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EDITOR-IN-CHIEF 

As we approach the end of yet another amazing year in 
gaming, the staff and I spend a lot of time reflecting on the 
past looking for lessons that can help us improve the maga
zine for the future. One of our biggest challenges of the last 
year was covering the juggernaut of massively multiplayer 
online gaming, or the MMORPG. 

Unlike other areas in gaming, this sector features games 
capable of completely changing their landscapes and play 
mechanics with a simple content update. After much reflec
tion, we decided to change the way we review these games 
going forward, with the introduction of our new Connect 
feature simply called MMO Report (or MMOR if we want 
to play along with the genre's silly use of gibberish sound
ing acronyms). 

To give you a look behind the scenes, I wanted to take 
this opportunity to explain why we felt this change was 
needed. This year had two great examples of the chal
lenges we face in Age of Conan: Hyborian Adventures and 
Warhammer: Age of Reckoning. 

Age of Conan, at first go, is a fairly entertaining MMO 
with a number of great innovations. Unfortunately, once 
you hit the level cap and start to unravel the endgame 
content, you quickly discover there is little to do. While the 
game is solid, over time the game world loses its luster. 
Unless we want to write multiple reviews in the months 
that follow, our original review ends up being just a snap
shot of Conan in its glorious beginnings and not its unful
filled potential as time passes. 

On the other side of the coin, Warhammer: Age of 
Reckoning started off unbalanced with lots of unfulfilled 
potential, but through the patches that followed its release, 
developer Mythic addressed many of the issues that we had 
in our original review (though the game isn't quite where it 
needs to be yet). 

Obviously, we want to get our impressions of these 
games to you as soon as possible so you can decide if the 
game is worth the massive time investment, which is why 
we wrote official reviews in the past However, our previous 
system didn't enable us to revisit these games that, by their 
very definition as persistent worlds, significantly change 
from month to month. We felt the review format didn't give 
you all the information it should to help with your purchas
ing decisions. 

With MMO Report, we finally feel we can cover these 
games the way they need to be discussed - as living, 
breathing worlds. We will deliver impressions of the launch 
product, then follow up each game when needed with 
interviews with the player base, updates on game mechanic 
changes, and our overall impressions of the games as 
they grow from retail copy to established (or uninhabited) 
virtual worlds. 

This is just the beginning of the changes you will find in 
the magazine in the months to come. Enjoy the issue, and 
as always we will bring you information on all the games 
that will shape 2009 and beyond. 

Cheers, 

Andy>> andy@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, Driving, 
First-Person Shooters Interests: 30 Rock, Entourage, Rock Band DLC 
(Though I'm Still Waiting For Green DaysAmerican Idiot - Someone Make 
This Happen) Dislikes: That No Publisher Has Picked Up Tim Schafer's 
Brutal Legend (What A Waste), Running Out Of Cheetos, Everfrost 
Chips Current Favorite Games: World Of Warcraft, Rock Band 2, 
LittleBigPlanet, Fable 11, Gears Of War 2, Chrono Trigger OS, Dead Space 
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Reiner >> reiner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Action, First-Persop Shooters, Strategy, Sports, 
Fighting Interests. Picking On Injured Survivors In Left 4 Dead (Maybe My daws Will Heal That 
Limp?), Warren Ellis' No Hero, The lV Show Reaper, My Heroes Of The Year: The Dogs From 
Call Of Duty: World At War (Get 'em, Boys0 Dislikes: The Declining Number Of Online Players 
(Stupid Economy), Rumors Of Watchmen's Ending Being Changed To lndude A Warning About 
Todays World, Final Crisis Current Favorite Games: Left 4 Dead, LittleBigPlanet Call Of Duty: 
World At War, Fallout 3, Gears Of War 2, Resistance 2, Tales Of Vesperia 

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

~ -. Adventure, Action/Sports Interests: Guns N' Roses-Chinese Democracy (It's Really ... 
Something), Fringe, Quantum Of Solace, Caffeine Dislikes: Holiday Deadlines, The Upcoming 
Holiday Season, Holiday Gas Stations, Miami Dolphins' DE Vonnie Holliday, Billie Holiday (No 
Wait Actually She's GreaQ Current Favorite Games: LittleBigPlanet, Rock Band 2, Guitar Hero 
World Tour, Saints Row 2 

Kato>> kato@gameintormer.com 
Handle: The Game Katana Expertise: gports, Racing, Action/ Adventure, Action/RPG 
lnteffl1s: In Bruges, Billy Bragg's "Levi Stubbs' Tears," Architect & Designer Eero Saarinen, 
Holden Jackets, Being Cautiously Optimistic About The Beatles Rock Band Game, Coldplay Say
ing They Are Going To Break Up Next Year Dislikes: Activ1Sion CEO Kotick Wanting Franchises 
To Be "Exploited Every Year," All-Day Nose Whistles, Instruction Manuals That Skimp On Game 
Info, Paramore current Favorite Games: Fallout 3, Skate 2, Cradle Of Rome, Left 4 Dead 

Adam>> adam@gameintormer.com 
Handle: The Alpha Carner Expertise: RPGs, Strategy, First-Person Shooters, Fighting Interests: 
Level 80, Cheeseburgers (I Can Has?), The Election Being (Mostly) Over, Hot Stove Tai~ Revisiting 
Older Games That I Can Now Crank The Graphics Up On, Public Radio Dislikes: Having Two 
More Characters To Level (Going Back To Being Ground-Bound Stinks), The Best Tailor In 
Minneapolis Calling It Quits, More Aging Veterans Brought In To Wast.e The Twins' Payroll And 
Rost.er Space Current Favorite Games: World Of Waraaft: Wrath Of The Lich King, Neverwinter 
Nights 2: Storm Of Zehir, Puzzle Quest: Challenge Of The Warlords-Revenge Of The Plague Lord 

Joe>> joe@gameintormer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puzzle 
Interests: None Qt's A Dislike-Heavy Month, Folks) Dislikes: The New Xbox Experience 
(Different ::1; Better, Except For The Netflix Thing), Adam Pretending He Uses Tailors, "It's A 
Trilogy' As An Excuse For Terrible Endings (That's You, Prince Of Persia), Star Trek, Pre-Order 
Bonuses That Don't Involve In-Game Content, Celebrity Cameos Current Favorite Games: 
Fallout 3, Persona 4, Street Fighter IV, Alpha Protocol, LittleBigPlanet Mirror's Edge, Fable 11, 
Portal: Still Alive, Quest For Glory II 

Miller>> miller@gameinforn1er.com 
Handle: The Once And Future Gamer E,ipertise: RPGs, Action/Adventure, Platform, First
Person Shooters, Music, Puzzle Interests: The Beautiful Marriage Of Netflix And Xbox Live, 
Games That Prioritize Innovation, The Sarah Connor Chronides Season 2, The Genius Loci 
Dislikes: What's This About Pushing Daisies Ending?, The Los Angeles Red-Eye Right Recounts 
That Take Too Long Current Favorite Games: Fallout 3, Prince Of Persia, Fable 11, Mirror's 
Edge, Tomb Raider Underworld, Rock Band 2, Guitar Hero World Tour 

Bertz >> mattbertz@gameintormer.com 
Handle: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, Strategy 
Interests: Alienware M-17x (Super~. Super Fast), The Power Glove In Fallout 3, iTunes 
Genius (It's Like Having An Elitist Record Store Clerk Right In Your PC), Niklas Backstrom (The 
Puck Stops Here), HBO GreenlightingA Came Of Thrones Dislikes: The Asteroid Level In 
Dead Space, Brad Childress (I Can't Stress This Enough), Microsoft NXE Avatar (If You Want A 
Mii, Buy A Wii) Current Favorite Games: Left 4 Dead, NHL 09, Dead Space, Gears Of War 2, 
LittleBigPlanet, Mirror's Edge, Call Of Duty: World At War, Fallout 3 

Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Experti.se: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters Interests: Being Designated Gl's Romance 
Editor, The Sophisticated Vampire Movie I Created In You're In The Movies, Being Mistaken For 
The Devilishly Handsome Guys From Idle Hands Dislikes: Everyone's Lack Of Appreciation For 
A Good Fin Fang Foom Cost.u1ne, Michael Crichton's Passing (Godspeed) Current Favorite 
Games: Fallout 3, Dead Space, Gears Of War 2, Castle Crashers, Mortal Kombat VS. DC 

~ Universe, Left 4 Dead, Fable 11, Tomb Raider Underworld 

Bryan>> bryan@gameinformer.com 
Handle: The Gamer's Advocate Expertise: Action/Adventure, RPGs, Survival Horror, 
First-Person Shooters, Music Interests: Atari (Thanks For Plucking Ghost.busters And Riddick 
Out Of Development HellO, Refinished flooring, New Dredg Tracks, Ed Brubaker And Sean 
Phillips' Ciiminal Series, Bottle Rocket Criterion Collection On Blu-Ray (Finally Some Proper 
Treatment Of A Classic) Dislikes: Moving (Yep, It Still Sucks), Touch-Up Painting Current 
Favorite Games: Fable 11, Star Wars: The Force Unleashed, The Chronicles Of Riddick: Assault 
On Dark Athena 
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Same but Different 
My friends and I all agree that video game 
developers should bring back some of 
the classics with modern technology. 
Imagine how awesome it would be to 
play GoldenEye remastered with updated 
graphics and sound? Perfect Dark and Final 
Fantasy VII are other great examples! There 
are too many to name. Simply take the 
same game, don't change the gameplay, 
and revamp the production values. Is this in 
the works anywhere? 

Erich Minks 
via email 

At first. this may seem like a great 
idea. We all have games that we 
remember fondly, and we'd love to 
duplicate the experience of playing 
them for the first time. Unfortunately, 
old games are often best left as we 
remember them. By simply dressing 
up old mechanics, developers won't 
attract a new crowd with the antiquat
ed gameplay. Furthermore, companies 
run the risk of ticking off longtime 
fans by making unwanted changes 
to a classic. For instance, GoldenEye 
was a great game for its time, but 
without the nostalgia factor, it's basi
cally unplayable by today's standards. 
However, if a remake were to make 
the game more palatable to a mod
ern audience, you and your friends 

We Missed ne 
I would like to suggest a runner-up for 
your "Top Ten Worst Character Names:' 
Dingo Egret from Zone of the Enders 2. I 
know there are countless other horrible 
names out there, but there's something 
about this choice that makes me cringe. 
Undoubtedly, in foreign countries it is 
considered an insult of the highest order 
to call someone a Dingo Egret 

Aaron Bass 
via email 

would cry foul because it isn't staying 
faithful to the original. Even so, if you 
still really want to re-experience the 
classics, Capcom has the best handle 
on the process. With recent download
able games like Bionic Commando: 
Rearmed and Super Street Fighter II 
Turbo HD, the publisher has demon
strated an ability to put clever twists 
on old favorites while retaining their 
classic appeal. 

Hip to be Cube 
What's wrong with you? In the Dear GI sec
tion of issue 187, you said there aren't 25 
games on the GameCube worth mention
ing. Personally, I think the GameCube is 
way better than the Xbox and PlayStation 
2. Think about it. Do you seriously hate the 
GameCube that much? I hope you take into 

We can admit when something slips 
under our radar. Consider Dingo Egret 
added to the list as an honorable 
mention. We may have let it slide if 
he were some kind of anthropomor
phic dingo, but as a human being, 
that's just inexcusable. 

consideration the fact that the GameCube 
has some of the best games in the world, 
and therefore, you have no right to ridicule 
it. Sometimes, I play my GameCube games 
more than my Wii games. 

Benjamin Lin 
via email 

You have the idiocy to say that the 
GameCube doesn't have 25 games worth 
mentioning? You guys must not have 
played many games at all last genera-
tion. I cancelled my subscription to your 
magazine due to it being entirely devoid of 
journalistic integrity. 

Joe Lengerich 
via email 

If you are a video game "journalist'' who 
won't even bother trying to list the top 25 
titles for GameCube, you are a revisionist 
historian fanboy. You're letting the cur-
rent generation's climate tint your already 
cloudy vision in order to come off as edgy 
and keep your dying medium alive. If you 
got me drunk for three days straight and 
then beat me within an inch of my life, I 
would still have no trouble naming a longer 
list of must-own games for GameCube 
than I would for Xbox. 

Marco Trozzo 
via email 

I thought that your crack about the 

Nintendo GameCube in the Dear GI section 
was hilarious! 

Alon Rosewicz 
via email 

Well, we saw that coming. All of you 
militant Nintendo fans can _put down 
your Bob-ombs - it was just a joke. A 
GameCube Top 25 list was in the works 
all along, since it's sort of impossible to 
do a last-gen console roundup without 
one. Flip to this month's Classic GI sec
tion on page 84 to see if your favorites 
made the cul Be warned: If your favor
ites include Tube Slider, you're in for a 
disappointment 

Wii Cacophony 
Most of the time I'm content to agree with 
your reviews, but a 3 out of 10 for Wii 
Music? I understand the criticism the game 
received following its debut at E3. In fact, 
I didn't even plan on purchasing it, but I 
decided to give it a try, and it completely 
blew me away. The unprecedented amount 
of freedom the game offers, changing "La 
Bamba" into a techno rave song or ''Yankee 
Doodle" into a rocking tune is amazing. To 
be honest, I believe people should rank this 
game based on their own creativity. I'm not 
trying to insult your review staff, but you get 
out of Wii Music what you put into it. 

Stevie Manning 
via email 

If you spend hours at a piano, you 
could theoretically compose grand 
symphonies to rival Mozart. Does that 
mean that a piano is a great game? 
How much credit does the instrument 
deserve for the sounds you create? 
Wii Music may be an interesting tool 
to experiment with various musical 
mash-ups, but the degree to which it 
stretches the definition of "game" is 
unprecedented. It provides no goals, 
challenge, or sense of achievement. It's 
even sub-par when viewed solely as a 
music creation device thanks to its con
trols; at least with a piano, you know 
what notes the different keys produce. 
If we wanted to hear a chorus of dogs 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinlormer.com 
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I've always gotten really into creation features in 
games. from skate porks in Tony Hawf< to songs 
,n Guitar Hero World Tour. Jt's olways been a 
way of getting my ideas out there. 

DtadbyOagger 

I don't create content I want to just sit and play 
and hove the content created for me Ifs cool 
that others do it though. 

Tanooki 

User-<1eoted content is fun to play oround with, 
but right now there ore too mony games a1.1t that 
I need to play to be messing around with oll lhot, 

boogiemanl9 

It's really nice on the other side, as well W1iile 
I'm not the most creatNe person, ifs nlce to 
hove access to o/1 of the unbelievably amazing 
content that other people hove come up with ... 
as well as make me feel inadequo(e. 

Metallica69 

I normally don't get iflVO!ved too much in 
creating content. I remember stardng to aeote 
o skate pork on Tony Hawk 3, only to quit when 
I realized how much work it aauolly entailed 
to create a good one. I would much rather just 
play the game. 

Rauros_B 

I enjoy tinkering with aeation tools in gomes, 
but what I enjoy most is experiencing the 
content from users who devote serious time and 
ingenuity into their creadons. 

E•wahlie 

I love user-creotedrontent It lets me be aeative 
and petSOna/ize the game. Creating your 
own levels in LBP is tons of fun in itselt not to 
mention it odds tons of replay value by gelling 
to ploy others' levels, 

lynx_88 

• 

Do you want to make your voice heard? 
Weigh in 'MIii your opinion at www.gameinlormer.com/forums 



singing, we'd dig out our old Casio key
boards and hit the "demo" button. 

The Collector ( 

I'm a huge gamer, but my friends make fun 
of me for only owning a handful of games. I 
try to explain to them that it's better to have 
a few great games than a bunch of crappy 
ones. Which would be better, owning a cou
ple of excellent games like Mass Effect and 
Fable II, or every well-marketed, poorly made 
piece of crap that hits store shelves? 

Jimmy Grenham 
via email 

There's nothing wrong with taking 
pride in your collection. Gaming is an 
expensive hobby, and only buying the 
best of the best can ensure that your 
money is well spent On the other 
hand, you're not collecting rare coins 
to arrange in a display case. Games are 
meant to be played, and sometimes a 
little uncertainty can be a good thing. 
You shouldn't shell out for every bar
gain bin deal you see, but if you never 
take a chance, you'll never know the 
satisfaction of finding that underappre
ciated gem others have overlooked. 

War of the wars 
Why does everyone hate World War II 
games? I personally love WWII FPS games, 
especially the Call of Duty series (although I 
still love COD 4: Modern Warfare). I under
stand that the market is a little overloaded 
with WWII games, but honestly, what other 
war are they going to cover? Good luck 
getting people to play a Revolutionary War 
game, where it takes 20 minutes to load 
your rifle each shot. 

Alexander Judkins 
Altoona, WI 

People don't hate World World II 
games. The premise is just tired. 
Because of the historical setting, devel
opers can't exactly create new WWII 
battles, so they need to keep going 
back to the well with a handful of 
established scenarios. Unfortunately, 
gamers can only storm the virtual 
beach at Normandy so many times 
before the process becomes routine. 
It's true that other wars wouldn't pro
vide as many compelling gameplay 
opportunities, so the trick is to put 
a cool spin of familiar World War II 
moments. If that's what you're looking 
for, you should check out our review 
of Call of Duty: World at War on page 
64 to read about Treyarch's successful 
approach to this common problem. 

JORDAN GRASSMANN 
Somebody totally got 
away with the "flag 
down your pants" 
prank on this dude 

I 

. dear gi 

@ NICHOLAS ALDRIDGE @ MEGANBECK 
Of all its champions, the Marvel universe chooses 
Gladiator to face off against Superman? Way to miss 
your chance to kill off Jubilee, guys 

ISAAC LARUSSA @ 
Totally normal kids .. . and their android 
friend ... and a demonic guardian that 
fights monsters for them 

FRANK SOLDATO 
To complete the ensemble, Snake 
just needs to find a smag}jng pair of 
Kuribo's Shoes 

We11 bet you 10 Picarats that 
Luke needs to go crying for help 
from the professor on this one 

MITCHELL HILLMAN 
We have some serious doubts that 
God is a Mac gamer 

' 
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NO MORE HEROES 
Amidst the declining popularity of NBC's Heroes 
television show, Ubisoft decided to can its plans 
to make a video game based on the program. 

4GB PSPAXED 
Sony has cancelled its plans to offer a PSP 
Entertainment Paek featuring the system, a 4GB 
memory stick, and a download of Everyday 
Shooter. The Ratchet & Clank Entertainment 
pack remains the only way to get the PSP-3000 
with its new, brighter screen. 

MICROSOFT'S 60GB 
STARTER KIT 
Microsoft started selling a Xbox Live Starter 
Pack ($99) complete with a 60GB hard drive, 
wired headset, Ethernet cable, and a three
month Xbox Live subscription card for those 
Arcade members without a hard drive looking 
to get online. 

TROUBLES AT THQ 
WWE publisher/developer THO closed some of 
its studios, including Stuntman: Ignition (shown) 
developer Paradigm Studios. The company 
also laid off employees at developers such as 
Rainbow Studios (MX vs. ATV). THQ CEO Brian 
Farrell said "several titles" were canceled, but 
clarified that none of them had been announced 
yet. The company expects to release fewer titles, 
but put more effort behind them. 

NFL PLAYERS ASSOCIATION 
GUILTY FOR MADDEN 
A group of retired NFL players were awarded a 
$28.1 million judgment in a case involving the 
lack of revenue sharing in the licensing the rights 
of retired players. The players alleged that the 
NFL Players Association gave Madden creator 
EA Sports preferential treatment to attain the 
rights of retired players that was below market 
value. This influenced Take-Two's decision to 
quit making its All-Pro Football title. 
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HARMONIX/MTV SCORES BEATLES LICENSE 

TV and developer Harmonix scored a huge coup 
for the Rock Band franchise with an exclusive 
game based on the music of the Beatles. No 

platforms for the title have been announced, and it's not 
expected to hit shelves until holiday 2009. 

Although few details exist about the game other than 
that it's a rhythm title that will certainly play into the 
strengths of Rock Band and original Guitar Hero creator 
Harmonix, the developer is quick to point out that it wants 
to make this a different experience than simply having 
Beatles songs featured in the current Rock Band format. 
"Let me make this clear, this game is not just a Rock 
Band expansion pack," said Harmonix co-founder Alex 
Rigopoulos at a press conference unveiling the ·deal. "It's 

a full, new music game built from the ground up'.' This 
seems to reference Harmonix's own AC/DC Rock Band 
title, which fits the more traditional expansion pack mold. 

The Beatles don't give out their license very often, so 
this is a huge opportunity for the series to create some
thing different. What that will entail, of course, remains to 
be seen. Nobody would comment on whether players will 
play as the Beatles themselves, but the game will span the 
quartet's seven-year span of albums from Please Please 
Me to Let it Be. (Check out our sidebar for some of the 
songs we'd like to see in the game.) Harmonix plans to 
use the visual iconography of the band, which would show 
them switching styles from beat mop-tops to psychedelic 
pioneers to longhair rockers of the late sixties. 

• 

• 

• 

• 
• 
• 
• 
• 

ABEAnES . 
ANTHOLOGY 
It's not all the hits, and it's not 
the official set list, but these 
Beatles songs would make great 
additions to the game. 

PLEASE PLEASE ME 
"I Saw Her Standing There" 
"Anna (Go to Him)" 

WITH THE BEATLES 

• "All My Loving" 
: "Hold Me Tight" 
• 

A HARD DAY'S NIGHT 
• "A Hard Day's Night" 

"If I Fell" 

: BEATLES FOR SALE 
''I'll Follow the Sun" 

• 

"I Don't Want lo Spoil the 
Party" 

HELP! 
"The Night Before" 
"Ticket to Ride" 

RUBBER SOUL 
"Drive My Car" 
"Norwegian Wood" 
"Think for Yourself" 
"If I Needed Someone" 

REVOLVER 

( 

--
"Taxman" 
"She Said She Said" 
"And Your Bird Can Sing" 

SGT. PEPPER'S LONELY 
HEARTS CLUB BAND 

. "Getting Better" 

• 

"Sgt. Pepper's Lonely Hearts 
Club Band (Reprise)" 

M.AGICAL MYSTERY TOUR 
"Hello Goodbye" 
"Strawberry fields Forever" 

THE BEATLES 
"Dear Prudence" 

. ''While My Guitar Gently 
Weeps" 

"Everybody's Got Something 
♦ •••••••••••••••• ··• •• • • •• • • • •• • • •• • •• • • • •• • • • • •••••••• . . 

• : • • •• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • : • to Hide Except Me and My 
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• 
• 
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MAGICAL MYSTERY TOUR 
Harmon ix may not be talking much about this Beatles title. 
but there are certain things we'd love to see. The ability 
to use two microphones simultaneously would serve the 
Beatles vocal harmonies, and it'll be interesting to see how 
the game assigns piano, keyboard, and orchestral tracks, as 
these become more prominent as the Beatles' career pro· 
gresses. If this game is going to encapsulate the full breadth 
of the band's sound, it'll require more than the standard 
Rock Band instruments, but it is unknown if the game will 
introduce any new music peripherals . 

This game is an excellent opportunity to tell the Beatles' 
story in more ways than just through the music. It's not 
hard to imagine using a wealth of archival footage to put the 
songs in context or even have you step into the shoes of the 
Beatles themselves offstage. It's one thing to have a Yellow 
Submarine-themed background behind the familiar scrolling 
gems. But it's another to convey the experience of the first 
meeting of John and Paul in Liverpool or what it was like to 
be in the studio with producer George Martin. Speaking of 
which, could we be allowed to tinker in the famous Abbey 
Road studio via some sort of producer/music creator fea
ture? And what about getting the likenesses of other figures 
in Beatles history, such as Brian Epstein, Mal Evens. or other 
bands such as the Rolling Stones or Eric Clapton? 

• 
• 

' • 

• 

• • 
• 
• 

• 
• 

' . • • • 

THE FAB FOUR 
Together they are known as the four lads wtto shook the world, but lndlvldually, 
each of the Beatles will bring something speclal to players. 

John 
Known as more of a lyricist than a 
musician, John's guitar philosophy went 
back to straight rock 'n' roll. Still, the 
int'ricacies of songs like "And Your Bird 
Can Sing" or the finger picking of "Dear 
Prudence" prove John to be a great 
guitarist and songwriter . 

George 
George was the Bealle's lead guitarist, 
and his chops show that the Beatles could 
rock out with the best of them. He even 
put friend Erle Clapton on notice with his 
solo skills . 

Paul 
Paul's melodic bass lines will be a 
godsend to any Rock Band bass players 
looking tor a challenge or something 
interesting. The only thing cooler than 
playing one of Sir Paul's bass lines 
woufd be if you could do it on a Hofner 
violin bass peripheral. Paul was also an 
accomplished guitarist in his own right, 
and played drums on a number of tracks 
in Ringo's absence. 

Ringo 
He wasn't flashy, but Ringo never put 
a bad foot forward. Eschewing the 
gratuitous playing of a Keith Moon, for 
example, Ringo was more than capable 
of his own stylish flourishes and fills 
such as in "Hello Goodbye" or the 
brilliant "Rain." 

. . Monkey" 

• 
• 
• 
• 
• 

• 
• 

• 
• 
• 
• 
• 

• 
• 

• 
• 
• 
• 

• 

• 

• 

• 

• 

• 

• 
• 

• 
• 

"Helter Skelter" 

YELLOW SUBMARINE 
"It's All Too Much" 

LET IT BE 
"I Me Mine" 
"I 've Got a Feeling" 
"One After 909" 
"Get Back" 

ABBEY ROAD 
"Here Comes the Sun" 
"Carry That WeighVThe End" 

PAST MASTERS VOLUME 
ONE 
"This Boy" 
"I Feel Fine" 

PAST MASTERS VOLUME 
TWO 
"Day Tripper" 
·'Rain" 
"Revolution" 

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



''Finish him!'' -
Announcer, Mortal Kombat 
The first time we prevailed in a bout of MK 
and heard this gutteral command, we flailed 
and felled out our opponent with a mighty low 
kick to the shin. On subsequent victories, how
ever, this intonation became synonymous with 
the best part of any video game disagreement: 
ripping out your opponent's spine. 

2 "Would you 
kindly?" - Atlas, 
BioShock 
We may have had our suspicions 
about a certain character not being 
on the up-and-up during our jour
ney through Objectivist hell, but the 

: 3 "Wizard needs 
• food badly!" -

,..__ Announcer, Gauntlet 
\ 1 • Let's face it: It's always the freaking 

b\ ~ • wizard who needs the food. And 
. ,? I I then shoots the food. And then 

whines when the valkyrie picks up 
reveal in BioShock went way beyond any of the theories we 
had. Realizing that the entire framework of your worldview is 
a fabrication is unsettling, to say the least A calming round of 
golf soothed our souls afterward. 

all the good loot while the wizard cowers in the back trying 
not to get hit. Gauntlet was one of the first competitively 
cooperative games, and this one sentence sums up why a 
fortune in quarters was fed into that arcade cabinet. 

. ' . . . 

4 "Kil ling spree!" 
- Announcer, Unreal 
Tournament 
Nothing like a little blatant self
aggrandizement to foster an atmo
sphere of good sportsmanship and 
healthy competition. The adrenaline 
rush that pounds through your 
veins as the faceless announcer 
booms this proclamation of your 
prowess can't be beat. Besides, 

. . . . ' . . ' . ' . ' . . . . ' . . . . . . . . 

5 "Snake? 
Snake!? 
SNAAAKE!" -
Metal Gear Solid 
This line isn't technically part of 
Metal Gear canon, because 1t 
means you failed the 1111ss1on and 
killed Snake. The real Snake would 
never make your bush-league 
mistakes, so he'd never hear the 
escalating cries of his allies. It's the 

• • 

you just pwned five scrubs without 
dying. This is your due. game's way of saying ''You blew It Try again'.' 

. . . ' . . ' .. . . ' fo '"'" ••O•llt•to,. I OHOof IHIOlll•IOO•t• 10 U tOIIOII I If 

6 "Nuclear launch detected." 
- Adjutant, StarCraft 
Something about that cool, robotic voice informing us of our imminent doom 
creeps us out to this day. You better hope you have a scanner sweep or two 
ready to find the Ghost putting that blinking red dot in the middle of your care
fully constructed base, or you're done for. Let's be honest: You let your oppo
nent build a nuke, get a Ghost into position, and launch it It's over. 

.. 

• o • o • • I 
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7 " ,, . . . - Hundreds 
, of NPCs, Most 
• Japanese RPGs To 

Date 
What is this even supposed to 
mean? A cool glare from a villager 
who doesn't trust you? A moment 
of silence from the elder whose 
daughter was killed in a bandit raid 
you couldn't stop? Fawning puppy dog eyes from a spunky 
kid who idolizes your freewheeling ways? Most likely it's an 
overworked localization team taking shortcuts, but we'll never 
know. And it will bother us forever. 

, I • o o O • o, t • Io• o o o ", , U . .... . .. . . . . . . . . .. .. .. ..... . . 
• 

• 8 "The cake is a lie" - Portal 
Yeah, we know the whole cake thing is played out. .. but this 
is the phrase everyone remembers. The malevolent GLaDOS 
has some great lines, like 'This next test is impossible. Make 
no attempt to 
solve it," and 
"Get comfort-

• able while I 
warm up the 
neurotoxin emit
ters," but those 
need to be 
taken in context. 
Graffiti disputing 
the existence of 
cake is simple 
and catchy. 

• • ... .... . .. .. .. .... . .. . ..... ... .... ..... ' .... , .. , .... , ... ,. , .. , ..... 
• 
• 

. . . 
• 

9 "War. War 
never changes." 
- Narrator, Fallout 

; 

This fatalistic declaration is the 
centerpiece of Fallout's commen
tary on the human tragedy. Ron 
Perlman's dulcet tones deliver it 
with head-shaking regret and an 
undertone of anger that force
fully deposits players in Fallout's 
desperate setting. From the first 
moments of the game, you know 
that this is going to be an experi
ence unlike any other . • 

. 
• 
' 

. 
• . 

" " . . ................................................... 

10 "You rock!" - Guitar Hero 
Dam right we do. Sure, it was "Smoke on the Water" on 
easy, but we nailed that lick. As soon as this praise slammed 
up on our screens, we were hooked. Plastic guitars seemed 
like another in a long line of gimmicky peripherals that only 
a handful of savants would buy, but Guitar Hero sold the . 
experience 
far better 
than any 
other music 
game to 
date - and 
this line was 
the crux of its 
argument. 
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THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

Guitar Hero comes out with its first drum kit, and it ends up failing the 
audition. A number of kits suffered from sensitivity issues, and the remedy 
requires a PC, downloadable Activision software, and a USB MIDI interface. 
Activision says it will replace any flat-out defective drum kits, and in some 
cases will supply you with the MIDI interface. Go to www.activision.com/ 
support for more info. 

