


Super Tail llctian! 



" Move over, mullet! You are no longer the 
undisputed king of stylish tail technology! 
Mullet, it's time to pass the torch to the 
all-new Fit Sport with sleek body design 
and aerodynamic rear roofline spoiler! 

~ ~ 

" Super style meets super substance! Fit is 
loaded with enjoyable driving technology! 
Steering wheel-mounted paddle shifters"! 
6-speaker audio with iPod" integration'! Blue 
illuminated gauges! Mullet loses again! 

"-. ~ 

r ~ 

Fit is all business when it comes to safety! 
Standard front, side and side curtain 
airbags are your driving companions ! 
Standard anti-lock brakes accompany 
you everywhere! Mullet has no answer! 

"-. ~ 

The Fit is Gal 

neu, from Hondo Ignition time! Thrust onto the rolling blacktop! Feel the quiet roar of the vigorous 1.5-liter VTE~ 
engine! Swift, stylish mover with satisfying efficiency! 38 mpg·· on the freeway ... Super Pump Beater! Cargo time? 
The roomy 5-door, 5-passenger Fit with 60/40 split 2nd-row Magic Seat® brings the versatility! Hatchback attack! 

1/t.hondo.com 

•fit Sport wtth 5AT only I Available accessory. Apple and ,Pod are registered trademarks of Apple Computer Inc . .. Frt wtth Ml Based on 2007 EPA mileage estimates. Use for companson purposes only. Actual mileage 
may vary. l•II00-33-Honda (01006 American Honda Motor Co . Inc. 



Available for the PSP® (PlaySta • 
system and coming soon for the Pl.A 
computer entertainment system 

oe.-C1M11ri9s. Rairmw Six, Red S1onn., n1 the Rlld Storm logo n trldemns of Red Storm 
lf'tl rt,gislnd tradelnWb of Sony~ Entertlirwnenl klc, MemorySti, [)uoBl ffllJ 

C,IMA 2"06. 





-Uproot the Forces of Evil. 
DAWN BREAKS ON THE BATTLE AGAINST DARKNESS. 

A baneful wind howls through the paradise of Illusia. The seeds of evil have been 
sown, and a malevolent force has blossomed on the once beautiful isle. Armed 
with a magical sword and the help of some powerful elemental spirits, Keldy 
must weed out the darkness, purify the land and restore the light of hope. 

To dig deeper, visit na.square-enix.com/dawnofmana 
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departments 

STAFF 
Read the team's latest favorites 

GISPY 
Silly pictures of our life and times 

DEAR GI 
Your chance to fire back at us! 

CONNECT 
Where news, talk, and 
technology collide 

INTERVIEW 
Sarah Chudley of Bizarre Creations 
speaks about the company's 
history and the future of the 
company, as well as the Project 
Gotham series 

8 CA\! [ I\FOR \l fR 

GEAR 
Geeky gadget stuff for the masses 

OPINION 
The author behind Halo: Ghosts of 
Onyx, Eric Nylund, lends his voice 
to the debate surrounding storytell
ing in games as opposed to more 
traditional media 

CALENDAR 
Get hip to this month's happenings 

PREVIEWS 
His Dark Materials goes digital 
with The Golden Compass. Learn 
the latest on the long-awaited 
Nights sequel, Spore, and much 
more this month 

THI: BIG QUESTIONS 
We talked to sources in 
/Nery part of the video 
game industry to find 
out the answers to the 
most burning questions 
facing our favorite hobby 
right now. 

THE LAST REMNANT 
Anyone interested in the 
first look at a new RPG 
series from Square Enix? 
Yeah, we thought so. 
Come on in and we1I take 
good care of you. 

SPLINTER CEU 
CONVICTION 
Everything changes, and 
Splinter Cell is no differ
ent We travel to Montreal 
to check out Sam fisher's 
surprising new look and 
gameplay. 

RISE OF THE 
ARGONAUTS 
We have the world-i!xclu
sive reveal of this massive 
RPG set in the rich world 
of Greek mythology that 
aims to reinvent a lot of 
the tired cliches that hold 
back the genre. 

REVIEWS 
Game of the Month: Super 
Paper Mario for Wii 

CHARTS 
Retail Sales Data and the 
GI editors' Top 10 Games 

SECRET ACCESS 
Codes, strategies, and passwords 

CLASSIC GI 
Reliving gaming's greatest 
moments 

ONLINE 
See what's happening at 
Game Informer Online 

GAME OVER 
The end ... or is it? 

iMuJJWttl 
GAME PAGE# 

Ace Combat 6: Fires of Liberation .. .... ... ... . 88 

Aedis Eclipse: Generation of Chaos ............ 118 

Atelier Iris 3: Grand Phantasm ................ 110 

Brooktown High ................. . ... .. ..... 117 

Club, The ......... . ....................... 96 

Command & Conquer 3: Tiberium Wars ........ 115 

Cube ...................... . ........ . ..... 118 

Darkness, The .. . ........... .. ... . .. . ...... 94 

Death Jr. and the Science Fair of Doom ........ 119 

Diner Dash ..... .. ... ... ..... . . . . . . . ....... 119 

Empire Earth Ill . . . . . . . . . . . . . . . . . . . . . . . . . . . 104 

Etrian Odyssey .... . .. . ...... . . . ... ... .. ... . 118 

Fantastic Four: Rise of the Silver Surfer . . . . . . . . 106 

Golden Compass. The ... ...... . . .. .. ... .... . 84 

Grim Grimoire ......... .. .... . ...... . ..... . 105 

Heatseeker ............. . .. . .. ... ........ . . 113 

Infernal ....... . .. ... ......... .. ........ ... 116 

Monster Madness: Battle for Suburbia ... .... ... 114 

Mortal Kombat: Anmageddon ...... . . .. .. . .. . . 113 

NASCAR 08 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 92 

Nights: Journey of Dreams .. .. . ... . . .... . . . . . 97 

Ninja Gaiden Sigma .......... . ... . ...... . .. . 107 

Odin Sphere ..... .. . ... ...... . .. ... . . . .... . 105 

Pokemon Diamond/Pearl . ... ............ .. .. 119 

Ratchet & Clank 3 Future: Tools of Destruction ... 98 

Raw Danger . . ................... . ... .... . . 110 

Rayman Raving Rabbids ........... .. . . ..... . 114 

Spore . . . .. .... .... . ... .... . . .. . .... . . . .. . 86 

Super Paper Mario .. . . ... . .... ....... .. . ... . 112 

Tenchu Z. . . . . . . . . . . . . . . . . . . ........ . ... . . 100 

Tiger Woods PGA Tour 08 . . . . . . . . . . . . . . . . . . . 93 

Time Ace ........ . ......... . . ... . . ... ..... 119 

TimeShift . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. 102 

Touch the Dead ............. ......... . .. . 117 

Warhammer Online: Age of Reckoning. . . . . 90 

Zendoku .. . . . ..... ...... .. .......... . .. . .. 118 



Visit www.esrb.org 
for updated rating 
information. 

THE FATE OF TWO CIVILIZATIONS IS IN YOUR HANDS. 
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=== STAFF 

. : .. j::.: • • • People Who Actually Get Paid To Play Video Games 

DEVELOPERS 
MATTER 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

I have never been one to care much about name brands. 
Sure, I know of a fashion designer or two, but when I put 
my pants on in the morning. they are called jeans, and they 
go on one leg at a time. 

But ask me about video game designers, and I'll talk 
your ear off for an hour. Developers and the work they do 
are far too underappreciated by many gamers today (and a 
few publishers for that matter, but I'll save that subject for 
another letter). 

This is a shame, since knowing the developer is one of 
the most important pieces of information you can get on an 
upcoming game. Take this month's cover story, for example. 
Another Call of Duty from anyone other than Infinity Ward 
simply wouldn't have made it on our cover. To me, this 
developer makes the series. 

Not to say that I don't mind a nice installment from one 
of the other developers to fill my time until the next Call 
of Duty from Infinity Ward graces my favorite console, but 
those games are more about going through the motions, 
not about pushing the series foiward like Infinity Ward 
has done vvith Modem Warfare. {On a side note, the new 
game is simply stunning and is for sure one of the biggest 
first-person shooters of the year - a serious competitor to 
Halo 3 vvithout a doubt) 

Infinity Ward isn't the only developer out there setting a 
standard of excellence that shouldn't be ignored. Learn the 
names of developers that define the envelope and commit 
them to memory. Companies like Epic, Bungie, and Blinard 
are ones that everyone seems to know, but there are plenty 
of companies out there who are consistently doing work a 
cut above the rest Knowing these companies doesn't just 
make you more interesting at social gatherings (and yes, I 
think talking video games at a party is the "in" thing to do), 
it vvill also help you hone your video game tastes so you 
play more of the great ones and less of the crap. 

I like lists, so I made of list of my favorites for you to 
enjoy over and above the obvious ones I mentioned above. 
Success at these companies isn't an accident These devel
opers are good because they want to be. 

My blc 11st: 
Insomniac, Big Blue Box, Ubisoft Montreal, Criterion, 
Starbreeze, Valve, id, Raven, Naughty Dog. Factor 5, Rockstar 
North, Gearbox Studios, Neversoft, Kojima Productions, 
Whatever Project Kobayashi is working on at Capcom, 
Bethesda, Bioware, Polyphony Digital, Bizarre Creations. 
Monolith, Retro, Irrational, Ensemble, Intelligent Systems. 
Crytek. Firaxis, Harmonix, and many more to come 

Cheers, 

Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Actiorv'Platlorrn, 
Driving, First-Person Shooters Interests: Modest Mouse, Nine Inch 
Nails, Alice Russell, Entourage Dislikes: I Hate To Sir'( ll But I Need 
More Games For My Wii And PlayStation 3 - Gel On It M This Drought 
Has To End, The Stupid Insanity That Has Spawned In Void Of The 
Old E3 Current Favorite Games: Wor1d Of Warcrat The Burning 
Crusade, Guitar Hero II, God Of War II, Call Of Outy 4: Modem Warfare 
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Reiner » reiner@gameinformer.com 
Hinlle: The Rag,rig Gamer Expeltise: RPGs, Action, FISl·Peool Shootef5, Strategy, Sports. 
~ lalfflsts: l,fy New Home Theater (You can See & Hear It From Space), Xbox 
3EiO's Spmg Update, Cmdlouse (Kurt~ BetterW'rlAn Oscar), Plonel fo,th Siu-Ray 
()umpng Sharts For The WnQ Disllles: The Media Oa11mng The 011cago Cubs' Season Is 
CM!r'Mlenel.'er A Player So Much M Farts. Ben's Recent Pokenon Obseslion (If He Talks Like 
A Squrtle .48a11, Prank Cals For llfe) Current F-ile Games: Command & (.onquer 3: 
Tiberum WaIS. Ciand Theft Auto IV, Gut1ar Hero II, Puzzle Quest Challenge Of The Warlords 

Matt >> matt@gameinformer.com 
lundle: The Ongmal Gamer Expertise: First-Person Shooters, Action/Platlorm, Action/ 
Adventure, AclJon,ISports Interests: Blonde Redhead - 23, Seventies Aerosmith, Jonestown: 

f, 1 The ufe And Death Of Prop/e's Temple, Tacos Dislikes: High Cholesterol. Snow In April, 
The l¾Jr At Heme (Might Be The Worst Fox Sitcom Ever, And That's Saying Something), 
Sub-par New Season Of 24 Current Favorite Games: Super Paper Mano, God Of War II, 
Koronnpa· Marble Mama, Monster Madness 

Kato >> kato@gameinformer.com 
Hlncle: The Game Katana Expeltise: Sports. Raang. NfxxvAdYenture, Actiofv1'1atform 
lnmests: "DEITOII" By Defunct Glasgow Roders Whrteoul The Bawdies (The Hard
est Wodrog Band In Tokyo), That The U5. The Office Keeps Getting Better And Better, 
Catch 22 (The Book And The MoYie) Disllles: Ordenng Meat Dishes For Vegetanan 
Fnends In Tokyo By Accident Because Of l,fy Unfortunate Japanese Cumnl Favwile 
Games: NASCAR OB, Tiger Woods PGA Tour OB, Spore, Rise Of The Argonauts 

Adam > > adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs. Strategy, Flrsl·Peool Shoot~ Fighting 
lnlffl5ts: Getting Out And Wallong, Working On My Baseball Swing, Crushing The Damage 
Meters (Warlocks Be Damned), Couches That A Man Can Actually Stretch Out On, Fly 
Girls Singing "Slap Slap" Dislikes: Hitting One Soft Grounder After Another Right Al The 
Shorlslop (643 For The Lose). LA TraffK. Running Out Of DS Battery Power On The Bus 
Cumnl F~ Games: Call Of Duty 4: Modern Warfare, World Of Warcraft: The Burning 
Crusade, Puzzle Quest Challenge Of The Warlords 

Joe > > joe@gameinformer.com 
Halle: The Re.11 American Gamer Expeltise: RPGs, Adventure, Action, Strategy, Puzzle 
llllffl5ts: The Montages In BrookloY.,i High, The Bnef And Fnghtenlf'I() Re,gn Of PM By 
George Saunders, Theon Greypy (I'm Sure He's Doing Fine), A Pnncess Of Roumama 
By PatA Parle. Deathproaf Disllles: Launchpad McQuack. Bean (He's Like A Store-Brand 
Ender), How Season Four Of 24 Stacks Up To The FISI Three (Hint Poorly) Cumnt 
F-. r-s: The Last Remnant. Spore, Mass Effecl Castlevama. Symphony Of The 
Night. God Of War II, Phoenix 'Might />c.e Attorney: Justice For All, Odin Sphere 

Miller >> miller@gameinformer.com 
Hindle: The Once And FIAi.re Gamer Expertise: RPGs, NfxxvMJenture, Fighting, Platform, 
FISI~ Shooters lnlffl5ts: Bertz's Irr~ Charm With 'M>rnen (Wio Are CNer 75), 
The kf4>erdng Arrival Of WJ.-ld War Hulk (let The Insanity Begin), The New Doily ShuN Set. 
The Way l,fy Dog Has Eliminated The Need For An Alarm Clock Dislikes: When Netflix Stalls 
(Due To l,fyCk.n Inability To Keep Pace), Arguing Court Cases Before A Judge (NotM Fun M 
You'd nri) Cumnt Favorite Games: Rise Of The Argonauts, The Elder Scrolls IV: Shivering 
Isles, Puzzle Quest Challenge Of The Warlords, Caltlevania: Symphony Of The Night 

Bertz >> mattbertz@gameinformer.com 
Hindle: Lord Gamington Ill Expeltise: First-Person Shooters, Sports, Action, RPGs, 
Strategy lnl!rets: New Season Of Entourage, Playoff Hockey, 8/odes Of Glory, Killing 
Pablo By Mark Bowden. Spring Fever, Planet Earth (Sigoumey's Voice Is Hypnotic) 
Disllles: ~ Groped By Senior GIJZens (True Story), No Franchise Mode In All-Pro 
Footbal 2KB. No Cheopolnts In GRAW 2 Co-Op Ca~1gn Current Favorite Games: 
Ghost Recon Advanced Warlighter 2, The Elder Scrolls IV: Shivering Isles. Rainbow Soc 
~ STALK.E.R.: Shadow Of Chernobyl 

Ben >> ben@gameinformer.com 
Handle: Yoo-Friendly~ Gamer Expeltise: NfxxvMlenture, Ac1IOn/RPGs. 
F\itform, Suwal Horror, Frst-Person Shooters Interests: Deodpoal (I Could Do It), HeJ/boy, 
Am!Sted ()e,.oopment, l,fy New Metal Gear Ray Head (Thanks Joe, All ls Forgiven For Now). 
PlaJet Eath Dislikes: Dreaming About Pokenon (Not A Good Sign), Whoever Keeps Calling 
And~ Up On Me (Stop ltl), Trying To \Mite 'Mth Fish Pens, Helpmg l,fy Brother Move 
TMe In The Same Month Current Favorite Games: Splinter Cell Conviction, God Of War II, 

• The Elder Scrols IV: Shivering Isles. ~enon Diamond. Puzzle Quest Crallenge Of The Wariords 

Bryan >> bryan@gameinformer.com 
Halle: The Gamer's Advocate Expeltise: Action/Adventure, RPGs, Survival Horror, First· 
Peool Shooters, Rhythm lnl!rets: New Horne Theater Systems, When Reinerflix Goes 
Wrong, eBay (A Little Late To The Game On This One), Acceptable.IV Dislilles: Setting 
Up New Home Theater Systems, Being Tempted To Have Both Blu-ray And HD-DVD 
Players. Having Too Many TV Shows To Keep Up With Current Favorite Games: Super 
Paper Mario, Pokenon Pearl, Call Of Outy 4: Modem Warfare, Phoemx Wright Trials And 
Tri>wtions 
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• : .: The Readers Strike Back 

GI COMMUNITY 

c.---1111 . ...... -~ ....... 
;,-..., ... .-·--...... ... ..... _,!Noy 

TltE QUESTION 
Ate YN,..,, lo Ny• Xh, __ , 

No This 5 a produd li>at tnes to 
toke a SJ,p III lhenght dtrectJon 
11foHennga/Hgg<,:HDDto 
solvt spoc.t ISsut'S somt axrt!l'll 
Jo()""""',__ bcA mps 
and lals /xxb,ords due ta the 
ndiaJoospnang Sllategy 

Sh.llt-.is 

I thtnk lhe ~ lrx lhe £1,te 
atoapp,dto~""° 
h<Mn) bought a J60 )ft rve 
bought ooe mr;,I. and I Md the 
~ to b, a rod 100 mttk 
/()I the extro money 

R~ 

I bough/ an 8ltt J6() last morih 
#hodoblgg,,haldt!nv,.""' 
blod. and hod HOM/ hwas 
ro/1,d a Pf<rt5/a/)()IJ J 

ZakMlller 

Sm<:• I don't already °"" 
one. why not get the f/Jt,1I 
need som,ch,ng to play Blue 
Dragon an 

GCNMatt 

■ Bluel>npn 

Asaaxref'iJ60°"""', I""'"' 
fMOOIDbuylhef/tt•Mflwllh 
., IJPl}fadtxi leawres. Aithoutj, 
the -HOM/ outpu15 nrce t's 
no/~to-m,(Dbuy 

anothet Jo() nght """' 
SplmirelOI 

~ rve been hold,ng off an 
/Juiing a J60 so the-t cooid 
reJeose ooe that on·, os buggy 
and 5 WOICh the money Tl!, 

120 GB hold dwe 5 WOlth the 
extra SI!) rompored to the SJ99 
bundl, 

shtbbydash,Jngt 

I would've po,d the extro money 
IOI onXbox .560 BIi• a yea and 
a hall ago ti was rdeOSM., 
ploaolthe ontJl(IOl lffmun 
bcnle. Too lot,,-. Mtaosoft. 

neobluebal 

Do yoti w;Wlt lO make yow voa 
'-d!W<,gjlnwih'°'"-• 

~""""°""" 

CHILDREN ARE 
THE FUTURE 
I just got the April issue 
and read both Elder 
Scrolls articles (the PS3 
version of Oblivion and 
the 360's Shivering 
Isles). Then I started 
to remember my own 
Oblivion adventures. 
Out of all the characters 
I interacted with in my 
many hours with game, I 
just realized that none of 
them were children! 1/1/ny 
are the only characters 
adults? Are people in 
Tamriel not reproducing? 

THE QUESTIONS 
THAT MATTER 
In a fight, who would 
win: Master Chief or 
Kratos? 

Chris Hall 
Via email 

■ This letter actually 
triggered a some
what lengthy debate 
in the GI office, most 
of which was arguing 
the specific rules of 
the proposed bout 
Would Kratos be 
allowed his blades or 
magic? Could Master 
Chief wear his armor Chris Sartin 

Via hotmail.com ■ No one under 11 admitttd in (yrodiil or use gren_ades? 
Eventually 1t was 

■ Even though it seems strange, Oblivion 
doesn't take place in some Children of 
Men-style world where no new kids are 
being born. It's true that there are no chil
dren in the game, but the team did consider 
including them at one point Pete Hines, 
Bethesda's vice president of public rela
tions and marketing, explains: "'We felt they 
caused more problems than they solved, 
even though the world would feel more 
re_alistic. We're looking into that issue again 
with Fallout 3, so we' ll see how it turns 
oue So, even if you can't run kiddies down 
with Shadowmere, maybe you'll be able to 
abandon them in a radioactive wasteland. 
That certainly won't upset anyone. 

IGNORANCE OVERWHELMING 
There's one thing about video games that I Just 
can't figure out 1/1/ny is it so hard for most women 
to understand video game controls? My girlfriend 
complains that the games I buy are too hard and 
complicated. Now, is that our fault as men? I tried 
to explain to her that it was because a portion 
of her brain was smaller than mine. The number 
of women gamers is growing. but there are so 
many women who can't experience great games 
like Okami, God of War, or even Legend of Zelda 
because their brains can't handle more than three 
face buttons. I think developers should create a 
specific difficulty mode for women: •Girlie.• Don't 
get me wrong. I love ladies. I just hate having 
to tum off my game because my girlfriend can't 
figure it out 

Anthony Jacobs Jr. 
Via yahoo.com 

■ The movie Billy Madison said it best: • Mr. 
Jacobs, what you've just wrote is one of the 
most insanely idiotic things we have ever 
read. At no point in your rambling, incoher
ent letter were you even c.lose to anything 
that could be considered a rational thought 
Every_one here is now dumber for having 
read 1t We award you no points, and may 
God have mercy on your soul:' 

decided that both Kratos and the Chief could 
use only their fists as weapons, though the 
latter would al.so be afforded the luxury of 
his Mjolnir battle armor. Then we started 
talking about battle armor in general, which 
naturally led to a discussion of Robocop 
before a victor could be decided. So, as 
always, Robocop wins. 

CASUAL COMPLAINTS 
I usually agree with what your writers say about 
the state of the gaming industry, but I had some 
huge_issues with the article •space Invaders• by 
Kato in issue 168. The casual gamer is not neces
sarily a new gamer. Quite often it is someone 
who enjoys gaming. but doesn't have the time to 
spend two hours playing just to get to the next 
save station. So what if a handful of games offer 
short bursts of entertainment? The industry isn't 
gomg to spit in the face of its core support 

Elaine Burkett 
via msn.com 

■ You're right, a game can't just be referred 
to as •massively:' However, in this phrase, 
the word is actually meant to describe the 
multiplayer, not the game in general. In short. 
because MMOs supports hundreds of players 
simultaneously, they are considered •mas
sively multiplayer." See, gamers aren't so 
stupid after all! 

1/1/noa, am I missing something? In his opinion 
piece, Kato laments that publishers are catering 
to casual gamers at the expense of the more 
hardcore among us. Trying to please everyone 
at once is a fool's errand. Isn't that what the dif
ficulty settings are for? Give me options. Let me 
choose my path instead of outright insulting my 
intelligence with coddling or punishing me with 
unforgiving challenges. Then, maybe, you might 
just find you've pleased everyone without even 
really trying. 

Kyle Wadsworth 
Via mail.com 

Is CliffyB going to stop working on Unreal and 
Gears of War to make a canasta game? Is 
Microsoft pulling money from Halo 3's budget to 
make Crossword Puzzle Challenge? Have gamers 
forsaken Rainbow Six to play blackjack on line? 
The answer to all of these questions is, of course, 
no. But you wouldn't know that after reading 
Matthew •the sky is falling" Kato's article about 
casual gaming ruining video games. 1/1/nat a whin
er. After being a niche hobby for so long. gaming 
has finally reached the mainstream, and you're 
just circling up your elitist nerd wagons (with + 1 
enhanced durability) to keep everyone out. Let 
Grandpa have his poker game. Your hardcore 
games are in no danger. 

Wade Knapik 
Via email 

■ No, not everyone hates Kato. Tons of read
ers wrote to voice their agreement as well, 
but the dissenting opinions are actually 
more illuminating. Gamers pay attention to 
what interests them. For the hardcore, this 
could include the hottest new FPS to the 
most obscure Japanese import. But there 
are thousands of gamers who might not 
be drawn to the most challenging or time
intensive experiences on the market That's 
totally fine, and publishers and developers 
need to consider these consumers as well. 
However, if those considerations start to 
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come at the expense of compelling and 
high-quality games, the gamers who have 
supported the industry over the years will 
have every right to feel betrayed. 

FOOL'O - --------------
1 work in a game store, and I just wanted to thank 
you for the hilarious Wii Balls segment in Game 
lnfarcer. I thought you might like to know that a 
woman came into my store the other day and 
actually asked to reserve a set Of course, I did the 
only thing I could do; I asked if she wanted the 
flesh-colored sack or the blue one. 

Jon Wilburn 
Via email 

A friend of mine just called me with some urgent 
news: "Dude, did you hear that Microsoft is start
ing a Life Achievements program!? You can, like, 
buy a Zune, and you get points! It's gonna be 
sweet!" I was literally speechless. 

Eric Dawson 
Omaha, NE 

In your article in the April Issue, 'Air Not Included", 
you state that it is planned that people will have 
to spend real money to download things such as 
helmets, mascots, and air for the ball. This is ridic· 
ulous. I have no problem with companies offering 
content that you pay to download. However, this 
content should include new logos for the helmets, 
updated rosters, and new draft classes. When it 
comes to charging for the air in the ball, I find this 
totally unacceptable. It is disturbing that companies 
are beginning to think that they can put anything 
online and then make you pay extra for things that 
should be included to begin with. At that poin~ 
they're just releasing an incomplete game. 

James Balderson 
Via email 
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■ We received lots of letters like these from 
people who either fell for the jokes in Game 
lnfarcer or had friends who fell for them. 
Maybe ifs a little sadistic, but we find these 
tales highly entertaining. Here's a tip for 
the future: If a page in our April issue con· 
tains a highly unlikely article, has the word 
uparody" at the bottom of the page, and is 
a part of a feature entitled Game lnfarcer, it 
probably isn't true. At any rate, thanks for 
sending in your stories! 

CORRECTIONS 
In our May issue (169). we incorrectly staled lhal Maserati is 
lhe Italian division of Lamborghini. Maserati is aclually owned 
by Fial. We apologize 101 the mistake. 
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Enlef the Game Informer 
Reader Art Contest. All you 
need to do ,s draw, paint. 
scratch, sp,~ °' carve the best 
dam art you can thtnk of and 
send rt to us. Please "1dude 
your name, phone number, 
and rewm address. tt you're 
the momh1y """'1ef, we1 
feature your won< on GI and 
you'll rece,ve a Video game 
pnze from the Game Informer 
vauh. Al entneS become the 
property of Game Informer 
and can't be returned 

Send to: 
Game Informer 
Reader Art Contest 
TI4 151 St. N. 
4th F1oot 
Mpls. MN 55401 

DAVID REID 
Can you really rock the 
soul patch if you don't 
have a soul? 

STEVE 
McDONALD 
Kratos gets ready 
to eviscerate the 
next moron who 
says "This . ..is ... 
SPARTA!" 

SETH DEMING 

BAILEY ANDERSON 
Trust us, these work way better than those 
offers constantly showing up in your inbox. 

Leonardo's thoughts drift gently to Casey Jones, and 
how best to murder him. 

KENDAL PHILLIPS 
•Hey, pal. Keep your 
filthy vines to yourself." 

LARIS LEMESEVSKI 
This piece of art is bet· 
ter than every Uwe Boll 
movie combined. By the 
way, is 8/oodRoyne 2 

ever coming out? 



MASSIVELY MULTIPLA YER 
ONLINE BASKETBALL 

GOT GAME? PROVE IT ONLINE 
AGAINST THOUSANDS. 

~A1 
FreeStyleStreetBasketball.com 





NO OBJECTIONS HERE! 
The fourth game in this series just released in 
Japan (and is selling like crazy), but we still have 
some catching up to do. Phoenix Wright 3: Trials 
and Tribulations is hitting our shores in September. 
There won't be any major overhauls to the for
mula, but the story will feature two timelines, one 
in the present with Phoenix and the other in the 
past starring Mia Fey as a rookie defense attorney. 
Players will also face a formidable nevv foe in 
the form of a coffee-swilling prosecuting attorney 
named Godot 

SHOOTING GALLERY 
Another Resident Evil game, entitled Resident 
Evil: The Umbrella Chronides, was also playable 
at Capcom's event Capturing the feeling of old 
arcade light-gun games, this rail-shooter has players 
using the Wii remote to stem a never-ending tide 
of zombies. The gameplay isn't exactly innova-
tive, but since it has returning characters like Chris 
Redfield, Jill Valentine, and Wesker, Resident Evil 
fans will definitely be playing through to get the 
whole story behind the collapse of Umbrella. 
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connect ten 

1 Trolls on 
Adventure Island 
Leading up our charge of horrendous video game licenses are 
the Trolls gang, a line of cheap plastic toys with Don King hair 
that were popular with weird aunts and cat ladies throughout 
the late '80s and early '90s. The ugly, naked •dolls" were bad 
enough in non-virtual form, but for some reason American 
Video Entertainment decided to make a spectacularly bad NES 
game based on the license in 1992. We hope they bought the 
rights at a Dollar Store. 

2 Paris Hilton's 
Diamond Quest 
For a person whose sole tal
ent seems to be a knack for 
appearing in every picture with 
the exact same dead-eyed, 
vague expression, Paris Hilton is 
surprisingly famous. But as we 
all know, you can't make a living 
solely on amateur sex tapes, and .... 4"l10I> 
even Mom and Dad's Visa has a 
limit So, the canny heiress agreed to appear on this Gameloft 
mobile title, which is basically Bejeweled with some Paris 
wallpaper slapped on it File under 'completely unnecessary.' 

5 Left Behind: 
Eternal Forces 
While we'd love to see an intel
ligent look at religion in video 
games, it's likely that it's not 
going to come from a PC title 
based on the Left Behind books, 
the knuckleheaded novel fran
chise that attempts to mix the 
Book of Revelations with hokey llll. 
Da Vind Code thriller theatrics. 
Eternal Forces raised the ick factor with surprisingly high levels 
of violence, allowing players to convert or kill gays, Muslims, 
Jews, and catholics. Not exactly 'tum the other cheek." 

8 Michael Jackson's 
Moonwalker 
It was a bad idea at the time, 
but hindsight has made 
Moonwalker even worse. Before 
he'd fully transitioned from pop 
icon to plastic surgery ghoul, 
Jackson and Sega created this 
action/platformer clunker for the 
Genesis. Recent events have 
made the premise - Michael 
' rescuing" kidnapped children from a drug dealer named Mr. 
Big - pretty creepy. Sadly, these days most parents would 
probably rather have a coke dealer babysit their kids than MJ. 
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3 Yo! Noid 
Before the days of in-game 
advertising, money hungry pub
lishers just made games that 
were advertising. Yo! Neid starred 
a long forgotten Dominos Pizza 
mascot the Neid, who was then 
the star of a popular advertising 
campaign. Strangely, the game 
was made by the normally solid 
Capcom, which made Yo! Neid 
on the cheap by adapting it from a Japanese-only NES title 
named Masked Ninja Hanamaru. It's too bad the game itself 
was about as satisfying as three-day-old deep dish. 

6 California Raisins: 
The Grape Escape 
The California Raisins, claymation 
R&B musicians who starred in 
commercials encouraging people 
to eat dried fruit were one of the 
worst pop culture phenomena of 
the '80s. Not content with butch
ering tunes like 'Heard it Through 
the Grapevine• (geddit?), the 
gang made the leap into bad 
video games. This PC title was released, and a playable ROM 
of a canceled Capcom-produced Raisins NES game was 
uncovered in an article on NESplayer.com. 

