twist
ing plot? In this case, absolutely. Regardless of the 
events at hand, there is one area where Final Fantasy 
Vis unparalleled: its use of an innovative and addic
tive job system. This mechanic transforms regular 
random encounters into an ever-changing mixture of 
new abilities and strategies. I was constantly trying 
out new classes and skills (ninjas rule), and I enjoyed 
every minute of it as my party members slowly 
evolved into fully optimized machines. 

This isn't the first time I've experimented with this 
system. I, like other fans of the franchise, played 
this game on the PSone's Final Fantasy Anthology. 
While the GBA port remains the same in many ways, 
there are plenty of improvements in just the right 
places. The new translation is much more bearable 
(no more Faris saying "D'yar" every other word), and 
the new jobs like Gladiator and Necromancer are 
cool - but only available late in the game. 

Without 
question, this 
is the best way 
to experience 
Final Fantasy 
V. However, if 
you're the kind 
of RPG fan 
who needs a 

strong story to keep you playing, even this definitive 
version won't be satisfying. On the other hand, if you 
usually skip through dialogue just to get to the next 
battle, you'll love this game's unique blend of charac
ter-building and combat- JOE 

BOTTOM 8 
LINE 

> Concept: Take an often-over
looked game and make people 
wonder why they never p~yed it 

> Graphics: Little visual 
enhancements are here and 
there, but it still looks very much 
like an SNES title 

> Sound: Worst overworld 
music in the series' history. Apart 
from that. the soundtrack is great 

> Playability: The job system 
definitely has an adjustment 
period, but the payoff is worth it. 
The battle slowdown that marred 
FF IV Advance is nowhere to 
be found 

> Entertainment: Even if the 
story won't have you enthralled, 
the combat will 

> Replay Value: Moderate 

Second Opinion 8 

Square Enix is the master of 
restoration. With enhanced 
graphics, an improved 
translation, and additional 
content like the Sealed 
Temple and new jobs, this 
is undoubtedly the best that 
Final Fantasy V has ever 
been. With that said, the 
one area that needed the 
most work remains largely 
unchanged. The plot barely 
has a pulse, lacking both a 
strong antagonist and the 
series' trademark mysticism. 
The combat system holds 
up incredibly vvell, and I 
love how you can tailor the 
jobs to your playing style, 
but it's difficult to submerge 
yourself in this world when 
the conflict at hand is no 
more exciting than killing 
rats in someone's base
ment. Regardless, I still 
found myself addicted to 
the point that I was losing 
sleep, but it was purely from 
my fascination and love of 
the combat system. Gauge 
what kind of an RPG fanatic 
you are before visiting 
this world.-REINER 

HANDHELD QUICKIES 

GAME BOY ADVANCE 

Summon Knight: 
Swordcraft Story 2 
> STYlE I ·PLAYER ACTION/RPG (2-PLAYER 
VIA LINK CABLE) 
> PUBLISHER ATLUS 
> DEVELOPER FLIGHT PLAN 
> RELEASE OCTOBER 17 > ESRB T 

II Despite its nearly 
identical interface and 
visuals, this secuel is 
not an exact clone of 

the original Svvordcraft Story (which 
just released in the U.S. last July). The 
biggest improvements are the game's 
pacing and the weapon creation system, 
which no longer force you to forge a 
pile of weapons you'll never use. Apart 
from these changes, most aspects are 
eerily similar to the first entry; the writ
ing has the same hilarious charm, and 
the real0time 2D combat is still a bit too 
sluggish for my tastes. Swordcraft Story 
2 has some solid classic appeal, but 
only enough to make you remember 
rather than relive the past-JOE 

PSP 

Dungeon Siege: 
Throne of Agony 
> STYlE I-PLAYER ACTION/RPG (UPTO 
2-PLAYER VIA AD HOQ > PUBLISHER 
2K GAMES> DEVELOPER SUPERVILLAIN 
STUDIOS, GAS POWERED GAMES 
> RELEASE OCTOBER 31 > ESRB T 

II Dungeon Siege has 
officially entered the 
mobile space to offer 
an alternative to Untold 

Legends - and a really good one at 
that A choice of three major character 
archetypes is further customizable by 
choosing between a complementary 
follower, which can be anything from a 
mage to a fire elemental. Like all games 
of this ilk, power and attribute choices 
offer added flexibility. And while the 
fighting is pretty simple throughou~ the 
monsters are fun and the loot has you 
on that endless quest for something just 
a little better. Ad hoc multiplayer fills out 
the package to add even more value. 
Feeling overly familiar, this is a title 
destined to change absolutely no one's 
mind about the genre or its conven
tions, but that's about the worst I can 
say about it-MILLER 

NINTENDO DS 

Phoenix Wright: Ace 
Attorney Justice For All 
> STYLE I-PLAYER ADVENTURE > PUBLISHER CAPCOM 
> DEVELOPER CAPCOM > RELEASE JANUARY 16 > ESRB T 

SWEET JUSTICE 

A 
fter playing through 
the first Phoenix Wright 
title, I was surprised to 
learn that the game was 

already part of a trilogy on Game 
Boy Advance in Japan called 
Gyakuten Saiban. ''l\h, so that's 
why the game seemed to end 
after the fourth case," I thought to 
myself. The fifth case was created 
especially for the DS version, with 
3D evidence examination and a 
cool security camera sequence. 
Unfortunately, Justice For All con
tains no extra case. 