In other Guitar Hero news, Activision Blizzard CEO Bobby Kotick said 
during an earnings call that the company might tum downloading user
created Guitar Hero songs into a subscription-based service. This would cost 
money, whereas now you can get those songs for free. Unfortunately, the 
history of rock 'n' roll is filled with people cashing in on the talent of others. 

Bungie's Halo 3: Recon has 
changed its name to Halo 
3: ODST. A game of faceless 
soldiers gets even more 
generic as the title goes from 
bland to worse. 

Brash Entertainment promised to elevate the 
deplorable state of video games based on movies, 
but putting out titles as bad as Jumper (shown) and 
Alvin & The Chipmunks didn't help the cause. Now 
Brash has dosed its doors, but not before firing a 
number of employees, losing a founder, and burn
ing through $400 million in funding. 

Ghostbusters and The Chronicles of Riddick: 
Assault on Dark Athena both found homes at 
Atari. Activision Blizzard CEO Bobby Kotick said 
these former Vivendi titles were dropped because 
they •tdidn't) have the potential to be exploited 
every year ... • Another castoff, World in Conflict 
developer Massive Entertainment, was acquired 
by Ubisoft. 

- ' " . 
I 

' 
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After conquering space in 
his 12-day stint aboard the 
International Space Station, 
Ultima creator Richard 
Garriott is leaving NCsoft 
to pursue "new interests." 
Garriott's NCSoft title, Tabula Rasa, did not do well, and the game's 
servers will shut down February 28. 
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Square Enix's western development 
strategy is continuing. The publisher/ 
developer recently pledged to make 
Supreme Commander 2 - the original 
title in the RTS series was put out by 
THQ. Square Enix is also starting a 
development studio in LA, which is 
currently working on an action game 
and downloadable titles. 

Recently announced sequels: 
LittleBigPlanet 2, Dead Space 
2, Saints Row 3, Army of Two 2, 
Battlefield: Bad Company 2, and 
Mercenaries 3. 

games 

-
EA SPORTS' Wii BRAND STILL LOOKING 
FOR SUCCESS 

hen Nintendo set out to win over non-gamers with the accessibility of the Wii, nobody knew 
how the system would be received. Now that it's a huge success, the question becomes: How 
accessible does the software have to be to match the system's philosophy? That's something 

Electronic Arts is trying to figure out with its All-Play sports titles. 
This is the first year EA Sports branded its Wii sports games (Tiger Woods, Madden NFL, FIFA, NBA, 

and NCAA Football) as All-Play, and according to EA Sports president Peter Moore, "it's early days," as to 
whether the company's strategy is paying off. The All-Play titles differ from their counterparts on the other 
next-gen systems by offering more accessible, Wii-specific gameplay to non-sports gamers. At this year's 
E3, EA went out of its way to showcase Tiger Woods' All-Play swing system that levels the playing field 
with the traditional swing mechanic in the game. EA hired pro golfer Natalie Gulbis to demonstrate the 
title at the company's press conference. 

EA switched over to the All-Play brand for its Wii titles (complete 
with custom cover art) after it determined that simply porting the 
next-gen version of its sports titles down to the Wii wasn't working. "It 
was pretty obvious to us that we weren't building something that was 
resonating with the Wii user," says Moore. "Sales are a great way of 
getting feedback. When it's not selling the way you'd like it to, you go 
figure out why'.' 

Moore and the EA Sports teams decided these Wii sports titles 
needed to be more inviting to non-sports gamers in terms of controls 
and the size of the experience. Moore explained that EA found out 
players weren't putting in the multi-hour sessions with their Wii sports 
titles like they were with other EA Sports games, so the company 
needed to make the Wii experience more bite sized. Has the new 
strategy paid off? 

Sales numbers for some of the All-Play titles demonstrate that 
gamers aren't biting. According to NPD numbers for their first month 
on the 111arket, the All-Play version of Tiger Woods sold only 41,000 
copies, and Madden 115,000. When you consider that the Xbox 360 
version of Madden sold a million units in its first month with a smaller 
installed base than the Wii's 12 million units in the U.S., you start to 
get some perspective on how the All-Play series is doing. 

Game Informer Online forum members who've played the All-Play 
games don't seem surprised that the series is struggling. Leveling the 
playing field and failing to give the ful l sports game experience are the 
common complaints leveled against All-Play. 

Wii 

Different cover art and box brand
ing is part of EA's strategy to set the 
AU-Play series apart from the normal 
EA Sports titles. The company is also 
planning more point-of-purchase 
materials and different advertising 

Peter Moore and EA, however, are still optimistic about the brand, particularly with the holiday season 
now upon us. "We're still not where we need to be, I think. But it's getting better and better," he says. 
Moore hopes that the All-Play titles buck the normal buying trend of sports games, where titles shift most 
of their units in the first few weeks after launch and then quickly taper off. Moore says he doesn't expect 
such a precipitous decline post-launch with All-Play titles. However, with the NFL regular season almost 
over and college football heading into the bowl season, the window of interest for some All-Play titles 
may be shrinking. 

Wedbush Morgan analyst Michael 
Pachter thinks the holiday season· 
will be a big indicator for the health 
of the All-Play brand, and believes 
in EA's overall direction. "I think the 
strategy makes sense," he told us. 

Apart from holiday sales num-
bers, one thing the imprint might 
have going for it in the future is 
Nintendo's Wii MotionPlus - a 
peripheral that makes the motions 
of your Wii remote more accurate. 
Moore says Nintendo is working with 
EA on the peripheral to get it imple
mented in EA's All-Play titles. Is engi
neering these titles to be more in 
harmony with the Wii the answer? Or 
do sports fans simply want a tried
and-true hardcore experience? 



: Tanooki: I love the game, but why no mini-map? The 
: glowing trail is great for getting straight to the next objec-
: tive, but the lack of a mini-map makes exploration a pain. 
: DENE CARl'ER: We tried to make the game more 
: accessible for people who don't play games. The 
: problem with a mini-map is that you're effectively 
: playing the game twice: once in a 3D view and once 
: in a 2D view, and having to do a kind of mental con-
: version. To hardcore players it's easy, but to non-core 
: players it's actually quite a negative thing. That said, 
: we have many ideas on how to improve on this fea-
: ture in the future ... whatever that might bring. 
• . 
• 

: Ninjadamus: Was there ever point in development that 
: the game had a more comprehensive property manage-
: ment system? Or at least one that let you tweak all of your 
: properties at once? 
: DC: I think the enormous popularity of the property 
: management is something we were slightly surprised 
: by. Given our druthers, I think it's one of the aspects 
: of the game we'd spend a lot more time on - there 
: are some really interesting opportunities to make it 
: into something very unique and special. 

: Commander Pants: At the end of the game the heroes 
: all go their separate ways to other parts of the world. Are 
: you guys planning on releasing any downloadable expan
: sions where players can go on those adventures with 
: them? I'd love to go to Samarkand. 
: DC: Thank goodness you didn't say "Summer Camp," 
: which is what a lot of people went around calling it 
: for a while. Now we've finished the game, we've got 
: some interesting ideas about what these folks went 
: off to do at the end, especially Reaver. As for whether 
: you'll come across them in downloadable expan-
: sions ... who knows what the future might bring? . . . 

: moaka 11: Why did you add co-op functionality on the : something we'll look at if we choose to do another : . . . 
: game if we could not bring our characters into the other : Fable in the future. : 
: player's game? It just would have been really nice if we : : 
: could see how evil or good the other heroes looked. : Benster: Why do I need to go through several menu tiers ! 
: DC: Our feeling on this was that - as a henchman - : every time I want to use an experience potion? : 
! you are visiting another player's world. He's the hero : DC: This was initially because we wanted to ensure ! 
: in his world, not you, and we didn't want to confuse : players were well aware that they'd used the item : 
: that message by making you both look and feel : (e.g. see their health bar go up, XP HUD show up, : 
: equal; it wasn't designed as an equal experience. : etc.). You can, of course, use multiple potions from : 
: However - as with many things - we've learned a : the d-pad, and when you gain potions from the world : 
• • • 
: lot about what people like and don't like about the : there's a quick-use option on the X button. : 
: multiplayer modes, and it's always something we : : . . . 
: take into consideration. : Stay Puft Mushroom Man: Why isn't there more armor : . . . 
: : in the game? I understand the need to make defense : . . . 
: Super Pat Balls: One of the concerns I had with the : something you earn with experience, but for aesthetic : . . . 
! game was that it was almost too easy com- ~-----""-..-..... purposes how come I can't make my guy look : 
. pared to the first one. At any point of the like he's wearing armor? : 
• • 
: development was there any consider- DC: The world of Fable II is set in : 
• • 
: ation to make some of the will abilities something approximating the 16th- : 
: have a slight cool down so it wasn't 17th century, when most people : 
: spamable? didn't use anything but very : 
: DC: By comparison, I died light armor due to gunpowder's : 
: about five times during shows increasing role in combat. We : 
: in Moscow this week. Part felt that adding heavy armor : 
: of the reason for that is went against our notion of : 
• • 
: because I was trying to max "clothing equality.' Having : 
• • 
: out my experience gains a hero walking around in : . . 
: by mixing up the combat. full plate, yet still being : 
: There are always ways to vulnerable to a quick stab : 
: exploit systems, but we in the ribs was ridiculous. : 
: hoped the XP bonuses for [Note: Lionhead recently : . . 
: chaining, head-shots, cliff- announced a downloadable : 
: shots and others would pack for mid-December, 
: be a suitable incentive. We which, aside from finally • 
: decided to get rid of mana/ giving players the opportuni-
: recharge times on spells ty to wear armor, will feature 

. . 
• . 
• . 
• . 

: because it actively stopped new weapons, quests, and 
: ltsameEddy: I love the game and can't stop playing it. : players from being pure will- areas to explore. - Ed] 

• 
: However, after playing through several times I wonder : users (see the original Fable). 

• . . . . . 
• . . 

• 
: about the weapons. I end up using the same one through : This time, I'm happy to say, there 
: most of the game, and all the legendary weapons I find : are many more wizards in Albion . 

• 
: are usually not better than the ones I buy. This is reverse : 

• 
: from how it is in most games. Shouldn't the weapons you : 
: spend hours trying to find in the game be the best weap- : 
: ans in the game? : 
: DC: This is a tough one. On one hand, if you make : 
: the Demon Doors so tough people can only get them : 
: at the end of the game, you end up with a bunch of : 

• 
: pointless doors nobody approaches until after they've : 
: finished the game. If you make them a bit easier, : 
! then people feel it's odd to have underpowered magi- ! 
: cal weapons. Our view during development was that : 
: it was actually a bit more work to earn money, and so : 
: hard graft weapons should have the most reward. : 

• . . 

Onett-Hero: I wish there was more of 
a focus on specializing in a certain combat : 

• 
aspect. You really can't just go true mage, archer/ : 

• 
gunner, or fighter. You get so much of the other XP that : 

• 
you have to spend it on something. This just makes all : 

• 
characters pretty much good at everything by the end. : 
Besides his good/evil status, your character ends up being : 
the same as anyone else's. : 
DC: Low-level abilities in all the other trees remained : . 
cheap so that they'd still be alluring and encourage : 
experimentation. However, this does lead to Jacks : 
of All Trades. It's not something we consider to be : 
"wrong" but more of a play-style issue, and thus : 

. . . 
GearsGal983: I love most of the : 

achievements in the game and thought : 
they came at a good pace, but the The : 

Dollcatcher achievement seems out of : . 
place. Why did you come up with this one? : 

DC: We view achievements as a way to reward : 
• 

players for sucking the marrow out of our game. As : 
such, some of them will be easy, and others quite : 
hard. If we'd made the Doll catcher achievement easy, : 

• 
we wouldn't have people on forums talking to each : 

• 
other, making friends and bartering over LIVE, which : 
we feel is pretty unique. Remember, it's optional! If : 
you're not having fun with this achievement, then you : 
don't lose anything but a few points (Has this con- : 
vinced you to try for it yet?). : . . . 

~ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \\ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \ \" 
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Super Street Fighter II Turbo HD Remix should serve 
as an interesting case study on this exact question when 
it releases on Live Arcade and PlayStation Network. The 

and easy-to-navigate control system for lay
ing out your base protection and upgrades, 
and a smooth camera for zooming around 
the StarCraft-inspired 3D maps. Stopping 
the onrushing hordes of insect-like aliens 

gets increasingly difficult 
(surprise, surprise), and 
it doesn't take more 
than a level or two for 
the addiction to set in. 

NinjaBee, the 
developer that pre
viously delivered 
titles like Cloning 
Clyde and Outpost 
Kaloki X, released 
its latest game 
alongside the new 
Xbox Live Experience 
in November - A 
Kingdom for 
Keflings. The timing 
wasn't coincidental, 
since the game sup
ports in-game avatar 

play and parties of 
up to four online play-

ers. Thankfully, the game is far more than a 
gimmick to show off new Live features - the city building 
simulation is both clever and amusing. You control a giant, 
who instructs the little Kefling people to gather resources 

couple of months ago, I asked for 
your opinion about the merits of 
downloadable releases over tra

ditional retail games. You shared your thoughts 
on the matter, and the emails followed a couple 
of main themes. As one might imagine, expecta
tions for a given game's quality is closely tied 
with cost - when you spend more, you want the 
game to be proportionally more polished. Here's 
the funny thing: Even though several readers 

dramatically redrawn 
characters and 
backgrounds look 
amazing, and the 
addition of remixed 
tunes makes the 
audio pop like 

as you arrange the layout of their 
~iii.i:i=:iiimiiiiiiiii:i;:;;;;:=======:;-:'="""=-,---,--=--:-=,-:-----..... charming town. Between the 

said that was the case, they also shared my 
opinion that even the most inexpensive down
loadable releases should deliver fun content 
from the moment you tum it on. It makes sense, 
since these are often games you' re investing way 
less time in than your retail releases. But isn't 
that another way to say your expectations are 
higher, even though they cost less? It leads me 
to think that perhaps we evaluate downloadable 
games on a separate metric from other titles. 
Geometry Wars is, in almost every way, a sim
pl~r game than BioShock. But, pound for pound, 
is BioShoc.k objectively a better game? Is it like 
comparing apples and oranges, or is there an 
objedive scale of ''fun" to which players should 
hold all games? ~et me know your thoughts. 

Lumines Supernova 

never before. 
Minor variations 
in controls distin
guish this game 
from the original, 
and the freakishly 
high production 
values should bring ' 
gamers in the 
door. Most franchise 
fol lowers currently 
have their eyes set on the 
pending Street'Fighter IV, but in the meantime, 
this downloadable remix of the earlier game 
deserves better than to be lost in the shuffle. 

PSN is playing host to an awfully familiar genre 
with Savage Moon. I'd heard it was a variation 
on the tower defense concept, but it wasn't until 
I played the game this month that I realized "vari
ation" doesn't really come into play. This is, for 
all intents and purposes, the definition of tower 
defense. That's not to say I don't like it. While 
treading familiar ground, Savage Moon has a clean 

MeteosWars 
Fans of this music•driven falling block puzzler should be stoked to hear that a new 
version is headed to PlayStation Network in the coming weeks. New music and 
backgrounds, a music-creating sequencer mode, and several other new modes are 
welcome additions. But the real win? Finally playing with a PS3 d-pad. 

Q Entertainment has been busy this year. Even as it re.leases a new Lumines on PSN, 
Live Arcade receives a brand new version of Meteos. Instead of positioning falling 
blocks, you must blast them back into outer space. It's a unique puzzle experience 
heightened by the ability to play online with friends. 
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cutesy graphics and the 
• acoustic "let's all just chill 

Things on Wheels 

out, dude" soundtrack, 
the game isn't exactly the 
height of frenzied action. 
But that's really not the 
point, and the game is ulti
mately a success. ■ 

Remember R.C. Pro Am and Micro Machines? Welcome to the next-gen equivalent. 
A dozen miniature cars zoom around a sprawling mansion and its environs. 
Controls are simple but precise, and the game supports co-op. What more do you 
need to know? 
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FINAL FANTASY XIII RELEASE UPDATE 
We're hearing that the release date for Final Fantasy XIII is starting to come into view. Square Enix plans to 
bring the game out in Japan during the 2009 holiday season, with a U.S. relea.se sometime in 2010. This could 
be as early as summer 2010 or as late as holiday 2010. 

LITTLEBIGPLANET'S NEW WORLDS 
LittleBigPlanet's themed worlds and myriad unlocka.bles are ripe for expansion pack exploitation, and that's 
exactly what Sony plans to do with the game. Expansions for the game will follow The Sims model, with each 
pack of extra content being tightly themed. Expect these to release in both retail and download form.s. 

EA MMA? 
EA Sports is always 
looking for new sports 
opportunities, and 
we've heard a rumor 
that they are looking 
into doing a mixed 
martial arts title. We 
doh't have any other 
details, but it'll be an 
interesting rumor to 
watch given that THQ 
still holds the license 
for UFC. And we all 
know how important 
a license is to EA. 

Got some insider info? Email u, at looseta/k@gameinformer.com and we'll be all ears. 

Named God Slayer in Japan, this SNK action/RPG 
released in 1990 for the NES. The game is set 100 years 
into the future, casting you as a young man who must 
combine four elemental swords into one to defeat 
Emperor Draygon. Like the original Zelda, this title 
features top-down real-time comba~ but opted for 
more traditional RPG spell casting and XP. An altered 
Game Boy Color version of the game came out in 2000. 

(Ar-0.ver on page 19) 
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news UNLIMITED ENABLED 

There are a 1,001 
stories behind each 
game, and a lot of them 
never get told. We talk
ed to a few developers 
and got some behind
the-scenes tidbits and 

THE TALES BEHIND THE TITLES f ado ids you otherwise 
wouldn't have known . 

ENDWAR 
• The original working title of EndWar was "Objective Force.'' 

• The voice command in EndWar supports six different languages -
English, French, Italian, Spanish, German and Japanese - as well as 
U.S. and U.K. English accents. 

• The art direction of EndWar was inspired by the movies of Roland 
Emmerich, such as the destruction of L.A. in The Day after 
Tomorrow. 

• The story of EndWar is inspired by the original Tom Clancy book• Red 
Storm Rising, which imagined a near future non-nuclear World War 
111 back in the ·sos. 

• The military advisor for EndWar,.Dutch de Gay, is a U.S. Army Ranger 
and was also the advisor for Ghost Recon Advanced Warfighter. 

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

• 

• 
• 
• 

• 

FABLE 2 
. • Lion head Studios was named after co-founder Mark Webley's 

pet hamster because the intended name, Red Eye, was already 
registered. 

• 

• The dog from the 1987 game Net Hack served as the inspiration for 
the dog in Fable II. 

• Lionhead employed a self-proclaimed Sword Master to work on the 
combat in Fable II. 

• Every tree in Fable II has approximately 120,000 regenerating leaves. 

• The design and look of the characters in Fable II are inspired by the 
film Brotherhood at the Wolf. 

• In the spirit of inspiring the combat design in Fable 11, Lionhead 
challenged fellow Microsoft Game Studios developer Rare to a soccer 
match. lionhead won 2-0. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •••••••••• ♦ •• ♦ ••••• 

------------------~ 

FALLOUT 3 
• In the world of Fallout, the bombs fell on October 23rd. Bethesda 
tried to coincide the release of Fallout 3 to that. 

• The original inspiration for V.A.T.S. was Burnout's crash mode replays. 

• Actress Courtney Cox worked at Bethesda briefly in the 1980s. 

• The bell that sounds after shooting the Fat Man Nuclear Catapult is 
the lunchroom bell at the Bethesda offices. 

• The Fat Man is based on an actual nuke launcher, the M-388 
Davy Crockett Tactical Nuclear Recoilless Rifle, which was made in 
the 1950s. 

• In the Hubris Comics building is.a terminal in their computer games 
division that has an actual working text adventure in it called "The 
Reign of Grelok." 

• 

• The downtown O.C. area in Fallout 3 was twice the size at one point. 
The team decided it was too large and confusing and cut half the 
space out. The wasteland area was half the size, and the team felt it 
was too small, so the wasteland doubled. 

• The cars in Fallout 3 are based on the Ford Nucleon, a concept car 
built to run on a nuclear generator in the 1950s. 

• 

• 

• 

• 
• 
• 
• 
• 
• 

SAINTS ROW 2 
• The animation and cinematics motion-capture team retained the 

same principle actor from Saints Row 1 to Saints Row 2. He is 
involved in almost every shot and animation seen, including the 
tea-bagging animation. 

: • During motion capture for the fight scene between Maero and the 
player, the actor playing Maero landed headfirst while falling onto a 
mat from 20 feet, injuring himself in the process. • 

• The underground Shanty Town environment was inspired by Seattle's 
• underground city. 

• Development team members make up four of the five Hilman lists. 
• The final list was a team raffle of random target descriptions. 
• 
• • "Zombie Uprising" was originally a city-wide activity, then based in a 

mall, then ultimately moved to the run-down theater where it is today . • 

• The fastest recorded play time for 100 percent completion in single 
player is 15 hours, 30 minutes (normal difficulty). This time was 
accomplished by the QA team. Comparatively, the Saints Row 2 
designers took more than 25 hours to reach 100 percent completion. 

• The design team originally considered adding in mime, pimp, and 
cosplay gangs before finally deciding on the Ronin, Brotherhood, and 
Sons of Samedl. 
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■ NHL09 

Accomplishments: 
EA's NHL 09 is the first sports title to introduce online, 
six-versus-six league play, and the team Dream Killers 
has essentially held the number one slot on Xbox Live 
since the game's release. As co-general managers of 
the team (which fluctuates between 20 and 30 mem
bers) Chris Flinn and lrek Drabek have led the team to 
a record of 92 1-56-5 as of this writing, more than 200 
points ahead of the nearest competitor. If their numbers 
hold, they' ll fly out to the EA Canada offices to compete 
against the top PS3 and 360 teams for the real world 
EASHL Cup. 

Forming the Team: 
"Since 2005, I've known at least half the guys on the 
team. We were all top three ranks," Drabek says. 

'The other guys actually contacted my brother and 
asked if we wanted to come together and make a 'super 
team,' if you will," Flinn says. "We all knew of each other 
for years. We've been enemies from '07 and '08, but 
we came together to fight for the same cause'.' 

Player Roles: 
"[I play] center or defense, Grubby plays right wing or 
defense," Flinn says. 'That's probably the best part of 
our team - everybody can play defense. Everybody gets 
along, and we don't have any puck hogs'.' 

The Key to Victory: 
"It depends on what the defense is going to give us," 
Flinn says. "If they' re going to stack the blue line, then 
we're going to dump [the puck] and work the puck 
deep. If they're going to give us room to set up plays 
on the rush, then we'll play like that. Primarily, I'd say we 
play defensive hockey and take advantage of what the 
other team gives us'.' 

Goalie: Human or AI? 
'We play maybe half our games with a goalie," Flinn 
says. 'We've been trying out different guys, but haven't 
really found the goalie that's going to take us into the 
playoffs yet'.' 

Practice Time: . 
Both players put in around 20 to 30 hours a week. 
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Other Games: 
Most of Dream Killers took a break from hockey to dig 
into Gears of War 2. 

Life Outside of Hockey: 
Flinn was drafted by the Tampa Bay Devil Rays baseball 
team in 200 l , and played seven seasons in the minor 
leagues as a pitcher until elbow problems forced him 
to stop. He recently underwent Tommy John surgery, in 
which an elbow ligament is replaced by a tendon from 
somewhere else on the body. "Right now I'm trying to 
do the best I can with rehabbing my arm so I can get 
the chance to play baseball again," Flinn says. 'That's 
what I've always wanted to do. I had success doing it for 
my whole life and it's been taken away with me being 
hurt'.' Drabek works as a carpenter's assistant and aims 
to be a full time carpenter or own his own landscaping 
business. He also plays soccer and enjoys working with 
computers. 

What New Features Should Be in 
NHL 2010? 
Both Flinn and Drabek agree that the goalies should 
be smarter. Teammate John Borg [GTA xLEG3NDx] has 
some serious ideas. "[EA should] make a few locker 
rooms so when we've got 20 guys online we can 
set up certain lines and get certain guys playing with 

.. certain guys as opposed to 20 guys trying to get into 
one locker room at a time. It's kind of confusing and 
unorganized," Borg says. ''l\lso, being able to search for 
teams around your skill level so you're not playing the 
lower-end teams'.' He'd also like the ability to customize 
team arenas, some kind of online game scheduling, and 
a spectator mode where GMs could coach their team 
without playing. 

UNLIMITED ENABLED 

Rockey Heroes 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ..... .. . 

Dream x· ers 
Game Informer scours the leaderboards 
to find the best of the best, uncover the 
people behind the handles, and learn 
their strategies. So, if you get a pesky 
message over Xbox Live or PlayStation 
Network from GamelnformerMag, please 
don't delete it. You could be the next fea
tured game·r. 

. . . . . . . . 
• CLUB ~AN K INGS . 
• . . 
• . 
• 

: Handle: . 
• : Grubasek 
• 
• . 
• 
• . 
• . 
• 
• . 
• 
• 

Name: 
Irek Drabek 

: Age: 
• 
• 
: 21 
• . . 
: Hometown: . . . . . . . 
• . 
• 
• . . . 
• 
• . 
• . . 
• . 
• . . . . . 
• . 

Toronto, Ontario, 
Canada 

Favorite NHL 
Team: 
Pittsburg 
Penguins 

• 

• 

• 
• . . ... ..... .. ......... ....... ....... .... .. ... .. .. ....... ...... .. .... . 
. . . 
• . 
• 
• 
• . . 
• . . . . . 
• 
• . 
• . 

Handle: 
FlinnpChinp9 l 

Name: 
Ch.ris Flinn 

Age: 
28 

Hometown: 

•• • 
• . 
• . . 
• . 
• 
• . 
• . 
• 
• . . 
• . 
• . 
• . . 
• . . . . 
• 
• . 
• 
• . 
• . . 
• . 
• 
• . 
• . . 
• . 
• . 
• . 
• . 
• . . 
• . 
• . . . . 
• 
• . . . . 
. . . . 
• 
• . . . . . . . . 
• 
• 
• . . . 
-· . . . . 
• . 
• . . . 
• . . . 
• 
• . . . 

• . . . . 
• 
• . . . . 
• . . . . 
• 
• . Levittown, New : 
• . . 
• . . 
• . 
• 
• . . . 
• 
• . 
• . . 
• . . 
• 
• . . . . 

• 

• 

York : 

Favorite NHL 
Team: 
New York 
Islanders 

. . 
• 
• 
• 
• . 
• 
• . 
• . . 
• . 
• . 
• 
• 
• . 
• 
• . 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• • ••• • •• •• •• • ••• • •• • • •• • • •• • •••• ♦ ••••• • ••••• • 
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DEVELOPER 
AKIHIRO HINO 
CEO, Level 5 

1 Dragon Warrior Ill - NES 

2 The Legend of Zelda: Ocarina of Time - N64 

3 Torenko's Great Adventure: Mysterious 

Dungeon - Super Famicom 

4 Otogiriso - PSone 

5 SD Gundam: Gachapon Senshi - NES 

READER 
JOSHUA LOPEZ 
(shown w/Seth Green) 
Los Angeles, CA 

1 Metal Gear Solid 2: Sons of Liberty- PS2 

2 Max Payne - PS2 

3 Grand Theft Auto IV - 360 

4 God of War - PS2 

5 Kane & Lynch: Dead Men - 360 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine(f op Five 
724 N 1st St 4th A 

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

(attach digital picture) 

TOP TEN 
Lists ... Everybody Loves Lists ... 

Top 1 O Reactions To 
Microsoft's Stupid 
Avatars 
10 Nintendo did it first, better, and they weren't even 
good then 

9 They call that a beard? Amateurs 

8 Cool! Now we all look the same! And awful! 

7 It could be worse though ... we could all look like 
Jet Brody 

6 Well, look on the bright side ... [hangs head] 

5 So, I guess everyone shops at The Gap now? 

4 Who made this garbage? Oh, Rare. Nevermind 

3 I never knew I had so many cross-dressing friends 

2 Stop waving, you horrible abomination! 

1 How do I delete these? 

Name That Game Ans-Mer: Crystalis 
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connect feature 

Use achievements to lure players f nto checking out a game's 
entire feature set. 

Burnout Paradise and Gears of War 2 are the perfect examples. 
With dedicated achievement sets for each mode (ranging from 
the "try it out" type of achievement to the "give it your all" style), 
these games effectively use achievements as a guided tour to 
new gameplay innovations. 

Chart the player's progress toward unlocking achievements 
Like Barry Bonds' race for the home run record, players should be able to track 
how close they are to reaching a milestone achievement - such as 500 headshots. 
Valve's The Orange Box was the first game to introduce an achievement-tracking 
menu that could be viewed during gameplay. Epic copied this system in Gears of 
War 2. Every other developer should follow suit. 

Create achievements that encou,age gamers to return to your game 
Brothers in Arms: Hell's Highway hands out an achievement to players who play 
the game once a week for three months. This may seem annoying, but if the game 
has a strong multiplayer component, this achievement is the nudge that pushes for 
a strong community. Achievements like these could also play a large role in games 
with a steady stream of downloadable content. 

Lead players through your campaign with Incremental achievements 
This is especially important for story driven games where you want the players to 
see the resolution. The enticement of another 100 points can be the extra incen
tive needed for players who otherwise might turn their attention elsewhere. 

Implement achf evemenls that are unlocked after the completion of the game 
If handled correctly, these bonus achievements would increase the replay value. 
Having achievements like "finish a level using only melee" and "insert your punter 
into the quarterback position" shouldn't be available from the outset, as they force 
players to play the game in strange ways. 

Gamerscore point totals should be based on a game's content, not disc versus 
digital distribution 

Limiting a game like Puzzle Quest, which can suck away hundreds of hours of 
your life, to just 200 points is a travesty. This game deserves the 1,000-point 
max. Conversely, a game like Scene It!, which can be completed in a few hours, 
shouldn't have anywhere near the max. 

Reward players for challenging tftemseli.'es 
If players beat Rock Band's career mode on Expert, they also get the achievements 
for beating the game on the lesser difficulty levels. Just hand out the points, or 
change it to a single "beat the game" achievement. 

WeigJl achievement points to properly reflect how people play your game 
If it's a multiplayer heavy game, then make most of the achievements unlock
able through competition. If you have story driven game, reward players for 
experiencing the story. 