9 Journey 
MOR rock legends Journey didn't 
fare well in this bizarre 1983 
arcade title, which tasked players 
with reuniting the supergroup 
with their missing instruments 
and then getting them to their 
"Scarab' space vehicle. While 
it sounds strange, it looked 
even weirder, as the members 
of Journey were represented 
onscreen by actual digital headshots attached to primitive ani
mated bodies, ensuring that the group's mullets and mous
taches were accurately represented. 

4 Hooters Road Trip 
If you' re one of the few people 
on Earth not familiar with 
Hooters, here's the deal: It's basi
cally like Applebee's, except the 
waitresses dress like '70s roller 
derby players and the buffalo 
wings cost $18. In 2002, Ubisoft 
scooped up the big-bazoomed 
franchise and released this hor
rible racing game on PSone and 
PC, which featured cross-country road races and the chance 
to 'hang out" with Hooters girls. Only the extremely lonely 
need apply. 

7 V.I.P. 
Although she usually keeps busy 
bouncing between relationships 
with Kid Rock and Tommy Lee, 
Pam Anderson did find time for 
an ill-fated syndicated 1V series 
called V.I.P. in the early part of 
the 'OOs, and even convinced 
Ubisoft to release a game based 
on the detective show for mul
tiple systems. A dumb idea to be 1 

sure, but the gameplay was even worse than you'd expect 
Highlights include 'combat" that lets you hit bad guys with a 
purse. Yes, a purse. 

10 Shaq Fu 
If you were going to make a 
video game based on legendary 
center Shaquille O'Neal, one 
might suspect your first thought 
would be to make it about you 
know, basketball. Not so in Shaq 
Fu, a beat 'em up that featured 
a digital representation of Shaq 
studying kung tu and battling a 
mummy mastermind named 
Sett-Ra. Yes, it is just as stupid as it sounds. Thankfully, the 
game tanked and Shaq spent the rest on the '90s concentrat
ing on things he was good at like acting and rapping. 
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I 
n 1970, a Japanese roboticist 
named Masahiro Mori observed 
something strange in his work with 
humanoid machines. He noticed 
that as robots become more 
human in appearance, they elicit 

a stronger emotional response from the 
people interacting with them. This increase 
could result from relatively small changes 
like adding a pair of eyes, or structural simi
larities like arms and legs. However, as the 
machine gets doser and doser to resem
bling a living person, Mori theorized that 
responses do not continue to rise until the 
robot is indistinguishable from humans. In 
fact, there is a drastic drop-off at this point 
where fundamental features are so similar 
that imprecision in the tiny details become 
glaringly apparent. For example, the move
ment looks unnatural, or the eyes appear 
vacant and dead. Instead of being appeal
ing, the robot becomes eerie and repulsive 
to humans (see graph). This dip is known 
as the Uncanny Valley. 

The theory of the Uncanny Valley has 
been around for over 35 years, and its 
underlying concepts even longer. 'Miile 
some question their scientific rneni one 
cannot deny that there is some truth to 
Mon's observations. If you keep up on 
issues facing the gaming industry and game 
developrneni odds are good that you've 
heard references to the Valley in the last few 
years. Even though the theory was formu-

lated in regards to robotics, the technology 
used to make computer-generated charac
ters in video games and film has become 
so advanced that people are experiencing a 
barrier similar to the Uncanny Valley, even if 
they can't articulate it as such. 

In particular, many discussions were 
sparked at E3 2006 when the devel-
oper Quantic Dream (which made Indigo 
Prophecy) debuted the technology behind 

its new game, Heavy Rain. The demo, 
entitled 1he Casting,• featured an incredibly 
realistic female delivering an emotionally 
charged monologue, and was at times 
unnerving in its realism. Because this game 
is what brought the Uncanny Valley to many 
garners' attentions, we spoke with Quantic 
Dream CEO Guillaume de Fondaurniere 
about how the studio approaches issues 
relating to viewers response to its characters. 

UNCANNY VALLEY 

+ 
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HUMAN LIKENESS 

Shots from The Casting, a technical 
demon,_trat1on for Quantlc Dream's 
upcommg Heavy Ram 

•our objective is to create true virtual 
actors capable of expressing complex emo
tions and generating empathy," states de 
Fondaurniere. 'We've worked more than a 
year analyzing, in particular, the human face 
and experimenting with different approaches 
to obtain a satisfactory solution for our virtu
al actors. The conclusion was scary: Creating 
a believable character meant working on all 
areas surrounding the human expression 
and movement 'Mienever one tiny thing 
didn't work - for instance, the expression of 
a smile in a particular frame set - the whole 
performance was ruined." 

The goal of producing these hyper-realis
tic characters is not aimless; it has implica
tions far beyond the simple sensation of 
planting your flag atop a previously unscaled 
mountain. In fact, de Fondaurniere believes 
that these advances are integral to expand
ing video games and the audiences they 
reach. "I think it is an important step forward 
for the industry because a realistic world is 
one that everyone knows and relates to eas
ily," he tells us. "Hunting dragons and mon
sters in dark fantasy worlds is appealing to 
certain audiences, but not to the masses. It 
will contribute to widen video game's audi
ence from niche to mass market" 

One challenge of tackling the Uncanny 
Valley in video games is the necessity 
of making the characters function in real 
time - a restriction not faced by CG artists 
working on characters for films. As such, 
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that industry appears to be further along in 
crossing the Uncanny Valley than gaming, 
with attention now being paid to remarkably 
intricate details. Hal Hickel, animation direc
tor at Industrial Light & Magic (and recent 
Academy Award winner for Pirates of the 
Caribbean II: Dead Man 's Chest), explains 
the nuances in creating the most convincing 
aspect of a CG character: the eyes. 

'Toe eyes are the most criticial part in 
making any human character feel alive; 
reveals Hickel. ·A big chunk of that is in the 
animation, making sure you have the subtle
ties of the scans and the blinks. Another 
huge chunk is in their lighting, making sure 
the eyes don't glow too much and are 
readable. Often times, with CG characters, 
there's a tendency to up the ambient light
ing on the eyes so it really reads well and 
you get a really good eyeline. That's great in 
a cartoon to make it pop, but in a real char
acter, it's too easy to step over that line and 
make them unnatural~ 

If such minute details comprise the cur
rent concerns in film, one would think that 
battle with the Valley is 
largely won. That isn't 
the case; one of the 
biggest obstacles 
facing digital 
characters is 
the audience's 
expecta-
tion from 

computer-generated content "It used to be 
enough to create a kick-ass CG dinosaur; 
laughs Hickel. "Nowadays, everyone is edu
cated enough about movies to know that, 
at the very least, it was done in a computer. 
People think it's a compliment to say 'that's 
some great CGI'. \Nhich is, to me, sort of a 
failure. I'd much rather have people be con
fused and say 'I don't understand how they 
did that'." This means that the simple aware
ness that something is computer animated 
can produce a rift between the action and 
the viewer - another issue relating to the 
Uncanny Valley. 

If computer animators in film and video 
games are currently wrestling with these 
concepts, where does that leave robotics, the 
field where the Uncanny Valley theory origi
nated? According to Mike Winter, manager 
and co-founder of the robotics think-tank 
Stupid Fun dub (alongside famed game 
developer Will Wright), robotics has begun to 
branch into more effective and compelling 
ways to generate an emotional response. 

'We're very interested in robots com
municating with people and 

robots having emotions,' 
Winter explains. 'We're look

ing into and developing 
how every appliance in 

your house has a per
sonality, and remem

bers you, and knows 
how to respond to 
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you, and how to respond to each other. 
But they're not doing it with a typical pro
tocol; we're using an emotional protocol. 
They know our actions, what we like and 
don't like, and can think a little ahead to 
what we might or might not want• If you 
think that sounds like an unattainable sci
ence-fiction ideal, think again. The Stupid 
Fun Club's headquarters already has work
ing prototypes of appliances that have 
these functions. 

This approach effectively adds another 
angle to consider when dealing with the 
Uncanny Valley. Looks are not the only 
avenue through which people respond to 
robots, and convincing or relatable behavior 
can be just as important as appearance. De 
Fondaumiere echoes this sentiment when 
talking about Heavy Rain. 'Toe more we 
move towards bridging the aesthetical gap 
on human entities, the more we'll need a 
third dimension to this chart - and the the
ory - representing intelligence; he asserts. 

The aesthe6cs angle seems pretty super
ficial when one considers the possibilities 
of developing endearing or convincing 
behaviors for artificial entities. In fact, Winter 
doesn't even believe that making completely 
realistic humanoid robots is even a goal 
worth working toward at this point ·11 would 
almost be untrue to their nature; he muses. 
'We look the way we do because we have 
evolved. It works out great that we have 
arms and legs and our eyes are up high. 

That's great for farming or for hunting. But 
robots, they live in a different world. They 
have different mechanical abilities.• 

Even though Winter's Stupid Fun dub 
doesn't choose to confront the Uncanny 
Valley on a visual level, it doesn't make the 
challenges presented by the theory any less 
relevant to other fields. Wth visual me<fia 
like games and movies, sacrificing looks 
for function isn't an option, so artists and 
developers must continue to push forward 
through the issues. 

Ultimately, even if the phrase -Uncanny 
Valley" becomes a buzzword in the vocabu
lary of every gamer and movie-goer, it is still 
only an idea. It isn't a rule constraining prog
ress, and it isn't an excuse to settle for less. 
The problems associated with it may seem 
complex - solvable only with advanced 
technology and computer trickery - but 
Hickel offers a straightforward, decep-
tively simple solution: •A lot of avoiding the 
Uncanny Valley just comes from observa
tion, attention to detail, and hard work. Most 
of the time it's just about staring at things in 
the real world and trying to understand why 
they look the way they do." ■ ■ ■ 
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DATA FILE 
More News You Can Use 

EA CONTINUES Wl11t 
LORD OF THE RINGS 
Not long ago EA ......,,od that lord ol the 
Rings RPG The Whitt Counci was on indefinitt 
hold. Now, the company is,......,, its partner
ship with N<,w u,e U1<ma and dedarilg lhal 
an al<l<W lillt is on the dodtt for 2008. Looks 
ikeou- nilial,peallalion (Sttissut 168, paz,! 

:14) rqarding The Whilt Counci being hijad<,d 
for Now u,e's n«ds toot a Sl,p towards 
being true. 

BAY FOR PRINCE OF PERSIA 
lntemel film ..,.. silt lESB confirmod that 
mq"1"0Cfuar lffly flnrlhoimer wanls 
Tromkxmels -Michatl Bayto handlt 
the upcoming Prine• ot l'fflia: Sands o1 r.,,. 
film. which has tnt...ct Pff1)f0du<lion. Hort's a 
quid loot at some art ~om the mo,;,_ 

FTC PRAISES INDUSTRY 
A report by the r.d<ral Tradt Convnissiori 
pra,ses the wleo gamo induslry for mamg 
"sipic.ant progress" in limibng the salts ol M
rattd gamos to d1ildrffl - doo,g bdt,rthan the 
mo,ie and music s«ton. The FTC's oodtrago 
s«rd shoppffl-. rrif able to ,..-thase 
~ gam"5 41 poranc ol the limt, 
which was down ~om 69 percent in lOOJ. 

TltE WORLD'S FASTEST SYITTM! 
The Guinness Book ol World Rtcords (Video 
Game Edilion) has dtdartd the Niriffilo OS the 
fasl,sl-<tling syslffl1 ol al timt for a,g 40 

rniion .... -in l8 monlhs. 

LEGO BAT SIGNAL GOES UP 
lmr1ainrntnt mag 11,ri,ty has confirmod that 
pubishff Warnt:r IIIOs. and T,_,s lalts 
.,. St! to malt• a L,ao Ba1man lido in the same 
win as the sumssful L,ao Stu Wars games. 
L,ao Batman will appear for mulliple consoles 
sometime in 2008. 
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WHERE OH 
WHERE IS 
THE Wii? 
Nintendo's Wii has definitely caught on 
with the video game world. The problem 
is, even six months after its launch con
sumers are still having problems buying 
the system. The console had a great 
start, but Nintendo and its struggles to 
ship enough units remains the problem. 

Nintendo says that it is doing all ~ can 
to manufacture as many systems as pos
sible, but that for the foreseeable future 
the supply situation likely will not change. 

Game Informer talked to Billy Pidgeon, 
analyst for IDC, who told us, 'The Wii 
production is way below my expecta
tions. Specialty retailers say they are 
getting regular shipments, but it's only 
two or three [units] at a time. Historically 
Nintendo has been really conservative, 
and maybe it is being too conservative." 

Pidgeon says the status quo on this 
situation is not acceptable. •11 may cost 
them a bit to ramp up production and 
air-ship consoles, but it needs to be less 
conservative and less cost-conscious. 
The technology is not as complex; it's 
harder to build Xbox 360s and PS3s 
than it is a Wii. The shortage really 
doesn't make sense.• 

One thing which might explain the 
unfathomable is the age-old "grassy 
knoll" theory of video game console 
launches - a manufactured shortage to 
increase buzz about the console. Game 
Informer has heard from one anony
mous source that Nintendo has inten
tionally been stringing out its shipments 
in order to spread the reported profits 
across its fiscal quarters. Nintendo denies 
this is true, and maybe it's no~ but all 
that matters right now is that the system 
is in short supply. 





Common perception is a funny thing. One person might say some
thing (perhaps somec ne in a marketing department somewhere), 
and some website or magazine prints up the quote. Someone 
reads it, and mentiors it to a friend. It's not long before every
body acts like they know exactly what's going on with their 
favorite games, consoles, or industry trends. But how 
much can you trust the Internet bu12, or that thing 
you heard from your friend who knows a guy in the 
industry? This month, we take a step back from the 
hype to answer some of the tough questions fac
ing the gaming world. Are things really as simple as 
they appear to be? Al·e they supported by real numbers, 
informed opinions from the experts, and detailed analysis? 
Welcome to your own personal reality check. 
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f you read the gaming biogs dunng the 
PlayStation 3 launch, Sony was dead on 
amval. It certainly wasn't the smoothest 
of launches, with console shortages, 
already lofty pncetags inflated due to 
eBay auctions, no online strategy to rival 
Xbox Live, and a dearth of compelling 
games for the nascent machine. 

But did the PS3 really limp out of the gate that 
badly? Putting its 1rnbal sales up against its direct 
competitor, the Xbox 360, the numbers tell a dif
ferent tale. According to NPD Group data, the PS3 
sold approximately 902,000 consoles during its 
first three months 1n the United States. The Xbox 
360 sold 50,000 fewer consoles during its first 
three months on the market 1n the U.S., corning 
in at roughly 854,000. Companng the PS3 with its 
highly successful predecessors, 1t outsold both the 
PSone and PS2 dunng the same time frame. So 
why the doom and gloom surrounding Sony? 

'The media are plain stuptd: says Michael 
Pachter, analyst with Wedbush Morgan Secunties. 
•people are being overly cnbcal on how well it's 
doing mostly because their expectation for what 
the sales should have been were too high~ 

Billy Pidgeon, an analyst with IDC, agrees that 
Sony received an overabundance of criticism. 
•initially, there was a scarcity of consoles and 
people were overpaying on eBay. But all of a 
sudden those auctions dried up and there was 
a surplus of consoles on retail shelves - this led 
to a negative perception of the PS3. The press 
developed a scripi which often happens. Nintendo 
was the victim last time of being out of touch 
with the GameCube, even though the system was 

plenty capable and Nintendo was dominating the 
handheld market This time it's Sony who 1s out of 
touch. It's easy to wnte the scnpt that they are out 
of touch, they don't understand the markei and 
that they are arrogant. I don't think that's fair, but 
it's an easy story to write.• 

One of the other problems facing Sony was the 
overwhelming success of its current heavyweighi 
the PS2. 'The fact of the matter is that the PS2 is 
still entrenched: says Pidgeon. 'That is Sony's big
gest problem for the PS3. What 1s the incentive to 

• buy PS3 when you can still get great titles like God 
of War II for Ps2r 

Despite the public perception of Sony's folly, the 
console 1s selling well without a true blockbuster 
title, and the marquee games will come 1n time. 
Pachter sees the console's future as being bright 
•A year from now we'll all be laughing because the 
PS3 will have a pnce cu~ Siu-ray will be the stan
dard high-definition movie formai and there will 
be a lot of software for the box.' 

When forecasting the future of the console, both 
analysts see the PS3 tra1hng in the short term, 
but breaking even and eventually overcoming the 
Xbox 360 and Wii. •11 will be a slow build: says 
Pidgeon. •1 expect the Wii and Xbox 360 to stay in 
the lead in North Amenca for the next two years. 
Where that flips is 1n 2010, 2011, where the PS3 
has a huge install base and surpasses [Nintendo 
and Microsoft] while they are prepping their next 

• boxes~ 
• •1 think it ends up in fi~ • says Pachter. •sut all 

three consoles will all have 30 percent or greater 
market share, and all of them will win.• 

n a word: no. Pundits in the industry and the press 
have been repeating this tired old diche since 
the original PlayStation and - despite increas-
ingly sophisticated and graphically powerful home 
consoles - PC gaming shows no signs of dymg. In 
actuality, one could argue that it's thnving. World 
of Waraaft. the biggest breakout hit of the last few 
years, now stands at over 8.5 m1lhon subscnbers 

worldwide and 1s still rapidly growing. 
PC gaming absolutely dominates emerging gaming markets 

Korea and China, which will only grow in importance as the 
years go on. Even as the consoles improve, the PC 1s still the 
system of choice for senous real-time strategy and first-person 
shooter gamers, who demand the accuracy and depth of the 
keyboard-and-mouse interface. 

If that weren't enough to prove the health of the PC, two 
of 2007's most anticipated releases, Will Wright's Spore and 
Crytek's Crysis, will hit the market exdusive to home comput
ers. Expect this list of hot titles to grow as we begin to see the 
next generation of PC games tailored for duakore processors 
and Direct)( 10, which will likely blow the prettiest PS3 and 
360 games out of the water. 
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n March 19, Capcom 
announced that it will 
bring former PlayStation 
3 exdusive Devil May 
Cry 4 to Xbox 360 
and PC. Lrttle did the 
company know that the 
Sony faithful would light 

up the Internet wth self-righteous anger. An online 
petition was started soon after the announcemen~ 
threatening to boycott all Capcom products unless 
the company redacted its multiplatform plans. At 
the time of this wntin& the petition has almost 
12,000 signatures, though a good number of those 
are ironic posts by more level-headed gamers. 

Observe some of these excerpts from signers 
(with their original grammar intact): -WOy have 
you screwed us! Capcom 1s very very bad! I used 
to love your games but now, you disgust me!" 
writes Capcom H8R ManiacMagee shares the 
sentimen~ "I can not believe you would do this to 
us Capcom. Hope you and your greedy company 
bum in fireeee.• 

Is this just fanboy ranting? Other than holding 
certain heavy hitting exdusives over rival console 
supporters, what do gamers care if more players 
can enjoy a certain game? 

"As a consumer, I don't want exdusives because 
I want to be able to play anything anyone makes 
on the console, or consoles, that I play games 

here's no denying it: In 
recent months, things have 
been going far better for 
Nintendo than even the most 
optimistic industry pundits 
predicted. The Wii is a genu
ine phenomenon, nearing 
almost seven million units 

sold worldwide. So far, it's outsold the PS3 by a 
large margin (over 2-to-1 ), and is rapidly gaining 
on Xbox 360. 

Despite this success, looking at the Wii soft
ware library, it's not hard to notice that the system 
already seems plagued by a problem that has 
dogged several recent Nintendo systems: sub-par 
third-party support While the industry has gener
ally been more positive about the Wii than the 
GameCube or N64, it's not yet translating into 
compelling content Reviewing the Wii catalog on 
the website Metacritic (which compiles scores 
from hundreds of press outlets), the average 
non-first-party Wii title score is a paltry 63.7 out of 
100 at the time of this writing. 

Sales also reflect this trend. While Nintendo's 
The Legend of Zelda: Twilight Princess has sold 
well over one million copies, large franchises like 
Call of Duty and Need for Speed have sold a 
disappointing 217,000 and 117,000 units respec
tively. It's clear that fans aren't clamoring to scoop 
up dumbed-<lowned versions of past console 
games with tacked-on Wii features. 

Will things get better? Perhaps, but there are 
some serious obstacles the Wii will have to over
come. One is history. Recent Nintendo consoles 
have seen generally poor third-party sales, as 
its fans often seem to gravitate towards more 
traditional Nintendo franchises. It's very possible 
that - despite claims to the opposite - many 
publishers and developers are afraid to devote 

on, • says Bethesda VP of PR and marketing Pete 
• Hines. "I'm not a fanboy of one console over 

another, so I don't really care if I have a game on 
the console I'm playing that you can't play. Plus, 
I've never bought a console just to play one game, 
or even a couple of games, that were exclusive 
to that console, but I might be in the minority on 
that one.• 

The Elder Scrolls developer just doesn't see the 
point of exclusives. "For developers and publishers, 
in general, I think most folks find that it is ben
eficial to make their games available to as many 
people as possible; says Hines. "Certainly our phi
losophy continues to be that we make the game 
that we want to make, and then make it available 
on as many platforms as possible.• 

Billy Pidgeon, an analyst for technology research 
firm IDC, says that the trend of exclusive games 
is moving in a different direction. 'What drives 
gamers' propensity to buy a particular console is 
the perception that the best exclusive games will 
be on that system; says Pidgeon. -WOereas that 
used to be dnven by third-party exclusives, now 
it's about titles from first and second-party studios.• 

In the end, console exclusives have both good 
and bad sides to them depending on who you 

• talk to. Good for: hardware manufacturers, diehard 
fanboys. Bad for: third-party publishers, the aver
age gamer with a limited hardware budget 

• large budgets and high quality teams to a prod-
• uct they don't believe will sell in large numbers. 
• Even Nintendo's own Shigeru Miyamoto recently 
• chided game companies for putting their "third-
• string team or their fourth-string team• on Wii 
• development projects in a recent interview with 
• Newsweek's N'Gai Creal. 

However, with Wii's continued success, these 
• perceptions may be changing. Recently, EA presi-
• dent Larry Probst admitted that the company 
• had underestimated customer demand for Wii 
• and would be reallocating resources to ramp up 
• development for the platform. Valve Software's 
• Doug Lombardi thinks it's just a matter of time: 
• •1 think most publishers have already been con-
• vinced. In the next year, it's a safe bet that we will 
• see a flurry of Wii-only product announcements 
• from all the major players.• 
• Even with better resources, creating innova-
• tive Wii experiences might prove difficult Creal 
• observes, "It's hard to make quality games. The 
• paradox of the Wii is that the very features that 
• made it easy for Nintendo to make it stand out 

are the ones that are going to pose a tremendous 
challenge for third parties. The problem is that 
third parties are oriented around making triple-
A games for traditional controllers. That's what 
they' re good at.• 

Still, there are glimmers of hope. Ubisoft's 
• infectious Rayman Raving Rabbids, which features 

unique motion-based minigames, has sold well 
enough to become the third-best selling Wii game 

• on the market (behind Zelda and Wii Play), and 
• EA recently announced Boogie, a Wii-specific 

dance title that caters to the platform. Whether 
others will follow suit is anyone's guess, but one 

• thing is clear: third parties' current strategy of 
• throwing motion controls on existing brands and 
• gameplay formulas is a dead end. 
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ince the Wii released in North America last November, sales the case, I guess online is less vital for Nintendo than it is for Sony because 
have climbed over the two million mark and it's still .---.--. Sony's box is really the ultimate high end of next-gen systems. People 
tough to find in stores. In that time, we've seen the are really expecting all the true next-gen feature sets for that kind 
rollout of several online features including clas- of money." 
sic games on the Virtual Console, an Internet ------~ Historically, Nintendo has never launched a console with 
browser, an AP news feed, weather updates, online multiplayer. The GameCube modem didn't hit until 
and the Everybody Votes channel. But one almost a full year after the system's launch, and the only 
glaring omission has received relatively little games that supported multiplayer were from the Phantasy 

backlash from consumers and media alike: online multiplayer. Star Online series. The DS didn't support online multiplayer 
Meanwhile, Microsoft touts its figure of six million gamers world- for its first year either, but at least brought one third party, 

wide who are using Xbox Live, which equates to approximately Activision, into the fold with Tony Hawk's American Sk8Iand 
60 percent of the 10 million Xbox 360 owners. Even though this .----~ right out of the gate. 
includes everyone who has at least plugged their 360 into the net Nintendo's getting things moving a little earlier this time 
and started a free Silver account, Microsoft claims that almost 50 around with Pokemon Battle Revolution in late June, but third-
percent of gamers in the U.S. log on to the Xbox Live Marketplace every party online multiplayer titles are still nowhere to be seen. These 
time they turn on their console. Add this to their statistic that gamers have publishers still don't have a concrete timeline on when they'll be 
played 2.3 billion hours worth of online games (260,000 years) since Live able to implement these features. 'We were always of the understand-
was launched on the original Xbox, and it's clear that online gaming is no small ing that online play was something that was in the works for the Wii, but 
phenomenon. • was not available for us to implement in MK Armageddon," says Midway's Ed Boon. 

Sony has taken the brunt of comparisons to the Xbox Live juggernaut even though • "Mortal Kombat has been online since MK Deception, so we have always been ready 
online multiplayer was available from day one. Additionally, Sony says that 600,000 • to put it in our games." 
out of over a million North American PS3 owners have gone online - keeping with • 'We have heard that online is 'on its way,' but as of today we don't have any spe-
Xbox Live's 60 percent rate. Obviously, online multiplayer is an important factor in • cific dates," Boon continues. 'We are looking forward to it as much as anyone." 
today's gaming landscape. So why is Sony getting most of the guff while Nintendo • Despite this confusion on the third-party side, Nintendo vice president of marketing 
escapes relatively unscathed? • George Harrison issued the following reassurance in a Reuters report published on 

"I think honestly people have given up on Nintendo for online," says host of Spike • April 5, "I'm confident there will be third-party titles with online game play by the end 
TVs Come Head Geoff Keighley. "It's been so long that they've done nothing and • of the year." 
they've never really figured it out." • So it seems that Wii did indeed get a free pass, and Game Informer certainly contrib-

'When I interviewed Miyamoto at GDC he was talking about how he was really • uted to it, giving the Wii a grade of "A-• in issue 165 while PlayStation 3 garnered a "B:' 
disappointed with the sales of Twilight Princess in Japan. I asked him why and he • We even put Wii online in the "Pro" category saying "Though multiplayer isn't ready, it is 
said, 'Because I think the Wii's really selling to a lot of non-gamers right now and • encouraging that the company is finally taking a serious approach to the Internet" Is it? 
they're the people that are really snatching it up," continues Keighley. "If that's really • 
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s with many forms of 
competition, gamers 
like taking sides. \Nhen 
there are multiple sys
tems vying for gamers' 
attention, they relish the 
analysis, speculation, 
and ultimately the vindi

cation of "picking the winner:' One of the most 
interesting arenas for these activities at the 
moment is the handheld market Some will 
say that the contest has already been decided; 
the OS is ahead in sales, moving more units 
on a monthly basis, and has features that you 
won't find on any home console. These facts 
led to an erroneous belief that since Sony's 
PSP isn't winning the handheld war, it must be 
a failure. 

The least complicated way to gauge the 
success of the PSP is simply to look at the 
bottom line: sales numbers. Amid all of the 
cynicism, you might be surprised how the 
system is performing in that department. 
'Toe numbers simply don't back up the 
claims that it's a failure," states Ron Eagle, 
senior public relations manager for Sony 
Computer Entertainment America. As of the 
end of March, the PSP has sold 7.5 million 
units - and that's prior to the recent price 
drop. "We're approaching the 1 O million mark 
in North America," says Eagle. "How does sell
ing 10 million units equate to failurer 

The easy answer is to say that the OS is 
selling better, with over 11 million units in 
the hands of North American gamers. But 
that wasn't always the case. "Until the OS Lite 
came out we were killing them~ Eagle tells 
us, and sales numbers from the NPD Group 
support his claim. It was only once the OS Lite 
released in June 2006 that sales for OS out
paced Sony's system. 

Even with healthy sales, the PSP still faces 
challenges. "Failure" may be an overstatement 
but the system has had problems finding a 
dedicated audience like the OS. This is partly 

he belief that retail stores 
will ultimately lose out to 
digital distribution is the "in" 
thing to say for many game 
developers we have spoken 
with over the past year. 
The new distribution format 
certainly has a long way 

to go - last year's retail sales reached $13.5 
billion. So will it ever happen? "Never; says a 
pointed Michael Pachter, analyst for Wedbush 
Morgan. The roadblocks are rather self-evident 
at this Juncture. 

If you want to download a full game onto 
your PC or console, a fast connection is nec
essary. According to a survey conducted by 
Pew Internet & American Life Project this past 
February, only 47 percent of American adults 
have a high-speed internet connection at 
home. It doesn't take a rocket scientist to con
clude that ignoring 53 percent of the potential 
gaming market would be a major gaffe. Even if 
you have a high-speed connection, it could take 
days to download files as large as some con
temporary games. Resistance: Fall of Man takes 
up over 17GB of space on a Blu-ray disc. That 

• due to an uncertainty as to exactly which 
• media space it is meant to occupy. "[The PSP] 
• was designed for 20-somethings - people 
• who have cars. But the big handheld gamers 
• are passengers," says a longtime industry 
• veteran who wishes to remain anonymous. 
• "Most everybody I know who has a PSP no 
• longer uses it for anything. Music? Got an iPod. 
• Movies? Gimme a break. Games? OS, please:· 
• The kind of software available is a common 
• criticism of the PSP. "Right now, it's literally a 
• portable P1ayStation 2, and that's it - in case 
• you want smaller, crappier versions of your 
• PS2 laves," laughs our anonymous source. 
• Others feel like it only relies on safe properties 
: like Madden and GTA instead of experimenting. 
• It is strange that this is only used as a point 

against Sony; three of the top five OS games 
• in terms of sales have the word "Mario" in the 
• title (New Super Mario Bros., Super Mario 64 
• DS, and Mario Kart OS). 
• Another frequent knock against the PSP is 
: its association with UMD movies, which have 
• been getting less shelf space at major retail-
• ers. Even so, UMD movie sales were up 35% 

in 2006 compared to 2005, according to 
• Sony's numbers. Eagle tells us that this jump 
• is due to more targeted marketin& which has 
• in tum caused some stores to jump back on 
• board. "Specific to Target where they were 

talking about taking UMDs off the shelf, they've 
: actually come back here in the last couple of 
• months and are restocking UMD movies inside 

Target now going forward~ 
• If you are determined to find ammunition 
• against the PSP, you'll find it - just like you 
• can find It against all of the major consoles. 
: Gamers love "proving" that the choices they 
• made were the correct ones, and gladly docu-
• ment the shortcomings of the competition. 
• Despite the arguments to the contrary, it is 
• impossible to say that a handheld with so_lid 
• sales - and the only one to ever steal a sIg-
• nificant portion of the market from a Nintendo 
• product - is an outright failure. 

is one epic download to undertake with your 
paltry DSL or cable modem. Strike one. 

The second, and perhaps most important, 
aspect of the equation is "where are you going to 
put the gamer Hard drive sizes on next-gen con
soles, while adequate for game saves, expansion 
packs, and classic arcade games, are hardly large 
enough to house the game hbranes of hardcore 
gamers. Strike two. 

The third aspect to consider is a general ques
tion of utility. "Downloadable content has no 
resale value; comments Pachter. "The option to 
resell a game is worth something. If you can't 
take it to your friend's house or can't sell it, you 
vvon't want to pay full price for it. So what's the 
pointr Strike three. 