But what it lacks in advanced 
graphics and interface, JFA more 
than makes up for in charm and 
intrigue. Classic characters Maya, 
Oldbag, and Edgeworth return, 
and plenty of new ones fill out 
the ranks. Prosecutor Franziska 
von Karma is your new 
nemesis and is twice the 
hard-ass her father was. 

To add even more chal
lenge to the proceed
ings, players can now 
present character profiles 
as evidence (so much for 
the guessing tactic). And the 
star "health" system has been 
replaced by a green energy bar. 
Damage received will persist 
throughout the entire case, and 
the only way to replenish it is 
to complete a "Psyche-Lock'.' 
Here you will be able to see a 
person's lies with onscreen locks 
and chains, and must present 
evidence to break them down. 
This effectively brings courtroom 
drama out into the sometimes 
tedious investigation phases. 

The big question now is, "Will 
Capcom localize Gyakuten 
Saiban 3 or skip ahead to the 
OS-specific fourth game?" I'd 
love to experience the full 
saga, but am eager to see what 
Capcom can do in a court
room built for the DS from the 
ground up.-BRYAN 

BOTTOM 8 
LINE 

> Concept: Port the second 
game in this Japanese GSA 
series over to OS for American 
audiences 

> Graphics: Many environ· 
ments and character animalions 
are reused from the first game. 
New content is as charming 
as ever 

> Sound: All-new soundtrack 
with familiar themes m~ed in 

> Playability: Controls haven't 
changed at all from the first 
game 

> Entertainment: There's still 
nothing like cornering a lying 
vvitness in court, and the new 
cases keep getting crazier 

> Replay Value: Moderately 
Low 

If the legal system is really 
as entertaining as Phoenix 
Wright makes it seem, I 
need to get indicted more 
often. This title features the 
same off-the-wall absurdity 
of the original, with hilari
ous writing to compliment 
the game's clever brand of 
problem solving. The heavy 
reliance on dialogue makes 
the detective segments 
move slowly, but as soon as 
the text meets the gameplay 
in the trial sequences. 
Justice for All becomes an 
irresistible adventure that 
you are legally obligated 
to investigate.-JOE 
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1,1,1l~11l,1 C HA RT S An In-Depth Listing DI The Best Selling Games 

TOP 20 
Listings Based Upon NPD Data For October 2006 Based On Units Sold 

Rank frtle l.Mo. System ScOfe Release Price 

1 Scarface: The World is 
NIA PS2 8.5 10-06 $.'iO 

Yours 

2 Tom Clancy's Splinter 
N/A 360 9 10-06 $59 

Cell: Double Agent 

3 Madden NFL 07 1 PS2 8.25 08-06 $50 

4 Pokemon Mystery Dungeon: 
6 GBA 3 09-06 $31 

Red Rescue Team 

5 Mortal Kombat: 
N/A 

Armageddon 
PS2 8.25 10-06 $40 

6 Pokemon Mystery Dungeon: 
4 OS 3 09-06 $31 

Blue Rescue Team 

7 NBA Live 07 11 PS2 7.5 09-06 $40 

8 FIFA Soccer 07 N/A PS2 7.25 10-06 $40 

9 Bully N/A PS2 8.5 10-06 $40 

10 Tiger Woods PGA Tour 07 N/A PS2 8 10-06 $40 

11 Scarface: The World is 
NIA XBOX 8.5 10-06 $50 

Yours 

12 LEGO Star Wars II: 
The Original Trilogy 

7 PS2 8 09-06 $39 

13 Tiger Woods PGA Tour 07 N/A 360 8 10-06 $59 

14 Marvel: Ultimate Alliance N/A 360 9.25 10-06 $58 

15 Mario Vs Donkey Kong 2: 
N/A OS 6 09-06 $30 

March of the Minis 

16 New Super Mario Bros. 10 OS 9.25 05-06 $34 

17 Mario Hoops 3 On 3 17 OS 6.5 09-06 $30 

18 Naruto: Clash of Ninja 2 N/A GC 6.5 09-06 $39 

19 Madden NFL 07 5 360 8.25 09-06 $.'iO 

20 Mortal Kombat: 
N/A 

Armageddon 
XBOX 8.25 10-06 $40 

116 GAME INFORMER 

TOP 10 JAPAN 
Rank Tille Syslem 

OS Kirby Squeak Squad 

Adult Common Sense Training OS 

Pok6mon Diamond OS 

World Soccer Winning Eleven DS OS 
Pok6mon Pearl OS 

New Super Marlo Bros. OS 
DS Training for Adults: Work Your Brain 2 OS 

KanKen DS OS 

Animal Crossing: WIid World OS 

, Ace Combat X: Skies of Deception PSP -2 ill ll 0>Ati1 

~4l'H, "C < t.!l'P 

TOP 10 GI 
Rank Til~ L. Mo. System 

Legend of Zelda: Twilight Princess N/A Wii 

Rainbow Six Vegas N/A 360 

Medieval II: Total War N/A PC 

Castlevanla: Portrait of Ruin N/A OS 

Rogue Galaxy N/A PS2 

Gears of War 1 360 
Resistance: Fall of Man 2 PS3 

Lumlnes II 4 PS2 

5 PS2 

6 PS2 

. ' . ~- ·,/. . . . .. 
~ (I • • -. , 

, , ' 