Make sure the acflfevements bacfc up the time investment 
If you can sink 80 hours into be NHL 09's Be A Pro mode, make sure there is a 
commensurate amount of achievement/points to go along with it. PlayStation 3 
games won't run into this problem with trophies. As for Microsoft, an easy solu
tion is waiving the maximum of 50 achievements per game. Some gamers will 
not invest time in specific modes if they are not getting rewarded with points/ 
achievements frequently. We'd rather get one point every hour as opposed to a 
SO-point chunk after 80. 
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KIii the gamer 

Force players to play a game in an unnatural way to get 
achievements 

No one wants to play as the Miami Dolphins, let alone throw 
six touchdowns with a water boy-turned-quarterback. If the 
achievements dramatically change the gameplay in fundamen
tally strange ways, can you really hand out an "achievement 
unlocked" message or a trophy? 

There's a better chance of a gamer falling over dead from sleep deficiency than of 
them earning the achievement for killing 100,000 enemies or playii:ig in 10,000 
online matches. The only way we'll back time-sucking achievements like these is if 
they are worth 3,000 gamerscore points. In Gears of War 2, l 00,000 kills nets you 
50 gamerscore points. Thanks for playing chumpface! 

Make the majority of your achievements dependent upon higher difficulties 
Rewarding the hardcore player with extra achievement points is a noble gesture, 
but don't do it at the expense of the majority of gamers or the default setting. EA 
Sports, and oddly almost every soccer game released, are notorious for this. Don't 
earn the reputation of a game that puts a bi& fat zero on a gamer's resume. 

Make farm-worthy multiplayer achievements 
Total kill counts work for deathmatch, but don't create anything that takes away 
from the spirit of the competition. All too often we see people abandoning the 
team's goals to take on a quest of individual glory. Multiplayer achievements should 
be created for individual modes, not just multiplayer as a whole. 

Have the "achievement unlocked" or "trophy earned" message reveal the ending 
For the love of god, don't reveal that player has completed the game until the 
credits roll. Nothing says "buzzkill" more than seeing this message appear during a 
cinematic. Immersion gone! 

Have the "achievement unlocked" message appear over text 
Michael, I need you to go talk to "achievement unlocked" in Megaton City, Sam, the 
code to the vault is "achievement unlocked'.' Developers have the ability to place 
the achievement and trophy messages anywhere they want onscreen. Sounds like 
an easy fix. How is this problem in so many games? 

Reveal major plots in the achievement text 
Both Microsoft and Sony have systems in place for developers to create "secret" 
achievements. There's no reason to give bullet points of a game's plot in achieve
ment text. "Complete chapter 4" will suffice 

Make all achievements boast-worthy/Impossible challenges 
For achievement farmers, nothing says game over like 'these achievements. A few 
brag-worthy achievements are fine, but don't go overboard. 

Require people to spend a specific amount of time with your game unless you have 
the content to support It 

Are you really going to play Call of Juarez for 24 hours? Are you really going to fly 
for 10,000 miles in Superman Returns, let alone spend 12 hours with it? 

Make multiplayer achievements If multlplayer is an afterthought 
We're talking about you Dark Sector, Overlord, Vampire Rain, Star Trek: Legacy, 
Stranglehold, The Darkness, Spiderwick Chronicles, Turning Point: Fall of Liberty, 
Turok, and every Xbox Live Arcade game. If you only have a few people working on 
a multiplayer component, and just have multiplayer because you can, save all of 
your achievements for single player and the content that matters. 
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f ever a game needed no introduction, it's World of 
Warcraft. Blizzard released its latest expansion to the 
gargantuan MMORPG on November 13, blowing away 
the previous record for single-day PC game sales (set 

by World of Warcraft: The Burning Crusade with 2.4 million 
units) in the process with 2.8 million boxes sold. After level
ing to the new cap of 80 and clearing the player-versus-envi
ronment content included in the launch, I have a whole lot of 
love for the game - and my share of frustrations as well. 

The leveling content in WotLK is without question the best 
to date in the genre. The game's storyline serves as a fitting 
epilogue to Warcraft Ill's epic events, and ties previously 
vague elements like the five dragonflights and the Titans 
into the world far more effectively than previous plots have. 
Innovative quests abound, from God of War-styled aerial 
encounters where heroes hop from drake to drake in a flurry 
of death to helping repopulate Northrend's seals by luring 
bulls across a strait with tasty fish. Dozens of daily quests 
for a variety of factions and rewards extend the viable solo 
content for months, and the new small-group dungeons are 
some of the best in the game. Quest lines that "phase" you 
(basically making things look different to you after you com
plete certain quests) make the world feel much more alive 
than in the past. This isn't a mere re-skin of a few models -
you'll participate in and witness the aftermath of huge battles, 
and the world will forever reflect those events. Northrend is 
truly a casual MMO player's paradi~e. 

With regard to PvP, the new public Lake Wintergrasp zone 
has a lot of potential. The siege engines and other special 
features like destructible bridges and walls are fun to play 
with and worth fighting over, and having worthwhile PvP 
content away from instanced, auto-balanced Battlegrounds 

O re-- □rt 

is a huge deal. At the time of this writing, only a small frac
tion of the player population had leveled to 80 and ventured 
into Wintergrasp. This prevented me from judging the zone's 
lasting entertainment value, but the pieces in place are com
pelling. A new Arena season should keep the hardcore PvP 
players occupied, though it's somewhat disappointing that 
the promised re-work of Battlegrounds (to make them more 
worthwhile than as a tiresome grind for honor gear) didn't 
make it into WotLK launch. 

Beyond the initial thrill of experiencing this fantastic new 
content, though, lies a problem that will affect more and 
more players as they enter the endgame. Large-group raids, 
encounters that require l O to 25 heroes working in con· 
cert, have always been the pinnacle of player-versus-environ
ment achievement in WoW. In Wrath of the Lich King, they're 
too easy. Top guilds already cleared all of the launch content 
by the time this magazine went to print, and the available 
raids at 80 - cool and fun as they are - will not last nearly as 
long as the initial endgame of The Burning Crusade. Blizzard 

1 must release the next content patch with new, challenging 

1 
raids soon or risk disappointing its hardcore player base. 
· Regardless of whether or not high-end PvE players run out , 

of content sooner than they'd like, it's impossible to argue j 
that Wrath of the Lich King isn't worth the $40. The solo and 1 
small-group content is the best the genre has to offer. The I 
new Death Knight class brings a slew of awesome new abili- : 
ties and tools to both PvE and PvP combat, like the ability to l 
temporarily resurrect friendly players as ghouls to continue 
the battle. The raids are a lot of fun, too, they're just tuned I 
poorly in the other direction relative to previous content 
launches. WotLK was a long time coming, but it is more than 
worth it on balance. ■ ■ ■ 

I , 
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CAREER HIGHLIGHTS 

Art House 
Schofield, whose background 
is in visual art, does some art 
for Barbie Game Gir1 for the 
original Game Boy, which 
becomes a surprise hit 

Absolute Game 
Schofield, eager to join the 
game industry, mo~ west to 
join Absolute Entertainment, 
where he worf<s on a number 
of franchises including Ren & 
Stimpy, Rocky & Bullwinkle, 
and The Simpsons 

Moving Up 

After Absolute's par1nership with 
Acclaim ends, Schofield moves 
to Capcom's new U.S. develop
ment studio. There he works on 
the Street Fighter movie game, 
as well as two canceled prod
ucts, Major Damage (pictured), 
and a werewolf game 

► Crystal Clear 
co 
a, 
a, ,... 

Schofield leaves Capcom for a 
job at Crystal Dynamics, where 
he advances quickly and worf(s 
on several games induding Gex 
30 and Akuji: The Heartless 

► Up The Ladder 
C) 
C) 

fa 

Schofield is promoted to vice 
president of Crystal Dynamics 
and oversees its Xbox launch 
title Mad Dash Racing, as well 
as new entries in the Legacy of 
Kain series 

► The Big Boys 
N Schofield moves from Crystal g Dynamics to the industry's 
N largest publisher/developer, 

Electronic Arts, where he 
begins work on the final 
Knockout Kings title 

► One Ring 
~ Schofield helps produce EA's 
c The Lord of the Rings: 'The 
N Return of the King 

► Horror Business 
co 
C) 

fa 

Schofield and his team bring 
out a successful new IP, the 
critically praised spacejho,ror 
game Dead Space 
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VP AND GENERAL MANAGE.R, EA REDWOOD SHORES STUDIO 
>> After heading the successful horror title Dead Space, Glen Schofield has been promoted to 

general manager of EA Redwood Shores. We spoke with Glen about the future of the studio and 
C 

a possible Dead Space sequel. < < 
In your new position as general manager, how 
is your approach different from whafs been 
there in the past? 
It's definitely different. "Hands on" can be termed 
as a negative, but in this case it's not. I walk around 
a lot; I know a lot of the guys pretty personally, 
because I've made games with them. I think com
ing up through the ranks from a junior artist all the 
way up helps me a lot. I think it gives me a bit of 
credibility. I can pick up any controller and play the 
games and understand them. We make games for 
a living, so I expect that anyone who's a GM should 
know games inside and out. 

Now that you are managing Redwood Shores, 
are there things that bothered you as a team 
member that you're going to try to avoid as a 
manager? 
One thing we're doing is that you're going to see 
a different style of game coming out of this studio 
fairly soon. We're probably going to be less about 
licensed games. The Dead Space team had a very 
close culture. There was a lot of camaraderie and 
a lot of humor. We had high morale and that's the 
thing I want to bring to this studio. We had an "all 
hands" meeting yesterday and the all hands have 
taken on a different flavor than they used to. We 
want open, honest, and direct communication. 

The IP-cubed thing came up much later than Dead 
Space; I think that was just a terni that [EA head] 
John Riccitiello used when he came in. But he did 
validate what we were doing. When we went into 
Dead Space, we had no idea. We weren't plan-
ning any of this. We realized that we had written a 
huge backstory, but the game takes place on the 
ship after it's been overrun. We wonde;ed, 'Would 
people want to know why the ship .was overrun or 
what happened to the planet?" So we floated the • 
idea out there to the comic book companies, and 
it all kind of fell together that we could do a comic 
series that ran into an animated feature. 

The survival horror genre has been very 
dominated by Japanese developers -
Resident Evil, Fatal Frame, and others. How 
did you take their influence and put a more 
western spin on it? 
We are huge fans of the Japanese games, whether 
it be suNival horror or otherwise. They invented it, 
and we pay homage to them throughout the game. 
I've always felt that the Japanese do suNival horror 
games very well and they do great horror movies. 
But their horror movies also have a very different 
flavor. So we took the Japanese suNival horror type 
game, but infused it with American horror movie 
influences. Like the chase sequence in the begin-

design, or could this game be scary in a larger 
environment? 
No, we could do different things in bigger areas. 
Imagine a huge zero gravity area with no lights on, 
or just your flashlight and you're hearing sounds 
around you. We could scare you in big places, too. 
I've got a list of over 200 things that we never 
got into the game, just scary ideas. Being claustro
phobic helped us, but we could also do this on a 
bigger scale. 

You had some problems with the game being 
banned in Germany, Japan, and Korea. 
Germany finally came around, because the bot-
tom line is that they take it into a whole context. 
Isaac is not a murderer; he's not killing humans 
and he's trying to save his friends. At the end of 
the day, Germany said they would take the game 
untouched, which is fantastic. I was very surprised 
with Japan. In finding out exactly the reasons why, it 
kind of makes sense. There is a cultural difference 
dealing with the dead. They just had something 
that we could not overcome and we didn't want to 
compromise the game. Hell, [Takashi] Miike is the 
king of horror over there, and if you watch any of 
his films they are frickin' insane. So, for us to get 
banned, I was a bit surprised. 

II you can't have fun making games ... ,__ __ 

_ you might as well be a bricklayer. 

EA has had a reputation for a very assembly 
line development process. Was Dead Space 
a test run for changing the development cul
ture at EA? 
I don't know if it was a conscious decision. In the 
case of any team, I think you take on the personal
ity of the leader. I think you let the guys do what 
they do best, you have a sense of humor, and you 
enjoy what you're doing. We make games. If we 
can't have fun making games, if you turn it into an 
assembly line ... you might as well be a bricklayer. I 
wake up every day and think I'm one of the lucki
est guys on Earth. I think that kind of attitude gets 
through to the team. 

You've already had a comic book and animated 
film attached to Dead Space. Within EA there is 
a big push to think of new properties as multi
media brands, something they call "IP3:' How 
does that affect your development process? 

ning of the game, which was based on a great 
chase scene in High Tension, which was actually 
French, and the original Texas Chainsaw Massacre. 
I believe that we evolved the suNival horror genre 
because we made it a little faster paced. On Dead 
Space 2, if we have one, I might consider it more 
of an action-horror game. 

Do you see Dead Space as an ongoing series? 
I would love for this to be a series. That's your goal 
when you go into it. The critical reviews and the 
sales will dictate whether we have a sequel or not, 
but there is such a rich story here that it would be 
fairly easy. As you're doing this, you have a lot of 
ideas that don't get used in game one and you 
hope there is going to be a second so you can put 
these ideas into it. 

Dead Space used the classic horror technique 
of having very confined environments for the 
most part. Do you think thaf s a necessary 

You've worked on a lot of original IPs and a 
lot of licensed games. What are the differ
ences between the two? 
With the case of Godfather, they are a great licen
sor. They're not totally hands-off but they don't get 
in your way. There are others where you have to 
ask permission for everything. That's why this studio 
wants to lean more towards new IP. It's a breath 
of fresh air - you can come up with some crazy 
mechanics that the licenses wouldn't let you do. 

Whafs your overall vision for the EA Redwood 
Shores studios to be five years from now? 
My goal for the studio is for us to be edgy, M-rated 
entertainment. We're not going to be making Disney 
games here. Dead Space was just the start, but we 
have a couple of things coming down the pipe that 
are in its vein - and I don't mean science fiction. 
They are violent, M-rated games and that's where I 
want to take this studio. 
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peripheral 

• NYKO WING WII CONTROLLER 
A\'tAAGt ■■ ii ■ ■ ■ ■ ■ ■ ■ 

Nyko's new Classic-style controller should appeal to those who spend 
most of their Wii time with the Virtual Console. The Wing has a co1nfort
able ergonomic design and ad-pad that's great for classic titles, but the 
best feature is how it syncs wirelessly with your Wii remote. Too bad the 
analog sticks are placed so close together, and the shoulder buttons are 
oddly positioned. Still, it's fairly comparable to Nintendo's Classic controller, 
and it feels good to not have a Wii remote dangled over your knees. 

$29.99 • www.nyko.com 
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rock out 

MAD CATZ CYMBAL EXPANSION KITS 
V[P,VGOOO ■••■■■■ ■■■ 

This Mad Catz set simulates the crash, ride and hi-hat cymbals of a real 
drum kit by duplicating the yellow, blue, and green pads on the Rock Band 
kit. The cymbals only work on Rock Band 2 kits, and they don't make your 
set equivalent to the Guitar Hero drums since they don't add any outputs. 
However, unlike most peripherals, these cymbals add extra dimension to 
the Rock Band gameplay, making you feel more like a real drummer. After 
only an hour of play we were already kicked out of the band and our IQ had 
dropped 30 points. 
$19.99 (single) $29.99 (double) $39.99 (triple) • www.madcatz.com 
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LOGITECH WII 
KEYBOARD 

, . 

. -. 

,Wf.AA(,f. li jij ii ii ii ii Ii ■ ■ ■ 

This device may not have any bells and 
whistles, but when you're talking about a 
wireless keyboard for the Wii, how much 
do you really need it to do? The keys feel 
great and the unit has a simple plug-and
play setup, which also works with PCs 
and Macs. If you find yourself using the 
Wii's Opera broV11Ser a lot this would be a 
respectable purchase. But we'd respect it 
more if it didn't cost so much. 

$49.99 • www.logitech.com 

tech 

- T-MOBILE G I 
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" 
, 

A\fAAGt ■■■■■ ii ■■■■ 

T-Mobile and Google team up to release this 
fully featured smartphone that houses a full 
QWERTY keyboard, 3G network support, and 
GPS. The most exciting aspect of the new 
G 1 is its Android operating system. This open 
platform OS already has some great apps, and 
its future could be very bright if it attracts more 
programmers to its cause. The touchscreen 
interface works great for broV11Sing the web or 
checking emails, even if it's not as versatile as 
the iPhone's multi-touch display, but we never 
warmed up to the phone's unique layout (we 
kept hitting the trackball by accident). The G 1 's 
lack of true video playback, shorter battery life 
and smaller base storage (2GB) also come up 
short compared to Apple's smartphone jugger
naut The phone clearly wasn't built with games 
in mind, which might explain its weak offerings. 
The G 1 is a competent competitor to most 
smartphones, just don't think of it as a gaming 
device or iPhone killer. 

$179.99 (with two-year agreement) • 
www.t-mobileg1.com 
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dork 

STAR TREK CAPTAIN 
KIRK'S CHAIR 
lhis replica throne of sci-fi's original space cow
boy oozes retro appeal - just wait until it lights 
up and produces sound effects from the '60s 
show. We don't normally succumb to ridiculous 
product claims, but surely this chair will help you 
match wits with the most intelligent minds in the 
universe, make you irresistible to exotic women, 
and get you out of every godforsaken impossible 
situation you find yourself in. 
$2,700.00 • www.dimonselecttoys.com 
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WHAT'S COOKING? WITH 
JAMIE OLIVER 
lhis sim boasts some serious star power, but the 
controls are awkward and there is nothing fun about 
cooking time trials. What's Cooking features some 
decent recipes, but if that's all you want why not buy 
one of Jamie's books? lhey have better pictures. 
S29 99 • www.acari.com/t1s 
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NERF N-STRIKE 
U\lll"..O Afll'fAI ■ W •• ■ • ■ ■ ■ ■ 

Don't deny it. You've always wanted to tum your Nerf gun into a 
video game blaster. Wrth Nerfs N-Strike Switch Shot EX-3, your 
locked-and-loaded Nerf firearm acts as a Wii remote peripheral 
that works as well as any of the others on the market. lhe full 
package includes an on-rails shooter developed by EA. lhe 
game is basically a glorified target range, but it's still more enter
taining than we expected, featuring four-player action and more 
than 25 real Nerf weapons. Still, the $60 price tag seems a little 
steep, even if it does satisfy the destructive toddler in all of us. 
$59.99 • www.eastore.ea.com 
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PERSONAL TRAINER: 
COOKING 
Nintendo kno\/1/S its way around the kitchen. Personal 
Trainer: Cooking is an exhaustive cooking tool that 
includes an excellent collection of more than 200 
recipes from around the world. With step-by-step 
video instructions and bonus software like a calcula
tor, a timer, and a digital shopping checklist this is a 
welcome addition to any kitchen. 

19.99 • \IJWW.personaftrainercooking.com 
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I . Heavy Liquid by Paul 
Pope 
This cult favorite comic by Eisner Award 
winner Paul Pope has finally been re
released in hardcover. The high concept 
crime/ chase story details the mysterious 
nature of the addictive titular substance. 

$39.99 • www.dccomics.com/vertigo 

2. Rogue Leaders: The 
Story of LucasArts by 
Rob Smith 
Written by Rob Smith, the editor-in-chief 
of PlayStation: The Official Magazine, 
this historical account details the cre
ation of game studio LucasArts and its 
development of everything from The 
Secret of Monkey Island to Star Wars: 
The Force Unleashed. 

$60.00 • www.chronidebooks.com 

Reaper Season One 
When Sam's parents sell his soul to the 
devil, he must become a bounty hunter 
of escaped souls in one of last year's 
most original shows. 

$l9.98 • www.lionsgateshop.com 

4. Watchmen by Alan 
Moore and Dave 
Gibbons 
Required reading for every comic fan, 
Alan Moore and Dave Gibbons' clas
sic has influenced the industry since 
the '80s. If you haven't read it yet, feel 
shame. 

$39.99 • www.dccomics.com 
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n November 2007, a similar historical mystery 
introduced Nathan Drake in Uncharted. The 
occasionally unscrupulous Drake found himself 
drawn into a personal quest surrounding his 

famous ancestor, Sir Francis Drake. While Drake is 
still unearthing hidden treasures, Naughty Dog's 
newest adventure entrenches its hero more firmly 
in the seedy criminal underworld hinted at in game 
one. A decidedly capable, world-wise, and attractive 
partn·er joins him as he sets out to solve the long 
clormant question of Marco Polo's lost fleet. A 
ruthless paramilitary leader has the same goal in 
mind. Along the way, Nathan Drake will learn that 
13 missing ships are only the beginning 
of the enigma Marco Polo left behind 
centuries earlier. 

''We really wanted to get him back in his 
element," explains creative director Arny 
Hennig. 'We want to see him back in the 
real world that he regularly inhabits. What 
drives him is the solving of this historical 

' mystery - figuring something out that's 
been left unsolved for so long~ Along the 
way, Naughty Dog plans to take Drake into 
unfamiliar territory, while breaching new 
ground for the PlayStation 3, as well. 

''We' re pushing the PlayStation 3 tech to 
the max. We got about 30 percent of the 
power out of the [synergistic processing 
units] on the first game,n explains Nau~hty 
Dog co-president Evan Wells. "We think we're• 
going to be really close to maxing it out this 

• 

, 

• 

• 

~ 

time around. So, potentially for the first tirne,(you're 
going to see the Cell pushed to its limit'' The first 
Uncharted was frequently cited for its impressiv,e 
tech, and its sequel is raising that bar in some notiee
able ways. The screens and levels we saw appear 
remarkably sharper and more detailed, mostly thanks 
to the improved lighting, shadow, and occlusion 
technology apparent throughout the game. 

Once the game starts, there's no visible loading -
the first of many gameplay features that serves the 
greater goal of delivering a compelling narrative. With 
less loading, the team thinks it's easier to be drawn 
into a cinematic story. The effect is most apparent 
in the move between cutscenes and gameplay - a 
seamless transition keeps the flow of the game 

• 

• • 
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going all the time. 'The game is load-free," explains 
co-president Christophe Balestra. "It's like having a 
corc,mercial on TV when you see a loading screen in 
a game. It's a good reason to just stop. We don't give 
you that option'.' 

The impressive shader work that made the first , 
game's pools and rivers so amazing is how being 
harnessed on another form of water. Ice and snow 
look incredibly vivid and realistic. Snowy fields have 
a shifting sparkle to them as the light plays across 
individual crystalline shapes. Subsurface lighting gives 
depth and a frigid blue coloration to the heavy flows 
of ice that Drake encounters amid mountain caves. 
Snowdrifts will build up on the ground over time, 
and frost gathers on Drake and other characters as 
they move through the environment. 

Of all the technical feats at play in the new game, 
the way characters interact with 
• 

, 

• 

• 
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moving objects deserves the most attention. Whether Nathan Drake, one of his occasional allies, or any of the dozens of enemies they face, every character 1s capable of interacting with other moving ob1ects in the world. This seemingly simple idea is a lot more complicated than it sounds. Think about a game where you see a character on a moving vehide, like a car or train Usually, one of a couple things is going on. Sometimes, the vehide is effectively a static object, and you see a moving background zooming by to grve the impression of move-ment Alternately, a character might be attached to something moving through the world, but he usually needs to detach from the obJect to regain any sense of real mobility, such as by leaping from a moving car. In Uncharted 2, every character fully interacts with the dynamic geometry moving around them, and the enV1ronments in the background are real parts of the game world. The contextual , movesets for the characters make rt seem like they are genuinely grounded 1n thetr • current environment •tt Drake's on the top of a train. he's going to be shaking wrth the train as it moves around," says game director Bruce Straley. ·As he gets 1ns1de, his moveset 1s going to change, and he's going to be a little bit more secure, because the wind's not blowing~ What's the result? Imagine scenes as Drake precanously dings to the extenor of the shaking old train, even as enemies damber along after him. As he crawls tovvards the next train car, the locomotive makes a sharp right tum around a treacherous mountain cliff. Drake 1s flung to the side, even as the sharp drop-off looms beneath him, and less sure-footed foes go flying past into the void. The • 

I • 

moving object 
tech of Uncharted 2 makes 
scenarios like that a very real possibility, taking those death-defying encounters out of the movies and into a fully controllable, interactive enV1ronment A recognizable theme surrounds the technical features implemented 1n Uncharted 2. Whenever possible, the technology serves the advancement of the story. • It's all nuts and bolts, but it comes back to execution." Straley tells us. "How do we integrate the story and the gameplay? These are just tools in the kit 

• 

• 

that we play 
with - what does this 
story call fOf Drake to feel right now? In one place, we might want a lot of traversal beccluse ~ we're infiltrating an area, while another moment we'll lay a lot of explosives around because we just want to kick some ass. We really want to switch it up~ Furthering the cause of exciting narrative is a big goal • 
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at Naughty Dog, and several of the chief team • 
meJ11bers charting Drilke's story have gone so far 
as to research Hollywood screenwriting techniques 
to aid in the process, The ideas they've brought 
back from seminars and writing workshops helped 
guide the creation of Uncharted 2. In a sprawling 
Nepalese city, Drake sees a heavily armed helicop-
te'r zoom by overhead - an early introduction to a 
dangerous encounter that won't show up until later 
in the game. A quaint and quiet hamlet of happy 
villagers is encountered intact before Drake returns 
later to see it ravaged and dismantled, upping the 
emotional impact of its destruction. Players are 
confronted by constant shifts in their expectations 
of a situation, such as seeing a clesir path to an 
"objective that is suddenly blocked by a massive 
explosion. "It's all about pacing. There's never a dull 
moment," Straley continues. "It's about creating 
this excitement of what's going to come next. It's 
layering all these little moments so that you can 
get to the big crescendQi only to bring it back clown 
again~ These familiar but powerful scieenwriting 
t0ols are only SJ!>arsely included in th~ average 
video game story. In contrast, Uncharted 2 builds a 
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game around these narrativ~ hooks. 
The narrative integration with gameplay is clearly 

on display in the acti0n-packed demo Naughty 
Dog revealed to us. As a cinematic opens, we see 
Drake in a jeep, disguised as a jourrialist while 
he seeks entry into an ancient Nepalese city. It 
appears Drake's competing paramilitary interests 
have already arrived, and have a m0re explosive 
approach to revealing the next clue to the missing 
treasure - the city is in ruins. Within moments 
of arrival, it's clear Drake's disguise isn't fooling 
anyone, and he ends up crashing through the city 
and into a tattered dead-end alley. Control shifts 
to the player, and Drake sets off t0 meet up with 
his partner. Moving from the abandoned vehicle, 
Drake slips effortlessly between barricades and 
destroyed vehicles. The new cover mechanic 
assures you only stick to walls you want to, and 
you have a broad range of mobility once you're 
there. Unlike in the last game, you can strafe along 
the wall while holding down your aim button, or 
even back off from cover while still zoomed in en 
a target. Along the bysy city streets, Drake slips 
from wall to doorframe tQ rubble pile, and makes 
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short work of the squad of enemy soldiers 
# 

searching for him. Running down the road 
to his rendezvous, a f0rmerly clear path 
suddenly becomes an impassible obstacle 
as a crashed bus explodes in a shower of 
debris. Drake ascends a light pa,st and leaps 
to a nearby building. 

Platforming and level traversal remains 
one of the central components of 
Uncharted 2, and Naughty Dog has worked 
hard to polish the experience. To let their 
hero scramble along rough walls and pas
sages, the developer is introducing a new 
free-climbing mechanic. Drake can swing and 
leap from poles and scramble along monkey 
bars. Balance beam sections are now much 
faster, abandoning the PS3 c0ntroller's tilt 
functionality for «i more exciting and speedy 
run. In the live demo, Drake utilizes all these 
newfound abilities as he hurries along the 
rooftops 9nd building walls, bypa}sing the 
flaming truck below. 

• 

• 

• l 
• 

~ 

. ; · 
• • 

• 

1 

• 

• 
• • 

• 

' 



t 

• 

' 

• 

.. '• ,. 

• 

• 

• 

• 

I 

I 

J 

• 



• 
Beyond small adjustments to his moveset, the 

• bigg~~ift in the dimbing and leaping portions of 
Drake's adventure are the new interactive cinematic 
events. As he vaults to a hanging electrical sign above 

, • a doorway, the bolts give way and the sign begins to 
;;" spark and collapse under his weight. As he tumbles 

through an open window into a bombed-out apart
ment, the bathroom tile floor beneath his feet cracks 

•" 
and shatteP?f s~ndfng him tumbling down to the next 

i~ .... floor below. The constant anxiety and excitement of 
-~ _..~~ these,s~ifting situations becomes increasingly potent 

" .,; as we watch the demo - the game is built to 
deliver these kinds of 

abrupt departures from'expectation in rapid-fire St,Jcces
sion, not just every hour or two. They aren't quick-time 
butt9n press cutscenes; the player remains in control 
at, all times. However, a mundane wall climb rs rarely
what it seems at first glance, and quick reactions are 
qften a must. "It's expecting the way you're going to 
ac;;complish this puzzle is by going through that building 
over there, and coming to realize it's thwarted through 
some other event that happens - which· means you'll 
have to go-around," Wells says. "We' re always challeng
ing. the player's expectations'.' 

After Drake navigates buildingJops, he spies a lone 
guard patrolling a balcony: Clambering along the nearby 
leclge, Drake grabs the man and yanks him from his 
post to the ground below. This is the first glimpse of 

... ~
~i:~~::?t~~a;m~a;jo~r~a~dJ~·u~st~m~e~n~t ~to~t:h:.e combat system in Among Thieves. 'We've added a new 

feature inside 

.. .-

~ of Uncharted 2, 
which is 

the ability 
to stealthily 
app1oach combat 
scenarios," Straley 
explains. 'We're 

definitely not trying 
to go for slow 
paced stealth, like 
Metal Gear S0lid 
or Splinter Cell. The 
stealth is there to 
give you an option~ 

- Aftef dispatching the 

• 
,, 

• 

, 

guard, Nate makes his way to the ground ang~ 
towar<ls the largest c0ncentration of troops 
in the area. The first enemy he encounters 
is unluc;;kily facing the opp0site direction in a 
doorway. Drake grabs the back of hrs shirt and 
swings him around into the wall, and the man • 
collapses into a heap. Another heavily armed 
opponent patrols the interior of a blasted out 
tavern. Leaping onto his back, Drake slips an 

• arm around the soldier's neck and dispatches 
him. There's little in tne way of waiting around 
or slow stalking involved ifl Drake's approach to 
a fight, but a few quiet takedowns go a lorig way 
to alleviating the inevitable blow-ups that follow. 
'·'You have a gun, s0 if you want to start balls 
out and let it rip, go for it," Straley tells us. "But if 
you want to engage by stealth, there's ·a lot of variety 
availali>le there'.' 