That's not to say digital distribution doesn't 
have a bright future. As console generations 
move forward, the broadband adoption rate 
should continue to expand, download speeds 
will increase with new technology, and hard drive 
sizes will inevitably increase, thereby correcting 
many of the ills facing contemporary digital dis
tribution. "At some point, downloadable content 
should approach 20 percent of packaged retail 
sales," says Pachter. ■ ■ ■ 









LOOSE TALK 
Hot Gaming Gossip 

GUITAR HERO'S 
EXTENDED JAMS 
RDckandrolwilMffldie,notaslong asAc!Ms,on 
and Red Octan, t.... any1hing 1o say abolA II. Red 
Odant p<esod,111 Kai Huang recently slillod r, an 
mtmiew wrth Gam<Spot UK lhat Gullar Hero Ill wil1 
not only l<ature wirtt.ss conlroli<n, but also coop
eratiY< and compttitiY< onlin< play. Also deffilng 
of a loud "Rock 0nr is lhe fact lhat lhe company 
is going aftff htrttof0<• - bands A<./OC. Led 
Zeppelin. and Mtlalica. Want an onco,<J A 19805 
Gulla< Hero spin-off wil -ar btlott GH Ill's lal 
r......_ This homag<ID lhe ·aos wil ltalurt a
rana< of lhe d«ad<'s best. &om hair mttal bands ID 
pun< rodffl ID f)09 prtlly boys. l wil be int<r'51S11 
lo Sttwhat systl!f!l(S) lhis""" off awears on. WI 
PS2 GWnffl got payback sine< lhe Xbox 360 <dilion 
of GH II l<a1111od <XClusiYe songs? And how will 
downloads be handled! 

PS3'S VEGAS 
JACKPOT 
Ubisoft hasn' b«n spreading 
lhe loY< to lhe PlayStation l, 
but lhis is a little makoup. For 
lhe Rainbow Six Vqas.....,. 
on lhe systom. lhe company is 
including both Xbox 1M map 
pads for& .. - a wdcom< 
gratis bone in spilt ol lhe 
gam<'s iat,"""'-

It's no St<ttt that Halo l 5 com,ng out lhis 
y,,a<, but wt're htanng lots of lall< lhat ii 
will be hitbng lhis lall - in s.ptember lo be 
..act. It Sffffll initially wrious lhat it's not a 
holiday rtt.as,, but ..ti.n you considor lhal 
not only is Grand Thdl Auto IV rtt.asing in 
October, but lhat Miaosolt mighl be wanl· 
ing to givt some room 10 othtr 360 litles 
lhis Chrislma~ S<pll!f!lb<f sounds about 
right Sooner is better than later, any,,¥>f. 

STARBREEZE GOES 
BACK TO THE BAY 
o...1ope, Start<..,, Studios ar•atly""""' lhe 
cause of~ video gam,s ..ti.n ii ,....asod 
Chronicles of Riddid<: Escape From Butcher Bay in 
2004 10< Xbox. Now lhe studio b<hind Th< Daroiess 
is r<Yisiting its aitically acclaim<d WOf1t on Riddid< 
with a r...-tt.as, of Es<af)< From Butcher Bay 10< 
both lhe Xbox 360 and PlayStation l . Th• game 
is gttting a consid<rabl• graphical Offlhaul (II 
looted aw<somt to bqin with!), and lhe tit!, will 
,... ,,aiure a whole new chapt<r. Considering 
Starbrtt1• SQUttlod a lot out of lhe original Xbo~ 
we can, wait lo,.. how lhe d<wlop<r utilizes lhe 
n<Xl-g<nsyst,ms. 

C,ct scme lfl!lder rlol Emal r.o « loo,,tof@gomeJnlotmercom ood ""' bt ol em. 

NAME THAT GAME 
Test Your Sight 

In Japan, !he,,.,. ,.,. ~ - 5tafS lhat ... 
b,gge lhan CJJmt.6.,n/lKl0</c'iRaD, Take!lv Kiarlo (lno,,n 
lamoU5ly as 8611 Takesho), but Iha! doesn' m<an Iha! 
i,,·,.,,, good al mablg wleo games. In 19U, lhis bde 
apf)<arod fo,-lhe Nlllendo farruc0<n and tasied playefswilh 
some baatre chalief1ges such as asbng you lo not touch 
lhe conuou.. for an hots, a boss Iha! requ,res 20,0001111:1, 
holding on< butlon for loo' hotn non<lop, a i!y,,g lTllSSlllll 

lhat you cannot a,mpie<e, and m..-~ Oh ytal1, lhe bde 
screen~ Iha! lhe gam, was "aealod by 50fTIObody ,.t,o 
haleswleo garnes." 
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CONSOLE MAKERS 

There is nothing sacred about a five-year cycle. Some systems have much longer 
lifecycles - Game Boy for instance continued to sell strong for many years .... We 
would agree that longer cycles are better than shorter cycles from almost every 
perspedive. But rationality doesn't always rule. 

PERRIN KAPLAN 
Vice President of Marketing & Corporate Affairs • Nintendo of America 

Our competitors may abandon their consumers after five 
years, as seen by Microsoft stopping production of the original 
Xbox only a few short years after launching it. We think that 
sends a terrible message to the consumer, and our approach 
is obviously very different. ... We talk about a l 0-year product 
lifecycle, and we deliver on that promise as well. 

PETER DILLE 
Senior Vice President 

Product Marketing, SCEA 

The progression of game development is constant - it 
doesn't happen in five-year increments. Developers and 
hardware manufacturers are always pushing the limits of 
what is possible. Therefore, we have to do the most we can 
to constantly innovate .... When we took a look at all of the 
stuff that our customers told us they wanted and combined 
that with the innovations that we wanted to do, we knew it 
was time to bring forth a next-generation console. 

JOHN RODMAN 
Senior Product Manager 

Xbox Global Platform Team 

GAME DEVELOPERS 

It would be nice to be able to spend more time working with a particular piece 
of hardware before having to go through the challenging task of making the 
transition to the next generation. 

A lifecycle of five years might not seem very long, but if you 
think about how fast the technology is evolving, it's not sur
prising that consoles last about that long each generation. 

RAY MUZVKA 
Chief Executive Officer 

BioWare Corp 

EVAN WELLS 
President • Naughty Dog, Inc. 

Consoles overlapping offer great benefits for publishers and 
consumers. For developers it is a nightmare. We are asked 
to support completely different technologies and game 
engines. It takes a lot of resources to do 1t 

JANOS FLOSSER 
Managing Director 

10 Interactive 

GAMERS 
I think the idea of a console's lifespan being longer with each 
generation is great The fact is that a new console brings new 
technology to the industry and that provides a new experience for 
all those involved, from the programmers all the way to the users. 

CHRIS BARRETT 
Stillwater, MN 

When it comes down to the average lifespan of game 
consoles, I feel that they are just a bit too short. It feels 
that the best games come out just towards the end of the 
system's lifespan. 

NICHOLAS GUMINA 
Whittier, CA 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
MICHAEL SHEWNG SGLEN VIPERFOE 
Publk Relations Manager, W. Yellowstone, MT 
Sony Online 

1 Crackdown - Xbox 
360 

2 God of War II - PS2 

3 NCAA Football 
111 - Xbox 360 

4 Syphon Filter: Dark 
Mirror- PSP 

SStar Wars 
Galaxies - PC 

1 Solar Jebnan - NES 

2 Aiclyn Chronides: 
The fll'St Mage - N64 

3 Suikoden 111 - PS2 

4 Fable - Xbox 

5 The Elder Saolls IV: 
Oblivion - Xbox 360 

Send Top FNes and a photo of yourself to: 

Game Informer Magazme/fop Five 
724 N 1st St 4th Fl 

Minneapolis, MN 55401-9022 
email: topfive@game111f011Tier.com 

( attach d1g1tal picture) 

TOP TEN 
Lists Everybody Loves Lists 

Top 10 Quotes That 
Rile Up GI Editors 
10 "You know what game is awesome? Mano Party!" 

9 "I haven't seen The Goonies. • 

8 "Miller is a dingus." (Only works on Miller ... and 
Ben, for some reason) 

7 "I'm sure glad they're indudmg Bumblebee m the 
new Transformers movie!" 

6 "Why don't you review more GameCube games?" 

5 "Is your sister hot?" 

4 ·1 haven't actually played [insert game], but your 
score is wrong." 

3 • Indiana Jones and the Temple of Doom is the 
worst of the trilogy." 

2 "Mickey Mouse is never cool, no matter how many 
Keyblades he holds." 

1 "I roll Alliance." 

Name Thal Game--. Takesh's Challenge 
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THE GOOD, THE BAD, THE UGLY 
• When You Want Your News Categorized With A Sarcastic Editorial Spm 

GOOD 
Game Informer Online's Nidc Ahrens and Jeff Corl< are the newest hot-shot dewlop
"" making the scene. After hiMllg created their own Crackdown multiplayer game 
called Rockel Tag, developer Real Tinne Worlds has decided to include the pair's 
creation in the upcoming muhiplayer download available in May. The object is pretty 
self-e,q,lanatory. You have a minute to either hit o, send your opponent flyin8 with 
your rod<el laundler, at which time the clod< r...U. Rockel Tag is iniliated by finding 
the game's icoo in 21 locations throughout Pacific City. 

The prevailing wisdom that GtJilar Htro atator Hannonix's next projtd (wilh MTV 
publishing and EA cistributing) would imlolw, a lul band setup has bttn cormned. 
The game is called Rock Band, and ~ wil _., lhis holiday stason for PS3 and Xbox 
360. Kannonix says that rteord labels such as EMl Sony BMG, Universal, Rhino, and 
Holywood Records•• oo board to supply if1isls' ma,w lracts. 

There might be no stopping lhe Xbox 
360's Red Ring of Dealh, but at lelst 
Microsoft is stepping up its repair 
and warranty procedures. The lenglh 
of the warranty has bttn increased 
from90daystoooey,.ar, st,ippiniis 
free, and "most" customers Ml now 
receive their original consoles repaired (onsttad ol being sent a rdi.riJished 
model). For mort, pleast htad CNe< lo xbol.com. 

BAD 
tt's never a bad day when a price drop occurs, but with news that the PSP is 
now S 169, we couldn1 help but loolc lhis gilt hO<St squar,ly in the mouth. 
Thirty dollarsl! That's the best you could do, Sonyl 

BAD? ~ 
Stga won1 lot the dead rtst in 
ptact. The company is pressing 
(aptain America back into 
strvict. as n has acquired his 
lictnst rights, as well as !host for 
The Hu• and Thor in a .,...,._., 
deal. Film - gamtS .,. being 
made oo lhest proptt1ies as wo 
sptak. The odds.,..,, good that 
Stga can tum the tide ol disap
poinling supt< htro mo,it games, 
and h• stt a Sooic and HIAk 
Marvel Ttam-Up, we're gains to 
grab our pitchfon. 
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CAREER HIGHLIGHTS 

► Advanced Studies ,.. 
Sarah ....... "" phy,oa co 

a, program at lmp<r,al College 11 
,- London, a pmt,g,ous s<iona 

school 

► Hell Raising 
N Romance a, 
a, Sarah memMar1Jna..t,y, ... ..tiowwdb«omohor 

husband. - gdlll1g her 
Mastendqr ... shehelp,1111 
Martin's garage ~ 
company, RMsar>g Hel 

► How Bizarre 
3 Aslht 
a, PlayStation 
,- erat,,g;n,. 

Sarah and 
Mal1in 
deodtto 
=•-company. lww,g 
anlf1Jsland_.,,,,,,.,, 
Tht fOIK of lhtm ar• dubbed 
Bizam, Cmbons 

► On Track 
c.o Bizarre rdeases 11s first title. a, 
a, fOffllula 1 for PSone. published 
,- by l'syg!losls. Tht game IS a 

huge 1111. ,pawrullla sequel 

► The Fur's Flying 
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Cl 
Cl 
N 

► 
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Cl 
Cl 
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► 
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Cl 
Cl 
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► 
M 
Cl 
Cl 
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-· 1ales. - from raong wllh Ft.- f",ghters. a,.. 
1ooMh shoo!..- for Oreama,t 

The Winner's Orde 
Rdumns to racing. lkzarre 
makes a cn1icaly acd.>rned 
lrtle for Dreamcast. Metropois 
Streel Rae..-, >llloch llllrOduces 
the Kudos system 

A New Franchise 
After Dreamwt dres, Ba.arre 
quiddy a.i.,,.."" Kudos 
systemr,toan,wXbox...,.,, 
Project Go1ham Raoog 

A Cult Hit 

Geomdry Wan. a retro 
minrgame onduded 11 PGR 2. 
becomes a huge cult hrt and is 
Mntualy rdeased for mobile 
phones and Xbox u.. Arcade 

► Evolving The Game 

s 
Cl 
N 

Bizarre wweils !ht nextgenera
lion of rts PGR...,.,, Projed 
GothamRacm,g4,>lllochseeb 
to <mte . deeper and mon, 

excrbngracing._...,. 
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CHUDLEY 
COMMERCIAL DIRECTOR, BIZARRE CREATIONS 

>> Sarah Chudley, who formed Bizarre Creations with her husband Martin, has helped mold the 

company into one of the most respected racing developers in the industry. We recently spoke 

with Sarah about the future of PGR and the studio as a whole. << 

You're in a sort of a unique position in the 
industry, running Bizarre as a husband-and
wife duo with your husband Martin. How do 
you balance your personal relationship with 
your professional one? 
It's weird actually, because we've always been 
happy working together. We work together as a 
team at home as well as we work together at work. 
We don't actually srt 1n the same office; when 
we're at work we'll probably see each other three 
or four times a day. So it's not hke we're 1n each 
others pockel It's been more difficuh Stnce we 
had kids, because the demands of a family life are 
greater, but I think the whole industry's finding that 
Eveiyone's grc,v..,ing up and having kids and getting 
mamed and things like that So, I think working all 
night and every weekend becomes less and less. 

Talk about how Project Gotham evolved out 
of Metropolis Street Racer, a series you did 
on the Dreamcast. MSR debuted the Kudos 
system. Why did you feel that was important 
to carry over to PGR? 

weather effects, which adds a lot of gameplay as 
well because things like rain and snow are going 
to be a dam sight more difficuh to drive on. But, 
they're also better for producing stylish moves. 
They've spent a lot of times on things like teams, 
cooperative play, and liveries [team colors, uniforms 
and graphical designs - Ed.] to make it feel a lot 
more involved for the player. It's always seemed 
a bit clinical and distant; we want to get people 
involved in it emotionally as well. 

As the power of the systems lets you get 
closer to replicating a very realistic racing 
experience, how do you go forward with 
innovation? Does it become harder to do new 
things in the genre? 
No, because when we try to put "real" reality in, it 
doesn't look right and doesn't feel right If you put 
real-life colors and handling in, it plays like a dog, 
because you're not actually driving a car - you're 
using a bit of plastic in your hand. The reality is that 
you have to make things •super-real" to make them 

Talk about the Geometry Wars phenomenon. 
It's become hugely popular on Xbox Live 
Arcade. Was it conceived as just a minigame 
to kill time in PGR 2? 
It wasn't even that The guy that did it was in charge 
of doing the controller-handling routine when we 
first got the Xbox. So, what he did was do this little 
shooting thing so he could test the inputs for the 
controller. People started playing it and said, "Let's 
put it in as a minigame~ He had about a month to 
work on it as a sideline. [Laughs] 

Were you surprised at the response it got? 
Yeah, it's good to know that there are that many 
retro gamers going back to the grassroots of gaming 
still around. It's been great. Obviously, the com
mercial version we spent a lot more time on, but 
it's great 

With Xbox Live Arcade and mobile gaming. 
are you going to devote more resources to 
making simple, retro games? 

If we think it's getting stale, then 
it's time to change direction. 

I think it was because MSR reviewed so well; 
everyone really loved the game. But, because it was 
Dreamcast - it was a dying format and Sega was 
struggling in those days - it just didn't get any expo
sure. We loved the concept and those people that 
got it really loved it So, when Microsoft said, "listen, 
we're looking for a racing game, can you deliver 
one?" we had a very short time to do rt. We said, 
"Well, we own all of thtS and we'd love to see it hit 
a wider audience. We could effectively do a nev., 

game based on the Kudos concept" They loved 
MSR, so they agreed. It's something that was pretty 
unique at the time, trying to bring the idea of driving 
stylishly, because the ones you admire are the ones 
that are stylish dnvers instead of Just the technical 
ones. That's why we wanted to carry rt on. 

Obviously, you have Project Gotham 4 coming 
out. How will that game evolve the series? 
It's funny that you should mention MSR, because 
there's quite a bit in PGR 4 that's gone back to the 
roots of making Kudos important Obviously, it's not 
the be-all, end-all; you still have to win races. But 
Kudos is the main way of progresStng through the 
game now, the main scoring system. That's some
thing that the game is taking forward. Obviously, 
we've got things like all the visual increases like 

look good .. .. Once you run out of polygons, that 
leaves a lot more processing power to put into the 
gameplay and the innovation behind that Things 
that we couldn't really achieve before - like increas
ing the number of cars and the areas you can drive 
on. There will always be things we are limited by 
even as the power increases. If we think it's getting 
stale, then it's time to change direction. 

You've announced that you're working on 
The Club for Sega. Do you want to make sure 
that you don't get pigeonholed as a uracing 
developer?" 
We've always been interested in other genres. 
You've got to branch out; you need more than 
one iron in the fire. It's something we've been 
destgning and working on for years. Sega saw it in 
the prototype stage and could see the potential. I 
hope what you've seen will show you that we can 
do things a bit differently. We've tried to do with 
shooting what we did with racing. Like the Kudos in 
racing, we tried to make it something that you play 
in a different way - instead of being progressive 
like level one, level two, etc. We want you to better 
yourself in every way; the [stages] are very replay
able and all the environments have different levels 
within them. 

Yes, we already have. We have a small core group 
that does that We've just done Boom Boom Rocket 
for EA on Arcade, which just launched. They actu
ally came to us, saying they needed someone that 
knew Arcade to finish it off for them. We've also got 
some ideas of our own that we're working on. [Live 
Arcade] is a great platform, because there are times 
when you think, "This would be a great game, but 
it's not a $60 game.• Now, you can effectively do 
things like that for console. It's back to the good old 
days. The fact that you can self-publish is great; you 
can actually make a bit of profit [since] you're taking 
all the money from day one. 

Five years down the road, what would be 
your vision for where Bizarre is? 
Still producing good games! [Laughs] You're only as 
good as your last game. We' re not out to rule the 
world; we don't want to make a big fuss or be the 
biggest developer. We've only grown to keep afloat 
in the industry. We don't want to be 500 people 
and 20 projects. The most important part is keeping 
our core philosophy, which is having a small com
pany attitude and everyone enjoying what they do. 
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DELL ULTRASHARP 
2707WFP 
PRO This 27-incher's brushed aluminum finish and smoked 
glass base makes it the best-looking monitor of the bunch. 
With a 1920x 1200 resolution, games can be played at their 
richest graphical settings, and the monitor offers a 92 per
cent color gamut, which means vibrant images. 

CON We noticed a little ghostin& which is less forgivable 
because of its high cost lhe Ultrasharp also lacks an HDMI 
port and generates a lot of heat 
Sl,299-99 • www.dell.com 

SAMSUNG 
SYNCMASTER 206BW 
PRO If you are working on a budge~ this glossy 20-incher 
is easily your best bet. It has a wicked 2-millsecond (ms) 
response time, which eliminates ghosting. lhe sharp pic
ture quality mirrors the sexy overall monitor design. 

CON lhe 1680x 1050 native resolution may not be ideal 
for HD-obsessed videophiles, and the fixed height stand is 
a bummer. 
Sl49.99 • www.samsung.com 

AOC 212VA-1 
' ......... . 

PRO Like the Samsun& this 22-inch monitor's price is 
certainly right lhe display is bright and crisp. 

CON When the action turned up, we noticed a little 
ghosting. Its combination of specs - 1680x 1050 resolu
tion and a Sms response time - can't compete with the 
other monitors on this list. To add insult to injury, its over
all design is drab. 
Sl99.00 • www.aocdisplay.com 

NEC MULTISYNC 
LCD2470WNX 

• • ••••••••• 
PRO This 24-inch monitor boasts a 
1920x 1200 resolution and supports 720p 
and 1080p. lhe NEC's base tilts and swivels, 
so you can orient the monitor from land
scape to portrait. 

CON lhe NEC's black plastic exterior looks 
and feels cheap. Its lack of component and 
HDMI ports is perplexing given its HD power. 
S799.99 • www.necdisplay.com 



MY PREVIOUS 

SECURITY SOFTWARE 

KEPT HITTING ME 

WITH POP- UPS. 

so GAVE IT A 

SMACKDOWN. 

50 MILLION USERS HAVE ALREADY 

DISCOVERED THAT SECURITY SOFTWARE 

DOESN'T HAVE TO BUG YOU WITH 

CONSTANT UPGRADE MESSAGES 

TO KEEP YOU PROTECTED. 

THEY'VE MADE THE MOVE TO AVG 

INTERNET SEC URITY- SMARTER, 

MORE POWERFUL, FRUSTRATION- FREE 

PROTECTION AGAINST V IRUS ES, 

SPYWARE, SPAM AND OTHERTHREATS . 

TODAY AT WWW.AVG.COM 

.JOIN THE REVOLUTION . 

AVG 
INTERNET SECURITY 
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llliH 
BBC'S PLANET EARTH: 
THE COMPLETE SERIES 
Being gamers, we spend a lot of time indoors, but there 
1s a whole world of beauty out there. Wait! Don't go 
away, we're serious. This 1s cool! Five years in the mak
ing and covering over 
200 locations, the 
first documentary 1s 
filmed entirely in HD, 
and it does an amaz
ing job at showcasing 
the beauty of our 
planet Maybe you 
caught some of this 
when it was shown 
on the Discovery 
Channel, but this 
original UK broadcast 
is packed w,th more 
content and nar-
rated by Sir DaV1d 
Attenborough. Maybe 
it's nme you took a 
look outside anyway? 
S79.98 (DVD), S99.98 (HD-DVD & Blu-ray) 
www.bbc.eo.uk/nature/animals/ planetearth 
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Em 
DC 
UNLIMITED'S 
WORLD OF 
WARCRAFT 
FIGURES 
As if we haven't spent enough 
money on Warcraft already, 
DC Unlimited is set to release 
these awesome figures, and 
we just know we have to buy 
them. The Blood Elf Rogue, Ore 
Shaman, Dwarf Warrior, and 
Undead Warlock are all a part of 
the first wave, which range from 
s• to a· high. These figures are 
highly detailed and come with 
multiple points of amculat1on. 
Unfortunately, they don't come 
out until October, but at least that 
gives us enough time to save up 
some money. 
S15.99 • www.dccomics.com/ 
dcunlimited 

■ Don't try to put any Kenny Chesney on your 
Halo lune. Mastt r C.it f prtftrs heavy metal 

DD 

HALO 3 ZUNE 
We know the knocks regarding the lune - that 
ifs taller, thicker, and heavier than the uber
chic iPod. But do you think Master Chief cares 
about these sissy complaints from emo hipster 
girlymen? He's a dual-wielding killing machine! 
To commemorate his overall awesomeness 
and importance to the survival of the human 
race, Microsoft has created a commemora-
tive Halo 3 lune. This black-bodied player is 
decorated with Halo graphics and comes with 
preloaded Halo videos, including a custom 
episode of the popular machinima series Red 

vs. Blue. This limited edition iPod killer will be 
sold exclusively through GameStop starting 
June 15. If you're that creepy dude who wears 
Halo pajamas to bed and longs for a date with 
Cortana, this is a must-buy. 
$246 • www.zune.com 
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9/month. Redeem your credits at jamster.com. The XXL Plan automatically renews 
rt conten~ next best supported content is delivered. Normal messaging & data charg 
E-mail to lnfo@jamster.com or call 866-856-JAMS. 



T 
his week, I'm woriung on a novel, a 
comic m1rnsenes, a few Video games, 
and tinkering with tvvo screenplays. 
There are overlapping skills among 
these different media ... and punji-stick
filled pitfalls when applying one blindly 

to another. 
How did I end up writing in so many different 

fields? Nine years ago I was a novelist, making 
a decent living (note: a •decent living" for a sci
ence-fiction novelist meant paying rent and not 
starving). I'd write for four hours and then spend 
the rest of the day playing video games. My wife 
hinted that I should actually try and get paid for 
doing this, so I applied to Microsoft Game Studios 
as a technical writer. 

Back then •professional game writing" was 
an oxymoron. There were few creative writers 
employed by game developers. Most writing 
involved documenting technical aspects of software 
tools or creating manuals and quick reference cards. 
It wasn't until years later that developers actually 
started asking writers to contribute to their game 
stories. Once that started, though, suddenly every
one thought that having a professional writer make 
their stories the best they could be was a fantastic 
idea! Heck, game franchises suddenly depended on 
having a good story. 

So how do various writing media apply to 
game writing? 

NOVELS 
Come September I'll tum in my latest novel, Mortal 
Coils, which pushes me over one million words of 
published fiction. In novels, you go as deep as you 
want into a characte(s head. You get to think their 
thoughts. There are no budgetary restraints on set
ting, art, texture resolution .. and apart from binding 
costs, length isn't a concern. It's total freedom. 

APPLICATIONS TO GAME WRITING: You 
learn how to build a character. Especially in the 
field of science fiction novels, you learn how to 
build credible alternate worlds. Like any storytell
ing, you also hone your plotting, pacing, and 
dialogue writing. These skills especially come in 
handy when creating story bibles, pitch kits for 

hcensors, and planning large story arcs - say for a 
multiple-game franchise. 

SCREENWRITING 
I've written about a hundred cutscenes for games, 
and like every other writer in the world I have a few 
screenplays that I occasionally pimp to Hollywood 
and get rejected. 'Miting a screenplay is like writ-
ing a poem: There are rules that must be adhered 
to. There's no deep characterization (yes, you can 
have interior monologue, but most people frown on 
that). There may be restrictions to the number of 
scenes and art you can have based on film/game 
production limits. Saeenwriting is particularly useful 
to train yourself to write as tight as you possibly can. 

APPLICATIONS TO GAME WRmNG: You learn 
how to craft a cutscene (although there is a danger 
of falling in love with a cutscene, as I'll talk about 
later). 'Miting good screenplays will sharpen your 
dialogue writing to a mono-molecular razo(s edge. 
It also teaches you how to write to a page limit 

COMICS 
I'm a dabbler here. 'Miting one four-issue series, 
Battlestar Galactica: Cylon 14tl15 (out this fal~. 
doesn't qualify me as an expert, but I'll offer my 
opinion. This medium offers the best of novels and 
screenplays. Like a novel you can reveal character 
thoughts (interior monologues are the norm), there 
are few restraints on scenes and setting (other 
than the cramped hands of your artist), and like a 
screenplay or movie, you actually get to show the 
reader key shots in the story. There are also page 
limits and your dialogue better be snappy. 

APPLICATIONS TO GAME WRmNG: You learn 
how to organize your thoughts like storyboards, 
which really gives you a feel for putting together 
a modem game cutscene and for writing within 
action-packed game sequences. 

VIDEO GAMES 
In many ways this is the most flexible storytelling 
medium. You don't have a reader or an audience 
watching the story on the screen. You have some
one becoming the character and moving through 

the setting, doing whatever (within game-design 
limitations) they want 

It's easy to believe that you can just transfer skills 
from the previously mentioned media when writing 
for video games, but without careful consideration, 
this can be a dreadful error. 

I've often said that if you deliberately designed a 
media hostile to storytelling, it would be the mod
em video game. The problem is the paradigm shift 
from passive reader to active participant Whenever 
you attempt to advance the story you run the risk 
of taking control away from the player, and run a 
greater risk of annoying them by breaking the illu
sion that they are immersed in the game world. 

Traditional writers tend to fall back on the 
cutscene or chunks of exposition ... all of which 
bring the game portion of the experience to a 
grinding halt. 

Game writers today, however, are developing new 
tools based on the traditional skill sets that minimize 
or entirely eliminate the immersion-breaking prob
lem within a game, such as the micro-cutscene, 
in-game camera control, semi-interactive cutscenes, 
and fuller animation controls that make expository 
dialogue seemed natural and fluid (And ot course 
there's always the A-button to skip the cutscene). 

So can a game writer abandon traditional writing 
skills? Absolutely not The problem with jumping 
straight into game writing is that there are too 
many limits; it's like trying to paint a landscape 
with only the color blue. You need a thin slice of 
story in a game - but you do need a full palette 
to create it from: character, plo~ setting, dialogue, 
etc. It's easier to learn these writing books, comics, 
and screenplays because there are no restrictions 
with respect to breaking immersion that you find 
in games. ■ ■ ■ 

Eric Nylund has written several novels, induding 
three in the popular Halo series. He continues to 
work on various projects both in video games, 
print and comics. For more information go to 
www.ericnylund.net 

The views and opinioos expressed on this page are strictly those of the 
aulhol and not necessarily those of Game Informer Magazine or ilS staff. 

If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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DANGEROUS ENTITY. 

N AND DESTIIIDY IT. 

WITH NEW WEAPONS 

VDU WDN'iT WANT TD LEAVE " LO" AGAIN! 
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_. , ~ ... · ?: :· ··· " To an entire gen·e,atfon,"o1 game~, •call -~ o~-i~ synonymohs with' qual~ World 
• ~ ~- : _,. :" • War 11 gaming. lbe series' trademark cinematic action, which thrusts players into the 

chaos of a raging battlefield like no other game, has catapulted it from its humble . 
beginnings as a new franchise from an unknown developer to being one of the few 
household names in video games. Developer Infinity Ward has blossomed from a 
small team of Electronic Arts expatriates to a studio of more than 90 people that 
has trouble getting people to submit resumes because its reputation for excellence 
is so intimidating. The company's last game, Call of Duty 2, is still the gold standard 
for next-gen first-person shooters despite having released in 2005. Now, the creative 
minds at Infinity Ward have an opportunity to expand their gameplay in previously 
unimaginable ways. Call of Duty is entering the modern era. 
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"After call of Duty 1, we had all these ideas for this 
sweet modern warfare game; says Grant Collier, one 
of Infinity Ward's three studio heads. "It was like, We 

really need to do helicopters. can we do that in World 
War II?'" Moving the franchise away from its World War 
II roots didn't sit well with publisher Activision, so call 
of Duty 2 starred the Greatest Generation nonetheless. 
Since that title shipped over a year and a half ago, 

logo. Though Ubisoft's Tom Oancy games may have 
formed an impression of modem warfare in gamers' 
minds, CoD 4 is staying true to what made it great in 
the first place. "During some of the focus groups, some 
people were concerned that we had taken their call 
of Duty and turned it into a tactical shooter; explains 
Collier. "We have not taken their call of Duty and turned 
it into a tactical shooter. We still want the squad to be 

overhead flashed intermittently with a background tap
estry of low-grade aerial warfare, while occasional flares 
lent brief, sharp-edged light to the otherwise softly fire-lit 
city. As the company of a dozen or so infantry reached • • 
its mission objective, an M 1 Abrams tank that had 
become stuck in the middle of an open plaza flanked 
on one side by buildings and the other with a series of 
highway overpasses, everything went to hell. This wide
open area had become the proverbial barrel, and the 

This wide-open area had become the 
proverbial barrel, and the U.S. Marines were 

the hapless fish trapped inside. 

U.S. Marines were the hapless fish trapped inside. 
At this poin~ we were the focus of a three-pronged 

coordinated assault Enemy infantry, some armed with 
RPGs more than capable of toasting the inert ta11k, , 
attacked on foo~ bounding from cover to cover in their - • 

quest to get an open shot at the Abrams. The surround- • • ··:;,._ 
ing buildings came alive with hostiles, leaving precious . •~· 

few protected spots around which to rally a defense. - ...... 4 

Infinity Ward has been hard at work bringing to life the 
ideas that have been floating around the studio since 
its inception. 

