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Don't worry. You'll get a good look at 
the taillights soon enough. 

With up to 16 players racing online, the 

competition is fierce. Lucky for you, the 
new interior dash view lets you experience 

the race like never before. Strap yourself 
in and get ready for the drive of your life. 
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WiiWARE 
Xbox Live may be the gold standard for online 
services, but Nintendo is gearing up to fully throw 
its hat in that ring at long last We have the first 
word on 18 all-new original titles that will be 
available for download on the Wii, induding fresh 
takes on Pokemon, Dr. Mario, and Final Fantasy. 

HAT If? 
Admit it You've always been curious what would 
happen ~ the minds behind Resistance took on 
Rode Band. We talked some of the top creative 
talent in video games into telling us what they 
would do with other developers' franchises, and 
the answers might surprise you. Three words: 
Naked Lara Croft. 
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CONNECT 
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technology collide 

INTERVIEW 
David Doak, director of Free Radical 
Design, shares his thoughts on life 
as an independent developer, creat
ing proprietary engine technology, 
and what's up with Haze 
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Geeky gadget stuff for the masses 

CALENDAR 
Get hip to this month's happenings 

PREVIEWS 
Check out the latest on huge games 
like StarCraft II, MotorStorm 2, 
Mario Kart Wii, Tom Clancy's HAWX, 
and much more in this month's 
previews section 
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Game of the Month: MLB OB: 
The Show for PlayStation l 
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. : .. j::.: • • • People Who Actually Get Paid To Play Video Games 

WHETHER YOU 
KNOW IT OR NOT, 

• YOU LIKE RPGS 

I don't know who said it first - someone here at 

the office, a developer I was shooting the breeze 

with, or the most likely of choices: both of the 

above. Adding role-playing elements to games has 

been a slow but certain transformation the gaming 

industry has been coming to grips with, and, as the 

headline says - whether you know it or not - the 

change is what you want 
Now, I know someone out there is screaming 

that they don't fit the RPG stereotype, nor do they 

want to, and have "never played one of those nerd 

games.• I certainly think the world would be a bet• 

ter place if everyone played a JRPG now and then, 

and spent some time in Oblivion, but I know that 

RPGs aren't exactly for everyone. 

But the premise that these games are built on, 

character development, is now becoming a cor· 

nerstone of just about any kind of game you play, 

and with great success. From Puule Quest to call 

of Duty 4: Modern Warfare, games of all types are 

experimenting with ways for you to invest time and 

effort ( or, as we call it in the RPG world, experi· 

ence) into your virtual persona to grow your avatar 

into something he/ she/rt was not 

These RPG elements not only invest the player 

into the experience, they give immediate feedback 

and both short• and long-term goals to attain. You 

know as well as I that these little rewards work. I 

know I've played Modem Warfare much longer than 

I originally planned, and I'm sure you have, too. 

And while the gunplay is certainly sweet, the attrac· 

tion of gaining experience is what makes you stay 

up later than you should. Just one more level. .. just 

one more perk. It's even invaded sports gaming; 

this month's MLB 08: The Show is just the latest 

example. Like it or not, we're all RPG gamers now. 

Cheers, 

if 
And >> an ameintormer.com 
Handle: The Game Hombre Expenise: RPGs, Actlor\/P1atlorm, DrMng, 
First-Person Shooter.; Interests: Apple ,Phone (Finally &oke D<M,i And 
Bought One And Love It), Lost, Battlestor Cnoctxo, The Rise And Fall Of 
Mortal flametongue Dislikes: That I Tned To Fre Up~ Al. Home 
And The Stupid Game Ran I.le Crap (And No, Wry Computer Doesn't 
Suck), The Co/ret Repo,fs Do!to Product f\xement Current Favorite 
Games: Wood Of Warcraft. Rainbow Soc VeljaS 2. Professor Layton And 
The Cunous Village. Peggie, Hot Shots Golf: 01t Of Bounds 
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Reiner>> reiner@gameintormer.com 
Handle: Reinocalypse 2012 Elcpeftise: RPGs, Action, First-Peoon Shooter.;, Strategy, Sports. 
Fituig Interests: Placing 8els On Smash &os. Fights (LUCdS Is A Money Maker!!Q, The New 
Sffln'tyeom.c (Keep 'Em Coming,m), Watching PS3 Gain Momentum (Trust Me ... You're 
Gcq To ~ A PS3 This Year.) Dislikes: Not lletng Able To Make Love To Wry ,Phone, People 
'MlO Pldc Up Your Acllon Figures O Spent A C,ood Amount Of Time Posing Those!), MIIS Being 
Used As Main Oiaracter.; Cumftt F-. Gales: Rainbow Soc VeljaS 2, Mass Effect DLC, 
MLB 08 The Show, God Of War Chains Of Olympus 

Matt>> matt@oameinformer.com 
Handle: The Ongjnal Gamer Expertise: Firg.flerson Shooter.;, Actior\if1alform, Actior,'Adventure. 