Back in the bar, the fallen enemy's buddy turns the 
corner and sees Drake. As the bad guy reaches for his 
rifle, Drake charges him and a furious scuffle begins. 
The melee system has taken some big leaps forward 
for the new game. Enem.ies now actively fight back, 
trying to pin Drake's arms or slip out of grapples. Only 
careful observation on the player's part enables the 
right button responses to each attack. The enemies 
outside the building are now clued in to Drake's pres
ence. Before the firefight begins, Nate grabs a grenade 
from one of the fallen troopers and flings ~ outside 

~ 

into a car. It explodes, and more enemies go flying. The 
new grenade mechanic is dramatically simplified - no \ 
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controller tiltirig involved. Now, the grenade is 
mapped to a single button anytime you aim, and 
it travels to w~ereveryou point the reticle. 

Sriatching up a shotgun, Nate leaps between 
cover points as the squad organizes outside. 
In Uncharted 2, the advanced Al now attempts 
to flank and take you out, but they can also be 
tricked if you play your cards right. Throw down 
a spray of blindfire from one location, and they'll 
t~inl< you're at that spot, even if you've since 
snuck away to another location, As they cl0se -. 
in, you spring the trap. After pulling this trick, 
Nate climbs up to a nearby ra0f and fires off a 
shotgun blast that sends a turret gunner flying 
off the building, even as Nate remains safely 
hanging from the ledge. Traversal and c:ombat 
are intentionally intertwined in Uncharted 2; 
encouraging constant movementthrough the 
enviroraiment and frequent weapon change-ups. 
Aiming and, shooting can be completed from any 
state, whether hanging, climbing, 0r running, 

Drake runs to cover,in another nearby b1.1ilding 
as reinforcements arrive .. Suddenly, the troop 

. ·transport goes up in a burst of flame. Tur111ing 
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, aro4nd, Nate sees Chloe Frazer, his new and 
requally brash partner, rocket launcher in hand. 
Laughing, she leaps down from the car hoog 

' 

, and into his arms, wrapp.ing her legs tight--around 
him. ·As the1demo comes to a close, it's clear the 
two may be more than just btJsiness partners. 

The most striking aspect of Uncharted 2 
doesn't lie irai the myriad gameplay improve• 
ments implemehted in this sophomore outing. 
Instead, it's the way the team at Naughty Dog 
almost subconsciously relates everything they 
say about the game back to their desire to 
pull players into the narrative. By shaping the 
main thatacter, building the baseline tech, and ~ 
designiflg'the ,principles that govern the game 
world in Drake's Fortune, Naughty Dog could 
afford ta spend the last year wholly foc:wsed on 
how it wants to tell, Drake's new story. The result 
is shaping up to be a game with unprecedented 
focus on cinematic actiori and thrills, but with a 
level of inter~dion and immersion H0llywood 
bloakbusters can only envy. ■ ■ ■ • 
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A Black Box took advantage of 
something developers rarely get to 
do when working on a sequel - start
ing over. Because of the less-than

serious storyline behind the Skate games, 
the company destroyed the fictional city of 
San Vanelona to have it rebuilt by a faceless 
corporatiori. But why stop there? Why not 
add a bunch of new features and make the 
city bigger? That's precisely what Black Box is 
doing with Skate 2. 

The previous Skate featured a hefty move 
set, but it definitely wasn't complete. This 
time around, players have twice as many 
tricks as before. Because nearly every 
r:nodern trick had already been included, the 
focus is going old school. While tricks like the 
kickflip and 50-50 grind are standard, lesser
known moves like the boneless or hippie 

jump are not. Since Black Box had the base 
set done, it had time to focus on these more 
obscure moves to expand the bag of tricks. 
The best part? The company only added 
one button to the mix and didn't change the 
functions of the rest. Because the controller 
mapping is designed to represent the skater, 
implementing the moves only had to be 
done on the back end. The rest is up to the 
player to just grab the right way or take their 
foot off the board at the right time. 

The rebuilt New San Vanelona feels fresh. 
While its predecessor was modeled almost 
perfectly after "somewhere in California," the 
new version feels more fictional. The level 
designs in the various areas of the city are 
top notch. Each rail, ledge, gap, and bump 
seems to have been made by a skater, not 
an architect. Yet the environments still feel 

organic, like a city rather than a game level. 
Fans of the first title will see a few familiar 
key spots like the downtown spotlight Matrix 
Plaza. While some of it has changed, other 
parts remain original, almost serving as a nod 
to the old-school skaters. 

Another big change to New San Vanelona 
is the player. Not what he (and now she) 
looks like, but the fact they can hop off the 
skateboard and move stuff around to create 
new lines. Rails, benches, kickers, trashcans, 
and anything else not nailed down is fair 
game. There's no snap grid or zone limits, 
either. If you want to drag a picnic table to 
the other end of the map and pull it up on a 
ledge at a weird angle, the game won't stop 
you. Obsessive skaters can take advantage of 
this to create epic runs or faithful skate video 
recreations. 

Budding skate filmographers will love the 
enhancements to the replay editor. The 
feature set from the previous game returns 
along with some enhancements. The con
trols for the system have been tweaked 
to allow more precise video cuts, and the 
UI is less cluttered. Black Box also greatly 
improved the camera control with tripod 
shots and options to fine-tune the perfect 
angle. Expect even more creative user videos 
on EA's Skate site. 

Skate 2 has the same effect the first game 
did: making the ollie and kickflip fun again. By 
listening to the fans for improvements and 
not fixing what wasn't broken, Black Box is on 
track to create a great sequel. If you liked the 
first game, make sure you save some of that 
sweet holiday money for Skate 2 when it hits 
stores this January. ■ ■ ■ 
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aiting in line with a pocketful of tokens was as 
much a part of the original Street Fighter II experi
ence as actually playing the game. Crowded 
arcade cabinets may have been the birth of this 

fighting series' popularity, but they don't appear to be its 
future. With Capcom announcing that Street Fighter IV won't 
be released in arcades in North America, the home versions 
are the only way to play. At least we don't have long to wait; 
with the February release approaching, most of the character 
roster has been confirmed and the features are set. All that 
remains is to spend time playing the game, so we got our 
hands on the latest 360 and PS3 builds to see how things are 
coming together. 

The list of playable characters on consoles has swelled to 
an impressive 25 (compared to 18 in the arcade iteration). 
All 12 of the Street Fighter 11 characters are back, alongside 
some new challengers and old favorites - including Akuma 
and Gouken (see sidebar). Even when using one of the 
brand new fighters, the gameplay is immediately familiar to 
anyone with Street Fighter experience. Despite its gorgeous 
3D graphics and stylish artistic direction, the game is firmly 
rooted in the 2D fighting tradition, and most of the charac-

I~,. .... 
ters' moves rely on the same classic combinations that have \ .,.,,,,.. 
been burned into our memory. If you were good with Bianka 
before, your skills transfer with little trouble. 

The core fighting mechanics stay true to the series, but 
there have been a few changes to some of the other systems 
that may alter the way you play. The abundant parrying of 
Street Fighter Ill is nowhere to be found, but moves called 
Focus Attacks allow you to avoid incoming attacks and then 
launch a counter. Their execution is not as precise as parrying 
was, but they still require careful timing. When you manage 
to create an opening, you'll still have the opportunity to pull 
off ridiculous super moves if the meter is full. There are even 
new ultra combos that you can only execute when you've 
taken enough damage. 

As beautiful as Street Fighter IV looks in screenshots, it is 
even more impressive in motion. Certain moves leave an 
inky black trail in their wake, the camera zooms in for cine
matic super combos, and finishing blows are accompanied by 
dramatic slo-mo. Hand-to-hand battles for supremacy have 
never looked so amazing, and the game isn't even finished 
yet. Fighting fans of all sorts should mark February 17 on their 
calendars and get ready to hit the streets. ■ ■ ■ 
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hat is Jack Bauer's fortitude save? 
How many skill points does 
James Bond have in diplomacy? 
We usually don't think about the 

world's greatest secret agents in role-playing 
terms - we just waAt them to shoot some 
dudes and stop the nuke. Sega and Obsidian 
Entertainment are ready to change that 
perception with Alpha Protocol, a modem 
spy-themed action/RPG that emphasizes 
stat-based character building just as much as 
high-octane action. It may seem like an odd 
pairing, but after playing the first two hours of 
the game, we can say that spies and RPGs 
form a promising team. 

Alpha Proto<rol stars Michael Thornton, 
a rookie agent with a top-secret black-ops 
organization. As you start the game, you'll 
have the opportunity to choose a specializa
tion for Thornton by distributing experience 
points among ten skills. You can assign 
ranks in areas like infiltration, pistols, and 
hand-to-hand combat, or you can choose 
one of three preset spreads that define you 
as combat, stealth, or tech focused. Since 
one of the team's goals is to allow gamers 
to ma'ke the choices they want, these abili
ties don't confine you to any particular path 
through a level. They may open up certain 
options, but they don't necessarily close the 
door on others. We chose the stealth tem
plate, but still held our own in a firefight. 

Combat feels like a more layered version 
of Mass Effect's system; the general strategy 
is to fire from cover and keep an eye open 
for opportunities to use your special abilities. 
However, because the enemies have vary
ing stages of alertness, the division between 
combat and exploration isn't as strict. In a 
level in Saudi Arabia, we took out a sentry 
with a silenced pistol and then crept by his 
comrades unseen. However, one false step 

50 GAME INFORMER 

could have landed us in a full-blown en~oun
ter. Regardless of how you handle these situ
ations, you'll still get rewarded; players gain 
experience for sneaking past foes as well 
as killing them, so they aren't penalized for 
avoiding entanglements. 

Another feature that ties into player choice 
is the dialogue sys.tern. Unlike many RPGs, 
you won't have the option to repeat con
versations endlessly, so your interactions 
deserve special attention. You gain 
(or lose) reputation points 
with NPCs based on your 
conversations, so if you 
keep throwing sass at 
an informant wh0 doesn't 
like sarcasm, you'll need to 
find another way to get your info. 
However, a positive reputation 
isn't always the goal. Sometimes fear is 
the answer, as certain characters will 
only help you if your reputation is low 
enough. In gameplay terms, this phi
losophy really just means that are no 
right or wrong dialogue choices. If 
you say what you want to, different 
options will present themselves. 

Originally slated for spring 2009, 
Alpha Protocol's relEJase has since 
slipped a few months into summer. 
Don't worry - a Sega representative 
assures us that the extra time i$h't an ill 
omen. From our time playing, everything 
seems to be on the right track; the game is 
certainly in better shape than its somewhat 
shaky E3 incarnation. Alpha Protocol has 
the potential to be a breakout title, and we'll 
gladly w~it a little longer if it means a tighter 
and more polished final product. ■ ■ ■ 
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PLAYSTATION 3 I XBOX 360 

> STYLE 1-PLAYER ACTION > PUBLISHER SOUTH PEAK INTERACTIVE 
> DMLOPER FUZZYEYES > RELEASE FALL 2009 

THE STEAMIEST OF PUNKS 
ante may have established guns 
and swords as mainstays in the 
stylish action genre, but has he ever 
used them as a single weapon? 

Though some undeniable thematic similari
ties exist between Edge of Twilight and Devil 
May Cry - induding a half-breed hero with a 
love for blades and bullets - this new action 
title isn't just another imitator. With a rich 
fiction behind its steampunk-meets-fantasy 
fac;:ade, Edge of Twilight banks on more than 
hack n' slash gameplay to set itself apart. 

Years ago, an event called The Rift tore 
the world into two separate planes, one light 
and one dark, existing in the same physi-
cal space. Edge of Twilight's hero, Lex, has 
a parent from each of these planes, giving 
him the ability to travel between realms. 
Players use this to their advantage, inter
acting with objects in one plane to affect 
the other, but Lex's abilities also change 

depending on his location. 
In the night realm, Lex takes on a bestial 

form capable of clambering and climbing 
through the world, though it is weak in 
combat. In the day realm, Lex wields a mas
sive gunblade that he uses to slice and blast 
foes in stylish battles complete with special 
powers and gory finishers. Players can't 
switch between these modes on the fly, 
which means the action trades off between 
platforming and combat-oriented gameplay. 

While the basic mechanics aren't totally 
unique, the game's aesthetic is distinctive. 
The steampunk themes come through in 
the character designs and environments, and 
Lex doesn't have any of the manufactured 
attitude often associated with the genre. 
We're not sure evil beings can be truly killed 
without a cheesy one-liner to follow the final 
blow, but anythings possible. ■ ■ ■ 
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ins of a Solar Empire publisher/ 
developer Stardock recently pulled 
the curtain back on another project, 
and it looks like the kind of turn

based 4X strategy game we don't see very 
often. Drawing inspiration from genre stal
warts like Master of Magic, Civilization, and 
Heroes of Might & Magic, Elemental: War of 
Magic has the potential to surpass anything 
in the genre to date. 

In Elemental, players take the role of a 
channeler, which Stardock compares in 
power to Sauron before he lost the One 
Ring. From the start of the game, a chan
neler can wipe out entire armies with a 
wave of his hand. The trick is that you've 
got a finite amount of essence to spread 
around different paths to victory. Keep it 
bound up in your own avatar, and you're 
capable of godlike feats. Infuse it into your 
armies and champions, and they gain sig
nificant advantages on the battlefield. Focus 

on the prosperity of your empire, and your 
lands become more fertile as your people 
work harder. This balancing act is core to 
Elemental's gameplay. 

The massive power levels of channelers, 
champions, and fantastic armies featur-
ing everything from pikemen to dragons 
do much to shape the largely traditional 
turn-based 4X framework. Players can raise 
mighty empires by growing cities and found
ing new ones, and ultimately clash with rival 
nations as they pursue one of the several 
victory conditions. Exploration, conquest, 
diplomacy, and questing with your champi
ons each offer a different way to win, so the 
determining factor isn't always the strength 
of one's economy like it is in many 4X titles. 

When armies clash, the game switches to 
a Total War-esque battle scene. Unlike that 
franchise, however, combat is ultimately 
turn-based - turns come up and rounds 
pass in real time as in Neverwinter Nights. 

Players have the option to command their 
armies personally in tactical combat, have 
the Al handle it while they sit back and 
watch the carnage, or have the computer 
auto-resolve the battle directly from the . 
main screen. 

In the endgame, the rules get thrown out 
the window as channelers approach god
like levels of power. The spells available in 
the end times are intentionally unbalancing, 
so leaving a rival unmolested to focus his 
power into massive incantations is a bad 
idea. Elemental's engine is written to allow 
Populous-like levels of damage to the world; 
raising a volcano under your enemy's capital 
city is not out of the question, nor is drop
ping a meteor on his advancing armies. 

When the game launches, players will 
have access to two factions: the humans 
and the fallen. However, Elemental also 
features a Spore-like technology that can 
incorporate player-created content down-

loaded through Stardock's Impulse service. 
When someone uploads a piece of content 
to Impulse, be it a new spell, new race, 
new monster, or something else, a board of 
moderators at Stardock will review it, rate it, 
and open it up to the community for use if it 
meets their guidelines (i.e. no vulgarity). The 
community can also rate uploaded content, 
and within Elemental you can choose what 
sorts of filters to apply to downloaded con
tent (high ratings, only spells, no races, etc.). 
If the game acquires a fanbase, this could 
be the feature that gives it legs unlike any 
other 4X title to date. 

Elemental's feature set reads like a strat
egy gamer's wish list. Hopefully Stardock's 
experience with Galactic Civilizations and 
Sins of a Solar Empire allows it to deliver 
on its many promises, but we won't know 
for sure for quite a while as we wait for 
Elemental's 2010 release. ■■■ 
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Wii 

> STYLE I ·PLAYER ACTION/RPG > PUBLISHER NAMCO BANDAI 
> DEVELOPER TRI-CRESCENDO > RELEASE TBA 

MUST BE ITALIAN 
f you're anything like us, your parents 
often threatened to move to another 
home while you slept, leaving you 
to wake up scared and alone. No? 

Well, imagine they did. The latest title from 
Eternal Sonata developer Tri-Crescendo 
attempts to tap into that kind of fear and 
isolation. Fragile is a post-apocalyptic RPG 
that casts players as a young boy named 
Seto in a desolate world looking for clues as 
to where everyone went. 

While the events that ravaged the 
landscape are unclear, the results are 
apparent. The light has gone out of the 
world, replaced by a fog that hangs over 
everything. With darkness so prevalent, Seto 
relies on his trusty flashlight, which players 
direct with the Wii remote. The illumination 
can reveal hidden foes, as well as help with 
solving environmental puzzles. Despite the 
ruins around him, Seto knows he isn't the 

' ,f . . s ' 
only one who e it tllfough thl'apoc~ . 
lypse, and he is determined to find others .• ' 

Though the decayed setting may be sinii-.1r 
lar to that of a survival horror title, Fragile's • J 
gameplay is closer to classic action/RPG 
conventions. As he explores abandoned . ... 
cities, Seto encounters other survivors and ~ 
interacts with them. Monsters haunt the .. ; .? 
barren wasteland, which players confront 
in real-time combat involving objects found 
in the world. For instance, an old golf club . 
Seto picks up can be an effective bludgeon-. 
1ng weapon. . 

Namco Bandai hasn't confirmed that we'll 
see Fragile on our shores - and even if we i 
do, the localization process means that it '\ 
wouldn't be anytime soon. Still, we're hold-1 
ing out hope; it would be a shame to miss !, 
out the game's cool premise and intriguing ~ 
art style. ■■■ ~ 
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Wii 

evo ution 
> STYLE l OR 2-PLAYER SPORTS > PUBLISHER ATARI > DEVELOPER AKI CORP > RELEASE SPRING 2009 

DON'T CALL IT A COMEBACK 
eady 2 Rumble Boxing is pulling 
itself up from the mat on a nine 
count - nearly the number of years 
it's been since it was last seen. When 

Ready 2 Rumble 2 came out, the Dreamcast 
and Nintendo 64 were still alive and well and 
the PlayStation 2 and Game Boy Advance 
were shiny and new. Technology has obvi
ously changed, and the next installment in the 
arcade boxing series is coming out exclusively 
on the Wii with all the motion-sensing bells 
and whistles. 

Players take on Al opponents or their 
friends by punching in the air with their Wii 
remotes and nunchuks. Players execute 

uppercuts, hooks, and jabs by swinging in 
the appropriate fashion. Punches can be 
charged up for a more powerful hit, but be 
careful. If you telegraph your moves too 
often, expect to have your blow parried 
and be forced to watch helplessly as your 
stunned boxer takes a beating. 

We played a few rounds recently and 
found the same hectic action we remem
bered from back in the day. Successful 
punches fill up the familiar Rumble meter, 
which can be used to unleash devastating 
combo attacks. Pugilists have their own 
unique moves that draw from a variety of 
influences such as kung fu, wrestling, and 

other martial arts. Kaiser Kong's rumble 
attack flings his hapless opponent high into 
the air and out of the ring, for example. 

The controls weren't very precise in the 
version we played, but even if you release an 
uppercut when you meant to jab, you're still 
throwing some kind of punch. The original 
was a button-masher, and Ready 2 Rumble 
Revolution has that same overall feel. If 
you ,Nant to practice your moves, there are 
a handful of minigames based on various 
boxing skillsets, like jumping rope and work
ing the speed bag. In addition to honing 
your gaming skills, you can also use them to 
upgrade your custom-created boxer in the 

all-new championship mode. 
We only saw a glimpse of the character 

roster, and it's fi lled with celebrity parodies. 
There's action hero Kaiser Kong, extreme
sports star Red Dermato, and Dewie 
Streudel, a washed up B-lister with tan lines 
who bears a passing resemblance to the 
star of a certain show about lifeguards. The 
boxers start off as fairly grotesque caricatures, 
and the bruise-inducing matches don't help 
their looks (that's a compliment). We were a 
bit surprised that Afro Thunder, the series' de 
facto mascot, wasn't shown anywhere during 
our demo. Maybe he's in training. ■ ■ ■ 
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> STYLE 1-PLAYER ACTION > PUBLISHER NAMCO BANDAI 
> DEVELOPER BOTTLEROCKET ENTERTAINMENT > RELEASE SUMMER 2009 

GRATUITOUS 
nyone with a long enough memory 
can recall the gory thrills of the orig
inal Splatterhouse games. Content 
to appeal to the base excitements 

of dismemberment and bloody death, the 
game upped the ante for gory violence. That 
same philosophy is guiding the remake, as 
described by Namco Bandai co-producer 
Mark Brown. 

"From the get-go we embraced the 
mature audience ... which allowed us to 
be very liberal with our usage of blood 
and gore. The game is, after all, called 
Splatterhouse," Brown says. "Bottlerocket's 
CEO Jay Beard has always referred to our 
enemies as 'fleshy bags of blood and guts 
just waiting to be spilled out: They have put 
that thinking into every death and dismem
berment, which I assure you is a lot'.' 

The game echoes the original tale of Rick 
and his girlfriend Jennifer's unfortunate 
experiences in a demon-inhabited man
sion. After a devastating mauling, Rick's only 
chance at surviving and rescuing Jennifer is 

through donning an evil mask and laying 
waste to everything that gets in his way. 

Combat promises to be brutal and messy, 
taking inspiration from the horror movies 
of the '70s and '80s. "This time around 
Rick has the new ability to dismember his 
foes and use their body parts as weapons," 
explains lead designer Tim Donley. ''.All 
of our weapons are designed to give the 
player the maximum sense of carnage and 
power and each weapon set provides its 
own specific 'Splatterkill' - an especially 
brutal and custom enemy death'.' The car
nage extends even to Rick, since the mask 
allows him to regenerate limbs even after 
they've been shorn away. 

It remains to be seen whether 
Bottlerocket can deliver more than cheap 
thrills with its take on the fondly remem
bered title. If nothing else, Splatterhouse 
should serve as a fitting barometer of how 
much or little your entertainment tastes 
have changed in the last 20 years. ■ ■ ■ 



ccording to developer Terminal 
Reality, the reports of Ghostbusters' 
unfortunate demise were greatly 
exaggerated. When Activision 

Blizzard passed over the game after gobbling 
up previous publisher Vivendi Games, execu
tive producer Brendan Goss became anxious 
about the project's future - albeit temporar
ily. 'While there was a certain amount of 
nervousness, that ·went away the morning 
it became public knowledge and it was 
announced," Goss says. "I probably had 25 
calls that day from publishers saying, 'Who do 
we .. need to talk to?"' 

With input from the original cast and a 

script co-written by Dan Akroyd and Harold 
Ramis, why did Activision decide against 
publishing such a seemingly sure thing i(l 
the first place? According to Goss, it was 
a matter of the game not gelling with the 
company's overall philosophy. "'How are you 
guys doing a movie IP without a movie?'" 
Goss recalls Activision asking. "It doesn't 
make sense - it doesn't fit our model, so 
you're not going to make the m9ve over to 
Activision'." • 

Atari won the courtship between several 
other publishers, and the game is set for 
a 2009 release, just in time for the 25th 
anniversary of the first film. 'We know that 

Sony has huge plans for that, and also Atari," 
Goss says. 

We recently got our hands on the game 
again, and while there wasn't much new con
tent since we last saw it, it's looking as good 
as ever. Players can expect to spend an hour 
or more in each of the game's eight levels; 
the library level we played took almost two 
hours to complete. Wrecking things with the 
Ghostbusters' Proton Packs is so much fun 
that we expect to squeeze even more time 
out of each destruction-prone environment. 

With the game originally set to come out 
this fall, we asked the team at Terminal 
Reality if they've been taking it easy with that 

extra time. 'We' re definitely not sitting idle," 
says producer Michael Fetterman with a 
laugh. Goss says having those extra months 
of development time has been a godsend 
for the team. "It's given us the opportunity 
to go back through - as every developer 
wants - and have more time to put in more 
polish and to also take a look at some of 
the feedback that we've had and identify if 
there's low-hanging stuff that we can do that 
the fans will respond well to. I think we've 
got some tricks up our sleeve that people are 
going to be pleasantly surprised by when the 
game does come out'.' ■ ■ ■ 
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Our crack ( or crackhead, we can 
never decide which) review team 
rates games in a number of cat
egories to help you sort out the 
great from the stuff you'll hate. 
Most games are reviewed by 
two staff members, and you will 
find both their opinions on each 
review. To make things a little 
easier we have put together some 
definitions of what the numbers 
mean, what we look for in a 
game, and also a cheat sheet so 
the newbies can understand our 
advanced video game jargon. It is 
important to note that the Game 
of the Month is determined only 
by the main review score, not an 
average of the two opinions. 
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THE SCORING SYSTEM 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

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

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

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

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

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

Passable. It may be obvi0us that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 

Bad. While 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. 

Xbex avatars. Unoriginal and ugly. 

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

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

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol
ume d0wn? 

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

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

"> Replay Value 

High - You'll still be popping this game in five years 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 
~ a second go. 

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



Neverwinter Nights 2: Storm of Zehir 
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Star Wars: The Clone Wars - Jedi Alliance 

Left 4 Dead 
Zombies? Check. Guns to shoot said zom
bies? Check. Working together with other 
zombies to kill the survivors before they kill 
you with said guns? Checkmate. Whether 
you're fighting through swarms of the brain
hungry brain-dead with three friends or 
coordinating attacks on the survivors with 
other elite zombies, Left 4 Dead's continual 
.stress on cooperation makes this the most 
rewarding multiplayer experience of the 
year. Medical supplies, ammo, and hope for 
survival may be scarce, but praise for Left 4 
Dead's visceral experience is in abundance. 

♦ • • • • • • ♦ • o • • • ■ o • • • • o ♦ ♦ o o o o o o O ♦ ♦ 0 ♦ ♦ ♦ o o ♦ o o o ♦ o o • o o • • • • • • • • • • • • • • • • o • ♦ o ♦ ♦ o o ♦ o o o o ♦ ♦ o ♦ o o ♦ o o • • • ♦ o • ♦ • • ♦ o ♦ o o o o o o o o o o o o ♦ o ♦ ♦ o ♦ ♦ o ♦ o ♦ o o o o ♦ ♦ o ♦ o ♦ • • • o ♦ • • • o • • • ♦ • • • • o ♦ • o ♦ o o ♦ o o o ♦ o ♦ ♦ o ♦ o ♦ ♦ 0 o ♦ I ♦ o o o o o ♦ o o • o • • • o • ♦ o o o o o 

Content suitable 
for persons ages 
3 and older. 

Content suitable 
for persons ages 
6 and older. 

Content suitable 
for persons ages 
10 and older. 

Content suitable 
for persons ages 
13 and older. 

Content suitable 
for persons 17 

!P.ll'iil ages and older. 

Content suitable 
only for adults. 

Product is 
awaiting final 
rating. 

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). 

I080i - A resolution specific.ation used for HIJIV. • adventure - A tenn we use for games like Myst • HDTV - High Definition Television • 1080i stands for resolution of 1920X1080 pixels. and Escape From Monkey Island • HP - Hh Points. A numeric.al representation of a • • 
The "i' means that the video is being interlaced • bloom - An effect that simulates the soft, blurred • charactels remaining life. Common in RPGs • • 

1080p - Currently the best resolution for gaming • glow of bright light reflecting off of surfaces • 
infrastructure - A type of wireless connedion that • • 

on an HDTV. In \'ndescreen, 1080p generates • • 
• board - A tenn we use for games like Scene It? uses the Internet to connect with other players • • an image at resolution of 1920x1080 in • and Mario Party • over long distances • • progressive format • eel shading - A technique used to create 3D IP- Intellectual Property. A single game or • 

480p - Progressive sc.anning. this option ("p' = • rendered objects that resemble hand-<lrawn franchise encompassing the ideas and characters • • 
progressive), creates a picture signal with double • animation eels • contained within • • 
the sc.an lines of a conventional interlaced picture, • • 

CG - Computer Generated. Usually refers to • isometric - Three-quarters top down view, like 480i ('i' = interlaced), to aeate•a noticeably • . . 
• altscenes that don't use in-game graphi<s • Warcraft 3 or Baldu(s Gate: Dark Alliance 

sharper image. The 480p image offers higher • • DLC - Downloadable content Usually takes the fonn : jaggies - Graphical lines that look jagged when they picture resolution and eliminates virtually all motion • 
• of inexpensive or free add-ons to existing games : should be straight artifacts in a 640X-480 pixel resolution setting • 
• El - Electronic Entertainment Expo. A gaming • LAN - Loe.al Area Network. Connecting computers n 0p - A resolution specific.ation used for HDTV. 

convention held every year since 1995. It is one of • or consoles together within a small space to allow 720p stands for resolutioh of 1280X720 pixels. The • • 
• the largest events in the gaming industJy • communication between them. Provides fast, 'p' means that the video is in progressive format • • 
• • simultaneous gameplay • first-party - A game made by a console • 

4X - A teon we use for games rike Ovilization • • 
• manufacturers internal development teams • Miaosoft Points - A stronger rurren<.y than the and Total War. The abbreviation means 'explore, • • exdusively for its own system • U.S. dollar ewand, exploit, extenninate' • • • fighting - A tenn we use for games like Mortal • MMO - Massively Multiplayer Online. Usually adion - A term we use for games like God of War • • 

Kombat and Dead or Alive • applied to role-playing titles, we use this term for and Devil May Cry • • 
• 

games with peisistent multi-user online WG~ds like • FPS - First-Person Shooter. Describes games like ad hoc - A type of wireless connedion that • 
• Halo, Doom, and Call of Duty. Also used to denote EverQuest and World of Warcraft 

connects you with other playe!s in your immediate • • the phrase "frames per second; or how many motion blur - Phantom frames follow an object to vicinity • ' • animation frames happen in one second • give the impression of realistic speed 
Al - Artificial Intelligence. Usually refers to how well • 

• 
• framerale - The frames of animation used to • music - A tenn we use for games like Guitar Hero the computer reacts to human opponents or works • 
• generate the appearance of movement • and Rock Band with human allies • 

frontencl - A game's menus and options • 
• 
• 

NPC - Non-Player Character. Those people and 
• 
• creatures you see wandering around in games that • 

are not being oontrolled by actual humans 
• partide effects - Things like smoke or sparks 
• created in real-time • 
• 
• platfonn - A tenn we use for games like Super 
• Mario and Ratchet & Clank 
• pop-up - ½hen objects onscreen suddenly appear, 
• typic.ally due to poor draw distance • 
• 
• PS2 - Sony PlayStation 2 • 
• PS3 - Sony's PlayStation 3 console • 
• 
• puzzle - A term we use for games like Tetris • 
• and Picross • 
• racing - A tenn we use for games like Cran Turismo • 

and Mario Kart 
RPG - Role-Playing Game. A term games like Final 

• Fantasy and The Elder Scrolls 
• RTS - Real-Time Strategy. A subgenre of strategy • 
• games induding titles like StarCralt and Command • 
• & Conquer • 
• shooter - A term we use for games like lkaruga • 

and Gradius • 
• 
• sports - A term we use for games like Madden NFL • 
• and Top Spin • 

strategy - A tenn we use for games like Disgaea • 
• and Fire Emblem • 
• • third-party - Something made for a console by a • 

company other than the console manufacturer • 
• 
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:• reviews 

revious World War II games have tackled 
the Pacific Theater, but each sustained 
mortal injuries in the process. Despite this 
theater's gre_at opportunity for unique tropi

cal gameplay environments, naval skirmishes, and 
enemies with unique attack strategies, no one has 
captured the spirit of the American retaliation to Pearl 
Harbor in a way that resonated well with gamers. 
Treyarch employs a scorched earth policy with Call 
of Duty: World at War, and the result is decidedly 
more favorable. 