While the setting is seeing a drastic change, call of 
Duty 4: Modern Warfare is cut from the same doth as 
its predecessors. Infinity Ward is well aware that what 
makes its games special - huge conflicts, amazingly vis
ceral cinematic action sequences, and a level of polish 
that most developers can only dream about - needs to 
be the foundation of any title bearing the Infinity Ward 

Worst of all, enemy technicals with sniper support came • f, :-

lifelike, and you are still a member of the squad, but screaming down the highway to pound the final nail in .. 

you are not the leader of the squad." the mission's coffins from a nearly unassailable position. 

As proof that can of Duty 4 will deliver the epic Being the highly trained soldiers that they are, the 

feeling of trying to survive a warzone populated with Marines managed to repel the infantry assault while 

dozens of people with guns who want to see you dead, finding cover from the enemy overwatch. The player's 

we witnessed a game level that took place in a Middle comm then notified him that somebody had spotted 

Eastern urban center. The narrow streets were clogged a Javelin anti-vehide rocket in of)e-0f the 15uildings, • . • 

with rubble, and tall buildings surrounded the squad - apparently left behind from a previous skirmish. Fighti11g- ..... : • 

on every side - all possible staging points for an attack. bis W?-Y to the. rocket launcher, he eventually found a • • i • 

Essentially, it wa~s nigh~ are. The dark sky . . dearline of ~gh: and ".1e weapon to take adva~age 
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of fl As he lifted the high-tech weapon's sight into 
place, we learned that can of Duty's trademark 
'Aim Down the Sights' system translates perfectly to 
modem weaponry; the electronic display of the Javelin 
smoothly moved to take up the whole screen. With 
the target locked, the Javelin fired straight up only to 
come down seconds later right on top of the enemy 
vehicle's unprotected roof, blowing it sky-high. With the 
anti-air gone, the Marines happily radioed in heavily 
armed helicopters to use their deadly combinations of 
chainguns and rockets, effectively ending the fight 

Though the threat was O)ler, our hearts were still 
thumping from the intense fever pitch that the battle 
worked up to. The frenetic pace of modem war, as 
evidenced by the solders' terse communications over 
the comm and cold efficiency with which these war
riors work, is perfectly captured by can of Duty 4. 

It's moments like these that make can of Duty 
what it is. The player is constantly fighting alongside 
allies and working toward a common goal within the 
context of a larger war; you'll never be that Rambo 
character single-handedly mowing down entire enemy 
brigades - not unless you're playing on a difficulty 
level lower than you ought to be, anyway. And through 
it all, you never encounter snags that take you out 

of the experience. The polish is evident even at this 
stage, several months before the game will release. 

WHOSE WAR IS IT ANYWAY? 
To avoid politics as well as get a little more creative 

freedom, Infinity Ward decided to make up a war, 
rather than set can of Duty 4 in an existing conflict 
like Iraq or Afghanistan. 'We wanted an enemy that 
is going to give the player a stand up figh~ • declares 
Collier. "When people hear modem warfare, is that 
driving in a Humvee until an IED [improvised explosive 
device] blows your tire off, then people shoot at your 
Humvee and you shoot back at them and they run 
away? Strangely enough, that's not Infinity Ward-style 
combat So we are creating a robust enemy that 
is going to give the Western powers a run for their 
money. They use high technology just like we do~ 

To that end, a nefarious Russian warlord with ties to 
the mob and old oil money has been written in as the 
main villain. This evil mastermind goes by the name 
of Zakhaev, and he's calculating enqugh to stage a 
bloody military coup in an unnamed Middle Eastern 
nation simply to distract the Western powers while he 
consolidates his ~ in-Rtls5ia, 11"1e story .starts with 



first-recon missions by the U.S. Marines deploying 
to the faceless nation in response to the coup, 
and quickly grows into a massive look at what 
kind of large-scale war would be fought tomor-

seconds long when we saw the game). Here, 
players are treated to a view of the globe that 
zooms out from your previous area of operation 
and back in to highlight the setting of your new 
mission. Jason West, the second face of the 
ruling Infinity Ward triumvirate, explains, "The 
idea here is that you have this global map and 
we' re zipping around from hotspot to hots po~ 
to let the player know - because the story's 
fairly complex - how these things are interacting 
together." 

Though the enemy in Call of Duty 4 has been 
created to be menacing enough to make the 
U.S. and NATO take it seriously, this will be no 
plodding trench-line war. "Sometimes we go 
back in time; we're keeping you guessing like a 
24 episode. We want the player to constantly be 
feeling like, 'I don't know what's going to happen 

When people hear modern warfare, 
is that driving in a Humvee until an 
/ED blows your tire off, then people 
shoot at your Humvee and you shoot 

back at them and they run away? 
- Grant Collier 

row, using today's technologies. Though there are 
probably more theatres to this conflict that we 
don't know abou~ the two that we saw were the 
aforementioned Middle Eastern country and the 
steppes of Russia. 

One way that players will be clued into this is 
through the loading screens between missions 
(which, incidentally, were only around 1 O to 15 

to me n~•• expounds Collier. "We'll do some 
flashback missions where you get to play the 
characters that you're surrounding yourself with~· 

Since the story kicks off with a first-response 
action by the Western powers that be, the player , 
will be part of some of the 11;1ost elite units in the • '.\ ', 
world today. British $AS comq,andos and RUSStaq , . 
loyalists fighting again~ l.akhaev's q-uei ~ -



]Oin the U.S. Force Recon Marines, and though we didn't 
see them in action, we've been told that the SAS will defi
nitely be playable at some point in the campaign as well, 
and we'd be very surprised to find that the Russian loya~ 
1sts won't be too. Given Collie(s teases about flashbacks, 
we can safely assume that these soldiers have a history 
and a narrative voice that is often lacking in war games. 

THE NEW FACE Of WAR 

Having a technologically advanced and highly trained 
enemy on top of the move to a modem setting opens 
up many more creative doors than simply an expanded 
weapons list "\Mien we were doing those World War II 
games, we had all these ideas, and it was like, We can't 
do tha~ they don't have comm systems," notes West 
"We can do those types of things that were impossible in 
World War II games~ The early levels that we saw reflected 
this philosophy from the first moments of gameplay, with 
lightning-quick strikes being made simultaneously by 
special forces troops, armored units, and aircraft working 
in cleadly concert 

"We do want to show the reality of modem comba~ so 
you have much higher-trained people than in World War 
11; says Collier. This is oveMhelmingly evident in the chal
lenges that players face. We saw enemies fastroping out 
of helicopters, using suppression and flanking techniques, 
and applying an the principles of modem combined-arms 
warfare. "It may not be 10,000 guys, but there's some 
tanks, a couple helicopters coming overhead, so that 
support feeling is still there; adds Vince Zampella, the 
third member of Infinity Ward's leadership. And because 
the engine running unclemeath the gameplay is so robu~ 
you can pull off some cra-zy stunts. We saw one scene 
with helicopters zooming in to drop off enemy reinforce
ments via fastrope about 200 meters away. Grabbing an 
RPG dropped by a fallen foe, the player was able to take 
out one of those choppers while its passengers were still 
on the rope, changing the battlefield in a way that would 
have been unimaginable in previous titles. 

We're all familiar with how differently you approach 
a combat situation when you're canying an MPS rather 
~ a BAR. but better nfles are the least of the changes 

in how wars are fought in the new millennium. From 
the example above, it's obvious what access to a Javelin 
rock.et launcher does for a soldier. Similarly, it's much 
easier to take out aircraft when you're packing a Stinger 
surface-to-air missile launcher. Rail-shooting missions 
aboard a moclem, fully equipped AC· 130 gunship result 
in far more destruction via TV-controlled railguns than a 
Jeep-mounted .SO-cal could ever accomplish. 

Call of Duty has always relied on scripted sequences 
setting up objectives that the player is free to accomplish 
however he or she prefers. The modem setting gives 
vastly more freedom to developers and players both. 'It's 
the battlefield from the soldier to the satellite, and every
thing in between; declares Collier. Coordinated assaults 
from multiple squads and support units, cutting your own 
line through enemy fortifications with advanced military 
technology like the Javelin or semi-automatic sniper rifles, 
and defending your own flanks with landmines and C4 
are just some examples of awesome scenarios com
monplace in Call of Duty 4 that wouldn't work at all in a 
World War II game. And the best part is that the hallmarks 
of Call of Duty - massive conflicts, cinematic action, and 
the smoothest gameplay experience possible - are only 
enhanced by CoD 4's new direction. 

UNDER THE HOOD * 
As gorgeous as Call of Duty 4 looks,.there's little 

purpose to the graphit,IT1delity if a choppy framerate 

keeps you from consistently hitting your target, as Infinity 
Ward will tell you. "Being 60 frames per second is really 
important to us. Some people don't think. that there's a 
difference between 30 and 60, but we feel like there's 
an unconscious understanding that when you're at 60 
frames per second it feels more realistic,' enthuses Collier. 
'We push it all the way we can, but we stop at 60 - any
thing that would make it go under 60, we get rid of." 
That's right Call of Duty 4: Modern Warfare should never, 
ever drop below 60 frames per second on Xbox 360 or 
PlayStation 3. 

Beyond tha~ the visuals speak for themselves. Real-
time post-processing effects allow the artists to get in 
and tweak the lighting for each individual scene until it's 
perfect If you look carefully during a mission, you can 
even see that the light quality will vary as you move from 
location to location - one helicopter insertion has the con
trast jacked way up to make all of the muzzle flashes and 
individual conflicts pop off the screen, and then returns to 
more normal mid-<lay lighting once you hit the ground so 
that the player is not distracted during the actual mission. 

The team's attention to detail doesn't stop there. Tiny 
islands of peace can be found in outdoor settings, where 
bubbling brooks sparkle realistically in the sunlight Bullets 
sitting on a table will cast their own dynamic shadows 
from a swinging light bulb. Marines carry flex-cuffs clipped 
to their backpacks that bounce along, as they run. Cloth • 
and skin lack that overly reflective plastic-like sheen that 
can be seen even in great rendering engines like Unreal 
Engine 3. The cumulative e~ect is tha~ this is the most 





• 
photo-realistic video game we've ever seen, and that'~ 
no overstatement. 

Improvements to Call of Duty's underlying technology 
for this installment go far beyond graphics, impressive 
as they are. Depending on the ballistic properties of 

. a firearm and the materiel and thickness of a barrier, 
bullets will be able to penetrate walls and doors to 
damage anything on the other side. Choose your cover 
carefully; you've been warned. The implications of bullet 
penetration on multiplayer alone are astounding. 

Some walls are far too thick or too dense to give the 
time of day to small-arms fire. Luckily, much of the world 
ls physics-enabled to the point that you'll be able to blow 
the hell out of it with high explosives. What do you get 
when you take the 'building" part out of 'sniper nest 
in a buildingr One less immediate threat, that's what 
Of course, this works both ways as well. Holing up in a 
bunker won't do you much good if there's a tank corning 

·' after you - those 120mm shells won't be stopped by 



much, short of a double-walled concrete bunker. niis may 
sound harsh, but it's all in the pursuit of making the most 
visceral and intense war game ever. 

NOBODY FIGHTS ALONE 
niere's no question that multiplayer is a big part of Call 

of Duty 4: Modem Warfare, but Infinity Ward is keeping 
relatively silent on the details. Some tidbits of information 
were available, though, and it's dear that the online portion 
of the game is hardly a tacked-on afterthought After all, 
Call of Duty 2 was the most-played 360 game on Xbox 
Live for over a year and still boasts over 50,000 users 
a day. 

Taking a cue from Ubisoft's Rainbow Six franchise, 
CoD 4 will feature an experience system for multiplayer. 
By performing well, players will unlock new cosmetic 
additions, better weapons, and more. And while the game 
will offer up several preset loadouts, players will be free 
to customize them as they see fit. niere's no reason you 
can't outfit your assault package with a silenced pistol for 
quiet kills and some C4 to deal with enemy vehicles, for 
instance. We also saw an airstrike called in by a player, but 
it's unknown whether that's tied to perks, specific maps or 
modes, or how exactly it's used. 

Weapons and new skins like uniforms and hats are 

hardly the extent of it though. 'Perks" will fit into the 
progression of your avatar as well, offering you advantages 
in combat We didn't see them in action, but the list that 
we saw would imply things like increased accuracy with 
certain weapons. Along with the customizable loadouts, it 
seems that Call of Duty 4 will allow players to go farther in 
making their online capabilities match their playstyles than 
ever before. 

Challenges are another new element to online play. 
Much like Xbox 360 Achievements, these are special tasks 
like 'kill 1 0 people in a row without dying,' though Infinity 
Ward assures us that there will be more interesting and 
creative ones as well (think of Crackdown's car-juggling 
Achievements). niese are separate from Achievements 
and PlayStation Home, and are tied to in-game experience 
points and unique unlocks instead. 

Finally, the team is working hard to make sure that it's 
easy to get in, start a game with your friends, and keep 
playing with them for as many matches as you like, unlike 
some recent releases. From what we've seen, and the 
clear enthusiasm present in the multiplayer team, the 
experience should be smooth from top to bottom - even 
if we don't know exactly what the experience is quite yet 

nie core team at Infinity Ward has been making the 
best war games in the business for the last 10 years. It 
is without reservation that we say that Call of Duty 4 is 
poised to blow their previous work out of the water, both 
in terms of scope and quality. Everything we saw looked as 
epic and amazing as anything we've seen in video games 
to date, from a nighttime search-and-destroy mission 
aboard a storm-tossed freighter to a scene in the Russian 
steppes with some disturbing imagery that suggested this 
foe is as brutal and despicable as the niird Reich ever 
was. Everyone we talked to at Infinity Ward, from the three 
heads of studio to the character animation team, ema
nated an excitement for the project as infectious as any 
developer we've ever met And the experience of being 'in 
the s-,' as they say, was unparalleled. 

We asked West if he was concerned about releasing 
near Halo 3 this fall, given that title's unbelievable levels 
of hype. He merely shrugged his shoulders, smirked, and 
made a noncommittal sound with a twinkle in his eye. 
'You can call us up after you play it,' he quipped. If he can 
be so confident who are we to argue with him? ■■■ 













DS 
The world of The Last Remnant is populated by several kinds of creatures, each with distinctive 
visual characteristics and innate skills. These are the four main races players can expect to 
encounter, both in exploration and in combat 

MITRA: 
Not to be confused with the 
cat-like Mithra race in Final 
Fantasy XI, Mitra are basically 
humans as we know them. 

YAMA: 
Large fish-like beings, Varna 
are incredibly powerful. 
Because of their strength, 
special weapons exist for 
Varna that cannot be wielded 

QSITI: 
11iese small humanoids 
resemble lizards, and are 
particularly adept with magic. 
They are energetic and can be 
found all over towns. 

With four arms and cat-like 
features, the Sovanni are able 
to wield multiple weapons 
and excel in battle. They 
are also the rarest of the 
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How Long Does It Take To Pick Up A 
Eight months - that's how long it took Ubisoft 
Montreal to learn, any,t,1ay. This seemingly 
simple act is surprisingly more complex than it 
sounds. One of the buzzwords in the industry 
right now is biomechanics, or the science 
of studying living creatures' motions. Ubisoft 
Montreal's goal with Conviction is to make 
Sam's interaction with his environment as 
lifelike as possible. 'There is a smoothness to 
the way Sam moves. There is a strong sense 

of analog feel to the control. There is a sense 
of weight transfer. There is a sense of good 
foot contact with the ground. There is a nice 
realistic sense to his motion," says physics 
programmer Eddy Boxerman. Plenty of games 
have interactive environments, but how realistJC 
are they really? Ubisoft Montreal didn't want 
its characters to pick up objects by walking up 
to them then sliding into place before doing 
a presaibed animation. It wanted characters 

with fluid, reallstlC movements. Given the 
complexity of picking up a chair - based on 
its multiple hand holds, multiple positions in 
any environment and vanety of approachable 
angles - Ubisoft Montreal chose to teach Sam 
that action first 

But they didn't stop there. •AJJ the large 
objecls actually stay ,n physics while they are 
in Sam's hands," says Boxerman. "So there are 

passing through walls. Objects 

in Sam's hands will knock over other objects 
in the environment I don't think there is any 
other game out there doing that right now: 
The importance of these features is hard to 
understand without seeing them firsthand, but 
when Sam fluidly grabs a chair from either a 
dead run or slow stroll, twists the object around 
as he lifts it and then repositions his hands for 
the best fit it's dear that those eight months 
were time well spent 













,: Health will be managed with as few 
display options as possible - damage 
will heal between conflicts, but a few 
consumable items can save you while 
you're in the thick of it 

ti The Argo was to be a wedding present 
from its maker to Jason - after tragedy 
strikes, it serves as Jason's only passage 
to track down the elusive Fleece 





While the game's critical path time isn't 
nailed down yet. Del Cao;t1l10 assure\ us that the 
experience will share more in common with its 
RPG cousins than its action relatives 

Most choices in the game will have at least 
three options. One option might please one god 
and upset another. A second choice will do the 
reverse. A third option might compromise. and 
improve each god's opinion of you only slightly. 
While each choice has consequences, none of 
the choices are wrong 
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T 
he announcement of this game is going to be 
super exciting for some and completely off 
the radar for others. Philip Pullman's His Dark 
Materials trilogy, published between 1995 and 

2000, has sold millions of copies worldwide but still has 
yet to daim Hany Potter-like status. New Line Cinema 
hopes to raise the profile on this epic fantasy tale when 
it releases a film based on the first book, The Colden 
Compass, on December 7. Fans of the books have been 
going wild with speculation on how they will be translated 
to the screen [see sidebar]. But perhaps the bigger ques
tion is how to make this world into a fun game. 

Sega has recruited developer Shiny, known for 
Earthworm Jim and games based on the Matrix movies. 
This will be Shiny's first project after the departure of 
founder David Peny and the signing with developer 
conglomerate Foundation 9. "A majority of the core team 
is still intact during [the transition] and we are constantly 

learning how to better bring a film experience to an inter
active formai • says lead designer Dax Berg. "No matter 
how much we love the book, the film, or the universe, 
it is our goal to create the gameplay first, and then wrap 
the narrative of the universe around that. If you try to 
do it the other way you often do not end up with a 
solid game." 

Shiny plans to mix exploration, platforming, stealth, 
minigames, puule-solving, and even some brawling as 
you take control of Lyra's massive bear friend, lorek. In 
the books, Lyra is known for her ability to talk her way 
out of sticky situations, so Shiny is trying to incorporate 
this into gameplay as well. 'We've created a decep
tion minigame within the game which is played out 
in a series of flowing conversation rounds where Lyra 
attempts to win over her opponent by means of persua
sion," says co-lead designer Ken Lee. Players will use this 
against NPCs and enemies alike to obtain information 



and gain access to blocked locations. Aside 
from verbal dodges, Lyra will also physically 
evade captors in minigame form. This makes 
a little more sense than artificially tacking on 
some punch and kick combos. 

Lyra's daemon, Pantalaimon, will be able 
to morph into four different animal forms 
with a quick press of the d-pad. One of the 
forms, an ermine (think weasel), will help 
Lyra balance on ledges and highlight hidden 
paths. The alethiometer will serve as a tool 
for hardcore players to get deeper into the 
game. "Throughout the game Lyra can find or 
come across dozens upon dozens of ques
tions about the world,' says Berg. 'Toe player 
can pull meanings from these questions and 
attach them to appropriate compass symbols 
depending on their current knowledge and 

scope of the world. The more meanings they 
match correctly the easier it is to divine a cor
rect answer which in turn unlocks more areas/ 
aspects, and lore in the game.• 

The Golden Compass will contain 13 differ
ent stages that follow and extend outside of 
the book and film. While the core gameplay 
will remain essentially the same across the 
various platforms, it doesn't mean motion con
trols are out of the picture. 'We will be taking 
full advantage of Sony's Sixaxis controller and 
many aspects of the Wii Remote and its nun
chuk,' says Berg. 

As far as movie tie-ins go, we're definitely 
excited about the potential for The Golden 
Compass. Let's just hope it can deliver to the 
lofty expectations of the constantly growing set 
of His Dark Materials fans. ■ ■ ■ 



W 
hen most gamers think about Spore, the first 
thing that comes to mind is the simulation's 
ambitious scope. Demonstrations of the 
game have illustrated how it follows the 

evolution of a player-o-eated organism into a ·,•,orkl~,m
ning civilization, but even a race of galactic conquerors 
needs to start somewhere. We spoke with one of Spore's 
designers, Chaim Gingold, about what players can expect 
from their humble beginnings as a single cell. 

"Wny would you want to play a game about bacteria r 
laughs Gingold. "We tried to think about, if Pixar were to 
make a movie about bacteria, how would they make it 
cool, appealing, and fun r This philosophy is what gave 
rise to Spore's tidepool phase, a mixture of charming 
visuals and easy-to-understand gameplay that introduces 
the game's key concepts. In many ways, the cell level 
acts as a Morial to familiarize players with simplified ver
sions of Spore's various editors and mechanics. 

'1hink about the original Super Mario on NES," 
explains Gingold. 'Toe first screen is totally blank, but 
it teaches you how to walk and sets up the main goal: 
Move to the right Then you see one goomba, some 

blocks, and a mushroom. This way, players know 
they can stomp things, break blocks, and grow larger.• 
Similarly, the tidepool phase will gradually give players 
the gameplay vocabulary they will need to succeed 
as Spore progresses. At first, it's all about finding food 
and growing larger. Once you figure that ou~ predators 
emerge to teach you how to stay alive. Eventually your 
cell will lay an egg, which gives you the opportunity to 
use the creature editor to make modifications to the 
next generation. 

Despite the fact that the cell level has a definite 
educational quality, it shouldn't be dismissed as an 
unimportant part of the gameplay. Parallels have been 
drawn between this sequence and the classic arcade 
title Pac-Man - a comparison Gingold thinks is fair to 
a limited extent "Pac-Man is about eating the right 
stuff, and not getting eaten. In the cell level, there's 
always someone bigger than you who will try to eat 
you, and always someone littler than you to get." The 
concept may be similar, but remember that Pac-Man 
can't level up or improve, and it's this progression that 
sets Spore apart from the arcade-style titles from which 
it draws inspiration. 

The tide pool is separated into discrete stages, and 
for the last part of the phase players will see a beach 
beckoning in the background. The cell level ends as 

your creation crawls slug-like onto that beach to begin 
its life on land. This is where the creature game 

begins, and while specifics on this phase are still 
unknown, we're pretty sure you're going to want 

to get some legs as soon as possible. •ot 
course, you don't have to add legs," adds 

Gingold. "You can slide around like a slug 
if you want It's Spore.· ■ ■ ■ 
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Ace Combat 6: 
Fires of Liberation 

> STYLE I-PLAYER ACTION (MULTIPLAYER TBD) > PU BUSHER NAMCO BANDAI 

> DEVELOPER NAMCO BANDAI > RELEASE HOLIDAY 2007 

SETTING THE BAR 

N 
o, those aren't photos you're 
looking ai but we certainly 
wouldn't blame you if it 
took you a second glance 

to realize it. Ace Combat has always 
had a reputation for remarkable visu
als, but the move to next-generation 
hardware seems like it's placing the 
franchise in a league of its own. In 
addition to snagging these amaz-
ing new screens, we spoke to the 
director of the game, Natsuki lsaki, 
who filled us in on what's in store 
for the franchise beyond a drastic 
graphics overhaul. 

One major shift he describes is 
the number of NPC characters and 
vehicles in a battle at one time. 
"Advanced Al enemies and allied 
units carry out their missions and 
interact on the battlefield. These 
units react in real time to the player's 
actions creating a 'living' battlefield 
of constant change," lsaki tells us. 
"Imagine a battlefield crisscrossed 
with contrails and missile fire. Bases 
burn as a wounded bomber falls out 
of formation painting a swath of thick 
black smoke, and burning battleships 
fire their final shots." Adding to this 
excitement is the expanded ability 
players will have to command naval 
and ground forces in addition to 
other flight units. 'Various allied units 
actively pursue individual missions 
within the overall war zone," lsaki 
continues. "If the player helps one 
of these units achieve their mission 
objective, that unit will in turn come 
to the player's aid when need be.· By 
building up an array of allies across 
the battlefield, players will conceiv
ably be able to call down massive 
bombardments from ground, sea, 
and air as they confront their most 
difficult fights. 

Xbox Live will play host to an array 
of online multiplayer options. Battles 
Royale offers huge every-man-for-

himself arenas, and a team-based 
version adds additional strategy. 
Another mode has one team 
defending a base that the alternate 
team is out to obliterate. There are 
even plans for a co-op mode where 
players join up for particularly tough 
stand-alone battles against the Al. 

Story-wise, expect another modern 
military conflict in a fictitious world 
analogous to our own - this time 
involving a prosperous world power 
at the tail end of a civil war that 
is suddenly drawn into a larger 
conflict. While it sounds as if there 
will be only one central character, 
you'll learn more about him and 
the world he lives in through seven 
other main characters who each 
have their own perspective on the 
situation. While the realistic graph-
ics continue to push the envelope, 
long time fans needn't worry about 
over-the-top boss fights. According 
to Natsuki lsaki, next-generation 
tech has allowed the team to make 
even more massive and devastating 
machines of war than before. We're 
crossing our fingers for a giant flying 
mechanical squid that shoots light
ning and devours helicopters for fuel. 
That would be sweet. 

Of course, the graphical magic isn't 
to be forgotten. 'We've been able 
to achieve flawlessly detailed photo
realistic sky and land visuals whether 
viewing them from thousands of 
feet up or screaming by at tree top 
level," lsaki points out. "The clouds 
are another graphical area worth 
noting. Things such as large billowing 
cumulonimbus clouds warning of a 
coming storm just couldn't be done 
before." Well, call us impressed. 
We'll be signing up for action soon, 
and we'll let you know as soon as 
we've spent some quality time in the 
cockpit if the game plays as good as 
it looks. ■ ■■ 
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Warhammer Online: 
Age of Reckoning 
> STYLE MASSMLY MULTIP\.AYER ONLINE ROlE-PI.AYING GAME > PUB USHER ELECTRONIC ARTS > DEVUOPER EA MYTHIC 
> RELEASE 2008 

WHERE "WAAAAGH!" IS A NOUN 

A 
nyone who even remotely follows mas
s,vely multiplayer gaming should be aware 
by now that Warhamrner Online: Age of 
Reckoning from EA Mythic promises to 

be the next great player-versus-player MMORPG. 
The minds behind Dark Age of Camelot's excel-
lent realm-versus-realm gameplay have several 
years' worth of ideas to pour into Warhamme(s 
PvP componeni and it looks great (hostile play-
ers even collide, so they can't walk through each 
other!). But what about the rest of the game? IMlat 
about the dragon-slaying that no fantasy MMO is 
complete without? 

EA Mythic's answer to that quesnon comes in the 
form of public quests. These are zone-wide objec
tives that spawn dynamically for different factions 
depending on what else is going on the world (and 
a healthy close of random selection). The twist is 
that public quests are basically scripted outdoor 
raid encounters designed to get people working 
together against a common threai which is tied to 
the 0\/efarchmg war that 1s always going on. 

One example that we saw iOIIOlved the forces of 
Chaos attadong a farming village on the outskirts 
of the Empire. Intrepid wamors that we are, we 
rallied a dozen or so farmers against the enemy. 
At thlS pomi the second stage of the quest began 
with the farmers arming themselves from a nearby 
cache of weaponry. Shortly thereafter, a flood of 

90 

Chaos wamors came charging out of the woods 
and made quick work of the poor saps before 
we could respond and show them who's boss. 
Breaking thlS first offensive triggered the onslaught 
of a massive ogre, who stomped out of the vvoods 
and slaughtered us quite handily, along with e.1ery

one else who came near him for the next five min
utes before storming back into the dark forest 

For our money, these public quests are abso
lutely bnlliant Not only are they somewhat 
dynamic content that add to the fiction of the 
gameworld and make it seem more alive; they 
serve as a great way to get people to play together 
and get to know each other, easing the newbies 
into the social interactions that make the MMO 
experience so much fun. 

We could talk about Warhammer for hours. The 
asymmetry of the factions, where each nation has 
its own dasses and races, is fascinating. The way 
that EA Mythic is allowing tanks to actually protect 
their squishier groupmates in PvP without resorting 
to "taunting' or forced targeting is great And the 
fact that Chaos magi ride around on metal discs 
that are actually transdimensional sharks ( don't 
ask) is ... well ... interesting. Since the game won't 
be out for another year, though, we'll just leave you 
with the knowledge that we think Warhammer has 
the capability to tear us away from WoW when it 
comes out ■■■ ■ This whole island is 

one of the dozens of 
instlnced PvP arenas 
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E 
lectronic Arts' NASCAR franchise didn't make the leap 
to the next generation last year, but the fact that this 
racing series is now making the jump isn't even the 
big news here. The stock car association has started 

using a new car body style dubbed The Car of Tomorrow 
(CCJI), and as NASCAR phases it in this year, it will change 
the way racing is done both in real life and EA's game. 

NASCAR started investigating a new stock body template 
after the death of Dale Earnhardt at Daytona in 200 l, and 
the car features various safety features. In relation to the 
video game, the COT promises more competitive racing and 
greater flexibility in how you set up your car to your liking. 
Overall, the car will grip better due to increased downforce, 
and developer Tiburon says that old-school slingshot passes 
using the draft will be easier. Also, due to the cors reduced 
reliance on aerodynamics for speed, cars out in the front of 
the pack won't be able to dominate as much. 

Players can choose to use the car only in 
the actual races it will appear in this year, or 
they can run the entire schedule with it This is 
just one change to how gamers will approach 
playing the game in NASCAR 08. Instead of 
the old career path where you slowly worked 
your way to the Nextel Cup series, now you'll start out by 
knocking down license challenges (which will also teach 
you the skills and terminology of the sport) to earn contracts 
with big-name teams like Penske Racing. These contracts will 
stipulate a few necessary conditions over the next few races, 
such as averaging a finish in the top l 0. If you complete 
these goals, you'll win a car setup from that team (getting a 
setup from Jimmie Johnson sure would be a sweet advan
tage) and unlock future races on the schedule, so the result 
is you can jump between doing races and getting licenses. 

Visually, NASCAR 08 features real-time time of day 
changes that produce 
shadows and sun glare 
for drivers to reckon with, 
and also a 3D cockpit. 
This allows you to swivel 
the camera around with 
the right analog stick at 
any time and see where 

the other cars are - a useful tool that will augment the 
series' traditionally poor spotter audio. Also at your disposal is 
a customizable, real-time HUD that tells you your tires' temp 
and grip level, degree of banking in turns, and more. It will 
be interesting to see if this HUD gives you enough feedback 
that players will be encouraged to make use of the game's 
40 different car adjustment settings. Most racing games 
aren't instructive enough in telling players why their cars are 
handling the way they are, serving only to scare users from 
tweaking their car setups away from the default setting. 

With NASCAR not scheduled to run the Car of Tomorrow 
full time until 2009, drivers' opinions of the new body will 
likely remain split until teams get more comfortable with 
it Imagine if all its promises come true and we're blessed 
with races where winning and losing come down to who's a 
better driver and which crew chief can make the necessary 
in-race adjustments to find speed. Sounds like that'd make 
for a fun game. ■ ■ ■ 
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Tiger Woods PGA Tour 08 
> STYLE I TO 4-PlAYER SPORTS (UP TO 4-PlAYER VIA PLAYSTATION NElWORK, XBOX LIVE, OR PS2 ONLINE) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON > RELEASE lATE SUMMER 

THE BEST TIGER EVER? 

I t's like we hardly recognize Tiger anymore. First he 
doesn't want to hang out on Friday nights and play 
Crackdown (by the way, Tiger will get Cheetos fingers 
all over your controllers). Next thing we know some 

other dude is wearing the green jacket at the Masters and 
this yeafs Tiger is like nothing we've seen before from the 
series - which is a very, very good thing. 