.... -....--, ActlofV'Sports im-sts: Nationo/ Treasure. Book Of Secrets (lncomprehensille Adventure+ Nie 
(age's Baarre Anbcs= AnOOler Classic!). Willcmg OMX Videos On You Ti.be (STOP! DROP! SHUT 
'EM [)(JM,j, OPEN UP SHOP!), Machelob, Being M hxllOJ)nle Loser Dislikes: ~ 'Moler. 
EledJon Fat,gue. Knee Problems ~m In A Coroacl Yean), Day Tl1l5, Lame lndie Rod Stars GOIOg 
~ <>,er Ll Wayre'sW?Ji NewSluf WTffll Favorite Games: Prolesoor l.a-yion And The 
Cmous \1age. Mass Elfec!. Hot Shots Goll (Alt Of 8ooods, Okaml c,tla) 

Kato>> kato@gameintormer.com 
Handle: The Game Kat.Jna Expenise: Sports. Racing, Acti01yAdventure. ActioryRPG 
lntettsts: Duffy Rodcferry, Re-Buying v~ Story, Re-Starting The Metal Gear Saga (I Very 
Raretf Re-Play Games), The Retirement Of Bert Fart, Girl Scout Cookies, She & Him Dislikes: 
Fnends LOSlllg Wry Onginal Copy Of Vai,-ant Story, Wry Recent Lack Of Interest In WI@! Hero, 
Forgetting To Menllon f..wer How Much I l.Jke.hmo,'Dlablo Cody Cumnt Favorite Games: 
51:atf. The Vbtd Ends With You, Hot Shots Goll Out Of Bounds 

Adam>> adam@oameinformer.com 
Handle: The Alpha Gamer Elcpeftise: RPGs, Strategy, First-Peoon Shooter.;, FighMg 
Interests: Joe Mauer, Joe Nathan, M!Chal-1 Cudclyer, Jusnn Momei!u, Matt Guemer. Franosco 
Lmno, Delmon Young, Scott Baker, Boof Bonser, Carlos Gomez Dislikes: Mark Buehrle. Ouie 
GUIiien, Paul Konerko, Javier Vazquez. Bobby Jenks, Jose Contreras. Or1ando Cabrera, Jermain 
l>fe, Jim Thome Cumnt Favorite Games: MLB 08: The Show, SlllS Of A Solar Emp,re. The 
Legend Of Zelda The MllllSh Cap, Puzzle Quest. Challenge Of The Warlords 

Joe > > joe@gamemformer.com 
Handle: The Real Ameoon Gamer Expenise: RPGs, M.-enture. Action, Strategy, Puzzle 
Interests: Mass Effect's DLC. 3() Rw, PvNe!nne Sequel Announcements (More Persona And 
Valqne Profile? Sok!Q ~led Dislikes: Wanton Misapplication Of The v«>rd "Monocle,. 
Wry TM>'s lnactMty (Sigh. More The Smpsons, I Guess), Waiting For Fable 2 (Specifically Co
op. "You Have A Very Nice Home And Family Here. Miller." Bwa Ha Ha0 Cumnt Favorite 
Gimes: The Wood Ends With You. Professor ~on And The Cunous Village. Call Of Duty 4: 
Modem Warfare. Buly: SdlolaMp EdJbon. The Sims 3 

Miller>> miller@gameintormer.com 
Handle: The Once And Future Gamer Expenise: RPGs, Action/Adventure, Platlorm. First• 
Peoon Shooters. MUSK. Puule Interests: Hotels With Free Spas, Big L<Ne ~m Ready For 
Season 3Q, New Coworkers (Glad To Have You On Board, Jeff 2.0 And Meagan), The Increasing 
Frequency Of Co-Op Games Dislikes: Snow That Never Leaves, Confusing Mime StOl)i,nes 
(Sln.K:tured Narratr/e Really Isn't That Hard) Current Favorite Games: Gears Of War 2, 
Lost Odysref, Echochrome, Professor l.a-yion And The Curious Village, Burnout Paradise. N+, 
Schaoid. Rod Band 