The thrill of using a flamethrower to burn out an 
enemy hidden in a tree, the wonder of fighting a 
sea battle from the gunner seat of a PBY Catalina, 
and the scare of seeing Japanese soldiers rise 
unexpectedly from the grass and charge at you with 
bayonets are each new experiences that you could 
not find in the beaten dead horse of the European 
Theater. These short bursts of genuine gameplay 
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make the rest of the 
game - basically 
a steady dose of 
rehashed greatest 
hits missions from 
previous Medal of 
Honor and Call of 
Duty games - all the 
more disappointing. 
Across the Pacific and 
European Theaters, 
players will feel like 
they're having flash
backs as they land 
on a heavily fortified 
beach, fend off attack 
dogs, clear trenches, 
undergo an against-the-odds sniper mission with a 
compatriot, storm the Nazi headquarters, and man 

a tank (the World War II equivalent to 
the obligatory Hoth level in Star Wars 
games). These missions so deliberately 
try to cash in on COD's previous suc
cesses that they stand in stark contrast 
to and diminish the sense of wonder 
of the new experiences. 

The campaign receives a boost with 
the well-implemented four-player 

, co-op mode. Much like Rainbow Six 
Vegas, four friends fight alongside 
one another for a vast majority of the 
campaign (the solo sniper and PBY 
missions are excluded for obvious 

reasons) and 
compete for 
the high score 
by racking 
up kills and 
reviving bud
dies after they 
fall prey to 
banzai attacks. 
As a bonus, 
the experi
ence points 
you earn by 
completing 
missions filter 
into your over
a II mu ltiplayer 

rank. To up the replay value further, World At War 
also includes Death Card collectibles in the levels. 
Finding them unlocks cheats that alter the co-op 
campaign in creative ways, such as letting you revive 
teammates by shooting them or turning Nazis into 
the evermore scary Nazi zombies. 

World At War's multiplayer largely preserves the 
brilliant "level up to unlock new weapons and 
perks" structure of Call of Duty 4, while making the 
necessary adjustments to retrofit the experience 
with World War II-appropriate weaponry. Three- and 
five-kill streaks still award players with a recon plane 
to spot enemy troops and artillery strikes. ~ack up 
seven kills and you can unleash a pack of attack 
dogs on enemies, which is a great diversionary 
tactic that will earn your team easy kills. Watching a 
hapless enemy try to fend off a rabid dog is one of 
the highlights of the year. The multiplayer includes 
several well-designed maps that reward teams for 
working together and keep the fights centralized. A 
few maps also add tanks to the mix, but these metal 
jalopies move so slowly they are basically fodder 
for bazookas and they don't improve the gameplay 
in any meaningful way. Treyarch also added the 
popular War gameplay mode from COD 3, in which 
teams vie for control points to rack up points. 

Following a title as massively successful as Call of 
Duty 4 is no short order. World at War finally gives 
us a reason to visit the Pacific Theater with its fun 
cooperative and multiplayer modes. But the "been 
there, done that" single-player missions and overall 
derivative tone keep this very good game from 
achieving the greatness of its predecessor. - BERTZ 

BOTTOM 8 75 
LINE • 

> Concept.: A greatest hits 
collection of high-octane WWII 
missions with a few new ones 
sprinkled in for good measure 

> Graphics: From moonlit 
Pacific islands to ·war-torn 
German cities, the Call of 
Duty 4 engine renders stun
ning environments 

> Sound: The cheesy rock and 
techno soundtrack seems bet
ter fitted for a sci-fi game, but 
the historically accurate sound 
effects and stellar voiceovers 
from Kiefer Sutherland and Gary 
Oldman compensate 

> Playability: The solid gunplay 
and great weapon variety rest 
the war outcome on your trig-
ger finger 

> Entertainment: Going back 
to WWII should be a drag, but 
Treyarch squeezed the last 
drop of fun from this over
done premise 

> Replay Value: High 

Second Opinion 9 

Call of Duty: World at War 
rewards you in the best p0s
sible way, with the ability 
to sic a pack of rabid dogs 
upon your enemies. Call it 
morbidly appalling ~ you 
must, but I really g9t a kid( 
out of watching my kill count 
climb as I sat back and let' 
my hungry canines do all 
the work. From the periodic 
f!!auling to the sensational 
cooperative campaign, 
Treyardl does a phenom
enal job of breathing new 
life into the stagnant World 
War II setting. This game also 
reaps all of the rewards you 
would expect from the Call 
of Duty 4 engine: satisfying 
weapon play, awe-inspiring 
level areh~ecture, and an 
extensive leveling/perk 
system for multiplayer. The 
majority of the multiplayer 
maps are towering successes, 
as they provoke intimate 
battles and allow players to 
bring any weapon into the 
tray. A few sadly embrace 
the annoying design of »yeu 
could be attacked from any 
angle!" philosophy that 
always makes for sloppy 
matches. Other than f eatur
ing the voice of Jack Bauer, 
the story is mostly forget
table, but it does deliver a 
consistent stream of teeth· 
gritting aweso_meness in 
almost every battle. Is this 
game as good as Call of Duty 
4? No, but it is in the same 
league, and is a great game 
to hold you over until Infinity 
Ward returns with Call of 
Duty 5.-REINER 
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bisoft Montreal implemented a wealth 
of new ideas in this relaunch of Prince of 
Persia, abandoning many traditions from 
both the genre and previous Prince games 

to deliver something fresh. The chief innovations 
include an evocative art style, freeform approach to 
gameplay, and a cinematic battle system. The game 
frequently favors exciting visual displays of acrobatics 
and combat over tight moment-to-moment controls, 
which has the potential to frustrate. At its best, the 
new Prince is a thrilling tale that sweeps you up in its 
romance, adventure, and fantasy. At its worst, it can 
feel like a formulaic romp where you're only along 
for the ride. 

The new Prince begins his adventure amidst 
a blinding sandstorm. Stumbling into a forgotten 
valley, he's unwillingly dragged into a desperate 
struggle to prevent the release of an imprisoned 
dark god. The girl who joins him in this sojourn is 
his romantic foil, and also a gameplay component 
fit to replace the sands of time. Elika saves him from 
deadly drops, weaves magic to aid in battle, and 
helps traverse the world through spells and special 
powers. As a constant-companion, she defies the 
expectation of bad Al-driven partners, and instead 
feels like a natural extension of the player's will 
in the game world. More than that, with frequent 
optional conversations between the two, the game 
communicates believable affection between the 
characters - no small feat in this medium. 

The development team lets you opt out of much 
of their story and character development, and also 
set up a structure that 
lets you tackle the game's 
levels in any order you 
wish. As the dark god's 
corruption spreads across 
the world, the Prince and 
Elika must heal discrete 
areas one by one with 
her magic, gathering the 
resulting light spheres 
to grow Elika's powers 
and gain access to more 
levels. As healed lands 
increase, the corruption 

becomes more concentrated in the remaining areas, 
which in tum makes those areas more difficult to 
traverse. It's a clever design ultimately hurt by its 
reliance on formula. After enough levels, repetition 
takes away some of the charm. 

Combat has seen a similar level of revision. This 
game ditches the sprawling multi-enemy fights of 
the last series in favor of dramatic duels between 
the Prince and a few repeated bosses. Encouraging 
the exact opposite of button mashing, these fights 
hearken back to the timing-based fights of the 
original Mechner games, rewarding observation and 
varied attacks. Most any combination of the four 
attack types results in a unique combo - the trick is 
figuring out which to use and when to 
trigger them. 

As the developers loosen their con
trol of how you experience the game, 
they ask a similar sacrifice of the play
ers. It's here that the game's merits will 
be most heatedly debated. The game 
is controlled through quick button 
presses, followed by several seconds 
of watching the action unfold. This 
intermittent control feature holds true 
whether platforming along a crevice or 
fighting in one of the movie-like duefs. 
It's an elegant and simple way to show 
off thrilling acrobatics, but it also steals 
control away from the player. For me, 
the tradeoff is worthwhile, if unconven
tional, since the more relaxed control 

input sti ll demands skill and careful timing. 
While the virtues of the control mechanics and 

gameplay are up for debate, the value of the 
presentation and production are not. A stirring 
orchestral score is the perfect accompaniment to 
the breathtaking environmental backdrops. Stop 
nearly anywhere in the game, and it looks like you're 
staring at a still painting. Menus and navigation are 
equally friendly, and new abilities and skills are well 
explained and easy to grasp. Wrth its valuation of 
story and cinematic presentation over player control, 
Prince of Persia's not a title for everyone. However, 
it can claim one thing for sure: It's unlike any other 
game you'll play this year.--:--MILLER 

• • • • reviews 

BOTTOM 8 75 
LINE • 

> Concept: Begin a new journey 
with a new prince, and explore a 
dramatically different approach 
to the platforming genre 
> Graphics: Like a living painted 
canvas, Ubisoft's illustrative art 
style is evocative and colorful 

> Sound: A memorable musical 
theme and strong chemistry 
between the two lead character 
voices leave little to com-
plain about 

> Playability: Fluid and ea~ to 
understand controls, but there's 
a disconnect between player and 
character, since so much of the 
action isn't in your control 

> Entertainment: An innovative 
and visually arresting experience, 
but some new gameplay ideas 
won't please some players 

• 
> Replay Value: Moderate 

Second Opinion 7.75 

Prince of Persia can be an 
exhilarating game. As you 
dangle over yawning chasms, 
ding to precarious ruins, and 
run across diff' faces. you'll 
experience breathtaking cine
matic thrills. These moments 
are great to behold, espe
cially with the game's amaz
ing art direction, but the 
excitement abates when you 
try to play. The Prince may 
be mpre acrobatic than ever, 
but your control over his 
maneuvers is simplistic and 
minimal. The act of scaling a 
tower can just be a series of 
single button presses, so it 
feels more like a minigame 
routine than a daring feat 
When traversing more tradi
tional platforming surfaces, 
no skill is involved since you 
snap right to your targets. 
Further eliminating the need 
for precision, it's imposs1ble 
to die in Prince of Persia. 
While this alleviates the 
frustration of errant jumps, 
it also removes any cha~ 
lenge - especially in the rare 
instances of combat, where 
perseverance equals victory. 
Throw in a bunch of glowing 
orbs that gate your progres
sion, a total lad< of character 
growth, and a ridiculous 
condusion to the story, and 
you're left with disappoint· 
ingly sterilized gameplay that 
outweighs the game's visual 
splendor and high-flying 
ambitions.-JOE 
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Legendary's unique concept 
(mythical beasts running 
rampant 9','er a modem 
metropolis) and flair for the 
dramatic lend the game 
more than a few memorable 
moments. I don't doubt there 
is a great FPS to be made 
from the parts found in this 
title. Sadly, legendary fails in 
the same way most mortal 
games do: poor execution. 
Much of the experience is 
a mess of pedestrian mis
sion goals, sloppy targeting, 
annoying checkpoint prob
lems, and ineffective weap
ons (it's a bad sign when 
the best weapon in your 
shooter is an axe). The plot 
is boilerplate sci-fi drivel, but 
that doesn't take away from 
some of the more grand set 
pie(es - irs amazing to see 
an enormous golem or grif
fon laying waste to the city. 
In many wa~, it reminds me 
of Fracture - a great concept 
gone wrong.-MATT 

PLAYSTATION 3 I XBOX 360 

uantum o 
> STYLE I-PLAYER ACTION (UP TO 12-PLAYER VIA ONLINE OR SYSTEM LINK) > PUBLISHER ACTIVISION> DEVELOPER TREYARCH 
> RELEASE NOVEMBER 4 > ESRB T 

• 
·, 

NEITHER SHAKEN NOR STIRRED 
n the few seconds it takes an 
Aston Martin DBS to accelerate 
from zero to 120 miles per hour, 
James Bond can flip from a 

debonair womanizer who can charm 
his way into any dress to a remorse
less killer who can put a bullet 
between two eyes. Theatergoers have 
come to expect this dual persona 
since Sean Connery popularized it in 
the 1962 film, Dr. No. Unfortunately, 
gamers won't be seeing this Bond in 
Activision's first 007 title, Quantum 
of Solace. 

In this game, the Bond you control 
is a sympathetic coward. You almost 
feel sorry for him as he shoots brain
less foes so dense they fail to realize 
that they are "hiding'' with their heads 
fully exposed. His spinelessness 
is established by his need to duck 
behind every object in his path. 
These elements form a botched 
game of cover and shoot that distills 
Bond's persona to that of a generic 
video game character. 

The title, Quantum of Solace, is 
equally disingenuous. While the fea
ture film of the same name inspires 
some of this game's stages, an equal 
number are stripped from the previ
ous film, Casino Royole. Rather than 
walking the player through these 
films in order, developer Treyarch 
mashes the two stories together. The 
result is a plot that bounces chaoti
cally like a rubber ball in a stairwell. 
It's impossible to comprehend what 
is going on in this game unless you 
have seen both films. 

The experience is diseased in 
numerous ways, but the gameplay 
behind the turmoil is fantastic -
thanks largely to Treyarch's firm 
grasp on exploiting the Call of Duty 4 
engine. Weapon play is particularly 
stron& player movement is silky 
smooth, and the intuitive third-person 
cover mechanic blends nicely with 

the lightning-quick firefights. But sadly, 
these standout qualities fall into the 
"what could have been" category. The 
battles rarely deliver a spark of excite
ment, largely due to the problematic 
enemy Al and the by-the-numbers 
design of each fight. All the battles 
blend together into the same pop 
and shoot structure, and the break 
out gameplay, like the quick button
press boss fights and free running 
chase, lack excitement and are far too 
simplistic in their implementation. 

Enjoyment is fleeting for solo play
ers, but Bond delivers moderate thrills 
online. Aside from the standard mix 
of deathmatch, team deathmatch, 
and conflict modes, two others stand 
out: Bond Versus and Golden Gun. 
In Bond Versus, human-controlled 
henchmen are pitted against a 
human-controlled Bond ( control 
over the double agent is passed to 
different players after each round). 
Taking down Bond is an empower
ing experience, and conversely 
using him to mow down intelligent 
foes is a praiseworthy feat. Golden 
Gun is fun solely because the gun 
(which one player tracks down and 
wields) is ridiculously overpowered, 
making for high kill counts. If you 
get into the multiplayer component, 
which shares the solid single-player 
gameplay, you can log countless 
hours to earn the cash needed to 
buy all of the weapons, attachments, 
and Call of Duty 4-like perks. The 
only huge setback for online play is 
the fact that every avatar yells "target 
eliminated,""reloadin&" and "flash" far 
too often. 

Bond has had a tough stretch in 
video games, and Quantum of Solace 
isn't a step in the right direction. The 
gameplay shows potential, but the 
rest of the game isn't strong enough 
to lift it up into an experience that any 
gamer needs to see.-REINER 

BOTTOM 6 5 
LINE • 

> Concept: Call of Duty 4' s 
engine isn't enough to get 
Britain's spy extraordinaire 
through this confusing mission 
> Graphics: Otherwise gor
geous locales are compromised 
by boring level designs 

> Sound: Great voice acting in 
single player, but the constant 
and unnecessary "reloading!" in 
multiplayer grates the nerves 

> Playability: Solid controls 
and weapon play, but brain-dead 
Al hardly puts up a fight 

> Entertainment The worst 
thing a gamer can ever say: 
"Stick to the movies" 
> Replay Value: Moderately 
High 

Second Opinion 6.75 

lJnli~e its classy nam_f5ake, 
Quantum of Solace does 
little to distinguish itself. 
While James Bond wows 
audiences by wooing gor
geous ladies, raong luxu
rious cars in high~peed 
chases, and besting enemies 
with sawy and futuristic 
gadgetry, this game seem
ingly features Bond's boring 
stepbrother, Steve. The 
gameplay, while compe-
ten~ sutrers from a lack of 
imagination; most of your 
encounters are by-the-book 
cover and shootsequences 
in closed environments, 
with the occasional quick
time fight, stealth sequence, 
or cheesy attempt at park
our sprinkled in for variety. 
The game's tide also mis
leads - most of the plot 
simply rehashes the Bond 
reboot. The multiplayer fares 
slightly better with a slew 
of gameplay modes, but 
crumbles under the pressure 
of poor level design and 
balancing. Shotguns are too 
overpowering, gi:enades do 
minimal damage, and the 
respawn system is so broken 
I once rejoined a firefight 
in between two enemies. 
Bond - and you - both 
deserve better.-BERTZ 



PLAYSTATION 3 I XBOX 360 

> STYLE I ·PLAYER SPORTS (UP TO 16-PLAYER ONLINE) > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTREAL 
> RELEASE NOVEMBER 16 > ESRB T 

I NEED AN AIRLIFT OUT OF HERE 
haun White Snow
boarding is a chairlift 
full of possibilities. Ride 
around it and get off 

when you see something you 
like. This game is stuffed with 
things to do, but it doesn't take 
long to figure out that you're 
just going around in circles. The 
gameplay fails to elevate this 
title, and players are unable to 
take advantage of the possibili
ties all around them. 

Like Amped 3 before it, 
Shaun White fills its moun
tains with different runs and 
events that you can drop in 
and out of. This format seNed 
Amped 3 well, but that game 
had much larger maps and its 
challenges weren't as mun
dane as Shaun White's. Races 
and trick contests are the main 
fare, and these quickly wear 
thin. To make matters worse, 
you must find medallions 
within each of the environ
ments before you can advance 
the storyline - a buzz-kil ling 
tedium if there ever was one. 
Events are activated as you 
pass them going down the 
mountain. This organic setup 
makes sense, but given how 
often you fly right by and 
miss the event triggers, it's a 
mistake that there's not a way 

to activate them straight from 
your map. 

The sketchy gameplay is 
the main culprit as to why the 
challenges fall flat. Getting on 
and off jibs (as well as staying 
on them) feels skittish and 
inconsistent. In general, this 
mirrors the trouble the game 
has with pulling, combining, 
and landing tricks. You're 
not smooth in or out of your 
moves, and landings are often 
mangled but made. You can 
even suddenly lose speed 
while cruising down a hill 
minding your own business. 

Despite these drawbacks, 
there's plenty here to build off 
for a sequel. The architecture 
of the mountains, with their 
secr€t areas and plenty of 
random jibs and jumps to play 
off leave you with plenty to 
do, and the multiplayer is well 
implemented. Friends can join 
you for free runs or challenges 
at any time, and both private 
and public chat radio extend 
for a wide area around the 
slopes. Regardless, it's inevi
table while you're playing this 
game that you'll realize you're 
not really having fun, you're 
cold, and your butt hurts. 
That's when it's time to get off 
the mountain.-KATO 

BOTTOM 6 75 
LINE • 

> Concept: Let players run wild 
on entire mountains filled with 
runs and events to plunder for 
points, medals, money, and glory 
> Graphics: The game stutters 
occasionally, but it mostly runs 
smooth and has a crisp art style 
that pops 
> Sound: The soundtrack is 
about all you're going to care 
to hear 
> Playability: The speed tuck 
function would be better served 
if it wasn't on the left analog. It 
can get in the way of your tricks 
> Entertainment: Even if this 
game were more playable, it 
still wouldn't make enough of 
an impact 
> Replay Value: Moderately 
High 

Shaun Wh~e dominates 
snowboarding competitions 
on the real slopes, but it will 
be a cold day in hell before 
he does the same for video 
games with this disappoint
ing mess of shall0w con
trols, ugly graphics, boring 
missions, and poor game 
design. While the moun-
tains feature some of the 
best level designs in winter 
sports games to date and it's 
a blast to share the eJ<pefi
ence with friends online, the 
simplistic, uninspired controls 
fail to compensate for the 
price of the lift ticket Ollie 
controls (which are handled 
with the right trigger) often 
conflict with the direction 
you're pushing..the grabs are 
lim~ed. precision turning is 
lacking, and th~ game often 
robs you of your sense of 
speed. Thanks for the invite 
Ubisoft, but I think I'll stay in 
the chalet. - BERTZ 

• 
• 
• 
• 
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• 
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HOG STY 
very time Sega plans 
a new Sonic game I 
hear someone talk 
about how they are 

fixing Sonic, and every time the 
game releases the developers 
do something new to mess 
it up. Look Sega, I don't want 
to play as Sonic's annoying 
animal friends. I don't want to 
wander around town talking 
to people about ice cream 
or hand puppets. And I don't 
want to play as some howling 
bestial, slower version of Sonic 
I play Sonic games because I 
like to go fast . 

Sonic is certainly good 
at going fast Sega's tech is 

impressive, as Sonic's sprawl
ing levels speed by vvithout a 
hitch. Occasionally you'll have 
to dial in a button-pressing 
event or quickly jump over 
to a branching path, but for 
the most part Sonic's speedy 
levels are rollercoaster rides 
you cruise through. If these 
traditional Sonie levels were 

the only gameplay in this disc, 
I might have walked away 
amused. Sadly, they only make 
up about a third of the overall . 
experience . 

After Dr. Eggman uses the 
Chaos emeralds to split open 
the Earth's crust, thereby 
releasing a horde of evil spirits, 
Sonic becomes infected vvith 
some strange disease. 

This disease turns him into 
a super stretchy Werehog 
monster whenever the moon 
is out. These Werehog seg
ments play like a poor man's 
God of War. You fight hordes 
of enemies and level up his 
Werehog attacks, but many of 

the enemies look the 
same, Sonic's paee is 
plodding, and the plat
forming is frustrating . 

Even worse are 
Unleashed's hub world 
areas, which have Sonic 
holding inane conver
sations with random 
pedestrians in tedi0us 

adventure-style quests. As 
much as I disliked lumbering 
through levels as Sonic's hulky 
Werehog, I disliked hunting 
through the hub woflds look
ing for coins even more. Sega, 
if you really want to fix Sonic, 
the first thing you should do is 
stop trying to fix him.-BEN 

• • • : l The Wii version i'las less annoying traits than the others and l 
: \ still retains all the usual mediocrity. The motion-control ele- l 
: l ments in the Werehog levels add an extra dimension to the l 
: l action, and the hub worlds are entirely text-based and aren't l 
: l nearly as annoying. If you can stand the diminished graphics, j 
: l the Wii version actually edges out the PS3 a!"ld 360 entries. / 

• • • • •• • • • • •' • • •• . : ............................ ..... ......... ................................ .. ............. .. . • 
• 
• 
• 
• • 

BOTTOM 6 
LINE 

> Concept It's been about 
a year. so it's time for Sega to 
shake another Sonic game off 
the tree 

> Ciraphia: The "Hedgehog 
engine• impresses with bright 
cartoonish graphics that fly by 
without a stutter 

> Sound: Like death and taxes, 
annoying voiceovers from Sonic 
and his pals are inevitable 

> Playability: Sonic's racetrack 
levels require few inputs, and 
even on the Wii the controls 
feel fine 

> Entertainment The game 
is certainly fast but speed 
has never been the problem . 
Sonic's Werehog levels and the 
explorative hub world squeeze 
the entertainment out of 
this package 

> Replay Value: Moderately 
Low 

Second Opinion 6.75 

Another game, another new 
Sonic character. This time it's 
our hero's alter-ego Sonic 
the 'Werehog," who (natch) 
only comes out at nrght. 
This spl~ personality concept 
transfers to the game design, 
as the levels are-dMded up 
between the speedy, tradi
tional Sonic levels and the 
platforming and fighting
oriented Werehog levels. 
As you might expect, it's 
a mixed bag. The Sonic 
levels deliver a modicum of 
high-s~ thrills, but sadly 
the Werehog's botched 
gameplay (wonky platform
ing and boring combat) 
show an evil underside. 
tt the Sonic levels are just 
more of the same, at least 
they show a certain level of 
polish - I'd rather have the 
same old thing done fairly 
well than the failed experi
ments of the Werehog levels. 
Interestingly, the Wii version 
is actually, better - ~ unique 
levels are better designed 
and implemented than on 
PS3 or 360. Still, after the 
triumph of Sonic Ch(onicles 
for the OS, this is a bit of 
a letdown.-MATT 
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omb Raider is certainly ready to 
move in new directions. However, 
before it does, Underworld serves 
as a suitable exclamation point 

to wrap up old ideas before moving on 
to the next big thing. In that capacity, the 
game is a huge success, delivering the 
best of what makes Tomb Raider games 
fun while excising most elements that 
have irked players in recent years. This 
game won't likely change your opinion of 
the character or her adventures, but it's a 
grand ride for those who still look forward 
to globetrotting with the British heiress. 

Crystal Dynamics acknowledges from the start 
that it's time to sweep out the old and bring in the 
new, opening the game with a bang (bye-bye Croft 
Manor), making it abundantly clear that things are 
changing for Lara. Underworld features the most cin
ematic and exciting Tomb Raider plot yet, filled with 
tense drama and awe-inspiring scenes of discovery. 
Without explicitly saying so, Underworld serves as 
the final act of the seemingly disconnected stories 
presented in Legend and Anniversary. Culling char
acters and unanswered questions from both, this 
closing chapter won't leave fans hanging. 

The series' basic design tenets remain intact, 
but they are more polished here than ever before. 
Clambering along ledges, leaping across dangerous 
gaps, dodging ancient mechanical traps, and cull
ing endangered animal species - it's all here. What 
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has changed is the sense of scale. Underworld is 
all about huge mechanisms and sprawling levels. 
The platforming is top notch, and navigating the 
varied locales of the game world has never been 
more fun. Lara's actions feel and look more natural, 
thanks to some excellent motion-captured anima
tion; cracks only show during occasional transitions 
between animations. Her moveset is also dramati
cally expanded, giving her more facility to interact 
with the environment in the way you want 

The mind-bending puzzles are fun, particularly the 
impressive number of optional challenges scattered 
throughout the game to find extra relics and trea
sures. If anything, some of the puzzles may be too 
big. I'm as much of a fan of gigantic, pulley-rigged 
ancient statues as anyone, but there are times 
where the scale of these contraptions is too mas
sive to even understand what you're doing when 

you place widget A in slot B. Beyond this frustration, 
most of the puzzles are a blast to solve - delivering 
repeated "aha" moments that puzzle gamers can't 
help but love. 

Combat is a marginal step up from previous 
incarnations, but is still heavily focused on wild 
leaps around the environment as you hold down 
the trigger. Unlike before, these combat encounters 
frequently pop up while you're in the midst of hang
ing off a ledge or leaping between posts, upping the 
excitement significantly. Legacy camera problems, 
meanwhile, haven't improved significantly - prob
ably the biggest problem still facing the talented 
development team. 

In tone, Underworld hits the target dead center, 
delivering the perfect mix of isolation and discovery 
with larger dramatic encounters. No modern cities 
mar Lara's excursion this time - this is tomb raid
ing from beginning to end. Remarkable visuals sell 
the experience, and a moving score deepens your 
involvement. The formula behind the game is ready 
for some fresh ideas, but as a wrap up of old ideas, 
Underworld hits the sweet spot-MILLER 

BOTTOM 8 75 
LINE • 

> Concept: Explore the hidden 
ruins of the ancient past in one 
of Lara Croft's best adventures 

> Graphics: Gorgeous environ
ments, moody lighting, and slick 
animation make this a surprise 
contender for one of the finest 
looking games of the year 

> Sound: A fantastic score 
sets the mood for exploring 
mysterious ruins and shooting in 
desperate gun battles 

> Playability: Lara reacts with 
ease and precision, but the cam
era is sometimes frustrating 

> Entertainment A thrilling 
adventure for any gamer, but 
long-time tomb raiders will 
especially love all the nods to 
previous narratives 

> Replay Value: Moderate 

Second Opinion 8.25 

In Tomb Raider Underworld, 
Lara Croft is at the tap of her 
game. She may be teeter• 
ing on cougar status, but 
her acrobatic prowess is 
invigorated with newfoond 
youthfulness and the deter
mination to never miss. This 
translates to pinpoint plat
fonning precision and hassle
free gam~lay mechanics. 
Her athletic grace is con
stantly put to the test yet 
never falls into a redundant 
trap thanks to the wealth of 
creativity found in both the 
platforming challenges and 
architectural composition of 
the levels. Not since God of 
War have I had my breath 
taken away so frequently 
by a game's level designs. 
Lara's polypropylene twins 
never once steal your eye 
from the magnificent sights -
ranging from foreboding 
skyscraper-sized statues to 
lush jungle backdrops. As an 
adventure game, Underworld 
is a towering success that 
raises the bar for the series. 
Unfortunately, It also aspires 
to be a shooter. Whenever a 
gun is fired, the immersioo 
factor is lost The gunplay 
is antiquated to the point 
of absurdity, with enemies 
bouncing in place as they 
are riddled with bullets. 
Regardless, Underworld 
remains exhilarating, and is 
one of Lara's finest efforts 
to date.-REINER 



PLAYSTATION 3 I XBOX 360 

Pro Evolution 
Soccer2009 
> STYLE l TO 7-PLAYER SPORTS (PS3), l TO 4-PLAYER (XBOX 360) (UP TO 
4-PLAYER ONLINE)> PUBLISHER KONAMI > DMLOPER KONAMI 
> RELEASE NOVEMBER l l > ESRB E 

COMPETITION COMMITTEE 

or so long the Pro 
Evolution series ( or 
Winning Eleven, as it 
was formerly known 

in America until last year) has 
been made in a vacuum. But 
EA:s FIFA franchise has slowly 
made strides, and is novy forcing 
Konami to acknowledge that it's 
not the only company capable 
of making a good soccer game. 

Like FIFA, Pro Evo has a 
Become a Legend mode, 
where you play as a single 
player on the pitch trying to 
achieve international star
dom and secure a spot on 
your national team (includ-
ing - unlike FIFA - international 
qualifiers). While this game 
plays better on the pitch 
because Al teammates are 
smarter at taking runs, distrib
uting the ball, and springing 
others with through balls, it lags 
behind FIFA in its feedback to 
the player and the fact that it 
has a better sim feature while 
you are on the bench. 

The other way this game 
keeps up with FIFA is with 
its UEFA Champions League 
mode, which uses real 
teams and players to let you 
recreate the summer tourna
ment in reasonable fidel-
ity. Manchester United and 
Liverpool are the only officially 
licensed Premiership clubs, 
unfortunately. 