It's no surprise that Tiger 08 will play much like its prede
cessors and contain its customary modes, but that's not what 
we're here to talk about The series is now being developed 
by Madden makers EA Tiburon, and the studio is busting out 
a sweet-sounding feature called GamerNet. It allows you to 
record your play on any sho~ series of holes, or entire course. 
This creates a dip that you'll upload for everyone to play. 
Players can then go through and play whatever dips they 
wan~ whether it's your amazing 18 holes at Pebble Beach, 
that time you hit the cart path and still bounced it onto the 
green, or some other guy's spectacular back-terback holes 
in one. Think of it as You Tube for Tiger Woods. dips will be 
dassified into five categories, but EA says that the whole 
database is searchable by any number of criteria, and that it 
will add categories after launch depending on what kind of 
content is posted. 

Players can set win conditions for each replay they post. 
and points will be awarded for completion based on difficulty, 
etc. You'll even get double the points if you're the first to 
beat it Two leaderboards will exist - one to track how many 
GamerNet points you've bagged for your accomplishments 
and one for those who actually put the dips up. The latter 
creates a cool 1imes Viewed" bragging right for those who 
consistently come up with the most buzzed-abo~ must-play 
challenges. Since you obviously have to perform the feats in 
your dip before you post it, GamerNet will serve as a stage 
for everyone's created characters. 

GamerNet's flexibility is intriguing because it's an online 
feature that does away with many of the annoyances of 
traditional online play without losing the benefit of being 
plugged into a community where you go up against your 
friends and the best out there. Maybe you just want to kill 
time knocking down some easy dips, or perhaps you'll only 
play those challenges put up by your friends. How you make 
use of the feature is up to you. The only bad thing about this 
whole thing is that - at the time of this writing - EA wasn't 
sure if the Wii version would have GamerNeVGame Face. 
We wouldn't bet on it 

You don't expect Tiger to be very different from year to 

:• previews 

year, and iterations in the series since Tiger 2004 have 
struggled to make as big a mark But if GamerNet can fulfill 
its promise, EA will have shown that the yearly sports grind 
doesn't have to be a jinx, and proven that you don't have to 



W 
hat is lhe Darkness? It's not a 
superhero game. Sure, it's based 
off a comic book, but it was a 
book created to be the antithesis 

to heroes like Superman. Main character 
Jackie Estacado is a mafia hitman who inher
its violent p0Y,'elS on his 21st birthday. It's 
also not a first-person shooter - at least, not 
a traditional one. Sure, it uses the first-person 
perspective, but it's about so much more 
than just shooting guys with guns. Starbreeze 
Studios, the guys behind fan favorite 1he 
Chronicles of Riddick: Escape From 
Butcher Bay, are developing the game 
with their own brand of action that 
incorporates stealth, strategy, and 
some light RPG elements. 

2K Games likes to show this game 
off every few months, and we have 
to admit that it looks a little better 
each time we see it lhis time we got 
to see an area called the Otherworld. 
Two fifths of the game takes place in 
this area, which seems to be a per
verted version of the First World War 

where soldiers fight in perpetuity but never 
die. We saw men who looked like jigsaw 
puzzles because they had been pieced back 
together so many times. 

lhis other world is also where Jackie gains 
some new toys: two guns decked out with a 
creepy supernatural design. lhese weapons 
are able to kill enemies where normal hand
guns had previously been ineffective. lhey 
also use no ammo; instead they function 
as one of Jackie's Darkness powers, and 
like his other p0Y,'elS they are limitless as 

long as he is able to constantly recharge his 
Darkness by staying out of the light 

Everything about the game seems tailored 
to make players feel immersed in a richer 
world. Jackie has a real in-game body that 
casts a shadow, and his darkling minions will 
interact with each other and even cany on 
conversations. Jackie can receive side mis
sions from NPCs, but if he is in full Darkness 
mode or is pointing a gun at them, they 
will be intimidated and can even freak out 
In one rain-soaked graveyard scene we 

witnessed, enemies who 
had moments ago been 
heatedly chasing Jackie 
down begin to run away 
or cower in fear after 

Jackie first inherits the Darkness. 
Other new features we witnessed help 

smooth out the game's storytelling. Loading 
screens between levels have been cleverly 
disguised with character monologues. Jackie 
appears in front of a black screen and pep
pers the game with personal anecdotes; 
we don't even see a loading bar. What 
gives these scenes an added sense of real
ism is that the voice actors were motion 
captured during their recording sessions, 
so the movement of the game's charac-
ters correspond really well with whatever 
they are saying. So back to our first ques
tion, what is lhe Darkness? Our answer: 
promising. ■ ■ ■ 





The Club 
> STYLE l·PlAYER ACTION (MULTIPlAYER TBA) > PUBLISHER SEGA > DMLOPER BIZARRE CREATIONS> REl.fASE Qol 2007 

THE MOST DANGEROUS GAME 

W 
hen it debuted at the 2006 E3, The 
Club was lost in the shuffle of block
buster announcements and next-gen 
fever. Now that the smoke has cleared, 

Bizarre Creations has revealed more information 
about its upcoming third-person shooter. Does 
the studio that cut its chops on great racing titles 
like Project Gotham Racing and surprise hits like 
Geometry Wars have what it takes to create an 
interesting action title? Gain admittance to The Club 
to find cul 

The premise of The Club comes straight out of 
a Van Damme movie like Lionheart. The world's 
wealthy and elite aren't content watching the clean 
competition of modem sport, so they pay astro
nomical amounts of money to join 
an underground organization - The 
Club. This shadowy group operates 
above the law, hosting a network 
of clandestine events featuring the 
ultimate in entertainment - gam
bling, gunplay, and body counts. No 
one knows exactly where or when 
The Club originated, but rumors 
link the underground organization 
to the Hellfire Club of 18th century 
London, the Napoleonic Wars, 
and even to some of the founding 
fathers of the United States. The 
modem day network sponsors 
events all across the world in for
gotten areas like abandoned steel 
factories and war-tom regions. 

Gamers can play though the game as one of 
eight characters, each entering the competition for 
his or her own reasons: blackmail, revenge, or just 
pure bloodlusL Playing through each of the narra
tives will only take six to eight hours, so the replay 
value should be high. 

The Club offers an exciting amalgam of game 
genres. It merges the kinetic pace of a racing title, 
the non-stop action of a brawler, and the gunplay 
of a shooter into its own arcade-like gameplay. 
Each level will play out in two to three minutes, 
placing stress on accuracy, speed, and style instead 
of the cautious approach advocated in many 
modem shooters. 

The Club expects you to kill off your competition, 
so don't expect kudos simply for blazing through a 
level. Instead, emphasis is placed on how you take 
out your prey. Much like the systems implemented 
in fighting games, when you kill your first enemy, 
it activates a timed combo multiplier. The more 
kills you string together, the larger the multiplier 
will grow. If you drop out of a gunfight for a while, 
the combo will bleed away. The scoring system 
also awards bonus style points for pulling off chal
lenging attacks like head shots, combat roll kills, 
and environmental explosions used to kill multiple 
baddies. At the end of each round, The Club tallies 
your overall score, which can be uploaded online 
for comparison to your friends and fellow gamers. 

As you would expect. The Club features a vast 
array of weapons to choose from, including most 
modem guns and explosive devices like grenades. 
The first time you attempt a level, you must com
plete it with the default arsenal, but as you move 
though the level you can collect other weapons, 
which will then be unlocked and available when 
you replay the level. 

Bizarre Creations has confirmed that there will 
be online and split-screen multiplayer for The Club, 
but it is keeping the details under wraps. Look for 
more information regarding this unique shooter 
as we move closer to the late 2007 release 
date. ■■■ 



Wii 

Nights: Journe 
FANDREAM COME TRUE 

D 
ue partially to the facts that it was one of the 
first games to let players explore a 3D world, 
there wasn't a whole lot of competition on the 
Saturn back in 1996, and it was actually a fun 

game, Sega's Nights: Into Dreams amassed a large cult 
following. If you listen dosely you can hear a million little 
fanboy squeals of joy as they read this. Bu~ for some 
reason Sega never went forward with a Nights sequel. 
That all changes later this year as Sega releases Nights: 
Journey of Dreams on the Nintendo Wii. 

Players take control of the ridiculous-looking but 
loveable jester called Nights, and fly through seven 
different environments in a land called Nightopia - a 
fantasyland where dreams come to life. Nights will 
have to use his acrobatic skills to confront and defeat 
the inhabitants of the land of Nightmare, called - what 
else - Nightmarens. We don't know much about the 
story, but we suspect it will stay true to the lighthearted 
nature of the franchise. According to Sega, it will revolve 
around the themes of hope and courage. 

One new gameplay mechanic involves the use of 
masks. In what might be similar to The Legend of Zelda: 
Majora's Mask, Nights will be able to equip himself with 
different masks that transform him and give him different 
abilities. A dragon mask will give him the ability to withstand 
strong winds, for example. A dolphin mask will transform 
him into a dolphin so he can swim underwater, while a 
rocket mask will allow Nights to travel at super fast speeds. 

How the game will control is a big ques-
tion, but Sega has said that it is hoping to use 
the Wii controls in some new and innovative 
ways. Since the original game required Nights 
to do a lot of aerial aerobics, we imagine 
that the Wii remote will end up doing some 

fancy airborne maneuvers of its own. 
The original game didn't have much 
in the way of multiplayer, so we are 
interested to know more about what 
Journey of Dreams will offer since it will 
have some kind of twcrplayer mode. 
Finally, one of the more interesting 
rumors we've heard is that Journey of 
Dreams will work with the Wii's Forecast 
Channel to learn your local weather 
and then change the in-game scenery 
accordingly. Considering most gamers 
play games to escape the weather, 
we're not sure how excited people will 
be about this feature, but it sounds like 
a cool idea. ■■■ 
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Ratchet & Clank Future: 
Tools Of Destruction 
> STYlE I ~YER AC1lON (MUlllPI.AYER TBA) > PUBLISHER SONY COMPUTER ENTERTAINMENT 
> DEVELOPER INSOMNIAC GAMES > RELEASE FALL 

GENOCIDE IN SPACE 

C 
oming off the heels of releasing the highest profile 
exdusive on PlayStation 3, Resistance: Fall of Man, 
Insomniac is oow taking its marquee franchise next

gen for the very first time - except this time the team 
doesn't have the stress of a console launch on its shoulders. 

"Ratchet & dank Future: Tools of Destruction gets to benefit 
from all lessons learned on Resistance and builds 
off of a good tools and engine foundation -

though we are making major enhancements 
to our tools and engine; says creative director 

Brian Allgeier. 'Vve also had a long pre-produc
tion period on RCF - longer than we've 

ever had on past Ratchet & dank games. 
When the team finished Resistance, we 

had many of the levels designed 
and a storyline in place~ 

Obviously, the possibilities for 
what Insomniac can accomplish 

with Ratchet have expanded beyond the 
capabilities of the PS2. But what will it do 

with the extra horsepower? 'We're now able to make much 
richer and sophisticated worlds that still have that stylized 
Ratchet & Oank feel - yet with a much greater dimension; 
says Allgeier. •our surface technology gives us more control 
aver the lighting. depth, and detail, and we believe that will 
give players that feeling of being in a CG-animated movie~ 

Ratchet and Clank are on more of a personal quest this 
time around. Even though the game takes place after the 
previous adventures, longtime fans will finally get to dig into 
Ratchet's origin as he searches a new galaxy for something 
called "The Lombax Secret• This all ties in with a new villain 
named Emperor Tachyon, who is hell bent on killing every 
Lombax in the entire universe, which, of course, includes 
Ratchet "After having completed Ratchet: Deadlocked, we 
realized that we took the series about as far as it could go in 
the 'shooter' direction; declares Allgeier. "For RCF, we wanted 
to put more emphasis on creating a saga and more dosely 
tying ~ to an epic adventure~ 

New wacky weapons abound induding the Groovitron, a 
disco ball grenade that makes enemies dance uncontrollably. 

Ratchet can also toss slimy mines called Plasma Beasts that 
will jump out of the ground when enemies approach and 
tackle them in one big toxic mess. A gun called the Tornado 
Launcher shoots out whirlwinds that can be directed with 
Sixaxis motion controls, leaving the analog sticks free to 
handle the camera and character movement 

Ratchet will explore several futuristic locales like Stratus City, 
a floating metropolis featuring flying cars and creatures. Slag's 
Fleet serves as a spaceport for pirates to restock supplies and 
get into scuffles. Ratchet and Oank must also escape from 
Zordoom Prison, a high-security lockdown for shady creatures 
from all around the galaxy. 

Since this adventure involves a lot of interstellar travel, 
there will be plenty of on-rails space battle sequences. "On 
R&C: Going Commando, senior artist Craig Goodman cre
ated space combat levels and had to make compromises to 
work within the limitations of the gameplay and technology; 
says Allgeier. "Now with the PS3 tech and the fact that the 
experience is more focused, he's been able to create some 
spectacular views of space~ 

Multiplayer is still under wraps, but Allgeier 
promises details soon and would only comment 
on Sony's upcoming Home in general terms 
( complete with a little Insomniac humor). "Much 
like MySpace provides a place where people of 
different interests can share ideas on photogra
phy, music, or fashion design for turtles, Home 
offers the potential for that sense of community 
to be developed for games. I'm sure eventually 
non-gamer related communities will grow too -
hopefully not the kind that are in Second Life 
with those naked people in the clouds~ ■ ■ ■ 





XB0X360 

Tenchu Z 
> STYU 1-l'IAYERACllON (IJPT04-l'lAYERVIAXBOXIM)> PUBLISHER MICROSOFT GAME Sl\JDIOS 

> DEVEl.OPEII FROM SOFTWARE> REUASE JUNE 12 

GO NINJA, GO NINJA, GO 

W 
hen Tenchu first came out on 
the PSone back in 1998, it 
developed a strong fan base due 
to its innovative sneaky action 

and entertaining stealth kill animations. The 
years have not been kind to the series, how
ever. as sequel after sequel failed to improve 
on - or even fix the problems in - the 
original. We recently got a chance to talk to 
Tenchu "l's director Kiyoji Tomita about his 
new Tenchu game, hCYW he hopes to change 
that tendency, and what a studio primarily 
kn= for their mech games thinks it can 
bring to the stealth action genre. 

'The challenge; according to Kiyoji, "was 
finding a balance between action game 
features and stealth features. We kn0'1N that 
people prefer flashier and showier ninja 
moves and swordfights, but we chose to 
focus on stealth and stealth kills.• To this 
end, From Software is hoping for a return 
to the original feel of the first game, but 
with a few notable, and needed, changes. 
The camera, a constant weak point for 
the series, has been reworked - and its 
actually passable. 

Another major change for the series is the 
fact that mainstay characters Rikimaru and 

Ayame are no longer playable. 
NCYW, players get to create their 
CYWn ninja. "Actually, Tenchu Z is a 
special addition to the Tenchu series," 
says Kiyoji. "In the game, the main 
ninja character is the players CYWn 

creation and the story focuses on a 
group of ninjas as opposed to one 
specific ninja, so we decided that it 
would not be suitable for Rikimaru 
and Ayame to be main characters~ 

But there is another reason for 
the player-<:reated characters. 
Kiyoji comments, ·1 decided 

to add character 
creation because 
of the strength of 
multiplayer mode 
on Xbox Live." The 
hope is that fans 
will grow to feel 
an investment 
in their created 

ninjas that is more 
meaningful than 

what they experienced in 
previous games. ,enchu 
fans already have fond 
and vivid images of old 
familiar characters, so I 
did not want someone 
to destroy these images 
by making their own 
Rikimaru who runs slow 

and moves like a newbie.• 
This is the first time that Tenchu fans will 

be able to play with or against up to three 
friends online. Especially intriguing are the 
co-op levels where four people will be able 
to tackle one mission together. According to 
Kiyoji, •it requires good strategy and strong 
teamwork. However, the players can also 
act separately if they want. They can disrupt 
others to get a higher score.• 

Despite its new multiplayer and improved 
camera, Tenchu Z doesn't feel finished. 
In the build we played, the controls, Al, 
and graphics all needed some polish, and 
the new character creation system wasn't 
very deep. Hopefully, these issues can 
be ironed out before Tenchu's release in 
June, because it would be great to see 
Tenchu back on the top of the stealth 
action genre. ■ ■ ■ 
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TimeShift 
> STYU I-Pt.AYER ACTION (UP TO 16-PlAYER VIA XBOX LIVE ANO INTERNET) > PUBLISHER SIERRA> DMLOPER SABER INTERACTM 

> REUASE FALL 

A WHOLE NEW TIMESHIFT " w ait a second? Wasn't 
this game already 
supposed to be out 
by nowr you may 

say to yourself. And you'd be right. 
Four years ago, Atari agreed to pub
lish limeShift for the original Xbox 
and PC - adding an Xbox 360 SKU 
one year later. Another year goes 
by and Sierra picks up the rights, 
canning the Xbox version with 
the intention to release the other 
versions in the fall of 2006. lhat 
date has come and gone without a 
peep, but there has been a hell of a 
lot going on behind the scenes. 

In April 2006, Martin Tremblay 
left his position as head of Ubisoft 
Montreal to become the president 
of worldwide studios at Vivendi 
Games (Sierra's parent company). 
When he looked over Vrvendi's 
lineup, Tremblay saw potential in 
what limeShift could be if it was 
given more time. 

"When he asked me about what 
would we do with another year my 
response was 'Are you f_ing kid
ding? We're seven bugs away from 
submitting to Microsoft!'" recalls 
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senior producer Kyte Peschel. 
"Doing something as radical as 
giving a game another year when 
we were so close to the finish line 
is just unheard oe 

"'Ne had to talk a few people 
down from the roof, but it all 
comes back to sacrifice and dedi
cation; says Peschel. "It is not an 
easy thing to stand in front of 
the team and tell them that 70 
percent of what they created and 
thought was finished is going out 
the window. But ultimately once 
you go back to all the wish lists of 
things we couldn't do because of 
time all the creativity flows again 
and we start kicking ass.• 

Saber has since been tackling 
a laundry list of new ideas and 
changes in focus. lhe shortlist 
includes beefing up the game 
engine, physics, and Al, redesigning 
the first four levels from scratch, 
reworking the entire storyline, creat
ing new characters, adding a new 
vehicle, and tweaking multiplayer. 

But perhaps the most drastic 
change is the ousting of the main 
character. "No more Michael Swift, 

no test pilo~ just you believing 
[you] are the main character," 
says Peschel. lhis also means that 
previously announced Hollywood 
voice talent attached to limeShift 
is now out of the picture. "'Ne 
are in the process of recording all 
new VO for limeshift and believe 
that Dennis [Quaid] and Michael 
[Ironside] did a great job with the 
original vision of the game, but 
we need to take this game in a 
different direction that supports a 
believable universe~ 

Sierra believes that the previous 
version's multiplayer mode was 
the strongest element of the game 
and has left the core mechanics in 
place outside of some balancing 
tweaks and customization options. 
Up to 16 players at a time will 
be able to choose from seven 
game modes spread across 14 
multiplayer maps. 

After seeing the latest screens 
of limeShift compared to previ
ous versions, it appears all of the 
tweaks were definitely worth it 
Let's just hope this is really the last 
round of polish. ■ ■ ■ 
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T 
he sheer sc.ale of Empire Earth has always been the 
franchise's strong point Like Sid Meie(s Civilization, 
Empire Earth lets players experience the entire range 
of human history, from hunting and gathering to the 

craziness of near-future warfare. Empire Earth Ill isn't falling 
far from the tree in that regard; however, developer Mad Doc 
Software is tightening up some of the less-enjoyable aspects 
of the last game's design, going through several months of 
polishing work to make the gameplay as smooth as pos
sible, and dropping in an entirely new take on single-player 
RTS campaigns. 

'Mlile Empire Earth Ill is a fairly traditional RTS 
in the sense that you gather resources, build up 
a base and army, and advance along a tech tree, 
it breaks the mold when it comes to the single
player campaign. Rather than having a set of sce
narios that feature arbitrary limitations on INliat 
you can and can't build, you'll play out strategic 
tum-based campaigns on a globe of the Earth. 
Territories can be built up with improvements 
like barracks, tech can be researched, and RTS 
combat is joined when l1NO opposing forces end 
their turns in the same area. 

The overworld map is fairly simplistic, 
but not to the point of The Battle for 
Middle-earth. Certain technologies give 
powers that can change the layout of 
the board - for instance, the Coup ability 
S1111itches ownership of a territory, though 
it comes along with a fair hit to your 
treasury. Armies can move around and 
assault territories while spies incite revolt. 
gather information, or steal valuable 
tech. Bases that you build in one RTS 

battle will remain there (though not your units, for obvious 
reasons) for subsequent engagements in that territory. All in 
all it's about what you'd expect. but for one cool addition: a 
dynamic mission generator. 

Depending on how the war is going on the overworld 
and what sorts of actions you're taking. you'll be presented 
with missions in the RTS combats that can give all sorts of 
rewards. For instance, helping one native tribe in a conflict 
against another might convince them to rebel against any 
foreign rule in that area. Since there are story trees associ
ated with these goals, you might get another task to liberate 
a sister village from enemy control later on. This system 
changes what missions you get based on what's happening 

in the game, so every time you 
play the campaign - even if you're 
playing the same faction with 
the same settings - you should 
see different storylines and new 
objectives. 

Mad Doc isn't ready to talk 
about the multiplayer aspect of 
Empire Earth Ill yet. other than to 
say that it has "big plans.• With an 
offline campaign that sounds cool 
and the level of polish that we've 
already seen in action, though, the 
Empire Earth franchise is looking 
ready to step into the RTS spot
light with this entry. ■ ■ ■ 



Grim Grimoire 
> STYLE I-Pl.AYER STRATEGY> PUBLISHER NIPPON ICHI > DEVELOPER VAN Ill.AWARE > RELEASE JUNE 

GRIMHOG DAY 

J 
udging from the screens of Grim 
Grimoire, at first glance you might 
think this is another preview for 
Odin Sphere. \Nhile the art style is 

similar in this title - also made by devel
oper Vanillaware - the two games are 
drastically different. 

Grim Grimoire is a 2D real-time strategy 
game, not an RPG. Using adorable elves 
as gatherer units, players will haivest mana 
crystals, which function as the game's only 
resource. Once enough mana has been 
accumulated, you expend it by summoning 
magical creatures to blaze a trail to victQIY. 
Your various thralls come from four schools 
of magic. For instance, elves and fairies are 
available through Glamour magic, while the 
Sorcery school allows you to call demons 
and dragons. 

Apart from the fact that the action all 
happens on a 2D plane, many of the 
gameplay elements are similar to standard 
RTS titles. You create an army of beasts, 
separate them into groups, and send 
them against enemy units. There is a 
rock-paper-scissors relationship among the 
schools of magic (for instance, Glamour is 
weak against Alchemy but strong against 
Necromancy), so it is important to carefully 
select which units take on certain foes. 

Tying together all of the actJon is a fan
tasy story that is hke Harry Potter meets 
Groundhog Day. The protagonist, a female 
wizard named Lille~ is at a prestigious mag
ical academy. After five days, something 
strange happens - everyone disappears. 
\Mien Lillet wakes up the next day, she 
realizes she is reliving those five days again, 
though she retains her memories from her 
first time through. Using those memories, 
the player needs to discover what happens 
to everyone on day five, and what can be 
done to stop it 

It may not feature the comic genius 
of Bill Murray, but with Gnm Gnmoire's 
unique approach to console real-time 
strategy, we're anxious to see hov,, all the 
pieces fit together. We hope the solutiion 
isn't "fall in love with Andie MacOowell," 
because that just ain't happening. ■ ■ ■ 



:• previews 

PLAYSTATION 3 I XBOX 360 I WII I PLAYSTATION 2 I NINTENDO DS 

Fantastic Four: 
Rise of the Silver Surfer 
> STYlE 1 TO 4-PLAYER ACTION> PUBLISHER 2K GAMES > D£\IEI.OPER VISUAi. CONCEPTS (PS3, 360), SEVEN STUDIOS (DS, Wii. PS2) 

> REUASE JUNE 15 

YOU HAD ME AT FOUR-PLAYER CO-OP 

W 
hile the last Fantastic Four movie game 
didn't exactly inspire us with confidence, 
this one is being bolstered by a brand new 
developer and publisher. Our early look at 

the sequel revealed a number of new ideas that could 
make the game a worthy addition to the growing stable 
of Marvel superhero titles. 

The most important shift by far is the indusion of 
four-player cooperative play, allowing players to drop 
in and out at any time. Even when only one player 
is fighting through the adventure, all four of the main 
characters will remain onsaeen. You'll always have 
the ability to switch to whichever character suits 
your current mood, as \II/ell as issue simple squad 
commands to control your other members. 

We got the chance to see one of the early levels of 
the game, set just prior to the \11/edding ceremony of 
Reed and Sue that will open the new movie. In the 
underground rooms \Ille played through, the Fantastic 
Four are investigating the presence of the Skrull, so 
there's plenty of combat to be had with that dassic 

Marvel group of villains. While the repeated tilesets of 
the Skrull's lair weren't very impressive, the prevalence 
of destructible environment set pieces certainly was. 
While playing alone, the camera was zoomed in dose 
enough to notice some great texturing on the four 
heroes, and some well done animations to show off 
powers like Johnny Storm's flaming attacks or Reed's 

elastic punches. Sue's forcefield 
could deflect laser bolts, while Thing 
added the expected heavy punches 
and ground-hitting shockwaves 
into the mix. The coolest combat 
moves were reserved for the fusion 
attacks - unique combination powers 
where the different members would 
partner up to inflict the hurt. 

Another new addition we got to 
see were some exciting flight levels, 
induding the chase through the traf
fic tunnel that made for such a cool 
movie trailer. In the level, the Human 
Torch zooms back and forth through 

cars and trucks in pursuit of the enigmatic Silver Surfer. 
If nothing else, the flight controls seem like they should 
deliver a nice change of pace from the brawling action 
that fills the rest of the game. 

While we'd be lying if we said that Rise of the Silver 
Surfer looks like it's going to change the worid, we 
were surprised by the level of polish present in the 
game areas we played through. While there was no 
sign of the planet-eating Galactus in what we saw, 
we're crossing our fingers that the big baddie will make 
an appearance in both the film and game incarnations 
of this big summer blockbuster. Both ways to find out 
should be available soon; the game is set to accom
pany the movie release this month. ■ ■ ■ 



E 
ven though most of the gameplay content remains 
almost exactly the same as the 2004 Xbox Ninja 
Gaiden and the Black follow up, don't call Sigma a 
remake - at least around anyone from Team Ninja. 

·ot course, we knew that the subject of, 'Is this another 
remake?' was going to come up, and we don't want it just to 
be thought of as that; says director Yosuke Hayashi. "That's 
one of the reasons why we've been so careful in making 
sure that the graphics were up to next-generation standards, 
so we could come in and say, Toe game speaks for itself 
You can tell that it's not a remake. We're shooting for the 
best graphics on the PS3 right now.• 

Outside of updated visuals, 1080p support, and a smooth 
60 frames per second, Team Ninja has added some addi
tional content for fans that know the game backwards and 
forwards. Ryu can now dual wield two large katanas which 
open up a whole new set of combos. As we ran through 
the now-familiar first stage with these 
blades, the new stabbing and slashing 
options felt extremely tight - just 
like a ninja should play. Players 
will also be able to incorporate 
some minor Sixaxis movement by 
shaking the controller to power up 
ninpo magic. 

We were able to take control of 
new playable character, Rachel, in 
a brief mission mode to fight off 
several waves of enemies. Her 
war hammer is slightly slower and 
more powerful than Ryu's quick 
attacks, but that doesn't make the 
beatdowns any less cringe-worthy. 
It wasn't long before we were 

hacking off heads and hooking guys in the chest to toss 
them on the ground. Rachel also uses a grappling hook to 
strike far off enemies, but Team Ninja has not yet decided if 
they will allow players to pull in foes with this new tool. 

Unfortunately, those who are looking to play the dassic 
NES Ninja Gaiden trilogy that was hidden on previous Xbox 
installments will be out of luck. 'We think Ninja Gaiden 
Sigma is the first chapter in the Ninja Gaiden franchise for 
next-generation consoles, so we're not as concerned about 
going back and looking at the history of the franchise -
though we obviously respect those games and the people 
who made them back in the day," says Hayashi. Does this 
hint at a possible Virtual Console release some time in the 
future? Only Tecmo knows for sure, but Sigma should be a 
great way for the PlayStation faithful to finally experience the 
pleasure and pain that is the modem Ninja Gaiden. ■ ■ ■ 
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. =• ... i ... •=. We Play The Crap So You Don't Have To 

Raw Danger 

Our crack (or aackhead, 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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Heatseeker Rayman Raving Rabbids 

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

Cll.Jtstanding. A truly elite title that is nearly perfect in e,ery way. This score IS given 
out rarely and indicates a game that cannot be missed. 

SUperll. Just shy of gaming nifvana, this score is a high recommendation because 
the game reviewed is head-and-shoulders above its competrt,on. 

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

Average. The game's features may YA'.lf1<, 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 receNing this score, many will 
be left yearning for a more rewarding game experience. 

Passable. It may be obvious that the game has lots of potential but its most 

engaging features could be undeniably flawed or not integrated into the experience. 

Bad. ~,le some things may work as planned. the majonty of this btle either 
malfunctions to va,ying degrees or it ,s so dull that the game falls short as a whole. 

Painful. ~ there is anything that's redeeming in a game of th,s caliber, it's buned 
beneath agonizing gameplay and uneven execution in rts features or theme. 

Broken. Bas,cally unplayable. Th,s game ,s so insufficient ,n execution that any value 
would be denved in extremely small quantities, ff at all. 

Seventh Grade: At least it's not sixth grade. 
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Infernal 

Super 
Paper Mario 
Mario is back with the help of Peach 
and Bowser to save the world from 
Count Bleck in this excellent mix 
of platforming and RPG elements. 
Switching back and forth between 20 
and 3D opens up previously unseen 
gameplay options, and the dialogue 
is some of the most hilarious to come 
out of Nintendo in years. This truly is a 
must-own Wii title. 

NO PC GAME OF THE MONTH? 
Due to the complete lack of quality PC games 
this month, we have decided not to issue the 
award in this issue. 

> Concept: \lvhat 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 down? 

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

> Replay Value 

Hip - You1I still be popping this game in f111e years from now. 

Modenlely Hlch - Good for a long whie, but the thrills won't last 
forever. 

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

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

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



Brooktown High 

@ 

Pokemon Diamond/Pearl 
After a string of sub-par spinoffs, Pokemon is finally back in true 
form. Fans are free to catch over 100 new little monsters and trade, 
battle, and chat over the Internet for the very first time in the series. 
Here goes the summer! 