TOP 10 PC 
Rank Tille l. Mo. P1ice 

The Sims 2: Pets N/A $27 

World of Warcraft 2 $22 

Battlefield 2142 NIA $48 
Warllammer 40,000: N/A $29 Dawn Of War - Dark Crusade 
MS Fllght Simulator X Deluxe N/A $65 

The Sims 2: Olamour Life Stuff 1 $19 

Company Of Heroes 3 $49 

Paws & Claws Pet Vet 5 $13 

The Sims 2 4 $40 

I MS Flight Simulator X NIA $49 

r i ,> i 
-.-,: I ' 
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• . ARCHIVE 
PLAYSTATION 3 
Genji: Days of the Blade 
Ma~: Ultimate Alliance 
Mobile Suit Gundam: Crossfue 
NBA07 
Need lot Speed: CMbon 
Resistance: Fan of Man 
R,dgeR«,,7 

XBOX 360 
Bom~rman: Act Zero 
Call of Duty 3 
Chromehounds 
Doad Rising 
Enchanted Anns 
F.EAR 
FIFA Soccef 07 
Gears of War 
Godfather, The 
H1tman: Blood Money 
Just cause 
LEGO Star Wars II: 

The Origmal Trilogy 

l~ ti::. ~anh I\ The 
MaddenNFl07 
Marvel: Ultinate Alliance 
MotoGP'06 
NBA 2K7 
NBA live 07 
NCAA Football 07 
Need f0< Speed: Ca,bon 
NHL07 
NHL 2K7 
N,nety-N,ne N,ghls 
<>,,er G fighter.; 

P,cy 
Saints Row 
Samurai Warriors 2 
Sphnter Cell: Double Agent 
Table Tennis 
Test DnYe Unlimited 
T,gerWoods PGA Too< 07 
TO<ty Hawt/s PmjeCI 8 
WNE Smackoo.n, "'- Raw 2007 
X·Men: The Official Game 

PLAYSTATION 2 
Bully 
Ca,s 

Capcom Classks Collecbon - 2 
o., Vino Code. The 
Des!roy Al1 Humans 2 
011ge of Ce<berus: 

Final Fantasy VII 
O.sgaea 2: Cursed Memories 
dothack//G.U. Vol 1/ /Reb;nh 
EurekaSevet'l\tll I : 

The New Wave 
Fast and the I\Jrious The 
F1FA07 
f'mal Fantasy )(JI 
flatOut 2 
Gallop Racer 2006 
God Hand 

6 Dec-06 
9.25 Dec-06 
3.75 Dec-06 

7 Dec-06 
8.5 Dec-06 
9.5 Dec-06 
8 Dec-06 

3 5ep-06 
8.5 Dec-06 
7 Aug-06 

9.25 5ep-06 
6 Oct-06 

8.5 Dec-06 
7.25 Dec-06 
9.5 Dec-06 
7.75 Oct-06 
7.75 Jul-06 
7.25 Oct-06 

Oct-06 

Aug-06 
7.75 Oct-06 
9.25 Dec-06 
8.75 Jul-06 
8.25 N<w-06 
5.25 Dec-06 
7.75 Aug-06 
8.5 Dec-06 
125 Oct-06 
8.25 Oct-06 
7.5 5ep-06 
5 5ep-06 

9.5 Aug-06 
8.75 5ep-06 

6 N<w-06 
9 Dec-06 
8 J.A-06 

a25 N<w-06 
8 N<w-06 
9 Dec-06 

8.75 Dec-06 
Jul-06 

8.5 Dec-06 
7 Aug-06 
7 Dec-06 
6 Jul-06 

8.5 NOY-06 

6.75 Sep-06 
8.75 5ep-06 
5.75 Dec-06 

5.25 Oct-06 
6 N<w-06 

7.75 Oct-06 
9.25 N<w-06 
7.5 5ep-06 
6.75 Jul-06 

6 No,-06 
Grand Theh Auto: Liberty City StOfies 8.75 Aug-06 
~ar Hero II 9 Dec-06 
Jaws 4.75 Aug-06 
Just Cause 7.25 Oct-06 
Jucbce l eague Hemes 7.25 Dec-06 
Legend ol Spy,o: 

A New Beginning. The 7 N<w-06 
LEGO Star Wars It The Onginal Tnlogy 8 Oct-06 
Madden NFL 07 8.25 Oct-06 
Mall/cl: Ultimate Alliance 9.25 Dc<-06 
Miao Machines V4 7.5 Aug-06 
MLB SlugFest 2006 5 Aug-06 
MMal Kombat: Annageddon 8.25 Dec-06 
Narulo: Ubmale Nw,.a 6.5 Ju-06 
NASCAR07 7.75 Oct-06 
N8A07 7.5 N<w-06 
NBA 2K7 8 N<w-06 
NBA LIVE! 07 7.5 No,-06 
NCAA Footban 07 8.25 Aug-06 
Need f0< Speed: Cafbon 8.5 Dc<-06 
NFL Head Coach 6.75 Aug-06 
NHL 07 175 Oct-06 
NHL 2K7 6.75 Oct-06 
Obm 9.5 Oct-06 
One Piece: Pirate's Carnival Se?-06 
Pwates of lhe Caribbean: 

The Legend of Jad< Sparrow 5.75 Aug-06 
Rt.»e of Rose 6.25 Oct-06 
Samurai Warriors 2 6 NOY-06 
Scarface: The World is Yours 8.5 No,-06 