These additions and the slight 
graphical uptick mask a game 
that feels relatively similar to 
its previous incarnations. Most 
of the time it's a very smooth, 
extremely responsive experi
ence, although the animations 
are dated and the Al can lose 
its guts when pulling the trigger 
around the box. With EA hot on 
its heels, this isn't the time 
for Konami to lose its 
resolve.-KATO 

' 

BOTTOM 8 5 
LINE • 

> Concept PES 2009 boasts 
impressive improvements, indud
ing the new Become A Legend 
mode and adding the official 
UEFA Championship (with a slew 
of real teams and players) 
> Graphi<S: Slightly improve
ment from years past, but not 
enough to represent real progress 
> Sound: Unlike most of the 
game, this area doesn't show 
much improvement 
> Playability: I'm disappointed 
that the right analog passing lacks 
the touch of the d-pad - espe
cially since the analog stick is so 
ea~touse 
> Entertainment The develop
ers of this annual series took this 
year seriously, providing players 
with plenty to chew on 
> Replay Value: Moderately 
High 

Second Opinion 7.75 

Konami has done a great 
job of moving forward in all 
the exterior elements of Pro 
Evo. The menus look great 
several new modes come as 
welcome additions, and the 
four-player online mode is a 
great step up. Unfortunately, 
the core game feels increas
ingly lackluster as the years 
pass. Overall visuals aren't 
up to snuff with the competi
tion; animation in particular 
looks far too stiff. Player con
trol is precise as always, but 
also feels overly mechanical. 
Of the new features, I was 
the most excited to dive 
into the Be a tegend mode. 
It doesn't always feel like 
you're receiving individual 
advanceinentrewardsfor 
anything except your team's 
victories, but the mode as a 
whole is still a fun ex~rsion 
into the fantasy of build-
ing a career from scratch. 
Meanwhile, the wider 
game needs to consider 
some dra~tic retooling to 
recapture the excitement of 
tne sport-MILLER 

MULTI QUICKIES 

PLAYSTATION 3 

Alone in the 
Dark: Inferno 

• 

> STYLE I-PLAYER ACTION > PUBLISHER 
ATARI > DMLOPER EDEN GAMES 
> RELEASE NOVEMBER 18 > ESRB M 

BOTTOM LINE 

7.25 
I have to applaud Atari 
and Eden for fixing so 
many of the problems 
present in previous 

releases of Alone in the Dark. The new 
camera system feels more natural for 
the gameplay style, cars drive smootheF 
(and chase scenes are more forgiving), 
strafing and first-person speeds have 
increased considerably, and the new 
10-minute gameplay sequence will get 
your blood pumping. Most importantly, 
the root burning is now inoorporated 
directly into the plot and the require
ments for accessing the final area are 
drastically reduced. Unfortunately, 
the clumsy story remains the same 
and I still came across the occasional 
glitch. But make no mistake, Inferno 
is the definitive version of Alone in 
the Dark.-BRVAN 

PLAYSTATION 3 I XBOX 360 I Wli 

The Legend of 
Spyro: Dawn of 
the Dragon 
> STYLE l OR 2-PLAYER ACTION 
> PUBLISHER ACTIVISION 
> DMLOPER ETRANGES LIBELLULES 
> RELEASE OCTOBER 21 > ESRB ElO+ 

BOTTOM LINE 

4 
I can now see why 
purple dragons are 
associated with drug 
use. In this final install

ment of the Legend of Spyro series, the 
player's quest to rid the world of the evil 
takes a backseat to the tireless battle 
against the game itself. The longer you 
play it the more it breaks and aggra
vates. Your Al partner has a knack for 
getting stuck on geometry. The framer
ate chugs and audio skips rear their ugly 
heads far too often. Combat is more of 
an exercise in simply hitting an enemy 
than doing something cool. Most of the 
levels require guesswo~ which leads 
to aimless exploration in vast environ
ments. The missions within these 
areas can be tedious and equally con
fusing. Long story short, this is a flawed 
game through and through. Even 
the most devout Spyro fans should 
avoid it-REINER 

• • .• reviews 

PLAYSTATION 3 I XBOX 360 

> STYLE l OR 2-PLAYER SPORTS (2-PLAYER ONLINE) > PUBLISHER EA SPORTS 
> DMLOPER EA CANADA > RELEASE NOVEMBER 17 > ESRB E 

ONE VERSUS NONE 

ith 2K Sports' College Hoops bowing out 
of the competition, NCAA Basketball 09 is 
the only hoops game dedicated to March 
Madness. Even without the pressure of 

a competitor, the publishing juggernaut EA didn't 
stay stagnant, but the end result is far from a blue 
chip prospect. 

The gameplay still suffers from some legacy prob
lems (players stepping out of bounds, excessive 
backcourt violations, players slowing on fastbreaks, 
players getting locked into animations), but the general 
gameplay is adequate. Posting up on the low block, 
cutting to the rim with a freestyle move, calling for a 
pick and roll, and jumping passing lanes to create turn
overs on defense are all easy to execute. The teams 
also make better use of their benches this season. 

The on-court presentation has also improved. Dick 
Vitale's boisterous shtick is an acquired taste, but Brad 
Nessler does a great job of play-by-play and the game 
makes better use of stat boxes to update you on 
fouls and player performances. The crowd also reacts 
more in tune with the rhythms of the game, standing 
to applaud a come-from-behind basket or thunder-
ing dunk. 

EA:s marketing feature du jour is "Set the Tempo," 
which is shoved down your throat via a pre-game 
tempo checklist, coaching tips, a tempo meter, and 
Vitale's vocal obsession with the imaginary struggle to 
control the pace of the game. Keeping the game in 
your team's ideal tempo (half-court, balanced, or fast
break) supposedly earns your team shooting bonuses, 
but this failed to materialize in any meaningful way. 
Whether I was running and gunning or setting up 
offensive plays and slowing the pace, the difference 
seemed negligible. 

Dynasty mode features a drastically improved recruit
ing system more akin to its football brethren, but its 
clumsy interface doesn't make the job easy. Every time 
you drill into a player's menu to check out his current 
standing or scouting report, your list of targeted play
ers resets as you exit, meaning you must once again 
drill into the specific view you previously procured. 
Unfortunately, the dynasty mode is offline only. EA 
once again skimped on the multiplayer options and 
limits you to player-versus-player matches. At least they 
let players share rosters. 

NCAA Basketball 09 may not offer the wealth of 
options or polished gameplay of its former competi
tion, but it's still a decent baller worthy of a look from 
hardcore college hoops fans.-BERTZ 

BOTTOM 7 25 
LINE • 

> Concept: The lone kid on the 
court improves its game with a 
deeper recruiting system and 
greater attention to detail 

> Graphi<S: The crowds 
energetically cheer big plays 
and the players move across the 
court gracefully 

> Sound: In case you couldn't 
tell by the tempo meter, tempo 
checklist. and coaches tips on 
preserving your tempo, Dick 
Vitale and Brad Nessler also 
stress the importance of tempo 
five to six times a game. Sheesh 

> Playability: This undergrad 
has learned the basics, but is still 
prone to backcourt violations and 
mishaps along the sidelines 

> Entertainment: If you love 
college hoops, this is the only 
game in town 

> Replay Value: Moderate 

Second Opinion 7.25 

NCAA is starting over again 
with its new gameplay 
engine, and the game isn't 
exactly smooth in transition. 
The new tempo system isn't 
the sexiest feature you' re 
going to see, but th.e one 
thing I like about it is that 
you'll have to adjust your 
playing style to suit different 
teams. I fared a lot worse 
when teams were playing 
up-tempo or full court press 
on me, Beyond the lack of 
new eye-popping features, I 
didn't like how my defend
ers were on rails at times or 
caught in animations. It's not 
a deal breaker for this game, 
but given that this franchise 
has been relatively subdued 
since coming over to next
gen, it's ·disappointing that it 
has yet to take off. - KATO 
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f your Xbox 360 isn't connected to Xbox Live, 
hang your head in shame and moan like a 
flesh-staNed zombie. You offliners are missing 
the multiplayer event of the year. Whether you 

assume the role of a human fighting for suNival 
within the wastes of a dead city or the zombie who 
eyes this walking meat buffet as a tasty appetizer, 
Left 4 Dead's online battles will consume your soul 
and bathe you in the blood of one of video games' 
most imaginative, visceral, and indecently impact
ful experiences. 

When you fire the game up, three additional 
players join you. If you select cooperative play, you 
and your teammates must blaze a trail through 
Al-controlled zombie forces to a safe house where 
weapons, ammo, and precious health packs await. 
If you select competitive play, the goal for your team 
remains the same, but a second team of humans 
now controls the elite zombies (which I'll detail 
later). The goal for each team is simple: suNive, or 
on the contrary, kill. 

The game play for the two factions is completely 
different, but at the same time, unified by the 
game's strongest component - teamwork. If you 
wander off for just one second, you could endanger 
the lives of everyone on your team, or if you are the 
zombies, allow the humans to reach the safe house. 
Even if you've played through a particular level l 00 
times, it's impossible to predict when and how the 
zombies will attack your squad. The level's geometry 
never changes, but the zombie spawns do. In one 
playthrough, a street may be calm and quiet. In 
another, it could look like a rolling river of undead. 
Thus, it _is imperative that you stick together, and 
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better yet, coordinate your tactics. 
SuNivors can only carry two weapons: a default 

pistol and your choice of an assault rifle, shotgun, 
or sniper rifle. The sniper rifle may seem like an 
odd weapon to use against zombie hordes that are 
faster than Carl Lewis, but this weapon's lightning 
quick reloads makes it reliable. The control mechan
ics are mapped strangely (with reload on B, and no 
iron sight), but perfectly fit the action. Targeting (with 
a little aim assist) is spot on, pipe bomb grenades 
are easy to place, and the melee gun bash is a 
highly effective way to keep zombies from gnawing 
on your bones. 

If you are playing as the undead axis, each 
respawn places you in the body of either a smoker 
(who grabs suNivors with his tongue from afar and 
slashes them when they get near), a hunter (who 
pounces onto suNivors and claws them to death), 
a boomer ( a ball of lard that moves slowly and 
blinds suNivors with his pukey belch), or, on rare 
occasions, a tank (a Hulk-like abomination that can 
smack humans into next week). The tank's move
ments are sluggish, but each baddie is a riot to play, 
especially when your team strategizes to launch full
on assaults against the suNivors. 

After playing just one match, you'll think twice 
before mocking the cheesy dialogue found in b-rate 
zombie movies again. Given the intensity of each 
fight, you'll find yourself screaming "get it off me, 
man!", "eat lead, fleshbag!" or whatever groan
inducing one-liner your brain can produce after a 
hard fought victory. If you don't say anything, there's 
a chance a smoker may make off with you, or a 
teammate may not get the ammo or health he or 

she needs to hold off a swarm. 
While the competitive and cooperative modes 

deliver a thrill a second, both are limited in content. 
The game only consists of four levels, each lasting 
about an hour. With that said, the amazing level 
designs will remind you of every zombie movie ever 
made. All of them conclude in style as well, with 
suNivors barring themselves in a building as zom
bies tear through the doors and windows, and also 
a rooftop showdown that ends with undead bodies 
pouring off its sides with the consistency of rain. 
The lack of levels is a major letdown, and the fact 
that each level recycles the same five enemy types 
doesn't help matters. Let's just cross our fingers and 
hope Valve quickly delivers downloadable content 
and/or expansion packs. 

I've neglected to talk about single player, which 
the game lists as the third option on its title screen. 
There is no story to soak in, and sadly, it's just not 
the same game without buddies at your side. If 
anything, this mode is worth a look just to witness 
Valve's amazing teammate Al. They are almost too 
good, often shooting a little too quickly and taking 
down elite zombies before you see them (which 
sucks for multiplayer matches without eight players). 
The split-screen co-op is fun, but suffers from a drop 
in graphical fidelity. 

If you are even thinking about playing this game, 
pony up for the Xbox Live Gold membership. It's 
just as necessary as the controller. While light on 
content, Left 4 Dead needs to be in everyone's 
library, not only because it innovates in ways that 
will shape the future of gaming, but also because it's 
so damn fun.-REINER 

BOTTOM 9 25 
LINE ■ 

> Concept: Fighting alongside 
three friends to stave off the 
zombie uprising is the multi
player experience of the year 

> Graphics: Every level is 
reminiscent in tone to Half-Life 
2's Ravenholm. The lighting 
effects and number of characters 
onscreen at once are impressive 

> Sound: The different sounds 
emanating from the elite zom
bies will make you tense up. The 
survivor voice acting, as sparse 
as it is, is used effectively to 
help players 

> Playability: Even without iron 
sight targeting, the gunplay is 
smooth and solid. Playing as the 
elite zombies is equally fun 

> Entertainment: It doesn't 
offer much content. but regard
less, this is the type of game you 
can play over and over again 

> Replay Value: High 

Second Opinion 9.25 

Consider me infected. Left 4 
Dead's creative brand of 
human-versus-zombie 
gameplay is the yeafs best 
team-based multiplayer 
experience. The premise is 
simple: Like 28 Days Later, 
an inf ectiori creates a legion 
of zombies YAlo overrun the 
gorgeously rendered city 
and counllyside, and four 
survivors must work together 
to shoot their way through 
the brain-dead masses and 
escape. Yo1,1r chances of sur
vival are extremely C@mpro
mised by limping teammates 
or diminished numbers, so 
the game encourages players 
to cover each othefs backs, 
heal those in need of med~ 
cal attention, and wander 
guns blazing into hordes 
of flesh-starved zombies to 
save the unfortunate survi
vor who gets overwhelmed. 
laking up the cause of the 
infected in multiplayer is 
even more fun. The creative 
gameplay structure allows 
you to pick your exaa spawn 
point and plan out attacks 
with your three zombie 
c0horts. The only serious 
gripes I have with Left <i 
Dead are its dearth of con
tent ( only four eampaigns, 
each of which takes a little 
over an hour to complete) 
and its paltry weapon selec,, 
tion (this game is scream-
ing for a flamethrower and 
more rnelee weapons). But 
the purity of the garneplay 
experien,e is tough to refute. 
This is the best zombie game 
ever made.-BERTZ 
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XBOX 360 

• ov1es 
> STYLE I TO 4-PLAYER BOARD > PUBLISHER CODEMASTERS/MICROSOFT > DEVELOPER ZOt MODE 
> RELEASE NOVEMBER 18 > ESRB E 

BECOME A C-LISTER 

ith all of the attention 
and money pouring 
into music games, it's 
interesting to see the 

performance gameplay spotlight 
turned towards movies. For the 
uninitiated, You're in the Movies 
tasks players with participating in a 
series of Eye Toy-style minigames 
in front of the Xbox camera (punch 
some targets, shoo away bugs) and 
brief acting challenges like "look 
scared" or "do an evil laugh'.' After 20 
to 30 minutes of acting, the footage 
is recompiled into one of 30 fake 
movie trailers ranging from sci-fi to 
horror to romantic comedy. 

If you're willing to loosen up and 
act silly, the end product can be 
hilarious, especially if you completely 
ignore the "director's" instructions. 
While you can't send these videos 
over Xbox Live, you can easily 
download them to your computer 
(the .wmv files clock in just under 
20MB). Handy FAQs make upload
ing to YouTube a snap, which is 
technically impressive and also a 
great way to embarrass friends from 
last night's party. 

The gimmick loses its luster after 
a few sessions. Minigames start 
to repeat (be prepared for a lot of 
jogging), standard gaming camera 

issues (like constant calibration and 
missing torsos) pop up, and once 
you know how the whole process 
works the end products ~ren't as 
satisfying ("oh, I'm turning a valve. 
I guess there's a driving scene in 
this one). There's no option for a 
shorter session like in Buzz or Scene 
It, so the rounds begin to drag. With 
half-hour sessions at parties, larger 
groups can't rotate people in and 
out of participation like with Rock 
Band, and even if you just have four 
people, I can't see anyone wanting 
to play more than two sequences . 
1n a row. 

While single player is an option, 
it's sadder than singing karaoke 
alone in your living room. Director's 
mode allows you to mash up your 
own scenes and add narration via a 
headset, but inflexible tools and lo-fi 
sound quality ensure that few will 
invest much in this feature. 

You' re in the Movies' biggest 
fault, however, is that it doesn't put 
people in real movies - just cheesy 
fakes. Why can't we deliver any 
lines? It's just a bunch of miming 
around. Imagine how sweet it would 
be if you could say "Hasta la vista, 
baby" before blasting the T-1 000 in 
Terminator 2.-BRYAN 

' BOTTOM 7 25 
LINE • 

> Concept Make wacky movies 
at home using weatherman-style 
green screen technology 
> Graphics: Look in the mir
ror. That's pretty much what 
you're in for 
> Sound: Purposely over
the-,top narration and diched . 
genre music 

> Playability: If you can wave 
your arms and jog in place, 
you're set 
> Entertainment: While it's 
amusing and cleverly con· 
structed, thi.s probably can't hold 
up an entire party 

> Replay Value: Moderate 

Second Opinion 7.5 

This is a difficult game to 
assign a numerical score. 
Measured alone, the minig
ame selection is uneven in 
both challenge and enter
tainment value. However, 
when you get down to play
ing the game, You're in the 
Movies offers some of the 
most uninhib~ed fun you 
can have while sober. The 
disarming quality to the 
game is ~ect for reeling 
in your casual or non-gamer 
friends, and once the game 
gels rolling, even the sub
par minigames can amuse. 
It's always hilarious to watch 
your goofy improvisations 
compiled into a kind of 
visual Mad Libs at the end 
of~ session with a fake 
movie trailer. If nothing 
else, this game deserves 
aed~ for presenting a great 
atmosphere where you 
and your friends e:.an have a 
good time.-BEN 
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XBOX 360 QUICKIES 
XBOX 360 

Scene It? Box Office Smash 
BOTTOM 

LINE 8.5 
> STYLE I TO 4-PLAYER BOARD (UPTO 4-PLAYER ONLINE) > PUBLISHER MICROSOFT GAME 
STUDIOS > DEVELOPER KROME STUDIOS/SCREEN LIFE > RELEASE OCTOBER 28 > ESRB T 

he only glaring omission 
from the original Scene It 
was online play. Now that 
it's implemented well in Box 

Office Smash, you won't have to 
cajole your friends and family into a 
game every time you want to play 
a session. Questions encompass 
classics like Creature from the Black 
Lagoon all the way to more contemporary flicks like Juno. New game types add 
more variety, of which Pixel Rix is the best (picture an 8-bit animated rendering 
of Total Recall). It stinks to be stuck with default character models, but you can 
use Xbox 360 avatars. Hopefully downloadable question packs, unlike with the 
first game, will come out at some point- BRYAN 

XBOX 360 

Lips 
BOTTOM 

LINE 7.5 
> STYLE 1 TO 6-PLAYER MUSIC> PUBLISHER MICROSOFT GAME STUDIOS> DEVELOPER INIS 
> RELEASE NOVEMBER 18 > ESRB T 

he foundation of Lips is 
identical to any other kara
oke game; it's the little 
things that make it stand 

out This is the first title to detect 
and reward vibrato (this is big 
for singing games). The wireless 
mies are a dream (no, they don't 
work with Rock Band or Guitar 

Hero ... yet), and motion sensors allow you to trigger "Star Stream" among other 
neato functions. Three party games add that strange lnis twist ( one involves 
making an onscreen couple smooch), but probably won't get a ton of play. You 
can import tracks from your iPod and sing along to them, but without lyrics this 
feature becomes a trumped up visualizer. The small offering of online tracks run 
$2 each, and Live functionality is mostly dry stats and friends-only challenges. 
Lag calibration is a pain, especially compared to SingStar's easy system. I have a 
feeling that Lips has plenty more cards up its sleeve, but the initial release leaves 
much to be desired.- BRYAN 

XBOX 360 

Naruto: The Broken Bond 
BOTTOM 8 25 

LINE • 

> STYLE I TO 4-PLAYER FIGHTING/RPG (UP TO 4-PLAYER ONLINE) > PUBLISHER UBISOFT 
> DEVELOPER UBISOFT MONTREAL> RELEASE NOVEMBER 18 > ESRB T 

t's refreshing to see this 
much care given to a prop
erty I have no attachment to; 
all licensed games deserve 

to be treated like this. Ubisoft 
Montreal has clearly put in some 
effort into creating this game, 
which is a unique blend of rich 
one-on-one fighting and adventure 
elements in a larger RPG structure. Unlike last year's Naruto title, this time we 
get to play as Naruto and several of his friends, one of whom begins a journey 
down a darker path. The story (which covers episodes 81- 135 of the anime) 
feels a little disjointed but also has some compelling moments. I just wish the 
missions had more variety, because many of them boil down to simple fetch 
quests. Otherwise, there isn't much else that bugged me about the game other 
than Naruto every time he opened his mouth, and that's not Ubisoft's fault (in 
fact, they were kind enough to include the original Japanese VO). For fans this is 
a no-brainer, but even those looking for a fighter or RPG with some interesting 
twists should give this a try.-BEN 
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PLAYSTATION 2 

ersona 
> STYLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER ATLUS 
> DMLOPER ATLUS > RELEASE DECEMBER 9 > ESRB M 

HORROR AND HOMEWORK 

vii is most disturbing when 
viewed through pure eyes, 
and Persona 4 delves into 
the subject with haunting 

effectiveness. The game's morbid 
story juxtaposes the innocent lives 
of high school students with brutal 
crimes and hidden shame, filling the 
plot with discordant and compelling 
moments. Supposed best friends bury 
resentment for each other, outwardly 
happy kids wrestle with intense fears 
of rejection, and ordinary people 
become the centerpieces of grue
some crime scenes. This isn't an RPG 
for anyone who is content to many a 
princess or save some crystals. 

The stylish narrative gets more 
irresistible as it goes on, but it doesn't 
come without a hefty investment. 

Unlike the last entry in the series, 
Persona 4 takes three or four hours 
to get going, leaving you with little to 
do but read text until then. However, 
when the gameplay finally opens up, 
it all pays off. With the creepy 
premise and cool characters 
firmly established, you're free 
to explore the rural town of 
Inaba and discover how the 
game elements fold into 
one another. 

Your days are filled with a 
school simulation where you 
make friends and build social 
links, which indirectly increases 
your combat prowess through 
your persona (a powerful 
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creature born from a character's 
psyche). When school is done, you 
work through randomly generated 
dungeons using standard turn-based 
mechanics, though your foes often 
require intricate 
strategies to defeat 
(including lots of 
buffs and debuffs). 
Upon victory, you're 
sometimes awarded 
a new persona, 
which you can fuse 
with others to form 
an even more awe
some entity. Each 
aspect, from simula-
tion to combat, feeds into the next 
so well that I found myself absorbed 
in no time. 

The interplay of the simula
tion and combat elements 
form an addictive cycle that 
makes it easy to immerse 
yourself in the surreal world of 
Persona 4, but it isn't for every
one. The game implements 
a deliberate and regimented 
structure, requiring a lot of 
planning, repetition, and level 
grinding. On the other hand, 
it rewards your effort with a 

compelling story, rock solid combat, 
and a fanaticism-inspiring persona 
fusion system. If you've got the 
time and dedication, Persona 4 will 
not disappoint-JOE 

• 

BOTTOM 8 
LINE 

> Concept: Take Persona 3, 
tweak some mechanics, add a 
chilling new story, and you've 
got another sequel 

> Graphics: Stylish visuals 
can't completely mask the fact 
that you're playing on outdated 
hardware 
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> 5ound: Desptte a lot of : 
repetition, the musical score is : 

• 
evocative. The voice acting is also : 
exceptional for most characters : 

• 
• > Playability: The mechanics : 

are improved over the last entry, : 
but the rigid structure and time- : 

• 
line still feel restrictive • • • 
> Entertainment You'll need 
a lot of determination to see the 
best that Persona 4 has to offer. 
The story and gameplay are 
engaging, but the pacing can be 
pretty rough 

> Replay Value: Moderate 

Second Opinion 7.25 

From the hours-long intnr 
duction to the experience 
grind necessary to progress 
through the randomized 
dungeon~, Pel'SOna 4 is a 
massive trial of patience. Your 
reward is a well-written and 
engrossing tale that mixes 
the realities of adolescent 
school l~e with a surreal 
dreamscape coming of age 
metaphor. It's heady stuff, 
but even as I rursed the end
less dialogue, I was drawn 
into the intricate characters 
and bizarre plotlines. It's 
just too bad the g~meplay 
is a tedious slog. You must 
often battle through dun
geons multiple times to build 
experience before tackling 
the next story event Non
combat development is also 
a necessity, so you'll spend 
time building your friend
ships and abilities through 
schooJ dubs, classes, and 
other activities. For devoted 
players, it's a rewarding but 
slow-paced narrative; other 
gameis will shake thei~ heads 
and wonder ww they're still 
not actually playing the game 
four hours after turning on 
their PS2.-MILLER 
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1 don't khOw whether to 
say ""Ice to h'\8Gt you" or 
ugooc1 to see you again. 11 

PLAYSTATION 2 

Kingdom Hearts 
Re:Chain of Memories 
> STYLE I-PLAYER ACTION/RPG > PUBLISHER SQUARE ENIX > DMLOPER SQUARE ENIX 
> RELEASE DECEMBER 2 > ESRB ElO+ 

TOO LITTLE TOO LATE 
ack in 2004, the original Game Boy 
Advance Chain of Memories served a vital 
purpose. A nice snack for starving fans left 
hanging after the ending of the original 

Kingdom Hearts two years earlier, the game set up 
mysteries leading into Kingdom Hearts II and intro
duced Organization XIII, Namine, and DiZ. Sure, it 
trudged back through many of the same worlds as 
KH 1, but at least we saw everything re-imagined 
in sprite form. However, like watching foreign films, 
some people just don't play portable games. So 
now we have what is essentially a "Hollywood 
remake" of CoM on PS2. 

The added voicework and 3D presentation is 
cool in some respects, but fans already know 
what happens on both ends of this story even 
if they haven't played the GBA version. The text
heavy dialogue and fading memory plotline will 
have you mashing X to burn through it, especially 
during scenes like this: 'Who are you?" "Don't you 
remember me?" "I think I do ... maybe'.' ''Well, you 

seem like a 
nice person'.' 
Almost all of 
the in-game 
assets are 
recycled from . 
previous 
games and the 
world-by-world 
stories are 

dusty retreads of KH 1 setups (which are already 
retreads of Disney movies) . 

The card battle system, love it or hate it, returns 
with some additional contextual button pressing. 
If you've never tried it be prepared for plenty 
of deck organizing and more strategic combat. 
While the former 2D battle plane kept almost all 
of the enemies in view, with the new 3D system 
they can sneak up from off screen due to the 
occasionally wild targeting system. The annoying 
door card system still forces you to pick a fight 
with every enemy or risk getting screwed out of 
forward progress. 

In the end, Re:Chain of Memories is a service
able, inexpensive RPG that will satisfy fans curi
ous about this "lost'' chapter in the KH series 
and the few people who really enjoyed the 
original CoM.-BRVAN 

BOTTOM 6 75 
LINE • 

> Concept: Revive a four-year
old game on an eight-year-
olct console 

> Graphics: Identical to 
Kingdom Hearts 1 and 2 

> Sound: Haley Joel Osment's 
return to work is great Most of 
the soundtrack is recycled from . 
previous games 

> Playability: The card 
battle system remains relatively 
unchanged, so beware if you're 
expecting traditional Kingdom 
Hearts combat 

> Entertainment: Easily the 
weakest link in the franchise 

> Replay Value: Moderate 

Second Opinion 7.25 

Even as a Kingdom Hearts 
fan, it's hard to get excited 
about a remake of a GBA 
card game that sets up the 
plot for a game well over 
two years old at this point 
Regardless, this is a fun little 
title. I dug the environment 
system that has you creating 
e-1ery world as you explore 
it and the Slight system had 
me strategizing how to most 
effectively utilize my cards 
to pull off special attacks. 
Unfortunately, the action gets 
a little repetitive. Hardcore 
fans might be interested in 
the revamped graphics and 
animated cutscenes1 but n 
you already played your fill of 
the GBA version I'm not sure 
there's much reason to revisit 
the past-BEN 
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> STYLE I-PLAYER SIMULATION (UP TO 4-PLAYER ONLINE) > PUBLISHER NINTENDO > DEVELOPER NINTENDO 
> RELEASE NOVEMBER 16 > ESRB E 

HEAVEN IS A PLACE WHERE NOTHING EVER HAPPENS 
gave the original Animal Crossing for 
GameCube a 9 out of 10. So why is this Wii 
edition leaving me bored and disinterested? 
Instead of a tearful reunion, it feels more like 

meeting an old high school friend and having that 
uncomfortable feeling that there's nothing left to say. 
Sure, we had some good times in the past, but I've 
changed. Animal Crossing, on 
the other hand, has studi
ously avoided paying 
attention to any of the 
innovations that hap
pened since its release 
in 2002. 

Instead of following the 
original Animal Crossing, 
City Folk is an extension 
of the 2005 OS release 
Animal Crossing: Wild 
World. It features the 
same odd "rolling 
barrel" perspec
tive, which 
is a distinct 
change from 
the original 
GameCube title 
(and, it should 

Zipper 

be noted, a viewpoint more appropriate for the OS 
than the Wii). In a neat twist, the game allows you 
to transfer data from your OS game, allowing you to 
have a leg up in your new life. For most of us, how
ever, the game begins much as the first did: You 
name your town and your character, then start deliv
ering goods for Nook's Cranny as a part-time job. 
Soon, you get your first mortgage and you can begin 

decoratiF1g your bachelor( ette) pad. 
And then ... well, it's up to you. 

Animal Crossing: City Folk isn't 
really a game. In retrospect, the 
original was probably Nintendo's 
first experiment with its new phi
losophy of creating entertainment 
for non-gamers. Most of your time 

is spent wandering around much as 
you would in a real town. Talking to your 

neighborhood chums is a big part of the 
experience, and one of the areas in which the 

game shines. Nintendo's classic, offbeat sense of 
humor is apparent in every line 
of dialogue. From a bus driver 
who spouts pirate slang to any 
number of eccentric Animal 
Crossing denizens, the game's 

speech bubbles are frequently 
full of laughs. 