For our newer readers, here is I glossliy of tenns and acronyms that commonly appelf in the llllpline. 
Video game veterans should move along (these aren't the dnJids you are looldns for). 

umrtSU!lablo 
lrit'tora6.Jlls. 

lOIOI -A resolution speafic,ltJon used for Hmv. 
I 080i stands for resoiu1lOn of 1920x I 080 paels. 
The ~• means !hat 1he wleo ,s ber,g mllaced 

CIOp- Prqpess,ve scanrq. ihs opc,on ("p"• 
Pf1lB!l!SSNO), <reales a p,aue "f\al Wll!l dolbio 
lhe scan ines of a """"'1ll0NI rurlaced 
p,aae, 480 (I• netlac.ed). 10 aeate a 
noim1bti sha,pe, mage. The~ mage 
offers t-.;,er p,aue resoiu1lOn and elmnates 
WIUati al molJ0n artJfads l'1 a 640<480 poel 
resouion5e11ro11 

nop-Aresouion~usedb-HDlV 
720p stands tor resoiu1lOn of 1280c720 poels. 
The "p" means !hat 1he wleo • r, progressive 
format 

acliae - A 1erm we use lor games like Devi Mitf 
Cly and \lew1Jfu Joe 

ad INK - A ,ype of ...-eless alMeCIIOn lhat 
coonect5 )00 Wl1h olher players l'1 )'Oll 
immediate IIIOOlly 

advon1un -A1ermweuseforgameslikeMyst 
and Escape From Monkey Island 

Al -Altifiaal In~ Usualy used 10 refer 
10 hoN wel lhe ~ reacts 10 a Imm 
opponent 

bloom - AA effect tha1 smJlates 1he soft, blured 
gm, of bnght light retlea,ng off of sufaces 

-.i - A 1erm we use tor games ike Jeopa,d-/1 
and Mano Party 

eel ......,. _ A 1e<hr,qJe used 10 aeate 30 
rendeiedol,,.aslhalresentlehand-aM, 
anmatlOn eels 

D - 8'arcroc Entor1.lr<nen1 &po. The wolld's 
ialgesl ane1110n forwleogames 

flal,llns - A 1erm we use for games like Mor1al 
Kombat and o..d or NNe 

llnt-,.,ty - A game made by a a,n,de 
marufOCIIR(s l1lemal dMlop<nen1 lelmS 
e,rdus,,elytor<sa.,nsystem 

FMV - FIA Mooon \.ldeo. Usualy reles 10 an 
anrnated er. -

FPS - Frames Per Seccnd. HoN nw,y .-.naoon 
frames happen r, one seaind. Also used 10 
denoce mt-Person Shooce, like Halo, Doorn. 
and (alof D<iy 

- - The frames of nNbOn used ID 
create 1he ikJSIOO of rnoYemenl 
,,_ -A game"s menus and opoons 
GIA -Game Boy~ 
C.C -Gameewe 
HDIV -~ DemlllOn Teleo.tsol 
lnltawdun -A ,ype of ...-eless ameaion 

tha1 uses 1he Internet 10 oonnea Wl1h olher 
players over ~cislances 

- - ~ers 10p doiw1 YlfW, Ike 
SlarCraft or Baku's Gale: Dall<Alara 

1SP-lnlemet5erwr-TheCXIT1)lllYN 
pro.,des)OOv.cl>acass10ftlnlernot 

jlales -c-...,hcal ines 1hac are Jolll&Oll when 
11-..yshoudbt__,. 

LAN - Local Alea NeMm. Cl:lnnectrc <XllT"!M"" 
or CXJnSCles l0gE1f,er wtdwl a smal spac:e 10 
,.,,, ClllMUllClllO\ ~ 1hem. PnMdes 
las1. 5mJUne0US eame1lU'f 

MMC) -Massively~ Orn. Usualy 
applied 10 ~ IJdes, we use 1hs "'"1 to.
games Wl1h perSISlenl, rnulb-user orh worlds 
ike Ew,O.,est and World of waroati 

- Wur -Phncm frames fob, an cqect 
lOgM!lhe..-.,,essionofreaisbc,pe,,d 

NllljoGlidoa_Sipal_....., 
Spodll- -lhel'1ellllllbleW, ..... 
of 1he ongJ1al finatt, we get 10 plirf as 1he 
shopi<eeperl 

.....i...,..-Agrapl,,calledncµ,11 
..t-.:11 a I-Hes ""1 ~ 3D l1lllmallDn, 
~ by~relecqoff lhe~ 15 
,-,appedOIOl.l'ldalow-<esnm,j 

NPC -~ 0waaet Those pecpo 
and aeanres )00 see wandeq aro<nd 

r, games 1hac are no1 ber,g anroled by adlJal 
lunans 

,-tldo~ -llqslike~orsp¥\:s ~.,.,...,,. 
,...._ - A"'"' we use b-..,,.. like Super 

Mano and Crash Bardax,( 

- -\\lien 01,,.as"""""' sudden\' appear, typalvduelDpoordraw<islarn 
P52 -Sonyl'layScaoa>2 
,..... -A"'"1..., u,eb- ....... likeTetnsand 

1'11,ol'llp 
.... -A1ermweu,eto.-..,....ikec;.., 

Tul5lno and Mano Kart 
lll'G-~Game.AsameNIMMS 

maoo,r ~~colecqand 
~ p0111S. A "'"1 we u,e b- games like 
fNI F.-..sy and Xermaet 

..,_ -A term we use tor games like bl,ga 
andC,acius 

-1s -A"'"1weusetor..,....like 
Madden Nfl. 

tlrlilllf - A "'"1 we use tor games like ~ 
Plaloandr.ort-. 
~ - Sornellq mado b-. """"'" by. 

CXIT1)lllY olher than lhe""""'" rnaru.nm 
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In an lllJl1IC twisl. lhe big
gest disaster that unfolds 
in Raw Danger isn't a flood 
orabdalwavew,ping 
out an entJre CMlaalJon, 
It's the game l!Seff Raw 
Danger feverishly m to 
bong out the llllensity of 
IMng through a caladysmic 
ever-. but with laughably 
bad gamepfay, robot-like 
characters, and graphics 
that require wnagination to 
bong to kle, d ends up being 
more of an Ur1U11entional 
comedy lhan an excihng 
adventure. I wanted to get 
mto II, but lhe only thmg 
that kept me going was 
the gut-adung humor that 
Slernmed from 11s poor 
eJeC\Jlioo. There's certainly 
room for a disaster genre 
Ill video games, and al 
mies Raw Danger shows 
lhe potentiaf that this gerve 
could bnng. but R needs to 
deliver more intensity lhan 
finding a YR/ to dry your 
clolhtng.-REINER 

PLAYSTATION 2 

Atelier Iris 3: 
Grand Phantasm 
> STYU I-PLAYER ROlE-PI.AYlNG GAME > PUB USHER NIPPON ICHI > DEVELOPER GUST > RELEASE MAY IS > ESRB T 

PLOT GO DOWN THE HOLE 

I 
've got some pretty serious 
qualms with Atelier Iris 3. The 
story and characters - integral 
parts of any RPG - are entirely 

throwaway, and the mission-based 
structure of the game itself is poorly 
paced and often disjointed. But as 
many second-tier Japanese RPGs 
do, it throws together an engaging 
and complex battle system on top of 
these forgettable elements. 

As is customary for the series, 
this title features an alchemically 
indined protagonist, tum-based 
battles, and cute manga-style 2D 
sprites. It's quite thematically inof
fensive, but beyond that it's got 
problems. Dialogue is stilted and 
sophomoric, the epic conflict that 
the spunky teenage protagonists 
inevitably find themselves in the 
middle of is rather predictable, and 
the characters themselves are about 
as complex as a game of tic-tac-
toe. In no time, you'll be skipping 
through textbox after textbox to get 
back to the battles and exploration 
as soon as possible. 

Atelier Iris 3's 
lone saving grace 
is the way it 
treats dungeon 
exploration. Each 
encounter area 
is explored as a 
whole - you're 
challenged to bal
ance your time 
remaining (after a 
certain duration, 
you' re kicked back 
out to the over-

world), an element gauge that per
sists between combats, item stocks, 
and HP against each other. There is 
no "resting" to recover HP mid-dun
geon, and the timed nature of fights 
means that you're pushed to make 
each encounter as fast and efficient 
as possible. Though most fights are 
individually simple to conquer, plac
ing them within the context of the 
larger adventure zone makes the 
experience vastly more interesting. 

Sadly, once you've conquered ( or 
run out of time in) one of these 
dungeons, you're booted back out 
into the lame overworld. Say hello to 
another half-hour of running around 
and suffering through droning con
versations until you can get back to 
the fun part! 

In order to derive any worthwhile 
enjoyment out of Atelier Iris 3, you 
pretty much have to be a big fan of 
both anime and dungeon crawling. 
The rest of us should spend our 
time with RPGs that have stories that 
add to the experience rather than 
subtract from it.- ADAM 

BOTTOM 6 5 
LINE • 

> Concept: Ofop some stan
dard amme charaa~ inio a 
cl!Ched anime plo1...bu1 wilh 
some pretty cool and original 
battle mechanics 

> Graphics: like Final Faniasy 
TactKS Advance (yes, lhe 
GBA one), but with a ~igh1ly 
higher resolution 

> Sound: The abysmal voice 
acting gJVeS lhe hornd adoles
cen1 scnptwrmng a run for its 
money ,n suckitude 

> Playability: Oo we need lh~ 
many menus? Really? 

> Entertainmt11t The Saturday 
morning canoon plot v.oo'I draw 
anyone with a speck of taste in, 
but an engaging combat system 
has enough meat to it to save 
th~ from total faiure 

> Rtplay Value: Low 

Second Opinion 6.5 

Mix Phiasopher's Ml and 
Meruze waa and you get 
an X-Jar. Combine a stoic 
swordsman v.ith a spunky 
female and you get Alelier 
Iris 3. Lie lhe aldlemical 
recipes it fe.1llres, this game 
follows a prediaable and 
generic formula that quidly 
becomes tedious. The focus 
on fetch queslS and bad
llmlg is asgravaliig. and 
the lelTible 'Alice acting and 
unoriginal characters sink 
any chance lhe game had 
at beilg fun. It stil retains 
a kernel ol lhe charm that 
drew me to Atelier Iris in lhe 
w place. but no( enough 
to curb lhe groans and sighs 
of lruslration. - JOE 



..------n NISSAN FAIRLADY Z CUSTOM EDITION 

• PRICE: IF YOU HAVE TO ASK, YOU CAN'T AFFORD IT 

• 0-60: 3.9 SECONDS 

• 0-100: 7.6 SPEEDING TICKETS 

• TOP SPEED: TOTALLY USELESS IN MODERN SOCIETY 

• TORQUE: ABSOLUTE POWER 

• MISTAKE ON HAIRPIN TURN: CLEAN YOUR SHORTS 

• AVERAGE TIME TO REPLACE INTAKE MANIFOLD: 11 HOURS 

• PAINT: HEY, NOTHING LASTS FOREVER 

• FEELING TO DRIVE: AWESOME (WITH APPREHENSION) 

FORZA MOTORSPORT-2 NISSAN FAIRLADY Z 

PRICE: DRIVE ONE HOME TODAY! • 

0-60: 3.9 SECONDS • 

0-100: 7.6 SECONDS • 

TOP SPEED: 190 MPH • 

TORQUE: CORRUPTS ABSOLUTELY • 

MISTAKE ON HAIRPIN TURN: PRESS RESTART • 

AVERAGE TIME TO REPLACE INTAKE MANIFOLD: 20 SECONDS • 

PAINT: INFINITE LIFETIME WARRANTY • 

FEELING TO DRIVE: AWESOME (WITH EXTRA AWESOME) • 

FDRZLJ 

Mictosott 
gam!f;J(studios• 

Jump in. 

.~ Al'll'IIW moTOii'Si='Oii'T. 

FUEL YOUR FANTASY. 

~~ 
...,. __ - ~ 

•• ✓----~ -

xbox.com/forzamotorsport2 
~ 2007 Mocrosoft Corporation. All nghts reserved M,aosoft. the Mocrosoft Game Studios logo. Fona Moto"pon, Tum 10. Xbox 360, Xbox Lr.1e. and the Xbox logos are 

registered trademartcs of the Mocrosoft group of comparnes The names of actual companies and products mentioned herein may be the trademarks of their respective owne,s 

XBOX 360~ LIVE 



Super Paper Mario 
> STYU 1-PlAYER ACTION/RPG> PUBLISHER NINTINDO > DEVELOPER INTEWGENT SYSTEMS 
> RELEASE APRIL 9 > ESRB E 

NO PAPER TIGER HERE 

U 
ntil now, the RPG based Paper Mario titles 
have remained completely separate from 
the freewheeling platforming Mario games. 
But with Super Paper Mario, Intelligent 

Systems has managed to take the best of both 
worlds and create what may end up as one of the 
top games of 2007. 

Platforming fans will love SPM's infusion of 
action into the main gameplay. Players hold the 
Wii remote sideways in the tradition of dassic N ES 
Mario games as they run through what initially looks 
like a hancklrawn version of New Super Mario Bros. 
Swapping between the four main characters to uti
lize their unique skills is reminiscent of Super Mario 
Bros. 2 (Peach can float Bowser breathes fire, 
etc.). Jumping on enemies is still the most widely 
used attack, while throwing koopa shells, placing 
bombs, and other abilities can be earned 
by recruiting little creatures called 
Pixls. Many people would have 
been satisfied with this throwback 
gameplay mechanic alone. But 
it's the flip to 3D that really blows 
your mind. 

A quick press of the A button opens 
up a completely different world full of 
hidden pipes, passages, items, and 
enemies. As I made my way from 
world 1-1 to 8-4, I was constantly 
impressed with what the level designers 
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accomplished using this mechanic. It was 
difficult enough to attempt to describe how 
to navigate some of the flipping puules to 
my peers; I can hardly imagine the conver
sations the developers had to articulate the creation 
of these new worlds. 

Fans of Paper Mario, Super Mario RPG, and the 
Mario & Luigi portable titles will love the game for 
its RPG elements. SPM features what is arguably 
the best writing out of all these games. Bowsefs 
grumpiness, Luigi's inadequacies, rivals you can't 
help but love, and some of the weirdest NPCs you'll 
ever rome across will have you chudding throughout 
the entire game. The most memorable encounter of 
all is with an obsessed message board fanboy who 
T IVOS sci-fi sho...;s and collects both the standard and 
limited editions of anime DVDs. 

Other RPG traces include damage point list-
ings for every attack, special items with unique 

attnbutes, experience acrumulation, and 
leveling. The items will boost your 

attack or defense temporarily, 
speed up or slow down time, and 

initiate elemental attacks. The 
most entertaining pov,ier-up 

will tum you into a giant 8-bit 
version of whichever character 

,__,,.,, you're controlling at the time, 
allowing complete destruction 
of everything in your path. 

Even though SPM was originally a GameCube 
title, it uses enough Wii features so that players will 
barely notice the sneaky switch. You can point the 
remote at the screen to get more info on enemies 
or objects, shake the remote between jump attacks 
to @ck up style points, or play motion-sensitive 
minigames at the arcade to earn rare items. These 
instances are fun when implemented and don't feel 
gimmicky. 

SPM is not pert~ however. The more characters 
and Pixls you coll~ the more of a pain it becomes 
to keep going in and out of the menu screen to 
switch companions. It would be nice if this could 
have been streamlined somehow (at least give the 
3D flip ability to more characters than Mario). There 
also isn't much impetus to collect enemy cards, 
bake things, or do anything extra since the game 
never gets hard enough to warrant it And after 
beating the game (it takes a little over 20 hours), 
there isn't any significant additional content to keep 
players coming back. 

These complaints are quite minor in the big 
picture, and should not dissuade anyone from 
picking up this fantastic game. Zelda finally has a 
proper suitor to take her out on the town. High 
technicaaaaal!-BRYAN 

BOTTOM 9 5 
LINE • 

> Concopt: Mash up platfom1-
,ng, •~ 20, and 30 into 
one awesome experience 

> Graphi<s: The cartoony and 
~mple look accentuates the 
unique art style 

> Sound: Updated dassK Mario 
themes, quirky new tunes, and, 
of course. pretty much zero 
YOICewOII: 

> Playability: Mer playing this 
game you'll wish Mrf ~de
scroller had a 30 flip 

> Entertainment Hilarious 
wnt,ng, innovative gameplay, 
and pure unbridled fun 

> Replay Value: Moderately 
low 

Second Opinion 9.5 

There are a number of rea
sons thal after all these 
years, Nintendo is still con
sidered the world's best 
development house. Super 
Paper Mario is the latesl 
ewnple. In many WilfS, this 
game ,s a loveable anach
ronism; in both look and 
gameptay, it harks back to 
the 8-and 16-bit games that 
made many of us fall in love 
with Video games. But that's 
not to 58'/ that this is simple 
nostalgia. Super Paper 
Mario's seemingly simple 
concept - giving the player 
the ability to flip between 
2D and 30 worlds - pays 
off ,n leYet designs that 
are noth,ng short of bril
liant The gameplay is just 
as accomplished, blendmg 
RPG elements and classic 
plalfonning action. Th,s fine 
craftsmanship is comple
mented by a vivid, cublSI 
art style and a superb scnpt 
that balances wacky comedy 
w,th a surprisingly touch-
ing tale of love. The game 
lacks arry truly challenging 
boss battles, and a couple of 
levels are more tedious than 
they need to be, but these 
are minor faults in another 
Nintendo classic.-MATT 



Wii 

Heatseeker 
> STYU I-Pl.AYER ACTION > PUBLISHER CODEMASTERS > DMLOPER IR GURUS > RELEASE MAY I > ESRBT 

COOLING OFF 

S 
omething about 
Heatseeker reminds 
me of the Burnout 
series. Maybe it's the 

high speeds, or the cra,:y explo
sions, or the aa,:y explosions 
at high speeds. It could even 
be its creative and fun use of 
camera angles evidenced by an 
Impact Cam, which follows mis
siles as they home in on their 
targets. But as much as I would 
like to call this the Burnout of air 
combat games, I can't 

It's not that Heatseeker is 
bad, it just isn't as polished 
as I'd like it to be. This might 
have something to do with the 
controls. The Wii controls have 
a simplified feel. As you might 
imagine, you point at the 
screen to dertermine where 
you fly. You'll rarely use your 
guns since the aiming isn't very 
tight Instead, the game auto
matically locks on to the near
est onsaeen enemy, and all 
you have to do is unleash your 
endless supply of missiles. 
Something about this combi
nation makes the game feel 
easy when you're kicking ass 

and cheap when you're not 
But that might be more of a 

comment on the Al than any
thing else. The enemy planes 
rarely do much more than 
occasionally send a missile 
your way. The main challenge 
usually comes from having to 
protect some helpless third 
party. It doesn't provide much 
depth and the story is immedi
ately forgettable. 

Gripes aside, this game can 
be balls-out fun when it wants 
to. Tearing through the sky at 
Mach 3 to sink a battleship and 
a couple of subs, then doing a 
180 to shoot down a sky full 
of bogeys gets the heart going 
every time. Plus the missions 
do a good job at shaking things 
up; sure you shoot down a lot 
of waves of enemy planes, but 
they are broken up by other 
tasks. None of this makes 
Heatseeker the best at what it 
does, but considering the lack 
of air combat games, fans of 
the genre might still want to 
give this one a shot.-BEN 

BOTTOM 7 5 
LINE • 

> Concept Arcady air combal 
l\ith simplified Wii controls 

> Graphi<s: Some nice 
lighting effects make lh~ litle 
look good, but !hen you look 
down at lhe waler and wonder 
l\!iat happened 

> Sound: Loud rock; n mighl be 
lhe only lhing lo fly to 

> Playability: The Wii 
controls feel smoolh enough. 
The only annoying thing is 
precision aiming 

> Enttrtainment Solid actJ0I\ 
but isn't very deep 

> Replay Value: Moderate 

Second Opinion 7 

Butt rod:, check. Unliried 
missiles.check.~ 
codenames like Downtown 
and Eyeball, ched. Yes, 
this is my kind of jet fight
ing game. The Wii con
trols translate well to flight 
combat, which f thought was 
impossible after the atro
cious Wing Island. Miswns 
consist of one disaster after 
anolher, i.e. protect a defect
ing enemy agent. protect 
your base from saboleoo. 
or protect your fleet. Did 
I mention there are some 
protect m~ns? Granted, 
a few other tasks exist but 
they all pretty much involve 
blowing up endless WMS 
of planes, ships, and i,ound 
unils. It just gels tiring 
after awhile. - BRYAN 

This is probably the IIIOlt 
eip1115Mandm-locused 
Mollal KombillpneMr, 
wilh ils twse rosier of char· 
~ M!ellrls lilr.ethe 
kart racqpne. and the 
say,blsed Konquestmode. 
lloillMr, this. not be 
the best..,. for lq
tine fans ID pallE ii the 
camaae-1he new addilion 
cl molion Clllllrols WIUII be 
SMJet I I Id lilr.e I was cm
si!1!r1tf able to implemert 
the~ motions. Even 
if the special~ 
l!ICM5 don,-,s wort the 
WI\' I wn them to. I cid find 
thlltlllloli;.mcn~ 
fiebllsand~aisilto 
the mit lhan you mWt nor
malt( see. Also, thelll)liollto 
use a normal aJnlllllerst)4e 
should please lracilionalisls 
lhecorepneilselfisrmt 
for an CMlhaul; it's fine we 
see men respol15M! IIIOllll!
mert and bells aninalion 
from the franchise. In the 
meanline, tlmha¥em· 
llinttbeenW01Sepaitsto 
the'M.--ata 



The Xl>oK 360Vfflion is simi
lar ID a rabbid wei a dump 
of poop SIUck in ils hd's 
still adorable. but playing 
wilh ~ is the last lhing Iha! 
you want ID do. This game 
was originaly designed for 
the Wii. and withoit the 
~ fundionality 
hading the gameplay, most 
of the minigames halle eilher 
lost !heir luster or suffer from 
balancing ~ Ubisoft 
fOll1d a way lo maktal of 
the games work on the 360 
comoller, but l9f didn' 
do rooch in making sure 
that the new hmionaliy 
was fun. Not Mn the token 
Cf1N launding mngame 
can save 1his port Raving 
Rabbids is a~ game. but 
only on the Wti. - REINER 

xeox 360 

Monster Madness: 
Battle for Suburbia 
> STYLE I TO 4-PlAYER ACTION (UP TO 16-PIAYER VIA XBOX LIVE) > PUBLISHER SOUTHPEAX GM1ES > DEVELOPER ARTIFICIAL 
STUDIOS> REI.EASE MAY IS > ESRB T 

100 PERCENT OLD SCHOOL " z ombies have eaten my 
neighbors." exclaims Zack. 
Monster Madness' nerdy 
high school protagonist 

In this one line of dialogue, spoken 
with puberty-piercing teenage angst. 
this game is perfectly encapsulated. 
It's a spirited throwback to the 16-bit 
heyday, and an outlandish adventure 
that oozes camp. 

Fans of Zombies Ate My Neighbors 
and Ghoul Patrol will certainly feel 
at home with Monster Madness' 
mindless button mashing, zany 
storytelling, and uncanny ability to 
turn your world upside down in the 
most unexpected of ways. The scope 
of the game is as basic as can be: 
use excessive force to annihilate 
everything that moves - even the 
cat-loving granny that only wants to 
smother you in kisses. 

Since this is a tale of suburbia over
run by an unexpected zombie attack. 
weapons are not easy to come by. 
As you jam on buttons to keep the 
brain-eating horde at bay, you'll also 
be tasked with scouring the environ
ments to find parts - such as metal 
shafts and screws - that can be used 
to manufacture makeshift weapons. 
Leaping to hard-to-reach rooftops, 
knocking over garbage cans, and 
veering off the beaten path to find 
these parts gives this simplistic hack 
n' slash game an engaging RPG-
like quality. 

Whether you are brandishing a 
razor-sharp axe or a high-powered 
shotgun, Monster Madness' combat 
functionality is handled quite well. 

The character movements are swift, 
the weapons have a nice bite to 
them, and you can even change to 
an over-the-shoulder view for long
range assaults. Thanks to these fluid 
controls, you can really get into a 
zombie-killing groove. 

Even if you have the most pow
erful of weapons in your arsenal, 
however, Monster Madness' sim
plistic gameplay can be incredibly 
frustrating. It would appear thai in 
drawing inspiration from the games 
of old, developer Artificial Studios 
picked up some bad habits along 
the way. One-hit deathtraps and 
a low number of checkpoints are 
a bad combo - especially when 
all of the time you spent exploring 
levels to collect parts is lost Poorly 
executed vehicular segments further 
complicate matters. The game also 
struggles with its multiplayer support 
Shoddy camera tracking makes the 
four-player offiine co-op (not sup
ported through Xbox Live) more of 
a mess than anything. The array of 
Xbox Live versus modes don't do 
much to bring out your competitive 
spirit, either. 

In putting a smile on the faces of 
nostalgic gamers, Monster Madness 
also gives them a black eye with its 
maddening stretches of gameplay. 
Games like this are definitely 
needed, but the quality really has to 
be there to match the historic theme. 
It's well worth a look. but go into it 
knowing that it offers some problems 
that you thought that developers 
destroyed years ago.-REINER 

BOTTOM 7 5 
LINE • 

> Concept A flashback 10 1he gold
en age of camfll' zorrbie games 
that delivers excelleni garneplay, but 
questionable design decisions 

> Graphla: Pl¥ici accompany 
nearly ever'{ rtem in 1he enviroo
menL and a wide array of ligh1ing 
effeas are used 10 add a hint of 
realism to 1he com,cal setting and 
creatures 

> Sound: The roanng soundtrad 
accompanies 1he actioo perfectly, 
W the IM!r-che-top teenage voices 
~eon your nerves 

> Playability: This is a game of 
oorKtop aclJOn. The franllC button
mashing battles are nicely thought 
otA and perfectly balanced 

> Entertainment rs lengthy and 
challenging. but in some instances 
challenging due to bad garneplay 
design and not a diffKUh boss 

> Replay Value: Moderate 

Second Opinion 7.25 

Monster Madness is a 
charming game, filed wei 
goofy lunar and a siltf, 
8-mcMe Vibe lhal make it 
-, to root for. Al heart 
it's an olckchool top-down 
hlNI, so don,WOIIY)W· 
self wei !1ralegy. Just pl 
one of the four characlffl 
and go at it. The game's 
comic weapons are a lfflllt 
of fresh air for lhc5e of us 
sick lo death of D&O. 
hadt n' slash. and a oomber 
of vehicles and minigames 
add lo the variety. Sacly, 
like the cheesy '805 rncNies 
it's modeled on, Monster 
Madness is rough around 
the edges. The gameplay 
can be quite sloppy and 
fruslrating at times, a prob
lem 1101 helped 17( the poor 
chedipoint 5,y5lem. Stil, lhis 
has "sleeper hit' Wl1ler1 al 
CMJit.-MATT 



XBOX 360 

Command & Conquer 3: Tiberium Wars 
> STYLE 1 ·PlAYER ACTION (UP TO 4-PlAYER VIA XBOX LIVE) > PUB USHER ELECTRONIC ARTS > DEVELOPER EAlA > IIRfASE MAY 8 > ESRB T 

THE BEST CONSOLE RTS YET 

I 
f you want to see PC gamers topple over with 
laughter, tell them that you enjoy playing RTS 
on console. Given just how poorly this genre 
has fared in this venue over the years, you 

may find more believability in someone saying that 
they would jump at the opportunity to play World 
of Warcraft on Nintendo D5. The idea of playing 
RTS on console may not compute with the PC
savvy nation, but it is something that Electronic Arts 
is slowly transfomiing into a reality. 

The company's Xbox 360 port of The Lord of the 
Rings: The Battle for Middle-earth II demonstrates 
a viable approach to replicating the swift and 
complex play of an RTS on a console controller. 
In the Xbox 360 port of Command & Conquer 3: 
Tiberium Wars, this formula is further advanced. 
The PC version still has an edge in terms of user
finesse and sheer speed of play, but the fact that 
it's just 'an edge' shows just how far EA and the 
RTS genre have come on console. 

Part of this game's success rests on its simplistic 
design. RTS fans can rant all they want about how 
it doesn't come dose to offering the same level 
of micro-management found in Starcraft. or the 
genre-bending innovations that made Company of 
Heroes such a hit, but in its simplicity, Command 
& Conquer 3: Tiberium Wars delivers one of the 

greatest single player campaigns in all of RTS. 
From the moment that you deploy your first 

unit, you can't help but find yourself completely 
engrossed by this epic war. Kane, the leader of 
the religious cult. Brotherhood of Nod, is once 
again making his bid to purify the planet through 
bloodshed. As the Global Defense Initiative keeps 
this madman and his forces at bay, a greater 
threat. the biggest one to ever grace this planet. 
arrives from the far reaches of space. In the midst 
of another World War, mankind is also faced with 
combating a hostile alien known as the Scrin. 
Outside of Darth Vader showing up w,th his Death 
Star, this battle really couldn't be bigger or more 
entertaining to watch. 

Rather than reinventing Command & Conquer 
for a new generation of gamers, Tiberium Wars is 
clearly designed for the series' fans. The complex
ity of the game hasn't changed in the slightest 
In typical C&C fashion, you don't out-think your 
enemy or out-maneuver them, you just crush 
them with pure force and the largest number 
of units that you can frt on screen. As much fun 
as it is to build unstoppable armies, variety can 
be found in varied mission objectives. A good 
example of this is the stage that takes place in a 
rundown and nearly demolished base. You must 

hold this ground until 
reinforcements arrive. 
What makes this feat 

tricky is that you have to manage the power grid. 
Not every structure in the base can be online 
at once, so you'll have to rotate between base 
defenses and building. Missions like this one will 
make you sweat profusely as your unit numbers 
dwindle or a timer nears zero. 

The intensity that accompanies each mission 
is matched by amazingly intuitive controls. Menu 
navigation and field maneuvering are as swift as 
can be. Unlike Lord of the Rings, you never really 
feel like you are fighting against the game itself. If 
you can handle an Xbox 360 controller correctly, 
everything clicks together perfectly. You can even 
tweak the cursor magnetism and scroll speed to 
allow a higher level of precision in your tactics. To 
say something that has never been said about an 
RTS on console, this game works remarkably well 
on the controller. 

Tiberium Wars is also quite potent online. Seige 
mode is a serious struggle of skill, and there are 
some great maps for King of the Hill, Capture the 
Flag, and Capture and Hold. I didn't think I would 
enjoy using the Vision Camera during play, but 
seeing someone's reaction as you drop a nuke on 
them is as priceless as seeing a newborn baby. 

Command & Conquer set the RTS genre ablaze 
way back in the day, and now, after a stellar show
ing on Xbox 360, it is leading the RTS charge 
on consoles.-REINER 

BOTTOM 8 5 
LINE • 

> C-opt: It achieves what 
was once ihought impossible: 
bringing inlunive RTS conirol 
10 console 

> Graphics: An OUIStanding 
spectacle for HOM, and a bit 
of a blur for SDTVs. It's stin 
playable on SD, boi ihe smaller 
lexts are hard lo read and ihe 
line unn detailing is lost 

> Sound: The in-battle narra
tion is fanlastic. and the bass
heavy soundtrad keeps you on 
yourtoes 

> Playability: The conttoller 
doesn't replace ihe keyboard 
and mouse, but ihe gameplay is 
ialored perlectly to n 

> Enttl1lllnment: Home lo 
three huge campaigns, amazing 
multiplayer, and some of the 
worn live action ortscenes ever 
produced. See Sawyer from 
Lost and Sharon from Balllestor 
Golocrico make complele fools 
of themselves! 