Sh~~: 7.75 Dc<-06 

Sims2:-1he 
Spy Huller: NcMnefe 10 Run 
S•eet Fighter Alpha Anthology 
Super O.agon Ball Z 
Super Monkey Ball Adventure 
Tales of the Abyss 
lho!lvtl1e 
T,ger Woods PGA Tour 07 
-Plus: 

Mystenes ol lhe Ka!akun 
Ulban O>aos: loot Response 
Vall:yne Profile 2: Solmena 
WWE. Smad:.do.vn vs. Raw 2007 
Xenosaga Episode Ill: 

Also Sprach Zarathustra 
X-Men: The Official Game 
Yakuza 

GAMECUBE 
8aten Kartos Origins 
CalS 
F1FA07 
legend ol Spyro: 
A New Beginning. The 

LEGO Star Wars II: 
lhe Ong1oal Tritogy 

Madden NFL 07 
Sims 2: - The 
Super Monkey Bal Adventure 
X-Men: The Offioaf Game 

XBOX 
Ca,s 
Capcorn Classics 

Collection Volume 2 
0a Vino Code, The 
Destroy Al Humans 2 
FIFA07 
f1atOut 2 
Jaws 
Just Cause 
JUCbCe l eague Heroes 
Legend of Spyro: 

A New Beginning. The 
LEGO Star Wars II: 1he 0ogl031 Tnk>gy 
Madden NFL 07 
MaNef: Ultimate Albance 
ML8 SlugFest 2006 
MO<l.ll Kombat Annageddon 
NASCAR07 
NBA 2K7 
NBA live 07 
NCAA Football 07 
Need for Speed: Cafbon 
NFL Head Coad> 
NHL07 
NHL 2K7 
Pa.nbler: Hel Wars 
Rogue Tf0Cll>C< 
Scarface: The 'Not1d is Yours 
Spy Hunter: Nowhere 10 Run 
lhnllville 
Tiger Woods PGA Tour 07 
Ufban Chaos: loot Re,ponse 
\\lnback 2:Projec1Po,e;don 
X-1.len: The Offfcial Game 

AuloAssaull 
Age of Em~es Ill: The Warchiefs 
Battlefie~ 2142 
CivCity: Rome 
Commandos: Slrike Forte 
Company ol He<oes 
O.,ff< Messiah ol M,ght & Magic -O.eamfall: The longest Journey 
Dungeon 5'ege II: &"""'1 Wo<fd 
F.EAR.: Extraction Point 
Ha1f-life 2: Episode One 
Heroes of Might & Magk V 
Hitman: Blood Money 
Just Cause 
Mage Knoght Apocal\,>se 
Neverwtlte< Nights 2 
Paradise 
Pa,a'Nodd 
Prey 
Rise & FaU: Civilizations at War 
Rise of Nations: Rise of legends 
Sid Meier's Civliza1ion IV: Wark>tds 
Sid Meier's Railroods! 
Sims 2: Pets. The 
SoN Epoodes: Eme<gence 

6 Dec-06 
3 N<w-06 

7.5 Jul-06 
6 5ep-06 

4.75 Sep-06 
7.25 No,-06 
7.75 Dc<-06 
8 No,-06 

7.25 Dec-06 
7.75 Ju-06 
8 Oct-06 

8.75 Dc<-06 

8.5 Sep-06 
Jul-06 

5ep-06 

7 N<w-06 
7 Aug-06 

7.75 Oct-06 

Nov-06 

8 Oct-06 
8.25 Oct-06 

6 Dec-06 
4.75 5ep-06 

4 Jul-06 

Aug-06 

7 Dc<-06 
6 Jul-06 

8.5 N<w-06 
7.75 Oct-06 
7.5 Se?-06 

4.75 Aug-06 
7.25 Oct-06 
7.25 Dc<-06 

7 Nov-06 
8 Oct-06 

8.25 Oct-06 
9.25 Dec-06 

5 Aug-06 
8.25 Dec-06 
7.75 Oct-06 
8 N<w-06 
7.5 Nov-06 

8.25 Aug-06 
8.5 Dc<-06 
6.75 Aug-06 
7.75 Oct-06 
6.75 Oct-06 
175 Oct-06 
7.25 Jun-06 
8.5 NOY-06 
3 Nov-06 

7.75 Dec-06 
8 No,-06 

7.75 Juf-06 
Jun-06 
Juf-06 

Jun-06 
7 Dec-06 

8.5 No,-06 
8 Sep-06 

5.5 Jun-06 
9 Oct-06 

9.25 Dec-06 
7.5 Ju-06 
8 Jun-06 

7.5 Oct-06 
8 Dc<-06 

8.75 Aug-06 
8.25 Jul-06 
7.75 Jun-06 
7.25 Oct-06 
6 Dec-06 
8 Dec-06 

5.25 Ju-06 
7 Dec-06 

9.5 Aug-06 
5 Aug-06 

9.5 Jul-06 
8 Sep-06 
8 Dec-06 
6 Dec-06 

7.75 Jul-06 

Star Wars Empire at War: 
Forces of Corruption 

Sword of the Stars 
Tiger Woods PGA ToUI 07 
fitan Quest 
Wartwnmer 40,000: 

Dawn ol w., - °""' Ousade 

l:ll~il~IM•l•E 
&g &ain Academy 
B1a1n Age 
s,eak 'Em All 
Children of Mana 
Cootac:1 
Coolong Mama 
Deep L.abynnlh 
O.agon Quest Heroes: 