Flippity skippity! 
Lookin' for eggs! J, 
Bippity boppity ... 
Usim • your legs! J, 

74 GAME INFORMER 

Sadly, the rest of the game doesn't captivate me 
the way it once did. While some will appreciate the 
game's free-form structure, I found myself wanting 
more of a purpose than tracking down the odd lost 
item for a friend or scavenging shells to sell and pay 
off my mortgage. In the city (a new location added 
since the first game), you can shop, bid on items 
your online friends put up for sale, buy new clothes, 
or even get a haircut. Your house is customizable 
with an astonishing supply of furniture, decorations, 
and other items. You can also catch fish, use a net 
to catch bugs, or plant and water trees. For the 
first time, voice chat is available through the new 
WiiSpeak microphone, but Nintendo did not provide 
us with one for this review (We did see a dem
onstration at E3 that appeared to be working well, 
although with some suspect sound quality). 

If you think the last paragraph sounds more like a 
list of random features and activities than an actual 
game, you're right. Compared to Animal Crossing, 
The Sims seems as regimented as a tactical first
person shooter. For some, this is the charm. While 
it's certainly neat when the game, for example, has 
a New Year's Eve celebration, this practice is now 
commonplace in games like World of Warcraft. A 
lot has happened in gaming since 2002. When you 
compare the shallow ways you interact with the 
world in City Folk to a game like Fable II or Grand 
Theft Auto IV, there's no comparison. Too often, 
it felt like I was playing an endless loop of "town 
exploration" segments from old-school Japanese 
RPGs - only without the actual gameplay. Also, 
where the first game gave you nearly 20 old-school 
NES games to collect and play, City Folk gives you 
none. The reason? Nintendo wants you to buy them 
on the Virtual Console. 

limes change, and games must change with 
them. Animal Crossing, while still a charming and 
often engaging experience, seems stuck somewhere 
in the last generation of gaming.-MATT 

• 

BOTTOM 7 5 
LINE ■ 

> Concept: A return to tlle 
freeform, pastoral universe of 
Animal Crossing 

> Graphics: The graphic detail, 
character models, and anima• 
tions are decidedly o Id school, 
but this game is more atout 
Nintendo's classic charm than 
tech specs 

> Sound: The soundtrack is 
fairly forgettable. The WiiSpeak 
microphone (sold separately) 
allows live voice chat 

> Playability: While it's more of 
an "experience" than a "game," 
I don't see why activities like 
fishing or the basic menu design 
couldn't be better 

> Entertainment While I loved 
the original, and this sequel will 
still charm the faithful, the pas
sage of time leaves rne V10nting 
more from Animal Crossing 

> Replay Value: Moderate 

Animal Crossing gives play
ers a ton of things to do from 
the moment they create 
their town and start paying 
off their first mortgage. 
Meeting new townspeople, 
planting foliage, removing 
weeds, arid endlessly col
lecting the many fossilSi 
_bugs, fist:i, and furniture in 
the game will keep players 
busy for as long as they ~re 
to play. Unfortunately, none 
of these activities are any 
fun. Anything resembling 
gameplay here is imple,, 
mented with the skill and 
grace of a week-old puppy. 
It's cute that they tried to 
make interactive activities 
like fishing and bug catch-
ing. Engaging in any of these 
pursuits, however, holds the 
appeal of deaning up after 
a dog that got a little too 
excited when Daddy came 
h,ome. Likewise, '/Ou can 
learn new emotes in !lie big 
city;s theater or charige up 
your look at the salon, t>ut I 
just can't think of any reason 
you would want to. The title's 
much-vaunted online capa
bilities would have beet') cool 
in 1997, but the tiny amounts 
of online interactioJJ are a 
pitiful reward for the hassle 
of deali11g with friend codes 
and the rest of Nintendo's 
asi11ine connectivity barpers. 
At its best, Animal Crossing is 
a relaxing way to play a· ound 
in a neat little sandbox, ~lbeit 
one with ihcredibly rffitiict
ing rules. Most of the time, 
though, it's an endless, 
boring slog as you search for 
sernething genuine~ inter
esting to do.-ADAM 
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> STYLE 1 TO 4-PLAYER SPORTS > PU BUSHER UBISOFT > DEVELOPER UBISOFT 
MONTREAL> RELEASE NOVEMBER 16 > ESRB E 

SOFT AS SNOW 
here isn't a lot of 
mystique to video 
game snowboarding, 
given how easy it is 

to translate the mechanics of 
the sport onto a controller. 
This is even more evident with 
the Wti remote in your hand. 
Shaun White does just enough 
to capture the attention of a 
gamer looking to carve and 
pull off tricks with a minimal 
amount of fuss. Beyond that 
however, the game misses 
an opportunity to expand our 
experience with the sport. 

Simple trick point chal
lenges, timed races, and 
collect-a-thons are scattered 
among mountains across 
the globe, and these events 
quickly become repetitive. 
Being able to free-roam these 
locales would improve that 
situation, but only marginally. 
Shaun White doesn't have its 
sights set that high. Instead, 
you must be content getting 
around with smooth carving 
by twisting and moving the 
remote from side to side or 
through the game's simple set 
of tricks. 

Shaun White on the Wti 
has fewer gameplay hiccups 
than the versions on the other 
consoles, but this is because 
it's so eager to help you out. 
You'll magnetically pop and 
stick onto rails and morph 
into tricks you didn't know 
you were performing. This is 
in contrast to the times when 
turning - on the ground or 
in the air - becomes unchar
acteristically difficult During 
these moments of discord 
the game vacillates between 
being too user-friendly and 
then not friendly enough. 

Perhaps sensing the fact 
that it has limited its scope 
in pursuit of relatively easy 
gameplay execution, Ubisoft 
added both co-op and 
competitive split-screen mul
tiplayer play. These options, 
along with a simplistic abil-
ity boost system, however, 
don't broaden Shaun White's 
horizons enough. In a sport 
searching for the next big 
crazy trick, this game's insis
tence on the basics only takes 
players so far.-KATO 

BOTTOM 6 75 
LINE • 

> Concept: Shaun White leads a 
charmed life hopping the globe 
looking for fresh powder, and 
now you can, too 

> Graphics: The textures are 
blurry enough that you'll think 
you've been white washed 

> Sound: A good soundtrack 
featuring Modest Mouse, 
Kasabian, Mooney Suzuki, 
and more 

> Playability: The Wii balance 
board does not handle the 
double duty of movement and 
tricks well enough to recom
mend it over the Wii remote 
control scheme 

> Entertainment: Too bite
sized and simplistic to be much 
more than a bunny hill 

> Replay Value: Moderate 

Second Opinion 6.5 

Road Trip is the arcade-lean
ing bunny hill to the Xbox 
360 version's simulation
flavored bla~k diamo,nd. The 
game ditches the open world 
snowboarding in favor of 
dosed events challenging 
your rctcing big air, half-pipe, 
and trick skills. I missed the 
option to just shred down 
a mountain, but the game's 
cartoonish approach feels 
more genuine than the odd
ball, marketing-heavy tone of 
the other versions. The Wii 
remote controls make turn
ing and jumping ea~. but 
rotating your boarder while 
in the air is an inexact sci
ence. Road Trip also makes 
use of the Wii Balance 8<5ard, 
which works-well for turning 
but makes ~ much harder to 
generate velocity than with 
the remote. This is by no 
means an X Games favorite, 
but if yoo're a Wii balance 
board owner looking for a 
casual experience, you could 
do much worse.-BERTZ 

LucasArts and Kro.me's 
latest effort game takes the 
dream of authentic lightsa
ber combat and impales it 
like so many Jedi Masters. 
Without a one-to-one rorre
lation between your gestures 
and the position of your 
saber, the Wii remote is just 
a poor substitute for button 
presses in less-than-epic 
duels. Even simple "left, right, 
left" combos are difficult to 
reliably execute. While slug
gish mechanics are the main 
groblem, Lightsaber Duels is 
also thin on content; a repeti
tive campargn (Do I really 
need to fight ASajj Ventress 
three times?) and uninspired 
challenges are the main 
attractions outside of versus 
battles. Unless you need 
something to make your Sith 
apprentice give in to anger 
and hate, don't go anywhere 
near this game. - JOE 
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> STYLE l TO 4-PLAYER SPORTS > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER EA BLACK BOX > RELEASE NOVEMBER 17 > ESRB E 

KICKFLIPPING IT NEW SCHOOL 
kate took the video game world by storm by 
representing the sport via analog stick tricks. 
This felt so familiar to players that it quickly 
seemed like this was the way it should have 

been done all along. Now the franchise is going back 
to square one with the Wii to craft a control scheme 
just as natural. 

The Wii controller - which is notorious for a level 
of inaccuracy that muddles player motions into 
onscreen gibberish - may seem a poor choice 
to translate the myriad moves in a skater's bag of 
tricks. However, 
Skate It is more 
than up to the task 
of laying the world 
at your feet. .. 
or fingertips (see 
sidebar for more). 
Your trick book is 
fil led with moves; 
and pulling them 
off - particularly 
with the remote 
and nunchuk 
setup - is rela
tively easy. Skate 
It's controls don't 
suffer from a lost 
in translation effect, 
nor are they just a 
poor substitute for 
the analog sticks of 
the other consoles. 
They represent skating's acrobatics and are much 
more fulfill ing than the usual lazy uses of the Wii 
remote as either a toy sword or a glorified light gun/ 
laser pointer. 

Skate It's ease of use comes at a cost. The devel
oper has (wisely) papered over some of the vaga
ries of interpreting player motions by sometimes 
giving you tricks you had not intended. At least the 
game's challenges don't often ask to perform spe-
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cific moves. Still, I miss the satisfaction in the original 
Skate of mapping out a series of tricks in your mind 
as you approach a curb and then executing them 
perfectly. Furthermore, the game requires you to 
pull tricks earlier than you'd think due to slight lag. 
This makes judging rails trickier and your combo 
strings shorter. Finally, the ramps and kickers don't 
deliver enough air, making these setups less fun 
than traditional street rails and curbs. 

Ou-18 

The best part about Skate It is that it doesn't 
feel like a translation of another game. It's its own 
beast. Granted, this means it comes with its own 
problems, and EA has its work cut out for it as it 
tries to iron out the garne's kinks for future titles. 
These include the sometimes skittish nature of your 
board's movements, the simple challenges, and 
the small skating areas, which removed the explor
atory, open world appeal of Skate I loved so much. 
Still, the game makes you want to hop on your 
board, because you never know where it's going to 
take you.-KATO 
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BOTTOM 7 75 
LINE ■ 

> Concept: San Vanelona has 
been destroyed, but this game 
builds a Wii construction in 
its place 
> Graphics: They're as scratchy 
and painful as a nasty case of 
road burn 
> Sound: The soundtrack is as 
awesome as the original Skate, 
and Reda once again turns 
in some great voice work as 
your cameraman 
> Playability: The Wii remote 
and nunchuk control scheme 
is the best of the three pos
sible configurations 
> Entertainment: Skate It 
retains most of the fun and 
inventiveness of last year's Skate, 
despite some niggling issues 
> Replay Value: Moderate 

Second Opinion 7.5 

As someone who cut his 
virtual skateboarding teeth 
on the Tony Hawk series, I 
really appreciate Skate It's 
more realisbc take on the 
sport. Instead of cartoon
ish stunts, the game forces 
you to master the basics 
of the sport, making every 
good trick line seem like a 
real accomplishment On 
the Wii, the realism is even 
greater, as you use the Wii 
remote much like an actual 
skate deck, mimicking the 
motions required to pull 
off ollies, nollies, grabs, and 
kick flips. It's a great design; 
more the pity that the Wii's 
notoriously loose motion 
sensing hampers the actual 
gameplay. Too often you feel 
like you're just flailing about, 
and pulling off a good run 
often seems more a matter 
of good luck than good skat
ing. However, there are a 
wide variety of challenges 
and events for those man ( or 
woman) enough to master 
the erratic controls (though I 
could do _without the overly 
long bail animations and the 
annoying voiceovers). This 
is a solid game begging 
for the promised increase 
in precision from the 
upcoming Wii Motion Plus 
attachment-MATT 
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Ten Pin Alley 2 
> STYLE 1 TO 4·PLAYER SPORTS > PUBLISHER XS GAMES 
> DEVELOPER OTHER OCEAN INTERACTIVE 
> RELEASE OCTOBER 16 > ESRB E 

You could say a lot of games 
are a snap to play, but Ten Pin 
Alley is literally just a flick of the 
wrist. Once you get the motions 

down, it's easy to nail strike after strike in this 
content-free bowling game. The production values 
are so unimpressive the game looks like it was 
built in some guy's basement, and the Al is ter
ribly inconsistent There is a thin challenge mode 
where you jump balls off ramps and hit exploding 
pins, but any potential this mode had to be excit
ing is lost in the execution. If you spent months 
bowling in Wii Sports, then this will be an upgrade. 
Otherwise, it isn't worth your time.-BEN 
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Carnival Games 
MiniGolf 
> STYl£ I TO 4-PLAYER SPORTS > PUBLISHER 2K PLAY 
> DM LOPER CAT DADDY GAMES 
> RELEASE OCTOBER 20 > ESRB E 

Wii 

• • .• reviews 

BOTTOM 7 
LINE 

> Concept Win the race to 
incorporate the Wii balance 
board into a minigame collection 

> Graphics: The trademark 
cartoon look is enhanced with 
hilarious 2D animated fake ads 

> STYLE 1 TO 8-PLAYER BOARD > PUBLISHER UBISOFT > DMLOPER UBISOFT PARIS 
> RELEASE NOVEMBER 11 > ESRB ElO+ 

> Sound: You'll have Britney 
Spears' "Toxic" in your head for 
an hour afterward 

BORED WITH THE BOARD > Playability: Unless you really 
want to dust off the Wii board, 
stick with the standard controls 
and make your life easier 

f you've played either of 
the two previous Rabbids 
titles, you have a general 
idea of what you're in for 

here: some laughs, a decent 
party experience, and a few 
clever minigames. The biggest 
changes are the incorporation of 
the Wii balance board and some 
limited online functionality (lea
derboards and a lame dress-up 
contest similar to the Check Mii 
Out channel). 

Using the board, you'll steer 
a wildebeest with your butt, 
surf through space on an iron
ing board, and stomp on it like 
the pedals of a tractor. This 
control method works fine, but 
eventually you'll get sick of the 
required calibration before every 
minigame and find that it's much 
easier to get a better score using 
the standard remote controls. 

The solo campaign consists 
of a herd of Rabbids pestering 
Rayman with a week's worth of 
TV programming. Monday starts 

. 
• . . 
. . 
• 

Wii 

Cooking Mama 
World Kitchen 

out with a deluge of minigame 
options, but as the days wear 
on you end up burning through 
the enjoyable modes and are 
eventually stuck playing junk and 
repeating songs just to finish up. 
Star Worse, for example, has you 
drawing shapes to blast aster
oids, which, in concept, sounds 
cool. But it simply doesn't recog
nize 60 percent of what you're 
scrawling with the remote. 

Throwing this in at a party, 
however, is a different story. The 
dancing game has that perfect 
mix of embarrassment and fun 
that makes it just as entertaining 
to watch as it is to play. Seeing 
four of your friends perform a 
disco point and butt slap combo 
is hilarious. Even some of the 
games that don't work as well 
get more of a pass in multiplayer 
since everyone's shared control 
issues throw a tinge of random 
luck into otherwise skill-based 
proceedings.-BRYAN 

• 
• . . Wii 

> Entertainment Decent multi
player, dull single player 

> Replay Value: Moderate 

' 

Second Opinion 7.5 

After a group of Rabbids get 
trapped in Rayman's TV, he 
is forced to watch them race 
lawnmowers, cook ham
burgers for a giant walrus, 
and keep chickens off of 
a zombie film set Most of 
TV Party's 65 minigames 
are entertaining and offer 
the usual demented wit of 
those disturbingly adorable 
Rabbids. However, some 
of Rayman's programming 
is just begging to get can
celed; the dancing game 
has especially poor recogni
tion, particularly using the 
balance board. The sin
gle-player mode gets repeti• 
tive near the end, but like 
most party games, this is an 
el\l)eflence best played with 
a gang of friends.-BEN 

. . 

. . Castlevania: 
Judgment 

. 
• 
• . . 
• 
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> STYl£ I OR 2·PLAYER SIMULATION > PUBLISHER MAJESCO 
> DMLOPER COOKING MAMA LIMITED 

> STYl£ I OR 2-PLAYER FIGHTING (2-PLAYER ONLINE) 
> PUBLISHER KONAMI > DM LOPER KONAMI 

• 
• . . 
• . 
• 
• . 
• . 
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• . 
• . . 
• 
• . 
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> RELEASE NOVEMBER 18 > ESRB E 

BOTTOM LINE 
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• . . 
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• 
• . 
• 
• . 
• 
• . . 

> RELEASE NOVEMBER 18 > ESRB T 

Fighting games should be about 
balance, precision, and skill. If 

. . 
• 
• . 
• . It's hard to believe this game screws : 

up an easy layup like mini gotf, : 5.5 
The first Cooking Mama on Wii 
showed that the series could 
effectively jump to a home console. 
I was hoping the sequel would 

any one of those areas falls short, 
the whole experience suffers. In 

but Carnival Games MiniGolf goes . . 
• out of its way to make things hard 
. for itself. Golf has a natural transition to the Wii, 
: but this game's swing mechanic is frustrating; for 
: some odd reason it's not based on the motion of 
• 
: the Wii remote, but rather the controller's internal 
: accelerometer. Likewise, the limited camera system 
: is more hindrance than help. The courses them-
: selves are no great shakes, although I applaud the 
: game for including minigame diversions during the 
: Adventure holes. When minigames not involving 
• 
: golf are the standout parts of a mini golf title, you 
: know you've missed the mark- KATO 
• 

. . 
• 
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• . . 
• 
• . 
• 
• . 
• 
• . . 
• . . 
• 
• . 
• 
• . 
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. 
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attempt to shake things up. Unfortunately, World : 
• 

Kitchen pees in the stew. The most obvious change : 
is the switch from first-person cooking to watching : 
a created character go through the motions (and : 
new minigames within minigames, barf!). Cooking : 
controls are only marginally tweaked, and for a : 
game that prides itself on being "international," the 
game only features Caucasian and Asian character 
models. Majesco also axed the competitive multi
player in favor of a throwaway co-op mode. Even 
serious fans should rent before buying this half
baked cash in.-BRYAN 

. . 
• 
• . . 
• 
• 
• 
• 
• 

Castlevania: Judgment, they all fall short. First of all, 
the Wii remote control scheme is unfathomably 
broken; to play this game, you should use a clas
sic or GameCube controller. Even then, you must 
contend with spastic combat, a terrible camera, 
and unnatural button combinations you can't 
remap. I'd like to say there's at least some decent 
Castlevania fan service, but the character designs 
are awful - the Simon Belmont in Captain N: The 
Game Master was a cooler incarnation of the leg
endary vampire hunter. The end product fails as a 
fighter, as a part of the Castlevania series, and as a 
video game in general.-JOE 
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Neverwinter Nights 2: 
Storm of Zehir 
> STYLE 1-PIAYER ROLE-PIAYING GAME (UP TO 64-PIAYER ONLINE)> PUBLISHER ATARI 
> DMLOPER OBSIDIAN ENTERTAINMENT > RELEASE NOVEMBER 18 > ESRB T 

YOU MUST BE THIS NERDY TO RIDE 
o you know the mechanical differences 
between Sorcerer and Wizard spellcast-
ing in 3rd Edition Dungeons & Dragons? 
How about the exception to the basic rule 

about stacking bonuses to a single die roll? If you 
know what I'm talking abou~ this new expansion 
for Neverwinter Nights 2 is for you. Gamers who 
don't know the difference between a fireball and a 
fireburst may as well turn the page, because there is 
nothing for you here. 

Storm of Zehir has players create a four-person 
party of adventurers (a first for the series) and 
dumps them in the middle of a hostile landscape, 
where the heroes forge alliances with dubious 
powers and rely on spells and blade skills to survive 
daily life. A spiffy new overland map makes use of 
the party's secondary skills like survival, spot, and 
listen, along with giving players a ton of real estate 
to search for and inevitably find dungeons, treasure, 
and monsters aplenty. Since resting is no longer 
trivial, building a party that can handle the chal
lenges without blowing through half its spells every 
time it comes across a wandering group of kobolds 
( and believe me, you'll find lots) is critical. 

It's a fantastic Dungeons & Dragons simulator, 
and for grognards like me who nerd out over wring
ing every last ounce of character power out of the 
rulebook, it's a dream. Mind Flayers? It's cool, I have 
magical mental defenses just in case. Dragons? 
No worries, we have resistance gear somewhere 
on this pack. mule. Conquering challenges like 
this is what drives a certain segment of the D&D 
populace, and few video games to date serve that 
demographic as well as this title. 

Anything ancillary to the pure expression of D&D 
3.5 Edition rules is an afterthought. The story is ser
viceable in a D&D pref ab adventure sort of way, but 
this is more like lcewind Dale than Baldur's Gate. 
Beyond that, it's like Obsidian made the awesome 
framework for celebrating the D&D system and 
then went down a checklist before sending it out 
the door. Storm of Zehir has dialogue, cutscenes, 
voice actin& and tutorials, but only in the barest 
of senses. 

I can't stress enough that this expansion is for 
hardcore Dungeons & Dragons nerds. Go into it 
knowing what it is, though, and this will deliver 
the kind of no-frills classical Western fantasy RPG 
experience that made series like Might & Magic and 
Wizardry great-ADAM 
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BOTTOM 7 5 
LINE • 

> Concept: Seek fame, fortune, 
and survival in the Forgotten 
Realms with this Dungeons & 
Dragons adventure 

> Graphics: Great if you can 
crank them up, though it can be 
hard to tell what's happening in 
a heated battle 

> Sound: Inconsistent 
voiceovers, but the music and 
effects get the job done 

> Playability: Incorporating 
Tony_K's Al mods is a long 
overdue improvemen~ and the 
interface has come miles since 
NWN 2's original release 

> Entertainment Sometimes 
nerding out over D&D is the only 
thing to do. This is a great way 
to do that 

> Replay Value: Moderate 

Second Opinion 7.5 

I love the setting for Storm of 
Zehir - the dangerous jungle 
backdrop is a grei!t change 
of pace. I also appreciate the 
meticulous level of attention 
that has been paid to deliver
ing an authentic D&D expe
rience, even ff a few allow
ances had to be made for the 
change in medium. Sadly, 
one of the mrst elements 
of the old tabletop game is 
also present here - random 
encounters. While the dever 
approach to adding in these 
extra encounters is initially 
novel, it's ea9r to grow tired 
of the constant distraction 
from the heartier story-based 
fights. More than anything, 
this a game squarely targeted 
at its core audience of D&D 
enthusiasts. That's great for 
pen-and-paper players like 
myself, but even fans of other 
rol~playing games will have 
a hard time penetrating the 
layers of dasses, combat rules, 
and character progression 
presented here.-MILLER 
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PC 

acre • • a en 
> STYLE 1-PIAYER ACTION/RPG (UP TO 16-PIAYER ONLINE) > PUBLISHER CDV SOFTWARE ENTERTAINMENT 
> DEVELOPER ASCARON ENTERTAINMENT > RELEASE NOVEMBER 11 > ESRB M 

HALF-BAKED 
udged solely on a technical 
scale that punishes missteps 
and rewards well-executed 
ideas, Sacred II is an abject fail

ure. However, accepting that verdict 
utterly misses the forest for the trees. 
Sacred !l's world is a treasure house 
of forgotten ruins, civil strife, won
drous magic, and sinister technology 
that is a blast to adventure through. 
You'll delight at every new discovery 
even as you're cursing the many tech
nical flaws along the way. 

The gameplay faithfully follows the 
textbook that Blizzard North wrote 
with Diablo. You click on monsters, 
slaughter them by the dozen with an 
array of fantastic powers, and con
tinually upgrade your avatar with new 
abilities and loot. Countless quests 
litter the landscape, and most break 
out of the "kill l O foozles" mold 
and give players reasons to find out 
what's over the next hill. The sheer 
scale of the world is impressive; a 
single playthrough is worth dozens 
of hours of entertainment, and much 
more if you indulge your completion
ist tendencies. The world is not ran
domly generated, and locales have 
enough variety that you rarely feel 
as though you're exploring the same 
boring area over and over again. 
More than anything, the experience 
feels like the single-player aspect of a 

modern fantasy MMORPG like World 
of Warcraft. 

The aforementioned technical prob
lems, however, will prove challenging 
for many players to forgive. Targeting 
is erratic, with the wrong monster get
ting hit or a spell inexplicably fai ling to 
cast. Many hardware configurations 
have serious stability issues with the 
game. NPCs, particularly compan
ions, exhibit bafflingly nonsensical Al 
behaviors and frequently fall through 
the world and render a quest unfin
ishable. The documentation for how 
the under-the-hood systems work -
from how stat scores affect damage 
to what secondary skills precisely 
do - is incomplete and poorly trans
lated to the point that you often feel 
blind when assigning skill points or 
choosing equipment. Mounts, osten
sibly a major feature of the game, 
are bugged forward, backward, and 
sideways such that they're practically 
unusable. This will test even the most 
stoic gamer's patience . 

Sacred II nails the unfettered joy of 
exploring a wide-open fantasy world 
and ties it to the always-amusing 
process of building a heroic avatar to 
meet the stiffest of challenges. To dis
miss it merely because of its (dozens 
of) missteps is to lose out on the 
many things it does well.-ADAM 

BOTTOM 7 
LINE 

> Concept: Give players a huge 
contiguous world to grind levels 
in, Diablo-style 

> Graphics: Apart from a few 
hilariously stilted animations, this 
is a pleasure to behold 

> Sound: The voiceovers are 
awful to the point of amusement 

> Playability: Artificially limiting 
players to a handful of available 
skills is arbitrary, unnecessary, 
and frustrating 
> Entertainment: A ton of 
warts, but this is a fun world to 
explore nonetheless 

> Replay Value: Moderate 

Second Opinion 7 

There are few things I 
enjoy more than taking a 
well-c::onstructed (I.e. over
powered) character and 
steamrolling over a bunch of 
chumps. Sacred 2 enables 
this gratifying process, but 
with considerably less grace 
and polish than other games 
built on the Diablo II model. 
Each character has three skill 
trees to explore, but many 
powers are total garbage, 
leaving you with few practi
cal options for advancement 
Even the decent skills are 
difficult to use thanks to the 
game's obtuse interface, 
which artificially restricts 
your access to abilities. Even 
ff you come to terms with 
those design problems, you 
still have a list of techni-
cal errors to confront like 
bugged quests, terrible fol
lower Al, and other assorted 
glitches. When it comes 
to hacking and looting, 
you're better off reinstalling 
Titan Quest-JOE 



NINTENDO OS 

Star Wars: The Clone 
Wars - Jedi Alliance 
> STYLE 1-PLAYER ACTION > PUBLISHER LUCASARTS > DEVELOPER 
LUCASARTS SINGAPORE > RELEASE NOVEMBER 11 > ESRB ElO+ 

JEDI POO-DOO 
edi Alliance is the hand
held companion to 
the recent Clone Wars 
animated movie and 

TV series. Using the TV show 
as a motif, each of the levels 
is designed as a stand-alone 
episode. The overarching story 
that LucasArts weaves into each 
level/episode is free of the child
ish camp found in the movie, 
and ends up being an intriguing 
journey delving into one of Star 
Wars' most mysterious factions, 
the Nightsisters. DS titles are 
not generally known for their 
cinematic flair, yet Jedi Alliance's 
strongest element ends up being 
its storytelling, which is captured 
in beautiful animated sequences 
and extensive voicework. 

While Jedi Alliance captures 
the essence of the show, it 
makes a mockery of the Force. 
You won't be asked to levitate a 
slice of fruit across the table or 
grab a tongue mid-air, the Force 
just doesn't work in this game. 
You may be trying to jam a 
lightsaber into the back of a Sith 
witch, but instead your character 
jumps into a pool of water. The 
touchscreen spot recognition is 
way off the mark. Every lightsa
ber battle, mini-game, and acro
batic maneuver usually devolves 
into the player madly mashing 
the stylus against the screen. 

This nearly broken gameplay 
made me kick and scream with 
annoying fury of a teenage 
Anakin, but at the same time, 
this game's experience tickled 
the fancy of my inner Star Wars 
fan boy. I got a big kick out of 
playing as C-3PO, and LuaisArts 
depicted the Nightsisters in an 
interesting way. If you sleep 
on Star Wars sheets, give it a 
try. If not, pretend it doesn't 
exist - just like the animated 
movie. - REINER 

BOTTOM 6 
LINE 

> Concept: This ambitious 
handheld adventure soars in 
its storytelling, but hits rock 
bottom with aggravating stylus
based play 
> Graphics: High production 
values in the character models, 
environments, and anima
tions. These impressive visuals 
faithfully capture the look of 
the show 
> Sound: A faint distortion 
douds the excellent voice acting 
and orchestrated score, but isn't 
enough of a distraction to ruin 
the experience 
> Playability: This is where 
the entire game falls apart. 
The touchscreen recognition is 
inconsistent, making for some 
scream-worthy deaths 

• 

> Entertainment: The original 
story is something every die
hard Star Wars fan needs to 
see. Just be prepared for the 
problems surrounding it 
> Replay Value: Moderately 
Low 

Second Opinion 5.5 

Imagine you're hying to 
Force choke an insubordi
nate officer, but instead of 
his windpipe, you crush the 
shoulder of the peon next 
to him. Whoops! The Force 
should never be that erratic 
and unpredictable, but it is in 
Jedi Alliance. Whether you' re 
fighting battle droids or solv
ing weak press-the-button 
"puzzles." the controls just 
involve tapping the screen, 
and the game doesn't even 
do that right The detec-
tion ts way off; making each 
encounter and minigame 
an exercise in futility. Even if 
you get through a level, the 
next one just promises more 
of the same with a different 
cast Some of the dialogue 
between characters is enter
taining, but not enough to 
justify spending any time 
with this scrap pile. - JOE 

NINTENDO OS 

Guitar Hero On 
Tour: Decades 
> STYLE 1-PLAYER MUSIC (2-PLAYER VIA 
WIRELESS) > PUBLISHER ACTIVISION 
> DMLOPER VICARIOUS VISIONS 
> RELEASE NOVEMBER 16 > ESRB ElO+ 

BOTTOM LINE 

7 
As the second Guitar 
Hero DS title released 
in less than six months, 
you might expect 

that Decades is fairly similar to the 
original On Tour. Mostly, you'd be right 
However, Vicarious Visions deserves 
praise for improving this game in a 
couple of areas. Firstly, the soundtrack 
is much more appealing to fans of 
the "big boy" version, featuring some 
dynamic rock songs new and old. 
Secondly, the new song-sharing feature 
allows you to stream songs off a friend's 
copy of the original (and vice versa) 
for multiplayer. However, the sad fact 
remains that I don't think there's really 
anything that the developers can do 
to fix the game's true problems: the 
frustratingly inexact touchscreen strum
ming and the fact that playing this game 
is an ergonomic nightmare, especially 
for those with larger hands. Ultimately, 
what I remember most about this game 
is the wrist and neck pain.-MATT 

NINTENDO OS 

Robocalypse 
> STYLE 1-PLAYER STRATEGY (UP TO 
4-PLAYER LOCAL) > PUBLISHER TECMO 
> DMLOPER VOGSTER ENTERTAINMENT 
> RE.LEASE NOVEMBER 18 > ESRB ElO+ 

Given its unique dual 
screens and touch
screen interface, the 
DS should be flush 

with quality strategy titles, but they 
scarcely find their way to the hand
held, likely due to hardware limita
tions. Robocalypse relies on action 
flags - markers players position on the 
battlefield to give your troops general 
orders - to circumvent this problem. 
It's a workable solution, but not nearly 
as thrilling since the game ends 
up doing most of the work for you. 
Robocalypse's story is penned by the 
talent behind SpongeBob S<:juarepants, 
but the game's slapstick narrative, 
about World War II veterans possess
ing robot soldiers, is in no danger of 
being funny. Wrth smarter Al and more 
diverse challenges, this title would be 
worth noting. As it stands, Robocalypse 
merely exists.-BEN 

• • .• reviews 

NINTENDO OS 

ome 
> STYLE 1-PLAYER PUZZLE > PUBLISHER D3 PUBLISHER OF AM ERICA > DMLOPER CE RAS US MEDIA 
> RELEASE NOVEMBER 18 > ESRB E 

MORE LIKE CRADLE OF BORING 
veryone knows Bejeweled, right? You've got a 
2D grid with several colors of ti les on it, and 
the only moves you can make are flipping two 
adjacent tiles to make sets of three or more of 

the same color. As those tiles disappear, random tiles 
fal l from the ~op, and you repeat until time runs out or 
you hit your score goal. It's a great formula, and like all 
top-shelf puzzle games, it's been copied ad nauseum. 
The latest pretender is Cradle of Rome, and let me tell 
you, it's no Puzzle Quest. 