> Replay Value: High 

Second Opm1on 7.75 

I have noll1in8 but love 
for Commancl & Conquer, 
and EALA's console RTS 
intelflce (15 plevioustf 
seen in The lllllle For 
MiddlMirth II) IS head 
and shouldffl al>CM p!evi
ous attempl5 at adapting 
the genre. ~ something's 
missing here, something 
that didn1 Im me in the 
PC Vfflion. It's the frustR. 
lion of UVin8 to use the 
unusable 360 cl-pad to 
naviplethemeoos.ll's 
the commands I ,ve that 
gel "1len by I framer. 
ate that lilies to lq down 
whenever there's I baafe 
onsctten.k'sthefldthlt. 
IS good IS lhe conlrol 
sdlelntis, it'spngk>tMe 
--mondls ol practice before you C.111 relilbly 
pull off IIIY strllelY more 
compliclled thin 'build I 
bunch oltris and Slellll
rol the CJA)05ition. • It's 
Ill of these iuues gelling 
together to irritate me by 
pulling just enouah ol I 
barrier belwftn the plans 
I map out in my head for 
crushing my enemies and 
seeing them play out on 
the baalefield. I can't find 
the sily-slnoolh polish 
that was ftiderllMl'f' 
where11thePCvmion 
of C&C 3 anywhele here. 
Wilhoul 11111,, lhis is just 
IIIOther RTS The pme was 
already fialt Oii 11111M-
1ion,and1fess.hn-slel-
llr pr'5elUtion of tired 
ideas isni lnythins to gel 
excited CM!l'.-AlWI 
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PC 

Infernal 
> STYLE 1-l'IAYER ACTION > PU BUSHER EIOOS > DEVElOPER PIAV\.OGIC > RELEASE MAY 8 > ESRB M 

MORE LIKE DIABOLICAL 

I 
nfemal opens with a moderately embarrass-
ing rutscene depicting the main character 
having lunch with a comely blonde. Here, the 
player learns that Angry Guy With Tattoos And 

A Goatee (the protagonist has a name, but this is 
how you1I remember him) has been kicked out of 
Hec111e11's army for unspecified infractions. After the 
cinema ends, the next order of business is slaugh
tering a few dozen of your former friends who are 
attadong you for unexplained reasons. Following that 
an agent of Lucifer offers you a job working for the 
bad guys, which you accept for no better cause than 
"why the hell not• as far as I can tell. After that the 
experience starts really heading downhill. 

The basic gameplay of Infernal consists of mixing 
up third-person shooting action with supernatural 
devil-granted powers and environmental puules 
while telling a story about morality, God, and the 
devil. Each of these elements is bad and nowhere 
close to fun, but to the develope(s credit they fail in 
varied ways. The most spectacular is definitely the 
broken action, though. 

The majority of your time with Infernal (may it be 
short, for your sake) is spent gunning down goons 
in the employ of Heclllel1 with one of a small hand
ful of weapons. Despite the fact that their Al is very 
basic, these suckers are decent shots with their own 
weapons and they tend to come in packs, so Angry 
Guy is blessed with the ability to hide and blindfire 
behind cover as well as roU in any direction. Well, 
theoretically he is, anyway. In all my hours with the 
game, I could not for the life of me get the cover 
mechanic to work consistently, which strips almost 
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the entire strategic element out of 
the combat The roll-flip isn't inte
grated into Angry Guy's movement at all, either, so 
you're looking at about a second of stuck-still anima
tion time on either side of the maneuver - which is 
a really bad thing when there are five or six dudes 
unloading SMG dips in your direction. 

Your small array of powers - a hell-charged shot 
that is cool but awfully tough to use in an actual 
combat situation, "infernal vision· that lets you 
see and collect health and mana powerups but 
doesn't let you shoot while it's active (yes, you read 
that right), and a five-second teleport that is com
pletely worthless outside of a bare few puules - is 
supposed to make lnfemal's gameplay unique. 
Unfortunately, none of them are implemented well 
enough to be incorporated into how you play the 
game. They're all so cumbersome to activate and/or 

use that they' re strictly relegated to specific sections, 
like when there's a security console behind a locked 
gate that you have to teleport to, or a crumbling wall 
that a super-shot can break down. 

On top of all this, most of the puules and boss 
fights either don't challenge the player at all, like the 
above example, or have solutions so arbitrary that 
they don't make sense. A few are noteworthy, but 
having one interesting encounter every two hours 
during this strictly linear adventure isn't going to 
convince anyone to play this game. Angry Guy is a 
cliched dud of an antihero, and the storytelling is 
dumsy at best I love the subject matter (see my 
rabid Buffy the Vampire 5/a;'er fandom), but Infernal 
does nothing to take advantage of it - or be a fun 
game in its own right-ADAM 

BOTTOM 4 
LINE 

> C-opt: Sign on wrth the 
f01ces of Hell and fight the 
war raging between angels 
and demons on our very 
own Earth 

> Graphics: Enemy models 
look awfully ahke, but that's 
the only bad thing you can say 
about lnfernal's visuals 

> Sound: Vokeovffi are unin• 
tentJOnally hilarious at times. 
Not much else to say about 
the nondescnpt aud10, really 

> Playability: Imagine play
ing a cover-based game like 
k1ll-™1ch with a broken c<Nef 
mechanic. Congrats. you've 
JuSI 1mag1ned playmg Infernal 

> Entot1alnmt nl: Clumsy 
puzzles and bad shooting. 
only 539.991 Go buy yourself a 
lllCe steak instead 

> Replay Yalut: Low 

Second Opinion S.S 

lrtlenal plays out like a 
second-late comk book 
adapted into a canceled Sci 
Fi Channel pilot. Bogged 
down wtlh B-movie dia
logue and tons of cliches, 
Infernal would haW! ben
efited greatly from an intro
ductory writer's workshop. 
The gameplay suffers a 
similar pligh~ as it's bor· 
ingly focused on repetitNe 
actions hke eliminating 
•,:- amount of enemies 
from an area and finding 
keycards. The shooting 
mechanic feels dunky at 
besl, and the broken cover 
system often fails to leave 
you, well, covered. Like 
a game out of the '90s, 
you're never given enough 
ammo to make it through 
your mission, so you must 
haNest extra dips and 
weapons off your enemies 

along the W8'f Wilh all the 
tedium thts game deliv-
ers. it's easy to forget that 
you're participating in 
a dassically hackneyed 
SUUggle of good versus 
evil. rm sllll undecided 
as to if this is a good or 
bad thing.-BE_RTZ _ __, 



NINTENDO OS 

Touch the Dead 
> STYLE I ·PLAYER ACTION (2-PLAYER V1A AD HOQ > PUBLISHER SECRET STASH GAMES 
> DEVEIDPER DREAM ON STUDIO > RELEASE JUNE 5 > ESRB M 

BREAKING THE ZOMBIE GAME MOLD · 1 n most zombie-infested games, the player 
is allotted more than enough time to cycle 
through his or her arsenal to find the most 
painful means of downing the brain-eating 

assailant. As they slowly stumble toward you, 
moaning incoherently, one usually thinks "I bet 
I could de-limb this zombie before it even gets 
within five feet of me• or more commonly "Oh 
man, I am totally going to rifle butt this zombie 
in the face, and then when he falls, I am going 
to step on his head!" Zombies are very much 
video games' fleshy punching bags. 

In Touch of the Dead, the undead legions 
attack from all angles and in great numbers. 
What makes this zombie game different than 
the others is that the user doesn't control the 
movements of his or her character. The action 
unfolds on a pre-determined path. All you are 
tasked with is firing the gun. Now, this may 
seem like a cakewalk. Just pointing the gun at 
a sloth-like enemy seems like the easiest chal
lenge ever devised for a video game. What you 
would imagine to be headshot city is, in reality, 
the most challenging zombie game to come 
along in quite some time. 

As the zombies struggle to walk, their heads 
jerk about violently, making it an incredible test 
of skill to place smoldering steel between their 
eyes. One slight targeting miscalculation likely 
leads to a zombie breathing down your neck. 
Since the game is designed like a shooting 
gallery on rails, developer Dream On Studios 
was able to balance each encounter to be as 
difficult as can be, but also entirely passable if 
the player is on his or her game. Whether it's a 
group of five zombies approaching from 10 feet 
away, or two zombies attacking at close quar
ters, every shot counts. A wasted bullet usually 
means a loss of life. 

The fevered gunplay is sharply executed, 
and each new stage continues to throw new 
curves at the player (such as zombies remov
ing and tossing their heads at you), but these 
challenges are almost too hard. The life you 
have at the outset of play must be preserved 
throughout the entire game. Once your health 
is depleted, it's game over. Progressing through 
the game relies on the player's 
ability to maintain a base of 
health between each level. This 
becomes quite the feat when 
you go against a boss that tears 
you to shreds. 

This is a game that every 
zombie fanatic could love, but 
only the hardest of hardcore 
gamers can excel at-REINER 

BOTTOM 7 
LINE 

> Conc,pt: A painfully difficult 
rail-based shooting gallery that 
transforms video game cannon 
fodder into the most challenging 
of adversaries 

> ("aphi<s: The zombies, in all 
their decomposing gkxy, ioof< 
greaL but the start environments 
do little to inspire fear 

> Sollnd: Nothing to rt other 
than the sound of a g1Jn bamng 
and zombies gr!7Mong 

> Playability: Tapping the 
screen has never been more 
skill-based Of stressful. You won'I 
believe how quickly you fire 
off rounds 

> Entertainment: It's strictly 
designed for hardcore gamffi. 
The insanely difficult challenges 
will brutalize everyone else 

> Replay Value: Low 

Second Opinion 6.2S 

I like a good liglt goo-st,le 
!lilll' as rrudl as 1he next 
~. but somethllg aboll lhe 
forrrula IS lost in translation 
v.flerlyourM!aponofdioice 
is a tiny stylus ralher than a 
hefty pislol The 9tf rm
lJl5 of tlis honiltf named 
!lilll' area blast - taking 
out zombies widl a touch 
screen tap to !heir moaning 
headsisimenialllysalisfy
ng. The sensalion is short 
liYed, lhris to a faiue to 
evolve 1he forrrula as the 
game rncM5 '-d The 
paper-lhin smry of an escap
ing prison ivnale certainly 
doesn1 ~ mall!rS, llOI 
does 1he pool1y inplemented 
difficulty balancing. Poinls for 
cool COOO!JJI here, but lhis is 
a brief dislraction more than 
a k1Hied ni;1 widl 1he 
living de,ad.-MIUER 

:• reviews 

PSP 

Brooktown High 
> STYLE I-PLAYER SIMULATION> PUBUSHEI KONAMI > DEVEi.OPEii BACKBONE ENTERTAINMENT > RELEASE MAY 22 > ESIB T 

THERE'S A REASON WHY NERDS DON'T DATE 

N 
o matter what social circle 
you fall into, Brooktown High 
is a place where anyone 
can find love. After creating 

a male or female character, you are 
tasked with leading a horny teenager 
through his or her senior year. In addi
tion to flirting with everyone that you 
talk with, you will also have to perform 
well in school, apply for college, and 
find a job that can fund your dating 
ventures. \Mien you have some 
downtime, you can play some video 
games in your bedroom. 

From a glance, this may sound like 
a dose approximation of a teenager's 
life. It's not until you spend a few 
hours raising your flirtatious charac-
ter that you realize just how flawed 
Brooktown High's dating is. Teenagers 
are rebellious and obnoxious, but in 
this school, they are mostly predict
able. To woo someone into liking you, 
a gift might help, but you mostly have 
to say the right things. There's a fair 
amount of guesswoik involved in this, 
but if you fail miserably, you'll likely be 
given a second, third, and umpteenth 
chance to correct your mistakes, as 
the game is incredibly short on dia
logue. Scoring with the hottest girl in 
school boils down to simply memo
rizing the responses that tickle her 
fancy and repeating them throughout 
the course of the game. 

On the periphery, all of the school
work that must be done is handled 
for you. You just 
have to dick on 
your desk to studly, 
or enter one of 
the classrooms 

allotted a few minutes to talk it up, 
then you head to class and the day 
ends. If you are fruitful in your flirta
tions, you'll have the chance to set up 
a date - which is as simple as picking 
where and when. To score points at 
the beach, you'll need to dress appro
priately in a swimsuit Having a nice 
body also helps (which you can gain 
by going to class, or playing the DDR
like minigame in you room). You can 
also go to the mall, hang out on the 
bleachers, attend one of the school's 
dances, and to really light the fires, 
spend time in your bedroom. 

Once you know the path to your 
soon-to-be lover's heart, it's time 
to make the next move. It's time 
to make out Rather than showing 
these teenagers going at it. the game 
transitions to hilarious montages of 
live action footage. If your counterpart 
enjoys the kiss, you may see a video 
with a stoplight turning green. If she 
doesn't you will likely see something 
along the lines of a snowboarder face 
planting a mountain. 

Brooktown High is a place where 
you want to spend a good deal of 
time, but the barebones gameplay, 
repetition in conversations, and 
fact that most of your success 
relies on exploiting these elements 
sucks all the fun out of this dating 
game. Its heart is in the right 
place, but it doesn't have any style 
or substance.-lEINEII 

in school. There 
really are no extra
curricular activities 
in this game. 
\Mien you arrive O Clllret ff l#l/ld O IMf 

at school, you are 
Ir to,., old HW ,_,_., 

BOTTOM 6 75 
LIIH • 

> C--,t A datl1g game that 
sets the stage for deep rdaooo
~ but c1oesn, offer~ 
SLOstance to fulfil the e,perience 

> rn,llks: The kissingldoi,g it 
moooges lit the tone of the game 
perfedtf. The dlaracter models 
¥e also top notch - abwlg the 
player to gauge readlOlls by 1he,r 
faoal e,pressions 

> Soat Spoken <ialogue is 
abmd.n, and the SOlJdrad 15 
perfea for the art of S<renading 

>...,_.,,There aren't 
nearly enough aaMties o, 
dialogue to truly Gl!)Cu'e the spira 
of the game 
,._ .....,, ? lt'sdifferent 
than everything else out the!', 
but « is highly repetitiye and lack
ing in challenge 

>..., Ya: Moderalely 
low 

Second Opm1on 6.5 

Vttien scholars d1he flue 
start apsl¥11g 1he label "John 
Hu;1esiarl." l!IOobown High 
wil be 1he first game cm
sified as such. The students 
are~armetypes. 
1he dialop is dleey, and 
you are judged by a llide 
an/ff of superficial aieria. l's 
charming, bit ~too 
shalow. The social OIJlions 
are paper lhin - a fact the 
game arltes5lyCIMl5 up by 
severetf lmiting 1he tine 
you have to irteracl wilh 1he 
opposite sex. • you manage 
to lild a dale. you'll! in b 
• - 1he dips that play 
._you'll! rr,,iig to 9!2 
aclion are lllilonnly hiari
ous. ~ . l mosdy 
~ 1he train wrl!dt and 
sports bllllders IIIOlfil&l5. 
especiatf on prom ni;1t. 
Of al 1he girls in 1he pme, I 
OOllted 1he lesbiarl.-JOE 
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NINTENDO DS 

Etrian Odyssey 
> STYlE I-PLAYER ROLE-PLAYING GAME > PUBUSHER ATLUS 
> DEVELOPER ATLUS > REllASE MAY 30 > ESRB T 

A MERCILESS ANTIQUE 

T 
here was a time when 
I couldn't even play a • 
game without a piece 
of graph paper by 

my side. In classic dungeon 
crawlers and text adven-
tures, knowing your precise 
location often meant the 
difference between life and 
death. Despite the advent of 
auto-mapping technology, 
Etrian Odyssey attempts to 
go back to these ancient 
conventions - but it loses the 
nostalgic charm along the way. 

Using the touch screen to 
draw and notate your own map 
is a fun and natural fit for the 
OS, but the game built around 
this function is clunky and unfor
giving. Making players do boring 
fetch quests in areas they've 
already explored isn't a good 
way to keep them hooked. Don't 
count on the story to keep you 
going, either; since you create 
all of your characters, and they 
are totally interchangeable and 
anonymous. I had to give my 
party members names like 
"Fight" and "Heal" just so I could 
recognize who should do what 
in battle. 

If you have fond memories 
of the hardcore dungeon
crawlers from long ago, this 
title recreates that experience 
well. I have nothing against 
games that hearken back to 
old-school sensibilities, but 
Etrian Odyssey just feels like an 
outdated game that snuck onto 
a modern console.-JOE 
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BOTTOM 6 
LINE 

> c-opt A return 10 1he cold 
and lonely days .,!,en games 
didn't really want you to succeed 

> Graphics: Generic character 
portrait; and ugty ernironments 
fail to be charming 

> Sound: Unrerna~ble 
(though not bad) an around 

> Pl,ylbility: A high diffiru1ty 
and lots of repetition aren't big 
selling points unless you're look
ing for punishment 

> Entertainment: M/0(',e who 
grew up on more recenL enjoy
able RPGs wiU have ~ouble (but 
no fun) adapting 

> Ropliy Value: Low 

Second Opinion 5.75 

HNnglsdnodqabott 
dis lllflle prior'> n anival 
alOll'ciu, 1-uprised 
'> ind a Bard's,.._.. 
list penon RPG on 1he DS. 
UraJrulalletf, ll1'f mstal,a
fueled erduiasm lor EO 
-sb,wf~-,by 
CDll!lnly ..... 
iunnn, llrapl Wilrior
il!!Jnd blllle~ 
and a aiqJlele lack of 
5IIJl't Ol:iy, so IIIIVbe some 
pecplewi cmid!r ICMll
uilgin'>ade!!> lalr,mdl 
_, 11111P and c:alap. of 
emmnts Rimi enGUF 
'>plrfhlJUfla~lu 
I cal ila borq Ml find 
... lilllePl!llff.-ll'M 

HANOHELD QUICKIES 

NINTENOODS 

Zendoku 
> STYLE 1-l'lAVER PUZZlf (2-!'lAYfRW. l',IRI.ESS) 
> l'UIUSIIEI EIDOS 
>-..0,UZOONAMI 

>IIEIIASlJUNEll>ESIIE 

• 

No matter how many 
stupid minigames, Chuck 
Norris look-ahkes, or 
pandas are piled on, one 

thing about Zendoku doesn't change: It's 
just sudoku. The multiplayer mode adds 
a nice combative edge to the traditionally 
lonesome exercise, and two people can 
play using a single cartridge. Despite that 
mechanic, Zendoku is a faithful and sti!le 
reproduction of the puule sensation -
even when it's using shapes instead of 
numbers. If you only buy one sudoku 
game this year, maybe you should recon
sider and buy zero. - JOE 

PSP 

Cube 
> STYLE 1-l'lAYfR PUZZLE (UP TO 2-l'lAVER W. 
AD-HOC OR GAME SHARING) 
> l'UIUSIIEI D3PUBUSHER OF AMERICA 
>-..0,U METIAINTI'RACTM 
> UUA5E APRIL 24 > 1511 E 

I wanted to like Cube's 
general strategy - move 
your block around a 
floating 30 platform 

towards a glowing goal while dodging 
perils and collecting keys - but the fun 
just never kicked in. Beating levels felt 
more in the realm of schoolwork than 
satisfying puule action. Presentation is 
very bland and simple, but that some
how doesn't prevent loading screens 
between every slilge. The level ed~or 
is a waste since you can only share 
designs with your friends and not online. 
And the multiplayer won't hold your 
attention for more than 10 minutes. 
Puule maniacs with PSPs might find 
some enjoyment here, as long as they 
go in with low expectations. - BRYAN 

PSP 

Aedis Eclipse: 
Generation of Chaos 
> STYlE I-PLAYER STRATEGY/RPG > PU BUSHER NIPPON ICHI > DMLOPER IDEA FACTORY 
> RELEASE APRIL 24 > ESRB EIOt 

COMPLEX, NOT SMART 

M 
any people will jump dOINl'l your throat if 
you come dOINl'l on a game for being "too 
complex~ Clearly you should be off playing 
Pokemon or some Pixar-licensed platformer 

if the game is so complicated that you get bored trying 
to navigate its nuances. There's another side to that coin, 
though. Aedis Edipse is a great example of how some 
titles pile extraneous systems onto the core gameplay as 
a substiMe for interesting design. 

Aedis Eclipse tasks players with commanding armies 
in the defense of civilization against an opponent that 
isn't exactly trying to give every little boy and girl a pony 
for their birthday. An ensemble cast of spunky children, 
gruff sergeants, and bumbling scientists continuously 
deliver canned dialogue that makes Voltron look like 
Neuromancer. From the strategic map, which plays out 
more like Chutes & Ladders than Axis & Allies, you'll 
drop into conflicts where you'll make such exciting deci
sions as telling your units to spread out or stay together. 
I'm not exaggerating; the extent of your control over the 
battles is setting formations and calling retreats. 

Now, I'm all about tum-based strategy and its atten
dant menus. Aedis Eclipse, however, never ties its vari
ous systems of scouting, RPG character development, 
army building, and map control into a cohesive whole. It 
just never feels like you're commanding an overarching 
war effort - instead, you're managing boring minutiae 
in order to avoid the non-trivial consequences of ignor
ing them. Furthermore, the scripted, pre-<anned sce
narios never give the player room to stretch his or her 
strategic wings. 

I love this title's core idea of using custom-leveled 
heroes and their squads of minions to conquer the 
world (or defend it; same difference) in a tum-based 
framework. Until I can do that without attending to 
details that I don't care about through bland menus, 
though, I'll be sticking with Fire Emblem.-ADAM 

BOTTOM 6 
LINE 

> Concept: The only way to save 
this anime v.<>rtd is to nav,gate a 
whole lot of menus 

> Graphics: Just because it's a 
~tegy game doesn't mean thal 
~ has to look like it's on GBA 

> Sound: Three~ for voice 
acting in a handheld game! 
Fewer cheers for 1he fact that 
Mry line is preceded by a 
couple seconds of loading 

> Playability: Not only is the 
tum-based overwoi1d conttolled 
by a cumbersome menu Yf>· 
tern - so is 1he rea~time combat! 

> Entertainrntnl: W'rr( play a 
marginally competent trtle when 
there are so many great ones 
available, even in this niche 
genre? 

> Replay Value: Low 

Second Opinion 5 

'Mler1 Quinn said ·1 so wish 
I had a cyber suit ... I'd kldt 
so much butt." I thoutit I 
had found a kindred soul. 
However, only hours later, I 
wanted nothing to do v.ith 
the plucky protagonist or his 
awful game. Aedis Eclipse is 
an obtuse and barely play
able sirategy/RPG that fals 
flat Ill all the wrong places. 
The entire interface is dunky 
and confusing. the battles 
are too passive, and the 
characters are annoying. 
The load times have been 
improved since the previ
ous Generation of Chaos, 
but they are stJII notice-
ably frequent. making all 
of the action and dialogue 
feel incredibly !itilted. Aedis 
Eclipse actuat,, has a lot of 
characters and amnl, but 
If none of ii is any good, 
\\hat's the point?-JOE 



NINTENDO DS 

Pokemon Diamond/Pearl~ 
> STYLE 1-PlAYER RPG (UPTO 8-PlAYERVIA WIRELESS, ORUPTO 4-PlAYl:RVIA NINTENOOWl.fl) 
> PUBUSHER NINTENDO > DEVE1DPER GAME FREAK > RE1EA5E APRIL 22 > ESRB E 

D 

PRETTY MUCH WHAT YOU'D EXPECT 

T 
he time has finally come for with specific details on what species, 
a true Pokemon game on the level, and gender they' re looking for. 
05, and it fulfills e>Jery desire They can then check in later to see if 
of the long-time fans. They'll someone took them up on the offer. 

have over 100 new little monsters As long as you're fair on what you're 
to collect, raise, and bring into battle putting out there, this takes a lot of 
against friends and enemies alike. The the headache out of filling up that 
urge to •catch 'em all' is just as addic- Pokedex. Local wireless has all of the 
tive as e>Jer, online trading and battles battle and trading options of online, in 
effectively widen the community to addition to an underground sidequest 
a worldwide scope (instead of just in which you dig for treasure, deck 
your cirde of friends), and the 05- out your personal secret base, or steal 
specific features help to smooth out flags from the bases of others. It's a 
the interface. nice change of pace from the tradi-

lhe most notable OS-specific fea- tional battles. 
ture in Diamond/Pearl is the Poketch. The reason Diamond/Pean isn't 
The entire bottom screen is taken up scored higher is simply because the 
with an image of an old-school Game core gameplay still hasn't changed 
Boy-esque watch that grows in use- since the very first game in the 
fulness over time. Players can toggle series all those years ago - so 
between a digital watch (set to the much so that the impatient players 
actual time of day), a calculator, and out there may start trying to sneak 
a pedometer at the outset. Eventually, past trainers just so they can mess 
it will be able to do things like display around in the next town sooner. If 
a treasure finder, Pokemon health you absolutely love all the previous 
gauges, maps, and more. It's excit- Pokemon iterations, then this will 
ing to see what you'll Im_ r,iiiiii,iiimi;;:;;:a--,,.a·.., suit you just fine, but 
get next, but I'm not • 1 those looking for any 
too comfortable with combat innovation 
having to work for a are duly warned. That 
decent interface. said, the addition of 

With the addition online trades and 
of Nintendo Wi-Fi battles finally delivers 
capabilities (induding on the promise that 
voice chat), multi- the first Pokemon 
player is better than games made. The 
e>Jer. Players can do (l ~ n crucial social inter-
straight up trades with . I!/ activity aspect of 
their friends or use r') n Pokemon now takes 
a worldwide eBay- place on a global 
type system to post scale. lt only took 
a Pokemon they're 10 years!-BRYAN 
willing to trade along 

BOTTOM 8 25 
LINE • 

> (.-.pt Take lhe ined and 
lrue Polernon forroola and add 
online play 

> <inpllks: The plain look is 
~itodv aided by quasi-JD erM
ronments 

> s...d: Lighthearted lln5 
mixed~ PokffilOO screeches 

> Playlllilly: Thoogh touch 
screen commands are available. 
traditional COOIIOls Sil woot best 

> Ellltil I 111 PokHarls have 
enough here to keep lhem busy 
all summer, ~ will 'lf<JN tired 
of lhe repetitive battle s,gem 

> ....., Vllut: Moderately High 

Second Opinion 8.5 

~ 1hereW1Sa lime when 
al I aud 1lri abota was 
caldq 'em al. I lhou;C I 
had put lll05e days behilc! 
me, bit here I am apin. 
wlifllg 11/ef a Friday_ 
sq in lronl of llff DS whie 
prnes Ile God of W¥ II 
Mlit meat home. Mao,t,e 
drug dealels should take 
a cue and Slart pedcling 
l'ullbnon on !lrttl Clllllffl. 
~. Ile l1ff level 16 
Prinplup, I v.isli lhis series 
had ewlved a IMle more 
lhan Uias. The 5lory !1i 
isn' ve,y iMJMng and the 
p,hiahantfll1Jles5on 
the OS. 511. lhat nelll level. 
eYClliion. or uncauglt 
l'ullbnon is-,. only a 
fewbaaleslJle(-dqled 
in Iron! of you lilu plen 
camJI. EYell alter neart, a 
decade, thatbasiclWtnon 
formula still works.-BEN 

I HANDHELD QUICKIES 
NINTENDO DS 

Time Ace 
> STYLE 1-PIAYER ACTION (UP TO 4-PlAYER VIA WIRELESS) > PUBLISHER KONAMI 
> OEVUOPER TRAINWRKK STUDIOS> REUASE JUNE 4 > ESRB EIO+ 

I 
really wanted to make some kind of corny 
joke about Trainwreck Studios and how this 
game was a train wreck. Unfortunately for 
me - and probably ludcy for you - Time 

Ace isn't quite that bad. Conceptually, you fly 
through nine different time periods as you hunt 
down your assistant who has stolen your time 
machine. The graphics aren't that bad for the 
OS, but the controls aren't as tight as I would 
like. As most of the controls use the d-pad and 
face buttons, you'll hardly use the touch screen, 
but that isn't really a complaint Time Ace picks 
up a little bit after the first few levels, but never 
quite flies high enough for me.-BEN 

NINTENDO DS 

Death Jr. and the Science 
Fair of Doom 
> STYLE I OR 2-PlAYERACTION > PUBUSHER KONAMI > DMLOPER BACKBONE 
ENTERTAINMENT> REUASE MAY 22 > ESRB EIO+ 

I kind of like the little guy who stars in this 
franchise, but he just hasn't seemed to hit 
his stride yet His newest OS adventure is 
no exception. Imaginative characters and 

environments are all over the place, but the 
gameplay doesn't keep pace, and Death Jr. 
is left to wander through another game that 
falls short. I really love the world of the game, 
which is meant to be a strange cartoony mix of 
the demon realm and some sort of secondary 
school - I'm not sure which is worse. Controls 
feel consistently off with easy-to-miss jumps and 
boring combai and the added functionality of 
playing as Pandora is more of a distraction than 
anything else. DJ is a funny guy, but his games 
have yet to hook me.-MIUER 

NINTENDO DS 

Diner Dash 
> STYLE 1-PlAYER SIMULATION (2-PlAYl:R VIA WIRELESS) > PUBUSHER EIOOS > OEVUOPER 
CU MAX> REl.fASE MAY 22 > ESRB E 

N 
ow I know why I ne>Jer worked in food 
service. Those customers are brutal! 
From dropping off booster seats for 
babies to deaning up spills and pleas

ing the local food critic, Diner Dash has all the 
stress of a real restaurant without the monetary 
compensation. It is, hOWe>Jer, strangely fun, 
especially since the game is constantly throwing 
new kinks into the equation in the form of yet 
one more activity or task you'll need to keep 
track of. You'll run your heroine ragged trying to 
get the best possible tips by tapping her around 
the touch screen to keep the rustomers happy. 
It's simplistic, and unlikely to entertain for 
too long, but the concept is de>Jer enough to 
deserve a look.-MIUER 
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••• ••• • ••• • • •••••• • • ••••••• • •••••••••• = CHARTS :==:r=•::==: An In-Depth Listing Of The Best Selling Games 

TOP 20 
listings Based Upon NPD Data For March 2007 Based Dn Units Sold 

Rant Tlllt LMo. 5\'Stem 

1 God of War II NIA PS2 

2 Ghost Recon Advanced 
NIA 360 

Warfighter 2 

3 Guitar Hero II NIA 360 

4 Wil Play 2 WII 

5 Motorstorm NIA PS3 

6 Diddy Kong Racing 3 OS 

7 Spdctrobes NIA OS 

8 Major League 
8 360 

Baseball 2K7 

9 MLB 07: The Show 17 PS2 

10 Def Jam Icon NIA 360 

11 Guitar Hero II 5 PS2 

12 New Super Mario Bros. 11 OS 

13 God of War 18 PS2 

14 Grand Theft Auto: 
NIA PS2 

Vice City Stories 

15 Tiger Woods PGA Tour 07 NIA Wii 

16 Crackdown 1 360 

17 Sonic and the 
13 Wii 

Secret Rings 

18 TMNT NIA PS2 

19 Mario Kart OS 15 OS 

20 The Legend of Zelda: 
4 Wii 

Twilight Princess 
120 GAME INFORMER ~Thr~~F,naW•{JISTS• • DMillirySl6-62S--ll77 

Seo<• Release Pnc, 

9.75 03-07 $49 

8.75 03-07 $60 

925 03-07 $90 

7 02-07 $50 

8 03-07 $59 

7 02-07 $32 

6.5 03-07 $30 

8.5 02-07 $60 

8.75 02-07 $40 

7.75 03-07 $60 

9 11-06 $80 

9.25 05-0S $35 

10 05-05 $19 

7.75 03-07 $19 

6.5 03-07 $49 

8.5 02-07 $60 

5.5 02-07 $49 

7.5 02-07 $39 

8.5 11-0S $35 

10 11-06 $50 

TOP 10 JAPAN 
Rank T1tle System 

I'll-I• Wright 4 OS 

lllrlo Vs. IINklY 1111111: Mlrcll Df Ille 1111111 OS 

YNlll'IIIINIIDS OS 

WII Sports WII 

Mort E1glllh "'1111119 Ill' Adlllts OS 

WU Play WII 

llalllto: 1111 ........ 1-Ultllllllt Acceltnlor PS2 

l'nlf. Layton •d 1111 llysterlo• Vlll111 OS 

IIDOIIOrochl PS2 

I l'nl lnlball Spirits 4 PS2 

TOP 10 GI 
L Mo. Syslem 

NIA Wil 

1 PS2 
&hall ll1con Am1e1d Wlrflghter 2 3 360 
World of Wlrcnlfl: 4 PC 
Tlllhral CraNt 

TIit EIM S-111 IV: Slll..i11 Illa 2 Multi 

C-- I CotlqHr 3: 5 Mulll 
Tlblrl111Wan 

NA OS 

8 Muill 

9 360 

N/A OS 

""! YI ·• t . ,. ,. "I 's • ,.,. .. . , 
,. t t1 • e 
~ ! , .. ~ .. :t ' 
,.. c..:IL.a~ •-1 
, , - · t , , 
• ,,.. ,.' e ... 1 f 