Rodet Slime 
Ehle Beat Agents 
Final Fantasy Ill 
Gunpey 
H1 Hi Puffy Am1Yum1: 

The Geme and the Amp 
lost MaglC 
Mage Knoght. Dest,nys Sofd,e, 
Magaf Sta,s,gn 
MagneOca 
Mano Hoops 3-on-3 
Mano vs. Donkey Kong 2: 

March of the Mt01S 
MechAssault Phamorn War 
Mega Man ZX 
Monster House 
New Super Mano Stos. 
Point Blank OS 
Pr,lchnon Mystery Dungeon· 

Blie Rescue Team 
Pokt!mon Ranger 
Scurge: Hive 
Star Fox Command 
Tao's Adventure: 

Curse of the Demon seal 
Touch Detective 
Yoshi"s Island 2 

50 Cent -tp<ool: 
G Unrt Edmon 

N:.eCombat X: 
Skies of Oeceptl0f1 

Astonishi.a Story 
Blade Dancer 
Bounty Hounds 
Death Jr. 2: Root of Evil 
Def Jam F,ght fo, NY: 

The Takeo,er 

Dynasty Warriors Vol.2 
EA Replay 
Every Extend Ext, a 
Gangs of London 
Gctaroo Man Lives! 
Godfather: Mob WiKS. The 
Gr adius Collecbon 
Grand Theft Auto: Vtce City Stories 
Gun ShOWOO.vn 
Gunpey 
Juiced Eliminator 
K11lzone: L.iberallOn 
Legend ol Heroes I\ The 
lemow,gs 
l.ocoRoco 
lumines II 
Medal of Honor Hefoes 
Mercury Meltdown 
Miami Vice 
Monster Hunter Freedom 
NCAA Footbal 07 
Outrun 2006: Coast 2 Coast 
Pirates of the Caribbean: 
OeadMan'sO'e5l 

Pr>we<StoneC-
Race Driver 2006 
Spectral Souls 
Tekken: Dark Resunooion 
Tomb Ra;der: Legend 
Ullimate Block Party 
Ultimate Ghosts 'n GobllflS 
Valkyne Profile: leMeth 
Wlf 

GAME BOY ADVANCE 
Mega Man Battle Net-NOrk 6: 

Cybeast Gregar/Cybeast Falzar 
Summon Night: Swordcr.:1ft Story 
Supet Robot Taisen: 

Original Gener abon 
Towef SP, The 
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Attention All Cheaten! 
Cheat codes, by their i,e,y nature, are in 
many cases buggier than Virginia in August. 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
o favor and back up your SOI'!' before using 
onycodes 

On a fighter note, you can send your codes 
to secretaccess@gameinformer.com for a 
chance to be featured here and win a i,e,y 

special prize! 

XBOX 360 
Need For Speed Carbon 
Enter the following from the main menu. 
Correct entry will lead to a pop-up 
confirmation message. For PS2, simply 
change the final X in each code to 0 

Infinite Crew Charge - Down, Up (x2), 
Right Left (x2), Right X 
Infinite Nitrous - Left. Up, Left, Down, Left, 
Down, Right, X 
Infinite Speedbreaker - Down, Right (x2), 
Left. Right, Up, Down, X 
Need For Speed Carbon Logo Vinyls 
Unlocked - Right, Up, Down, Up, Down, 
Left, Right, X 
Need For Speed Carbon Special Logo 
V"myls - Up (x2), Down (x4), Up, X 

Enter the following codes during gameplay 
without pausing the game. 

All Cars Are Black - Ll, Rt, Ll, Rl, Left. Q 
Up, X 
Annor - Up, Down, Left. Right O (x2), Lt, Rl 
Cars Avoid You - Up (x2), Right Left. A 
O (x2), □ 
Chrome Cars - Right Up, Left, Down, t,. 
{x2), Ll, Rl 
Clear Weather - Left, Down, Rt, Ll, Right 
Up, Left, X 
Commit Suicide - Right (x2), 0 (x2), Ll, 
Down, X 
Destroy All Cars - Ll, Rt (x2), Left, Right 
Q Down,Rt 
Faster Clock - Rl, Lt (x2), Down, Up, X , 
Down, Ll 
Faster Gameplay - Left (x2), Rt (x2), Up, 
l::,,, Down, X 
Foggy Weather - Left. Down, A X , Right 
Up, Left, L1 
Get $250,000 - Up, Down, Left, Right X 
(X2), Ll, Rt 
Health - Up, Down, Left, Right O {x2), Ll, Rt 
Lower Wanted Level - Up, Right t,. (x2), 
Down, Left, X (x2) 
Nearest Pedestrian Enters Vehicle - Down, 
Up, Right, L1 {x2), □, Up, L1 
Overcast Weather - Left, Down, Ll, Rt, 
Right, Up, Left, □ 

Pedestrians Attack You - Down, A Up, X , 
Ll, Rl, Ll, Rl 
Pedestrians Follow You - Right L 1, Down, 
Ll, Q Up, Ll, 0 
Pedestrians Have Weapons - Up, Ll, Down, 
Rt, Left, Q Right, t,. 
Pedestrians Riot - Rt, L 1 (x2), Down, Left, 
Q Down, L1 
Make Car lump By Pressing Down -
Down, Left. Up, Ll, Rt, A Q X 
Rainy Weather - Left. Down, L 1, Rt, Right 
Up, Left, t,. 
Raise Wanted Level - Up, Right O {X2), 
Down, Left, 0 (X2) 
Slower Gameplay - Left (x2) 0 (x2), Down, 
Up, t:,,, X 
Spawn Rhino - Up, Ll, Down, Rl, Left, Ll, 
Right Rt 