The twist on the Bejeweled formula here is in the 
boards. Every one of the dozens of levels has a unique 
layout, and to pass it you must match tiles on certain 
spaces, usually all of them. Chains may lock tiles into 
designated spaces until you make a match using that 
tile, restricting your 
available moves until 
you can free up that 
tile. Some tiles fill up 
special power meters 
rather than scoring 
points, which allow you 
to drop bombs, shoot 
lightning, or the like. 

Sounds good so 
far, right? Sadly, the 
mechanics only add 
difficulty and frustration 
as they get more com
plex, never becoming 
much more interesting 
than the first hour of 

• 

play. The nature of the gameplay, with random tiles 
fi lling in whenever you remove others, prevents any 
but the most basic strategy from taking hold. The hand
ful of special powers, which you'll use at most two or 
maybe three times per level, are nothing on the level 
of Puzzle Quest's dizzying array of spells. Far too often, 
you'll be reduced to hoping for a particular tile to drop 
rather than planning a sequence of moves, especially 
on the harder boards where a single space frequently 
gates a large section of the level. 

Cradle of Rome is far from terrible, but it has neither 
the strategic depth nor the Pavlovian addiction required 
to be a worthwhile puzzle game.- ADAM 

BOTTOM 6 75 
LINE • 

> Concept: Give Bejeweled 
some new window dressing 

> Graphics: I'll never get over 
the fact that the meat icon looks 
like a balloon. It's just creepy 

> Sound: Tum it off 

> Playability: Somehow touch
screen inputs are mishandled, 
because about four or five times 
per level the game doesn't do 
what I ask it to 

> Entertainment: You should 
play more Puzzle Quest or 
Bejeweled rather than bother 
with this 

> Replay Value: Moderately 
Low 

Second Opinion 7.75 

They~ that Roman 
emperor Nero fiddled while 
Rome burned, but he was 
probably just playing Cradle 
of Rome. It's hard to find 
fault with Oadle's tried--and
true match three gameplay, 
especially when the boards 
throw increasingly difficult 
challenges at you and you 
re(eive weapons to counter 
their difficulty. The only prob
lem I have with this game is 
that the ostensive resource 
gathering you perform to 
build your Roman structures 
is a shaUow shell that doesn't 
lead to strategic gameplay. 
This is a lost opportunity to 
make this title more than just 
another puzzle game- no 
matter how addictive it 
already is.- KATO 

GAME INFORMER 79 



Rank TiUe LMo. System Score 

. 

1 Fable II N/A 360 9.25 

2 Wii Fit 2 Wii 8 

3 Fallout 3 N/A 360 9.5 

4 Mario Kart Wii 4 Wii 8.5 

26 .5 8 
C Overv.elght ) 5 Wii Play 7 Wii 7 

6 Saints Row 2 N/A 360 8.75 

,. 

7 SOCOM: Confrontation N/A PS3 6 

8 LittleBigPlanet N/A PS3 9.5 

9 NBA 2K9 N/A 360 8.5 

10 Dead Space N/A 360 9.25 

11 Guitar Hero World Tour N/A 360 9.25 

12 Guitar Hero World Tour N/A Wii N/A 

13 Kirby Super Star Ultra 15 OS 7 

14 Fallout 3 N/A PS3 9.5 

• 

15 Dead Space N/A PS3 9.25 

16 Rock Band 2 N/A PS3 9.25 

17 NBA 2K9 N/A PS3 8.5 

.. . 

18 Far Cry 2 N/A 360 8 

19 FIFA Soccer 09 N/A 360 8 

20 Guitar Hero World Tour N/A PS3 9.25 

80 GAME INFORMER 
Source: The NPO Group/NPD runwo<ld "/IRST$" 

Release 

10-08 

04-08 

10-08 

04-08 

02-07 

10-08 

10-08 

10-08 

10-08 

10-08 

10-08 

10-08 

09-08 

10-08 

10-08 

10-08 

10-08 

10-08 

10-08 

10-08 

TOP 10 JAPAN . •• • . ; . . . 

Rank Tille 

Kirby Super Star Ultra 

Rhythm Heaven 

My Fashion Girls Mode 

Pokemon Platinum 

Grand Theft Auto IV 

Valkyrie Profile: The Accused One 

Monster Hunter 2nd G 

Aruite Wakaru Seikatsu Rhythm OS 

• Gran Turismo 5: Prologue Spec Ill 

I LittleBigPlanet 

System 

OS 

OS 

OS 

OS 

PS3 

OS 

PSP 

OS 

PS3 

PS3 

TOP 10 GI ·:i 
Rank Tille L. Mo. System 

Left 4 Dead N/A multi 

Call of Duty: World at War N/A multi 

LittleBigPlanet 1 PS3 

Fallout 3 3 multi 

Tomb Raider Underworld N/A multi 

' Guitar Hero World Tour 2 multi 

Prince of Persia N/A multi 
• Fable II 4 360 • 

Gears of War 2 5 360 

I Dead Space 6 multi 

!he Slaffs Favo,~e Picks 

TOP 10 PC • · 
Rank Tille L. Mo. Price 

Fallout 3 N/A $49 

Spore 1 $49 

Nancy Drew: The Haunting N/A $18 
of Castle Malloy 

' Far Cry 2 NIA $50 

Warhammer Online: Age Of 2 $49 
Reckoning 
World Of Warcraft: Battle Chest 6 $38 

The Sims 2 Apartment Life 3 $26 

Fallout 3 Collectors Edition N/A $79 

' The Sims 2 Double Deluxe 8 $25 

I Command & Conquer: Red Alert 3 N/A $48 

Based On Monlhly UOIIS Sold 



PLAYSTATION 3 Don King Presents: Prizefighter 
Annored Core: For Answer 6.25 Dec-08 EndWar 
Baja: Edge of Control 8 Dec-08 
Battle Fantasia 7.5 Oct-08 

Enemy Territory: Quake Wars 
Fable II 

Battlefield: Bad Company 9.25 Jul-08 
BioShock 9 Nov-08 

FaceBreaker 
Fallout 3 

Blitz: The League II 7 Nov-08 Far Cry 2 
Bourne Conspiracy, The 6.75 Aug-08 
Brothers in Anns: Hell's Highway 7.75 Nov-08 
Buzz Quiz 1V 8.25 Nov-08 

FIFA Soccer 09 
Fracture 
Gears of War 2 

Chronicles of Narnia: Golden Axe: Beast Rider 
Prince Casp_ian, The 6.25 Jul-08 Grid 

Civilization Revolution 9 Jul-08 Guilty Gear 2: Overture 
Dead Space 9.25 Nov-08 Guitar Hero World Tour 
Disgaea 3: Absence of Justice 8.25 Sep-08 Guitar Hero: Aerosmith 
Enemy Territory: Quake Wars 8 Jul-08 Hail to the Chimp 
FaceBreaker 7.75 Oct-08 Hellboy: The Science of Evil 
Fallout 3 9.5 Dec-08 Incredible Hulk; The 
Far Cry 2 8 Dec-08 Infinite Undiscovery 
Ferrari Challenge Trofeo Pirelli 7.75 Nov-08 Iron Man 
FIFA Soccer 09 8 Dec-08 Kung Fu Panda 
Fracture 7.5 Nov-08 Last Remnant, The 
Golden Axe: Beast Rider 6 Dec-08 LEGO Batman 
Gran Turismo 5: Prologue 7.75 Jun-08 
Grid 9 Jul-08 

LEGO Indiana Jones: 
The Original Adventures 

Guitar Hero World Tour 9.25 Dec-08 Lost Planet: Extreme Condition 
Guitar Hero: Aerosmith 8 Aug-08 
Hail to the Chimp 4 Jul-08 
Haze 6.25 Jul-08 

Colonies Edition 
Madden NFL 09 
Mercenaries 2: World in Flames 

Hellboy: The Science of Evil 7 Jul-08 Midnight Club: Los Angeles 
Mirror's Edge 
Mortal Kombat vs. DC Universe 
NASCAR09 
NBA 2K9 
NBA Ballers: Chosen One 
NBA Live 09 
NCAA Football 09 
Need for Speed: Undercover 
NFL Head Coach 09 
NHL09 
NHL 2K9 
Ninja Gaiden II 

Incredible Hulk, The 6.75 Aug-08 Pure 
Iron Man 3.75 Jul-08 Rock Band 2 
Kung Fu Panda 8 Aug-08 Rock Revolution 
LEGO Batman 7.5 Nov-08 Saints Row 2 
LEGO Indiana Jones: 

The Original Adventures 7 Jul-08 
Silent Hill: Homecoming 
Soulcalibur IV 

LiitleBigPlanet 9.5 Dec-08 Spider-Man: Web of Shadows 
Madden NFL 09 8.25 Sep-08 Star Wars: The Force Unleashed 
Mercenaries 2: World in Flames 7.25 Oct-08 
Metal Gear Solid 4: 

Guns of the Patriots 10 Jul-08 
Midnight Club: Los Angeles 9 Nov-08 
Mirrors Edge 8 Dec-08 

Supreme Commander 
Tales of Vesperia 
Tiger Woods PGA Tour 09 
TNA Impact 
Too Human 

Monster Madness: Grave Danger 7.25 Aug-08 
Mortal Kombat vs. DC Universe 8.5 Dec-08 

Top Spin 3 
Unreal Tournament 3 

MotorStonn Pacific Rift 7.25 Dec-08 
NASCAR 09 8 Jul-08 

VNa Pinata: Trouble in Paradise 
Wall-E 

NBA 09: The Inside 6.5 Nov-08 
NBA 2K9 8.5 Nov-08 

Warhammer: Mark of 
Chaos - Battle March 

NBA Live 09 7.75 Nov-08 WWE Smackdown vs. Raw 2009 
NCAA Football 09 825 Aug-08 Zoids Assault 
Need for Speed: Undercover 7 Dec-08 
NFL Head Coach 09 6.75 Sep-08. Wii 
NHL09 9.25 Oct-08 
NHL 2K9 6.75 Oct-08 
Pure 8.5 Oct-08 

Active Life: Outdoor Challenge 
Blast Works: Build Trade Destroy 
Boom Blox 

Resistance 2 8.5 Dec-08 
Rock Revolution 7 Dec-08 

Brothers In Anns: Double lime 
Crash: Mind Over Mutant 

Saints Row 2 8.75 Dec-08 de Blob 
Silent Hill: Homecoming 6.5 Nov-08 Death Jr.: Root of Evil 
SingStar 8 Aug-08 
SOCOM: Confrontation 6 Dec-08 
Soulcalibur IV 8.75 Sep-08 
Spider-Man: Web of Shadows 6 Dec-08 
Star Wars: The Force Unleashed 8.75 Oct-08 
Tiger Woods PGA Tour 09 8.5 Oct-08 

Deca Sports 
Final Fantasy Fables: 

Chocobo's Dungeon 
Harvest Moon: Tree of Tranquility 
Kung Fu Panda 
LEGO Batman 

TNA Impact 6.5 Nov-08 LEGO Indiana Jones: 
Top Spin 3 7.75 Aug-08 
Valkyria Chronicles 8.5 Dec-08 

The Original Adventures 
Line Rider 2: Ubound 

Wal~E 4 Sep-08 Mario Kart Wii 
WWE Smackdown vs. Raw 2009 8.5 Dec-08 Mario Super Sluggers 

XBOX 360 
Mushroom Men: The Spore Wars 
Order Up 

Alone in the Dark 6.5 Aug-08 Rock Band 
Annored Core: For Answer 6.25 Dec-08 Rock Revolution 
Baja: Edge of Control 8 Dec-08 Sam & Max Season One 
Banjo-Kazooie: Nuts and Bolts 8.5 Dec-08 
Battle Fantasia 7.5 Oct-08 

Samba de Amigo 
SimOty Creator 

Battlefield: Bad Company 9.25 Jul-08 Spray 
Blitz: The League II 7 Nov-08 Star Wars: The Force Unleashed 
Bourne Conspiracy, The 6.75 Aug-08 Target: Terror 
Brothers in Arms: Hell's Highway 7.75 Nov-08 TNA Impact 
Chronicles of Namia: Ultimate Band 

Prince Caspian, The 6.25 Jul-08 Wall-E 
eivilization Revolution 9 Jul-08 Wario Land: Shake It 
Command & Conquer 3: 

Kane's Wrath 7.25 Aug-08 
We Love Golf 
Wii Fit 

Command & Conquer: Red Alert 3 8.75 Dec-08 
Crash: Mind Over Mutant 4.75 Dec-08 
Dead Space 9.25 Nov-08 

Wii Music 
Wild Earth: African Safari 
WWE Smackdown vs. Raw 2009 

7.5 Aug-08 
7.75 Dec-08 
8 Jul-08 

9.25 Dec-08 
7.75 Oct-08 
9.5 Dec•08 
8 Dec-08 
8 Dec-08 

7.5 Nov-08 
9 Dec-08 
6 Dec-08 
9 Jul-08 

6.25 Oct-08 
9.25 Dec-08 

8 Aug-08 
4 Jul-08 
7 Jul-08 

6.75 Aug-08 
8 Oct-08 

3.75 Jul-08 
8 Aug-08 
7 Dec-08 

7.5 Nov-08 

7 Jul-08 

8.25 Jun-08 
8.25 Sep-08 
7.25 Oct-08 

9 Nov-08 
8 Dec-08 

8.5 Dec-08 
8 Jul-08 

8.5 Nov-08 
6.75 Jun-08 
7.75 Nov-08 
8.25 Aug-08 

7 Dec-08 
6.75 Sep-08 
9.25 Oct-08 
6.75 Oct-08 
8.75 Jul-08 
8.5 Oct-08 
9.25 Oct-08 

7 Dec-08 
8.75 Dec-08 
6.5 Nov-08 
8.75 Sep-08 

6 Dec-08 
8.75 Oct-08 
5.5 Sep-08 
7.25 Oct-08 
8.5 Oct-08 
6.5 Nov-08 
6.75 Sep-08 
7.75 Aug-08 
8.5 Aug-08 
8.25 Oct-08 

4 Sep-08 

5 Nov-08 
8.5 Dec-08 
5 Oct-08 

7 Nov-08 
8 Jul-08 

8.5 Jul-08 
5 Dec-08 

4.75 Dec-08 
7.75 Oct-08 
7.25 Jul-08 

3 Jul-08 

5.5 Jul-08 
6.75 Oct-08 

8 Aug-08 
7.5 Nov-08 

7 Jul-08 
6.25 Nov-08 
8.5 Jun-08 
5.5 Oct-08 
5.75 Dec-08 
7.75 Sep-08 
8.25 Aug-08 
4.75 Nov-08 

7 Sep-08 
6.75 Nov-08 

5 Nov-08 
7 Dec-08 

7.75 Oct-08 
4.5 Jul-08 
6.5 Nov-08 
7.5 Dec-08 
4 Sep-08 

6.75 Dec-08 
6 Jul-08 
8 Jun-08 
3 Dec-08 

5.75 Jul-08 
8.5 Dec-08 

PLAYSTATION 2 
LEGO Batman 
LEGO Indiana Jones: 

The Original Adventures 
TNA Impact 
Wall-E 
WWE Smackdown vs. Raw 2009 

Age of Conan: 
Hyborian Adventures 

Alone in the Dark 
Assassin's Creed: 

Directors Cut Edition 
Ovilization IV: Colonization 
Command & Conquer: Red Alert 3 
Crysis Warhead 
Mass Effect 
S.TA.L.K.E.R.: Clear Sky 
Saints Row 2 
Silent Hill: Homecoming 
Space Siege 
Spore 

Warhammer Online: 
Agea of Reckoning 

Warhammer: Mark of 
Chaos - Battle March 

NINTENDO OS 
Away: Shuffle Dungeon 
Bangai-0 Spirits 
Castlevania: Order of Ecdesia 
Chrono Trigger 
Civilization Revolution 
Disgaea DS 
Dragon Quest IV: 

Chapters of the Chosen 
Drone Tactics 
Final Fantasy IV 
Final Fantasy Tactics A2: 
Grimoire of the Rift 

From the Abyss 
Guitar Hero: On Tour 
Ha!Yest Moon: Island of Happiness 
Kirby Super Star Ultra 
LOL 
Master of the Monster Lair 
Metal Slug 7 

Mystery Case Files: MillionHeir 
N+ 
New lntertational Track & Field 
Ninja Town 
Pop Cutie! Street 

Fashion Simulation 
Populous OS 
Rhapsody: A Musical Adventure 
Rubik's Wolrd 
Sonic Chronicles: 

The Dark Brotherhood 
Space Invaders Extreme 
Summon Night: Twin Age 
Tecmo Bowl: Kickoff 
Ti1ne Hollow 
Trauma Center: Under the Knife 2 

Hot Shots Golf: Open Tee 2 
N+ 
R-Type Command 
Secret Agent Clank 
Space Invaders Extreme 
Star Ocean: First Departure 

7.5 Nov-08 

7 Jul-08 
6.5 Nov-08 
4 Sep-08 

8.5 Dec-08 

8 Aug-08 
6.5 Aug-08 

9 Jun-08 
9 Oct-08 

8.75 Dec-08 
8.75 Dec-08 
9.5 Jul-08 
7.75 Nov-08 
8.75 Dec-08 
6.5 Nov-08 
6 Oct-08 

8.75 Nov-08 

8 Dec-08 

5 Nov-08 

7.5 Oct-08 
7.5 Sep-08 

8.25 Nov-08 
9 Dec-08 

8.5 Aug-08 
8 Oct-08 

7 Oct-08 
7 Jun-08 

8.5 Aug-08 

8.75 Jul-08 
5 Oct-08 
7 Sep-08 

6.75 Oct-08 
7 Dec-08 
I Aug-08 

6.25 Nov-08 
6.75 Dec-08 

7 Oct-08 
8.75 Oct-08 
625 Oct-08 

9 Dec-08 

7.5 Oct-08 
7 Dec-08 

5.5 Oct-08 
8 Dec-08 

8.5 Nov-08 
8.25 Jul-08 

7 Jun-08 
6.25 Dec-08 

7 Nov-08 
8.25 Aug-08 

8 Jul-08 
8.75 Oct-08 
7.25 Jul-08 
8.5 Jul-08 

8.25 Jul-08 
7 Nov-08 

• 
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FULL SAIL 
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Online Programs Available 
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800.226.7625 • 3300 University Boulevard • Winter Park, FL32792 
Financial aid available to those who qualify • Career development assistance 

Accredited University. ACCSCT 
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Attention All Cheaters! 
Cheat codes, by their very nature, ore in 
many coses buggier than Virginia in August. 
So, unless you don't mind re-doing those 
70 hours you put into the latest game, do 
yourself a f ovor and bock up your save 
before using any codes. 

On a lighter note, you con send your 
codes to secretoccess@gomeinformer.com 
for a chance to be featured here and win 
a prize! 
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MULTI-SYSTEM 
LEGO Batman 
While playing the game, access the computer 
in the Batcave then select the Enter Code 
menu to input these codes to unlock new 
characters, vehicles, and other extras. 

CHARACTERS 
Alfred Pennyworth - ZAQ637 
Batgirl - JKR331 
Bruce Wayne - BDJ327 
Catwoman (classic) - MlAAWW 
Clown Goon - HJK327 
Commissioner Gordon - DOP967 
Fishmonger - HGY748 
Freeze Girl - XVK541 
Freeze Henchman - NJL412 
The Joker (tropical) - CCB 199 
Joker Goon - UTF782 
Joker Henchman - YUN924 
Nightwing - MVY759 
Mad Hatter - JCA283 
Man-Bat - NYU942 
Military Policeman - MKL382 
Penguin Goon - NKA238 
Penguin Henchman - BJH782 
Penguin Minion - KJP748 
Poison Ivy Goon - GTB899 
Police Marksman - HKG984 
Police Officer - JRY983 
S.W.A.T. - HTF114 
Riddler Goon - CRY928 
Riddler Henchman - XEU824 
Sailor - NAV592 
Scientist - JFL786 
Security Guard - PLB946 
Yeti - NJL412 
Zoo Sweeper - DWR243 

EXTRAS 
Area Effect (Sonic suit) - TL3EKT 
Armor Plating (Demolition suit) -
N8JZEK 
Batman (Sonic suit) - XFP4E2 
Decoy (Technology suit) - TQ09K3 
Disguise - GEC3MD 
Extra Hearts - ML3KHP 
Fast Batarangs (all suits) - JRBDCB 
Fast Build - GHJ2DY 
Fast Grapple (all suits) - RM4PR8 

·, 

Fast Walk (Magnet suit) - ZOLM6N 
Faster Pieces (Attract suit) - EVG26J 
Flaming Batarangs (Heat protection 
suit) - D8NYWH 
Freeze Batarang (Water suit) - XPN4NG 
Ice Rink - KLKL4G 
Immune to Freeze - JXUDY6 
Invincibility - WYDSCP 
Minikit Detector - ZXGH9J 
More Batarang Targets - XWP645 
More Detonators (Demolition suit) -
TNTN6B 
Piece Detector (Attract suit) - KHJ544 
Power Brick Detector - MMN786 
Regenerate Hearts - HJH7HJ 
Score x2 Multiplier - N4NR3E 
Score x4 Multiplier - CX9MAT 
Score x6 Multiplier - MLVNF2 
Score x8 Multiplier - WCCDB9 
Score x10 Multiplier - 18HW07 
Silhouettes - YK4TPH 
Slam (Glide suit) - BBD7BY 
Sonic Pain (Sonic suit) - THTL4X 
Stud Magnet - LK2DY4 

VEHICLES 
Bat-Tank - KNTT4B 
Bruce Wayne's Private Jet - LEA664 

Catwoman's Motorcycle - HPL826 
Garbage Truck - DUS483 
Goon Helicopter - GCH328 
Harbor Helicopter - CHP735 
Harley Quinn's Hammer Truck - RDT637 
The Joker's Van - JUK657 
Mad Hatter's Glider - HSOOOW 
Mad Hatter's Steamboat - M4DM4N 
Mr. Freeze's Iceberg - ICYICE 
Mr. Freeze's Kart - BCT229 
Penguin Goon Submarine - BTN248 
Police Bike - UP234 
Police Boat - PLC999 
Police Car - KJL832 
Police Helicopter - CWR732 
Police Van - MAC788 
Police Watercraft - VJD328 
Riddler's Jet - HAHAHA 
Robin's Submarine - ITT453 
Two-Face's Armored Truck - EFE933 

"GI Droid" 
(location unknown - Lost seen making 

vampire movie trailers of himself 
humping everything) 

• 

• 
- . . - . . 

"I've chosen 
concentration 
rather than conformity, 
imagination in place 
of mainstream 
social acceptance." 

Come get your geek on. 

UAT is a community of geeks-passionate 
seekers of knowledge and truth in an 

ever-expanding universe of technology. 

WRH: 
DIGITAL ANIMATION GAME PRO&RAMMDl& 
DIGITAL ART AND DESIGN NElWORK ENGINEERING . 
DIGITAL VIDEO NETWORK SECURITY 

GAME DESIGN SOFTWARE ENGINEERING 

ARTIACIAL LIFE PROGRAMMING WEB ARCHITECTURE 

COMPUTER FORENSICS ROOO'OCS & at3£DOEOSYSTEMS 

www.uatedu > 877.UAT.GEEK 
877.828.4335 



This Month In Gaming History 
On January 25; /947, two physidsts, Thomas T. Goldsmith 
Jr. and Estle Roy Monn, filed papers for o device co/led the 
Cathode-Roy Tube Amusement Device. Inspired by World 
War II radar dispfoys, players adjust o series of knobs to fix 
the trajectory of fight beam missiles in order to hit targets 
printed on dear overlays. Though not much become of 
the device, this distant ancestor to modem video games 
remains the first patented electronic game. 
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EA Sports Hockey League ! Gears of War 2 Tips 
Read about EA Canada's plan for the EA Sports Hockey League in this exclusive 
interview with producer David Littman. 

. 
• 
• . . 
• 
• . 

Learn more tricks of the multiplayer 
trade from Chris Mielke, the art pro
duction manager from Epic Games . 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ' . . . . . . . . . . . . . . . . . . . . . . . . ' . . . . .............................. . 

Guitar Hero: Metallica 
Controversial drummer Lars 
Ulrich pontificates about 
Metallica's involvement with 
Guitar Hero and the band's 
amazing longevity. 
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! Splatterhouse 
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: Namco Bandai co-producer Mike Brown : 
: shares more gory details about the vaunted : 
: horror series' resurrection. : . . . . 
' . . . 
• • 
• • • • 
• 
• 

Gaming Fun Facts 
Discover more interesting tidbits about 
your favorite games in this collection 
of little-known facts . 
. . . . . . . . . . . . . . . . . . ' . . . . . . . . . . . . . ....... . 

Also Online This Month: 
Game Informer Online 
wraps up 2008 and looks 
forward to next year with 
previews of highly antici
pated games. 
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Gosh, there sure are a lot of games demanding you make moral choices for your character. We 
hear some games even let you set off nuclear bombs on unsuspecting townspeople. Can you imag
ine? That's just mean. But maybe fun? Take this quiz, and check your score to see what choices 
you should be making in your video games. 

. 
1 Upon completing the original • 
Metroid in less than one hour, . 
speedy gamers were rewarded . 
with what extra ending? • 

A. A cinematic of Planet Zebes • 
blowing up • 

B. Samus removing her armor = 

and wearing only a bikini . 
C. A cinematic of Ridley escaping • 

to planet SR388 
D. An image of a metroid hatch- : 

1ng an egg = 

2 The Japanese version of 
Bionic Commando on N ES fea
tured Nazis led by Hitler. 

A. True 
B. False 

3 Grand Theft Auto IV contains 
a slew of hilarious easter eggs. 
One of these secrets demands 
that you walk through a door 
and climb a tall ladder to reveal 
what secret deep inside the 
Statue of Happiness? 

A. Snakes. I hate snakes 
B. Infinite grenades 
C. A beating heart 
D. Hot coffee 
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4 What are the names of the 
two main heroes in Gears of 
Warl? 

A. Marcus Aurelius and Dominic 
Rodriguez 

B. Bill Rizer and Lance Bean 
C. Marcus Fenix and Dominic 

Santiago 
D. Bill S. Preston Esq. and Ted 

Theodore Logan 

5 We've got your Command 
& Conquer right here, buddy. 
Or do we? Which one of these 
wasn't a game in the vaunted 
RTS series? 

A. Generals 
B. Tiberian Sun 
C. The Covert Operations 
D. Rise of Kane 

6 Oh, Joanna Dark. How we 
loved thee, until you came 
to next-gen consoles. Hidden 
within every: level of the N64 
shooter Perfect Dark players 
could find what? 

A. An RCP90 machine gun 
B. A piece of cheese 
C. A poster of James Bond 
D. A poster of Joanna Dark 

7 Lammy sure knew how 
to make it sweet! What was 
the name of her band in the 
early music game cult hit, Um 
Jammer Lammy? 

A. PaRappa 
B. MilkCan 
C. Got To Move 
D. Katy & the Sunny Funny Band 

. 
: 8 Who or what is Vexx? 
: A. A graphics technology many 
. originally believed would show 
• up throughout next-gen gaming 
• B. A racing game on Super 
• Nintendo with futuristic cars 
• and impossibly sharp turns 
. C. The main character in a failed 
: Acclaim 3D platformer 
= D. The correct spelling of a 

verb that means to irritate 
• or distress 
. 
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9 What is the name of the 
secret society that hosted the 
Battle Arena Toshinden? 

A. The World Combat 
Organization 

B. Toshinden 
C. Iron Fist 
D. Secret Society 

10 How frequently does war 
change, according to Ron 
Perlman? ....,.,.. : A. War is a mutable thing, it's 

totally different every time . . 
. 

. . . 
~ -. . . 

. 

. 

B. War 1s just a figure of speech . 
How can you change some
thing that doesn't really exist? 

C. War spelled backwards is raw . 
Wow. Pretty deep, huh? 

D. War. War never changes . 
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3,558 is the number of Nintendo DSi sold per hour in the first 
48 hours it went on sale in Japan, according to Enterbrain. 

5 minutes is the current world record completion time for 
Super Mario Bros. on NES, as played by Andrew Gardikis, 
according to Speed Demos Archive online . 

29.1% is how much lower October 2008 video game hardware 
sales were in Japan compared to last year, according to Famitsu. 

207. 7 million dollars is the approximate value of the recent 
stock deal which merged Koei and Tecmo. 

207 cents is the approximate value of our combined bank 
accounts after purchasing holiday games this year. 
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88 GAME INFORMER Video Game Trivia Answers: I. B 2. A 3. C 4. C 5. D 6. B 7. B 8. C 9. D 10. D 





Blood and Gore 
Drug Reference 
Intense Violence 
Partial Nudity 
Sexual Themes 
Strong Language 