' - • t " t t i . •· 

TOP 10 PC 
L Mo. P1ice 

3 $27 

$38 

2 $24 

NIA $48 

5 $38 

C-INI I Co1111- 3: NIA $59 
Tlblrluai Wan • llaH Edition 
S.T.A.L.11.E.R.: Sllldow Df CllerNllyl NIA $39 

4 $48 

NIA $29 

6 $10 

!wdOnMonthtflNSSold 



PLAYSTATION 3 
Armored Core 4 
Blazing Angels: Sq~rons of WMI 
Cal of Duty 3 
Def Jam: Icon 
Elder Saolls r,/; Obl,vioo, The 
f.EAR. 
F,ght N,ght Round 3 
Foonu~ One: Champ;on Edmon 
Fun Auto 2: Bonleines 
Genj,: Days of the Blade 
Godfather: The Don's Edition, The 
Madden Nfl 07 
Ma)Of League 8asebal 2K7 
Maovei: Ultimate Alliance 
Mobile Suit Gundam: Qossfire 
Moto<Stom> 
NBA07 
NBA 2K7 
NBA Street Homecourt 
Need for Speed: Ca<bon 
NHL 2K7 
Re,ota(lC<: Fal of Mon 
Ridge Race< 7 
Sonic the Hedgehog 
Tony Hawk's Proje(t 8 
Untold Legeod,: Dallt "'1gdom 
'hiuaF,gl,te<5 
Virtua Tennis 3 

XBOX 360 

Armofed Core 4 
BatdestatJOns: Midway 
Bullet \\Itch 
Call of Duty 3 
College Hoops 2K7 
Craclulc>M, 
Dance Dance Revolution Universe 
Dead or Alive Xtreme 2 
Def Jam: Icon 
Earth Defense Fotce 2017 
E!de<SaollsN:S,....,,.lsles,The 
Eragon 
f.EAR. 
FIFA 5occe< 07 
Fuzion frenzy 2 
Ceo<sofWar 
Ghost Recon Ad-,,anced Warfighter 2 
Gulta,Hemll 
Lost Planet: Extreme Condmon 
Ma)Of League Bosebal 2K7 
1MaMl: Ottimate~e 
NBA Live 07 
NBA Street Homecourt 
NCAA 07 Ma,ch Madness 
Need for Speed: Ca<bon 
Phantasy Star Universe 
Samurai Warriors 2: Empires 
5onk the Hedgehog 
Spljote,Cel:Oouble,...,, 
Sta, ltek Legacy 
Superman Returns 
TMNT 
Tom Clancy's Ru\l>ow 5" Yeps 
Tooy Hawk's f'l-1 8 
UEFA Champions Leasue 2006-2007 
Virtua Tennis 3 
\+.ta Plftata 

~~:Socce< 2007 
WW'i Smaddown vs. Row 2007 

Ant Bully, The 
c.n of Duty 3 
Chicken Little: IQ in Acnon 
Cooking Mama: Cook Off 
Orogonbal Z Budol<.,; Tenl<aict. 2 
Elebt~ 
E,crteTruck 
far Cry Vengeance 
Godfather. Blackhand Edition, The 
Koron~: Ma.tie Man~ 

L~~~Tht 
Madden Nfl 07 
Maovel: Ultimate Alliance 
Medal of Honor: Vanguard 
Metal Slug Anthology 
Pnnce of l'fflia: Riv~ Swords 
RlymanR,v;ngRabbids 
Red Steel 
Sonic and the secret Rings 
5!><>ni<Bob SquarePan~: 

Crearu,e from the Krusty Krab 
ssx Blur 
Supe, Monkey Boll. Banana Blrtz 

ARCHIVE 
6.5 />f,f-W 
7 Feb-07 

8.75 Jan-07 
7.75 Mar-07 
9.5 />f,f-07 
8.25 May-07 

9 Jdo-07 
8 />f,f-W 

7.5 Jan-07 
6 Oec-06 

7.5 May-07 
7.75 Jan-07 
8.5 Mat-07 
.25 Oec-06 

3.75 Oec-06 
8 />f,f-07 
7 Oec-06 
8 Jan-07 

8.75 Mar-07 
8.5 Oec-06 
8.25 Jan-07 
9.5 Oec-06 
8 Oec-06 

6.75 Jan-07 
8.75 Jan-07 
8.25 Jan-07 

8 Mar-07 
7 May-07 

6.5 />f,f-W 
6.5 MM-07 
6 Mar-07 

8.5 Oec-06 
8 feb-07 

8.5 Ma,-W 
7.5 />f,f-07 
7.5 Jan-07 

7.75 Mar-07 
8 May-07 

9,5 />fl,-W 
6.25 Feb-07 
8.5 Oec-06 
7.25 Oec-06 

2 />f,f-07 
9.5 Oec-06 

8.75 May-07 
9..25 t,;,r-07 
8.25 Feb-07 
8.5 Ma,-w 
9.25 De<-06 
5.25 Oec-06 
8.75 Mat-07 
7.75 feb-07 
8.5 Oec-06 
6 Jan-07 

4,75 />f,f-07 
6.75 Jan-07 

9 Oec-06 
7.75 Jan-07 
6 Jan-07 

7.5 May-07 
9.5 lttl-07 
9 Oec-06 

7.5 r,,,,-01 
7 May-07 
8 Jan-07 

8 Mar-07 
8.75 Oec-06 

6.5 feb-07 
7.25 Jan-07 
7.25 Jan-07 
6.75 May-07 

6 Feb-07 
7 Jan-07 

7.75 Jan-07 
4.5 Mat-07 
6.5 May-07 
8 May-07 

10 Jlo-07 
7.75 Jan-07 
8.25 Jan-07 

4 May-07 
7.5 Jan-07 
8.5 May-07 
8.5 Jan-07 
7.5 Jan-07 
5.5 />f,f-07 

6.75 feb-07 
8.5 t,;,r-07 
6.75 Jan-07 

~S>w,jGolf 
Ttger Woods PGA Toor 07 
TMNT 
Tony Hawk's DoNnhill lam 
Trauma Center: Second Optmon 
WaooWare: Smooth Moves 
v.; Play 
v.; Spo<1s 
\\Ing Island 

PLAYSTATIDN 2 

Ant Buly, The 
Al Toneico: Melody of Elemoa 
Arena Football: Road to Glofy 
Arthur Nld The lnvisib'es 
ATV Offroad f\lly 4 
Bully 
Burnout OominatOf 
Upc.om Classics Collection Volume 2 
Oiuip 
Dawn ol Mana 
Dot Hacl//G.U. I.Ill. I//Rel>rth 
Eragon 
fam;~W/ 
F-...1 fantasy XII 
Ghost Rrdet 
Cod ofWa, II 
Gand Theft Auto: 1/ke City s,or;., 
wt,,fHeroll 
Jus1tCe League Heroes 
Lumines Aus 
Marvef: Ulbrmte Miance 
Medal of Honor: Vanguard 
Me«theRol>nsons 
MLB 07: The Show 
Mortal Kornb.>t AnNgeddon 
MVP 07 NCAA Baseball 
Need for Speed: Ca<bon 
Nfl S•eet 3 
Ph.Jntasy Star Universe 
Reservoir Dogs 
Rogue Galoxy 
SegaGe!l<SISCofleatoo 
Shreld, The 
Sh,n Megaml Tensei: 

Devil Summoner 
Sh;oog For<e EXA 
s.ngo.,, Fop 
s;ms 2: Pets. The 
SOCOM: U.S. Navy SEAl.s 

Comtxned Assault 
Sopranos: Road to Respea. The 
StM Trek Encounters 
ThrilMlle 
TMNT 
Tokobotl'tus: 

Mystene, of the Karalwn 

~01:: Soccer 2007 
WW'i Smaclulc>M, vs. Row 2007 

GAMECUBE 
Ant Bui~. The 
Sims 2: Pets, The 

XBOX 

~~~me2 
Destroy All Humans 2 
Eragon 
FamiyW( 
Justice League Heroes 
MalY<I; Ultrmate Al!once 
Mortal Korooat Amlageddon 
Need for Speed: Ca<bon 
Res<M>OrDogs 
Thnll"'11e 

Ale of En-.,.es Ill: The Warchrefs 
Ant Bui~. The 
Battlefield 2142 
BottlestatJOns: Midway 
Commaoo & Conquer 3: 

TlberiumWars 
Dari< Messroh of ~• & Mag~ 
Eide! Scrois IV: Sbr,enng Isle,, The 
F.EAR: E,uaction Foot 
Gol!,,c3 
Heroes of Annihilated Empires 

~Mfi afe Magk V: 

Lord of the Rrnp: 
The Boni< for M-arth II -
Rise of the !Mtch-King. The 

8 
6.5 
7.5 
5 

8.5 
7.75 
7 

6.5 
5 

6.5 
6.75 
6.5 
6.75 
7.5 
8.5 
8 
7 
3 
7 

5.75 
6.25 
5.5 

9..25 
6.75 
9.75 
7.75 
9 

7.25 
7.5 

9.25 
6 
7 

8.75 
8.25 

7 
8.5 
7 
6 

5.75 
9 

8.5 

7.15 
7.5 
8 
6 

6.5 
6 

7.25 
7.75 
7.5 

7.25 

8 
8.75 

6.5 
6 

7 
8.5 

6.25 
5.5 
7.25 

_9.25 
8.25 
8.5 
5.75 
7.75 

7 
6.5 
8.5 
6.5 

8.5 
9.2S 
9.5 
8 
5 
6 

Feb-07 
M"f-W 
May-07 
Jan-07 
Jan-07 
Mar-W 
/>f,f-07 
Jan-07 

May-07 

Feb-07 
Feb-07 
/>f,f-07 
Mar-07 
Jan-07 
Oec-06 
/>f,f-07 

Oec-06 
/>f,f-07 

May-07 
Oec-06 
feb-07 
Jan-07 

NOY-06 
Mar-07 
/>f,f-07 

May-07 
Oec-06 
Oec-06 
/>f,f-07 

Dec-06 
May-07 
May-07 
/>f,f-W 

Oec-06 
Mar-07 
Oec-06 
feb-07 
Jan-07 
Jan-07 
Jan-07 
Jan-07 
Mar-W 

Oec-06 
/>f,f-W 

May-07 
Oec-06 

Jan-07 
Feb-07 
Jan-07 

Oec-06 
May-07 

Oec-06 

Mar-07 
Oec-06 

Feb-07 
Oec-06 

Oec-06 
NOY-06 
Feb-07 
Jan-07 

Oec-06 
Dec-06 
Oec-06 
Oec-06 
Jan-07 

Oec-06 

Oec-06 
feb-07 
NOY-06 
Ma,-W 

May-07 
Dec-06 
t,;,r-07 
Oec-06 
feb-07 
Feb-07 

Feb-07 

Feb-07 

Maetst,orn 4 Mar-07 
Mage Kn;ght Apocalypse 6 Oec-06 
Medieval 11: Total War 9.25 Jan-07 
Neve,winterNights2 8 Oec-06 
ParaWortd Oec-06 
Phantasy Star Universe 6 Jan-07 
Reservoir Dogs 5.75 Jan-07 
S.TALK.E.R: Shadow of Chernobyl 8.25 May-07 
Sid Mete<'s Ra,l,oadsl 8 Dec-06 
s;l,erlal 6 May-07 
Sims 2: Pets, The 6 Oec-06 
Star Wars Empire at War: 

forces of C0l!upbon 7.5 Oec-06 
5'.!><eme Commande< 9 />f,f-W 
Trtan Quest: lmmon.l Throne 8 May-07 
Vanguard: Saga of Heroes 7.5 />f,f-07 
Warhamlllef 40,000: 

Dawn of War - Dal1t Crusade 8.75 Oec-06 
Wor1d ofWaraaft: 

The Bumrog Crusade 9.75 t,;,r-W 

NINTENDO DS 
Brain Buster Puwe Pak 8 />f,f-W 
Uke Mania 6.5 May-07 
Q;ddy Kong Racing 7 Mar-07 
EUte Beat Agen~ 6.75 Oec-06 
Fonal fantasy Ill 8 Oec-06 
F'inal fantasy Fables: OlOC0bo Ta'es 6.5 May-07 
Gunpey 7.75 Oec-06 
Honeycomb Beat May-07 
Hotel Dusk: Room 2 15 Mat-07 
lzuna: Legend of 

the Unemployed Ninja 3.5 />f,f-07 
Kl,by Squeak Squad 7.75 Feb-07 
Konami Classics Series: An:ade Hits 7.75 May-07 
Konductra 6..25 Feb-07 
Lost In Blue 2 6.5 May-W 
Lunar Knights 8 />f,f-07 
Mage Knight Dest,nys Soldier 4.5 Oec-06 
Meteos: Disney Magw: 7.75 May-07 
Phoenawnght: 
IQ AIMxney Just>ee for Al 8 Jao-07 

Pcao••~nd 6.5 />f,f-07 
Pokffl\OORange, 5 Oec-06 
Pullie Quest: 

Challenge of the Warlords 8.25 May-07 
Qurdcspot 7.5 ,.,.-07 
Spect,obes 6.5 />f,f-W 
TrioooJbe 6 />f,f-07 
Wario: Master of Otsguise 7.25 May-07 
Yoshr's Island OS 8.25 Oec-06 

300: Ma,ch To GIO<y 6.25 t,;,r-W 
Ace COrnbat X: 

Skies of Deception 8.25 Oec-06 
After Burner: Black Falcon May-07 
Call of Duty: Roads to \lctory May-07 
Capa,m Pullie World 7.5 t,;,r-W 
CM COn Carnage 7 t,;,r-07 
Coded Arms: ContagKln 6.75 May-07 

Dungeon Siege: Throne of Agony 8 Jan-(YI 
Dynasty Wamors Vol.2 5 Oec-06 
EA Replay 6.75 Oec-06 
Full Auto 2 7.25 May-07 
Gitato0 Mon trml 9 Doc-06 
G,and Theft Auto: '1ce City Stories 8.5 Oec-06 
Gun Showdown 7.75 Oec-06 
Gunpey 7.75 Oec-06 
Gurumin: A MonstrOU$ Adventure r,,,,-w 
Legend of Heroes 111: 

Song of the Ocean, The Mar-07 

SCHOOL OF GAME DEVELOPMENT 
........ ................ ·······························································•····•·••······•·• wmtnesll Oec-06 

MAC.H. 6.5 May-07 800.226. 7625 - u,;.,,.I,,, .. ,., .. ~ •WIIIII ~Ilk, fl Uitz 
Marvel lladins ~rd Game 7.5 May-07 ··•····••·•··•··•·· ··•••···•·••••••••••·••••••••••••••••••••••••••••••••••• •••••••••••••••••••••••••••••••• Medal of Honor Heroes 6.75 Oec-06 fin•ndal 1ld t \t1U1bl1 10 thoH who q111hty • C111tr d1Y11opm1nt 1uJ111nn • Acc1111ittd School, ACCSCT Met.o1 Gur Soltd: Portable Ops 9 Feb-07 
Monster Krngdom Jewel Summoner 6 Ma,-W 
Mortal Kombat Unchained 8 Feb-07 
Puzzle Quest 

Chollenge of the Warlords 8.25 May-07 
Satchel & Ori: s... /MU,,, 9 t,;,r-07 
SKI Mete<'s Puatesl 8 r,,,,-w 
SOCOM: U.S. Navy SEALs 

Fire Team Bravo 2 7.5 Jon-07 
Sonk Rrv•~ 6.75 Feb-07 
Star Wars: Lethal Alliance 6.5 feb-07 
Valhalla Kn;gt,ts 4.5 Mat-(YI 
Warhammer: Battle for Atluma 7.5 feb-07 
Warriors, The 8.5 />f,f-07 

GAME BOY AOVANCI 
fLt~ll 
Real World Education 

Rnol Fantasy V Advance 8 Jan-07 
Frnol fontasy VI Advonto 9 t,;,r-W 
Summon Kn;ght: Swordcraft Story 2 7.25 Jan-07 
Yll8dra Unton 7..25 feb-07 

fullsail.c om 
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Attention All Cheaten! 
Cheat codes. by their ve,y nature, ore in 
many coses buggier than Virginia in August 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
o favor and bock up your save before using 
any codes. 

On a lighter note, you can send your codes 
to seaetoccess@gomeinformer:com for o 
chance to be featured here and win o prize! 

Pia Station 3 

The Godfather: The Don's Edition 
While playing, go into the pause menu and 
enter these codes. They can only be put in 
about every 5 minutes. 

ss,ooo - Q .t::,.,0 ,0 ,.t:,., L3 
Full Ammo - .t:,., Left, t:., Right, 0 , R3 
Full Health - Left, 0 , Right .t:,., Right, L3 

Wii 

During gameplay, go into the pause menu 
and enter these codes. They can only be put 
in about every five minutes. 

$5,000 - Minus, 2, Minus, Minus, 2, Up 
Full Ammo - 2, Left, 2, Right, Minus, Down 
Full Heelth - Left, Minus, Right 2, Right, Up 
Unlock Film Clips - 2, Minus, 2, Minus, 
Minus, Up 

While playing, go into the pause menu and 
enter these codes 

Biby Toy of Death - Left, Left, Right Right 
Z, Nunchuck Down, Nunchuck Down, Z, 
Up, Down 
Telephone Sword - Right, Left, Right, Left, 

Down, Down, Up, Up, Z, Nunchuck Down, Z, 
Z, Nunchuck Down, Nunchuck Down 

'GI Dro,d" 
(location unknown - lost seen 

filling gos conks with sand) 

TMNT 
At the mission briefing screen, enter this code 
to unlock a fantasy costume. 

Unlock Fantasy Costume - Left, Right Left, 
Right Up, Down, Up, Down, X 

r Cl!.!. 
l r}1!J!J/ !1/ !JalJII wul frrlmul!>J 

1Takea 
combinauon 
01 online and 
on campus 
classes to tn 
vour litestvle. 
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..... • Where The Past Comes Ahve 

THE 
FORGOTTEN 
SIMS 
You cannot stop the simulation revolution. Thi.s addictive and engrossing 

genre was thrust into the spotlight by SimClty in 1989, and years later The 

Sims would finish what its predecessor started by becoming one of the 

most popular PC games of all time. While these two series are undoubtedly 

the most famous works brought to us by Will Wright and Maxis, they can also 

be seen as bookends containing a wide library of interesting (but lesser-known) 

simulations. You are probably aware that there were several apocryphal Sim titles 

during the '90s, but even the most informed gamer will be surprised by the existence 

of at least one of the games collected on these pages. 

SimEarth 
(1990) 
Shaping a world's 
development sounds 
like the ultimate god 
game, and SimEarth 
gives players controls 
over many important 

details like atmospheric gas, land place
meni and life itself. Watching robots slowly 
develop intelligence and build cities is thrill
ing. but a dunky interface and a sense of 
randomness left something to be desired 
in a game that sounded so cool in concept • 

SimTower 
(1994) 
Despite the fact that 
it takes place in sky
scraper, the underlying 
mechanics of this 
title are much like 
Sim City's. Manage 

your population and keep them happy 
by building restaurants, hotels, and hospi
tals. People move around using elevators 
instead of roads, but all of these similarities 
to the dassic city-builder could explain why 
SimTower was so fun and addictive. 
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SimAnt 
(1991 ) 
You might not think 
an ant colony is ripe 
for exploration, but 
SimAnt can prove you 
wrong. As the yellow 
ani you're building a 

small underground empire. You gather food 
for your civilization, regulate workloads, 
and dig tunnels. You also have to fend off 
spiders, red ants, and other hazards in the 
backyard you call home. 

Of all the games on 
this Ii~ upcoming 
game Spore seems to 
draw the most from 
Simlife. Players can 
dive into a variety 

of life forms at the genetic level and fool 
around to create all kinds of abominations. 
Of course, the real goal is to manufacture 
plants and animals that can live together in 
harmony, but that just isn't as much fun. 

SimHealth 
(1994) 
This game is even 
less exciting than 
it sounds. It's a 
simulation of the U.S. 
Healthcare system. 
Who hasn't dreamed 

of sticking it to those HMO fatcats or 
reviewing proposals for the nation's medi
cal practices? What little attention the game 
attracted was due to its timing; it released 
during the healthcare debates of the 
Clinton administration. 

This is kind of like 
Harvest Moon without 
all of the courtship 
and wacky townspeo
ple. SimFarm puts you 
in charge of a variety 

of duties necessary to manage a farm, like 
selling crops, livestock, and dealing with 
natural disasters. As in real life, the weather 
plays a key role in your success. Fans of 
SimFarm are required to derisively refer to 
fans of SimCity as "darn city folk~ 



Simlsle (1995) 
The rainforest is a strange place, and it's dan
gerous to go in alone. Simlsle is a departure 
from Sim tradition in that players manage 
their building and resources through several 
payrolled agents. Think of them like the basic 
units in an RTS; they receive orders, then take 
a certain amount of time depending on the 
task. Considering the subtitle is "Missions in the 

Rainforesi • there is also a focus on solving problems in each region. 

You Know, For Kids 

SimGolf (1996) 
Not to be confused with Sid Meier's Sim 
Golf, this Maxis game came out years earlier, 
though it used similar concepts. It's pretty 
self-explanatory; you build golf courses 

, with the included editor, and then you play 
them. You control your swings through two 
methods: mouse movement or the standard 
three-click approach. 

Most of the games with the Sim prefix are relatively accessible to gamers of all sorts. Even so, there was a push in the '90s to make a handful of Sim titles tailored more deliberately to a younger crowd. The following titles were published under the Maxis Kids label. 

Simlown (1995) 
Instead of 
managing 
a sprawling 
metropolis, 
this game 
focuses more 
on individual 
neighbor

hoods and residents. Simple 
management of towns 
and an emphasis on the 
people who inhabit them 
are aspects that eventually 
found a way into The Sims. 
In fact, SimTown almost plays 
like a prototype version of 
The Sims. 

SIMS THAT NEVER WERE 

SimPark (1996) 

I 
:~i~e:aiart 
is by far the 
disasters. 
The core 
gameplay is 
fairly simple 
cause-and

effect relationships, but it's 
priceless to see your pristine 
park (trees and lakes, not 
coasters and tilt-a-whirls) g~t 
invaded by aliens. Sure, you 
can choose a Kudzu plague 
instead, but prolific plants just 
aren't as exciting as ray guns. 

Simlunes (1996) 

l ~g~ 
is a strange 
mixture of 
drawing 
and music. 

It gives gamers the experi
ence· of creating music 
without instruments, using 
pictures and colors instead. 
Interestingly, SimTunes began 
as a Japan-only game called 
Sound Fantasy for the Super 
Famicom, but this is the only 
form that saw release. 

CITY LIMITS • I There may have been o lot ol Sim games, but there were almost 
two more. SimMars and SimsVille were both al/ido/ly announced 
titles in the ser,es, and tro,/ers tor both games were included 

They don't really foll into the officio/ 
Sim canon, but lhere were two expan
sion-like games that were intended 

on the CDs of o few other Mom product< SimsVille appeared 
to incorporate elements from both The Sims and SimC,ty, while 
SimMors dealt with 
the colonization of 
the red planet While 
both games have 
been cancelled, it 
seems that many of 
their core concepts 
have mode the transi
tion over to Spore. 

SlmsVllle 

to enhance your SimCity e.,pe,ience. 
Both SimCopter and Streets of SimCity 
allow players to import their aeations 
from SimCity 2000 and e,pk,re them 
in JO. SimCopter lets you toke to the 
sJ.ies and perform various duties like 
rescuing people from burning build
ings and catching aaoks. Streets of 
SimCity is o vehicular combat game 
that lets you auise your own streets 
ond blow stuff up- o bizarre depor· 
ture for the franchise. 

SimSafari (1998) 
If you ever 
wished that 
SimCity had 
more zebra
watching. 
then this 
is for you. 
Certain ele

ments of SimSafari, like man
aging tourism, resemble the 
mechanics in tycoon games, 
but the main focus remained 
on the building and the ani
mals. SimSafari was not well 
received, and was the last of 
the Sim offshoots. 

GREATEST GAME OF ALL TIME 
By Albert Pinsonneault 

SPACEWARD HO! 5.0 
>FOIMATMAC 

- i..:,:__-=l!!LJ > PUBLISHER DELTA TAO 
SOFTWARE 

Spaceward Ho! 5.0, made by Delta Tao 
Software for the Mac, is the greatest game of 
all time. Gone are the complicated nuances 
of such unfortunate titles as Civilization IV, 
Master of Orion Ill, Warcraft Ill, and other 
tedious strategy titles. Spaceward Ho! lets you 
dive right into a wortd where beefy-armed 
planets wear
ing ten-gallon 
hats produce 
questionable 
representations 
of spaceships 
that engage in 
static, unani· 
mated combat. 
Its brilliance 
is blinding, and accolades have repeatedly 
rained down on this game ... mostly from its 
own website. 

From the first moment you see the title 
screen - when you are assaulted by European 
techno music and the specter of an Earth-like 
planet/creature covered in cr:mooy parapher
nalia -you are totally hooked. The best char
acteristic of the game is that you don't really 
need to know what is going on in order to 
play well. You can really phone it in. You can 
even activate a game mode where you only 
have to play one out of every ten rounds! I 
have actually fallen asleep playing this game. 
I don't have the time to solve the riddle of 
those Sid Meier games; I'm not studying 
for the MCATI Spaceward Ho! is simple and 
straightforward, In other words, you have a 
really limited number of options as a player; 
the complexity lies in trying to figure out what 
exactly is going on without the help of graph· 
ics, text. or sound. 

Spaceward Ho! is a low-stress space 
strategy game without complicated gim
micks. It doesn't use fancy visuals, effects, 
story elements, features, clarity, or buttons 
to trick the gamer into liking it It is also one 
of the only games I know that periodically 
un-registers itself, obliging you to purchase 
the game multiple times ff you want to keep 
playing! However, that's a price I'll willingly 
pay. Spaceward Ho! is worth a million damn 
dollars, and is unquestionably the greatest 
game of all time. 

THIS MONTH IN GAMING HISTORY 

Diablo II released on June 29, 2000, redefin
ing everything gamers thought they knew 
about leveling and loot In addition to setting 
the standard for isometric had n' slash, 
Diablo II also set a wortd record by selling 
over one million copies in its first two weeks 
on shelves. With five classes and multiple dff
ficulty settings, the game has endured the test 

of time. Ingenious in its 
simplicity, there still aren't 
many better options than 
Diablo II ff you just want 
to kill monsters, get better 
gear, then kill stronger 
monsters. 
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UNLIMITED LAUNCH: MAY 16 

Still not enough can of Duty 4: Modem Warfare for you'? Check out our exclusive video 
interviews with Jason West and Grant Collier, as well as a guided video tour of the 
expansive Infinity Ward offices! 
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Spore 
Gamers drooling over the prospect of playing Will 
Wright's latest opus won't want to miss our extra art 
work and interview with game designer Chaim Gingold. 

Ace Combat 6: Fires of Liberation 
The PlayStation's high-flying jet fighter has defected to the 
Xbox 360, and game designer Natsuki lsaki breaks down 
the great new features coming to the popular sky shooter. 

ALSO ONLINE 
THIS MONTH: 
Game Informer 
Online continues 
its unrelent-
ing coverage of 
gamers' days. 
On tap this 
month: LucasArls, 
Nintendo, Sego, 
Square Enix, and 
Ubisoh. 
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VIDEO GAME TRIVIA 
They may be big-name heroes now, but even our favorite video game char
aders aren't proud of some of the things they did when they were younger. 
Everybody has some skeletons in the closet, and these guys might have pre
ferred if we hadn't unearthed their previously sealed police files. Sorry, guys! 
The truth will set you free. Answer the following to find out which high school 
exploits most resembled your own. 

1 Before they hit it big with 
Guitar Hero, the music mae
stros at Harmonix already had a 
pedigree of great music games 
to their name. Which of the fol
lowing was not a song in their 
early PS2 game, Frequency? 

A. The Crystal Method's 
''The Winner" 

B. Freezepop's ·science 
Genius Girl' 

C. No Doubt's "Ex-Girlfriend" 
D. Garbage's "Cherry Lips• 

3 Even the heavy hitters have 
to start somewhere. These days, 
Konami is known for big-name 
titles like Metal Gear Solid. 
However, back in 1982, they 
developed one of the following 
as a popular arcade release. 

A. Time Pilot 
&. Xenophobe 
C. Joust 
D. Centipede 

4 Jody Summer was one of 
the prayable pilots in F-Zero 
X. What was the name of her 
machine? 

5 In the original King's Quest 
Sir Graham needed to track 
down three unique items in 
order to become the next king. 
Two of those items were the 
magic shield and the magic 
chest. What was the third? 

A. The Magic Crown 
B. The Magic Sword 
C. The Magic Mirror 
D. The Magic Potato 

6 2004's Forgotten Realms: 
Demon Stone gave loni-time 
fans of the fantasy setting a 
chance to briefly play as one 
of its most popular characters. 
Which one? 

A. Elminster 
B. Drizzt Do'Urden 
C. Shandril Shessair 
D. Khelben 'Blackstaff' Arunsun 

7 In Jak II, several characters 
find themselves transported 
into the future, but which of the 
series mainstays was already a 
resident of Haven City? 

A. Samas 
B. Daxter 
C. Ashelin 
D. Keira 

8 Some people believe that 
Indiana Jones' last name is 
actually •and the•. This is not. in 
fact. accurate. Which of the fol
lowing wasn't the second half 
of a Indy video game title? 

A. and the Fate of Atlantis 
B. and the Philosopher's Stone 
C. and the Infernal Machine 
D. and the Emperor's Tomb 

9 In the recently re-released 
version of the 1989 Teenage 
Mutant Ninja Turtles game, 
what delicacy does Shredder 
plan to dine on? 

A. Turtle legs 
B. Turtle fricassee 
C. Turtle soup 
D. Turtle cheesecake 

10 Contary to popular belief, 
Link isn't a one-girl kind of guy. 
In what Legend of Zelda game 
did our green-dad hero first get 
to know a young lady named 
Nayru? 

A. Link's Awakening 
B. Orade of Seasons 
C. Majora's Mask 
D. Orade of Ages 
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BREAKDOWN 
91,000 is how many dollars that a U.S. District Court ordered 
Louisiana to pay the ESA in April to cover legal fees they incurred 
while they fought an anti-game law that was eventually deemed 
unconstitutional 

0 The number of Dreamcast games we reviewed this month. 
Come to think of it that system's been on a decline lately 

2 ailllon dollars is how much the U.S. Army paid recently for a 
sponsorship deal with the Global Gaming League website, in 
hopes of boosting recruitment numbeis 

255 The number of GameCubes that were sold in Japan dur
ing one week in April. Also the cap for many statistics in Final 
Fantasy titles 

90% of Game Informer Editors equate the word 'online· with 
the word "Internet' 

* Trivia Score & Rank * 

0-1: 
Spylo's Alson Convidion 

4-5: 
Sonic'• Trad, and Field 

Disqullificalio 

8-9: -..-.~ 
Amonf'\Js'" Business 

2-3: 
Link's Dress Code loWation 

6-7: 
.... Cloft'. Stint °" 
Raiders Gone Wild 

10: 
Kirby's Tax Evasion Rip 

VWeo Game Trivia Answers: I. 0 2. 0 3.A4. 8 5. C 6. B 7. C 8. 8 9. C 10. D 