Spawn Trashrnaster - Down, Up, Right A 
Ll, A Ll, f>. 
SuMy Weather - Left. Down, Rt, Ll, Right 
Up, Left, 0 
Upside Down Mode I - D (x3), L1 (x2), 
Rl, Left, Right 
Upside Down Mode 2 - Left (x3), Rl (x2), 
Ll, Right, Left 
Weapon Set I - Left. Right X , Up, Down, 
Q Left, Right 
Weapon Set 2 - Left, Right Q Up, Down, 
A Left, Right 
Weapon Set 3 - Left. Right A Up, Down, 
Q Left, Right 

·c, Droid. 
(location unknown - lost seen throwing 
oranges at people waiting in line for a 
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W ith each console 
generation, there 
ore many great 

games, but only a few that 
will define how a system is 
remembered. EarthBound 
for the Super Nintendo is 
one such title. Even though 
it wasn't a resounding com
mercial success when it 
released in 1995, the inter
vening years have seen 
this RPG from Nintendo 
amass an enormous cult 
following that doesn't hesi
tate to preach this game's 
greatness at every oppor
tunity. What is it about 
EarthBound that allows it 
to gamer so many after
the-fad fans? On these 
pages we take a glance 
at a handful of reasons to 
adore this clever, enduring 
adventure. 
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Modern is Different 
There have been many titles over the years classified as a part of the role-playing genre. 
For most gamers, the term RPG means fire-breathing dragons, legendary swords, and 
rustic villages. EarthBound defies that tradition, taking place in a modern world set in 
the year 199X. The silent young hero, Ness, likes his dog, baseball hats, and yo-yos; 
he's a typical kid - apart from the fact that he can wield powerful psychic energies. The 
major area where EarthBound excels is in taking a setting grounded in reality and, with a 
distinct tongue-in-cheek style, adding outlandish elements that fall in line with RPG con
ventions. While Ness' primary weapons are everyday items like bats and yo-yos, he ( and 
a few of his companions) can use PSI abilities against enemies like Scalding Coffee and 
Manly Fish. The towns are filled with skyscrapers instead of thatched-roof cottages, but 
the story manages to take the characters through a boundary-bending quest that has 
them confronting an interstellar threat named Giygas - all with an enjoyable brand of 
sell-conscious, wacky humor. 

Culture Shock 
Most RPGs offer a way to escape to fantasy worlds, but EarthBound does the opposite: 
It bombards players with familiar cultural references from film, art, and literature. For 
instance, there is a weapon called the Casey Bat, which boasts an incredibly high attack 
power. However, it will miss three out of every lour swings, making it very unreliable. 
This three-whiff ratio is a nod to the baseball poem "Casey at Bat" by Ernest Thayer, 
which details the strikeout of an overconfident slugger. Another example of the game's 
cultural savvy is an enemy called Dali's Clock, which appears as a surreal dripping time
piece with eyes. This foe is clearly inspired by Salvador Dali's painting The Persistence 
of Memory, commonly known as "the one with all the melty clocks." Players will even 
encounter several blatant movie references, ranging from Rambo to the Tom Selleck 
masterpiece Mr. Baseball. 



OH MOTHER, 
WHERE ART THOU? 
ftlen though Eorth8ound is 
one of o kind on our shores, it 
is octuolly the second entry in 
a three-part Japanese series 
/mown as Mother. Here's o quid< 
over,,ew of the bigg,sJ RPC 
llilogy U.S. gamers,,..,., got. 

MOTHER: 

Oespjte that fact that this game 
never cameltlteside (oc maybe 
beuuse of o), Mother has gained 
notoriety among fan< Rumoc 
has• that,...,.,., of the game 
was completely locaf•ed, but 
Nintendo decided n would 
not be profitable to release an 
NES game with the SNES on 
themariet 

MOTHER 2: 

~~ 
I ~ ,IIJc::J A 

a S l;l ~ : 

This is basically the EarthBound 
we know and io,,e, apart from 
the censor>hip of some dialogue 
for the US. audience Oike chang
ing all mentions of akohol into 
coffee references). 

MOTHER 3: 

'"'· 
The last chapter in this series was 
just released for GBA in Japan 
,n April of 2006. It features the 
same simple .;,u,i * but the 
story is ~ darier in tone, 
~1th fewer hgl,thearted attempls 
to reloeve ten,,on. Nintendo 
has not anoounced ¥ft plans 
to ool•e this coodusion for 
A.rnefican gamers. 

WHAT'S IN A 
NAME? 
Eorthbound's protogonisl 
being named wess· isn't 
random. It is the phonetic 
pronunciation of NES, 1"" 
oaooym for Nintendo 
Entertainment S)5/errt Tms 
isn't Mn on isolated occur
rence lo, th,, series; the main 
maroaer in the originol 
Mother""' named Ninten. 
It's also possible that Ness is 
intended to be an anagram 
of SNES. Either way, the 
name is definitely o refer
ence to o pie<:.e of Nintendo 
hordwore 

Looking for a Fight 
The days of games using the random 
encounter crutch are finally coming to an 
end. EarthBound, alongside other SNES clas
sics like Chrono Trigger, were instrumental 
in phasing out this outdated mechanic. As 
Ness and his pals wander through Eagleland, 
every enemy encounter is clearly represented 
by an on-screen sprite, and you know that 
you'll need to fight once you touch them. The 
battles play out similarly to the classic Dragon 
Warrior games, with only the enemies (not 
your party) visible. Selecting options from a menu, players need to strategically plan an attack 
using weapons and the awesome PSI abilities to hurt stuff while minimizing the party's dam
age. This formula applies to countless games, but the way that Ness' strengths ( and those of 
his friends) evolve as the game progresses makes it feel like something different 

SIZE MATTERS 

OH, THAT GUY! 
The Super Smash S,o/hers games ore pocfed wilh 
Ninlendo o/1-sto,s frke Mono ond Lin~ but they also 
/eoture some lesser-known heroes. The boseboU cop
wearing combatant wrth o ro-ro is none other than Ness 
from EorthB-Ound. 

EorthBound ""' probably the eosiest SNES game to 
recognize on o store sheff The box was uncommonly large 
at about 10 W by 8 -I<'. which dwarfed the standard 
r x s· boxes 

Laugh a Little 
It is common for humor in a game 
to rely on stock characters to deliver 
predictable, groan-inducing one-liners. 
EarthBound thankfully strays from 
this trend. In fact, the sharp wit dis
played in the game's items, enemies, 
and dialogue is probably the biggest 
contributing factor to its enduring 
success, bringing gamers in early and 
keeping them laughing. For example, 
in the opening scene, a meteor lands 
near the town of Onell, and Ness needs to investigate. To restrict the player's ability to 
explore, there are barricades set up at exits (a common practice in RPGs when the game 
tries to keep you out of areas). Acknowledging the ridiculously convenient placement of 
the obstacles, a police officer declares, "Onell police are famous for closing the road when 
something is going on. We're going for the world record'.' That isn't the only time the game 
breaks the fourth wall; there's Ruffini the dog, who is occasionally possessed by the spirit 
of EarthBound's developer, and he'll ask you to send him feedback - and he gives you a 
mailing address! Even the enemies can make you chuckle, like the New Age Retro Hippie. 
Throwing a bunch of funny stuff together doesn't necessarily make a game, but when it 
is combined with EarthBound's excellent gameplay and setting, it certainly makes a good 
thing even better. ■ ■ ■ 

BEST 
MANUAL EVER 
These days, strategy 
guides Ole basically 
required ii you wont 
to get the most out of 
on RPG, and they cost 
on extra S20 ro boot 
NOi lo, Eorth8tJundr 
Instead of o manual 
the game come wrth 
o fuU pkrye(s guide 
(which is the main 
reason the podcoging 
was huge). 

START SAVING 
Eorth8ound is regarded os one of the 
greatest t6-bit RPG~ ond os such, it 
isn't on easy game to find Because 
of i~ rarity, e,pect to shell out S 100 or 
more if you're ofter the full sel 
(corllidge box, ond guide). 

GREATEST GAME OF ALL TIME 
By Zach Mil ler 

MEGA MAN 2 
> FORMAT NINTENDO ENTERTAINMENT SYSTEM 
> PUBLISHER CAPCOM 

Exactly when I discovered 
video games will always be a 
matter of debate. One game, 
though, stands out in my 
mind as the reason I stuck 
with video games. Super 
Mario Bros. and Duck Hunt 
were great, sure, but it was 

Capcom's futuristic NES classic 1,,,1 . ... -.~ 
Mega Man 2 that hooked me 
for life. The game's opening 
scene alone sends shivers 
down my spine even today. 
You are Mega Man, a.k.a. the 
Blue Bomber, a "helper robot" 
designed by Dr. Thomas Light 
to stop the villainous Dr. Wily and his legion of cybernetic malcon· 
tents. The game's control scheme is as simple as it gets: Jump with 
A, shoot with B. Mega Man's infinitely awesome arm cannon can 
be augmented by absorbing the powers of the bosses he defeats, 
thus giving our hero access to such incredible powers as Bubble 
Lead, Metal Blade, and Flash Stopper. The levels themselves are 
gorgeous, challenging, and varied. You battle rocket-powered 
shrimp under the sea in Bubble Man's stage, enormous fire-
breathing robot dogs in Wood Man's level, and your own reflexes 
in Quick Man's deadly hideout. After annihilating the game's eight 
main bosses (no small feat), your skills are really put to the test in 
Dr. Wily's nefarious multi-tiered laboratory, culminating in a heart
stopping battle between you and his alien clone. The game was 
so successful, I believe, because it gave players so many different 
paths to completing the game. Just finding the best order to beat 
the eight main bosses is a challenge in itself. In addition, the vari-
ous boss weapons and special items (like the rocket sled) make 
you think about every step you take. 'Would Crash Bomb defeat 
this enemy faster? Should I just freeze time with Flash Stopper? I 
wish I had the propeller platforms so I could reach that E-tank." 
Unlike many modern games, and indeed many of the subsequent 
Mega Man titles, Mega Man 2 never feels like work, and while it 
features no real secrets or unlockables (not even a Hard mode), 
playing through Mega Man 2 is a reward in itself. If you haven't 
played Mega Man 2, you're missing out; it's truly one of the great-
est games of all time. 

THIS MONTH IN GAMING HISTORY 
On January 25, 2003, the gaming world was given a new way to 
experience disappointment. That was the day Devil May Cry 2 

went on sale, and the industry learned 
that even the most promising heroes 
can fall from grace. Thankfully, Capcom 
was able to recover from the debacle by 
making Devil May Cry 3 as good as the 
original - maybe even better. Despite 
this redemption, DMC 2 will always be 
remembered as an example of how not 
to make a sequel. 
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UNLIMITED LAUNCH: DEC. 18 

The Professionals 
Read our extended interviews with 
Angel Munoz, founder and president of 
the Cyberathlete Professional League; 
Matthew Bromberg, president and COO 
of Major League Gaming; and Michael 
Arzt, general manager of the World 
Cyber Games U.S. division. 

Preview Bonanza 

The Year In 
Pictures 
Check out the good times, 
the bad times, and the times 
when that one guy said 
that one thing that made 
everyone laugh in our year
in-review photomontage. 

So, you like the screenshots, eh? Come to Unlimited for more amazing 
shots of Devil May Cry 4, Crackdown, Two Worlds, and Cipher Complex. 

ALSO ONLINE THIS MONTH: 
The holidays end and our 2007 wish list immediately 
begins construction. Check out the latest announce
ments for the hottest gear coming out of the 2007 
Consumer Electronics Show. 



..... OVER ••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• ••••••••• • :•::--:•: Make Your Time 

VIDEO GAME TRIVIA 
We've all had to make cutbacks in order to stockpile enough cash for this holiday season. Between 
the new consoles and the growing mound of great games, there is just too much awesome stuff 
to buy. To afford everything you want, sacrifices need to be made. Answer the questions below to 
find out how you will suffering for your hobby in your effort to save up money. 

1 Which of the following games 
is a blatant Pac-Man rip-off that 
spurred a lengthy legal battle 
between Atari and Philips/ 
Magnavox? 

A. T.C. Cruncher 
B. K.C. Munchkin 
C. P.J. Jabber 
D. G.G. Blizzard 

2 This screen portrays one of 
the most mysterious encounters 
in Zelda II: The Adventure of 
Link. What is the name of the 
character Link is talking to? 

A. Zelda 
B. Code 11 
C. Samus 
D. Error 

3 What is the name of the 
imperious, cruel prosecut-
ing attorney players face in 
the fourth trial of the original 
Phoenix Wright on DS? 

A. Manfred von Karma 
B. Miles Edgeworth 
C. Andy Griffith as Matlock 
D. Phoenix Wright 

4 If you're playing Ninja Gaiden 
Black on Xbox and Ryu is wear
ing a pink ribbon on his arm, 

what does it mean? 
A. You've died at least 50 times 
B. You've beaten the Hurricane 

packs 
C. You're using the Ninja Dog dif

ficulty 
D. You've used all of your restor

ative items 

5 In its early life, the Game Boy 
got some pretty cool puzzle 
games. This screen is taken 
from which of the following 
examples of that trend? 

A. Qix 
B. Tetris 
C. Kwirk 
D. Boxxle 

6 This monster, who appears 
on the floating island in Final 
Fantasy VI, should prob
ably have been called Ultima 
Weapon. Instead, its name was 
translated as ... 

A. Atma Weapon 
B. Utmo Weapon 
C. Alamo 

7 This is a scene from what 
Sierra point-and-click adventure 
series? 

A. King's Quest 
B. Space Quest 
C. Quest for Glory 
D. Gabriel Knight 

8 In the original Tony Hawk's 
Pro Skater for PSone, which of 
the following moves was exclu
sive to Rune Glifberg? 

A. Ollie 
B. Christ Air 
C. Benihana 
D. The 900 

9 True or False: In a fight, Crono 
could easily defeat Sora, who 
would eventually pass out from 
sissiness. 

A. True 
B. False 

10 In The Simpsons Wrestling 
for PSone, one character was 
considerably more powerful 
than any other contender. Who 
was it? 

A. Ned Flanders 
B. Bumblebee Man 
C. Homer Simpson 
D. Groundskeeper Willie 
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BREAKDOWN 
54% of sports game players could recall the advertising in titles 
they played, according to a recent marketing study 

35% of Korean publisher NCsoft's software sales last quarter 
were earned with the unforgiving MMORPG Lineage II. Guild 
Wars made up 140/o 

100% The probability that Sega's upcoming Iron Man game will 
involve a friendly bee named Charrny. "Buzzzz! Hey, Mr. Stark! 
Collect 100 whiskey bottles to get to the next area! Buzzzzz!" 

0% of the versus matches of Lumines Live over Xbox Live should 
be laggy and unplayable. Unfortunately, that isn't the case 

33% of the GI staff, having played Bully, are now fully trained in 
the art of potato-launching and egg-throwing. If only we could 
find some nerds to pick on ... Hey Reiner, c'rnere 

* Trivia Score & Rank * 

0-1: 
Sell your hands 

0 -·'---

RPG! 

4-5: 
Seide for Imitation

brand games 

8-9: 
Only get one diamond

studded controller 

2-3: 
Trade in your stack of Azuriks 

6-7: 
Become a WoW "Escort"" 

10: 
Stop buying countries 

via Marketplace 
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• l1ar1s play 

toyota.com introcucing the yaris s sedan. with mp3 capability. starting at $13,905: @TOYOTA I moving forward ,. 