Bertz >> mattbertz@gameintormer.com 
Handle: Lord Garmgton Ill Expertise: Firg-Person Shoote15, Sports. Action, RPGs. Strategy 
Interests: &ttlesluGdoox:o Seasoo 4.0, Jim Lahey- Traier Park~. The Wild 
fnsh To The NHL Reguar Season Dislikes: Television Shows And Fins That Re\'OM! Around 
Darmg ~ 'MIi it Stop?!). Red Rr1g5 Of Death On Wry Xbox 360 Elite (Right Before GTA 
IV Hts? NoooQ, Missing The Pogues On St Patnck's Day (.48ain) Cumnt Favorite Games: 
Ramow Soc VeljaS 2. Battlefield: Bad Company, Frontl1nes: Fuel Of War, Lost Odysref, Bully: 
Scholarship Ed1tlon 

Ben>> ben@gameintormer.com 
Handle: Your Fnendly Neighborhood Gamer Expenise: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters Interests: Bold1;Goog Na,,;he/e (Fo,,, I Don't 
Rllat/ Trust You To Not Cancel 'Ml&Wil Undotiltedly Be hi AwesomeShow), l.tYooko Mars 
(]l's Ile hi EJ)ldemlc Of~ In Tots Office) Dislikes: Losing Sleep Dunng Deadlines. 
Energy Dmks That Gille You Gas Current Favorite Games: Super Smash &os. Brawl. The 
Legend Of Zelda: The Mlflllh Cap, God OfWar: Chains Of Olympus, Mario Kart 'Mi, Civilization: 

• RewlutJon 

Handle: The Game(s Ad'locate Expenise: Acti01VAdventure. RPGs, Survival Horror, First
Peoon Shooter.;, MUSIC lntettsts: Mass Effect's "Bring D<M,i The ';j:(, The Wwl-lare Version 
Of Or. Mano. ll'sAA!eys 51.my In Phlodelphio's Recent Season 4 Renewal Dislikes: Lack Of 
Standards For Olfficuty TE!T1'1lrl00gy C,Nrr, ls 'Veteran" The TOU!,Tiesl Chalenge In Call Of Duty, 
Bli Only ~d In Mass Effect?) Current Favorite Games: Mass Effect. Super Smash 
&os. Brawl. Street Fitite,- IV, The Wood Ends With You, Mirror's Edge 
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Mild Violence • . 

There's no way t o lower the bridge and 
get across witl,out inserting the crank into 

the correct slot! 

C hoose the slot that fits t he crank 
shown below. 

TIPtha 
crank to 
ChlnNtha 
VINilllalflllll . 

Text keyword "Curious" to 49737 for the answer and a free 'Wallpaper, 
or visit ProfessorLaytonDS.com to explore this unique Nintendo DS 
adventure filled 'With riddles, p1122les and hidden treasure . 

Cll()l'!l,oPF.sSOll LAYTON) 

c.mtu~~GE. 
Solve your \olaY in. 

Standard text message rates apply . 
C 2007 l.E\IEl.-5 Inc. TM, ill, the Nintendo Wl·R Connection logo and the Nintendo OS logo are trademar1<s of Nintendo. C 2008 Nintendo. 
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THEN I FOUND $50! FOR REAL! 
Playing Brawl the entire day it came out wasn't 
enough, so I packed up my Wii and brought it 
to school. I quickly hooked it up during social 
studies, and when the teacher asked what I was 
doing I told her: "Play one match. If you think we 
shouldn't play, I'll go to detention myself." Long 
story short, we got a full period of intense Brawl 
play instead of class. 

Marty R. 
via email 

■ Are you sure you aren't confusing your 
life with a •radical• video game commercial 
from the '80s7 We were half expecting a 
lame Smash Bros. rap to kick in at the end 
of this letter. Forgive our skepticism, but 
there are too many stories like this floating 
around for them all to be true. Of course, 
we've all embellished our gaming exploits 
at some point, but the trick is to keep your 
exaggerations believable. Don' t say you've 
played Halo 4, say you know someone who 
has. You haven't met Ganon in real life, but 
maybe you've uncovered a way to unlock 
him as a playable character. Learn to walk 
the line between impressive and implau
sible and your blatant lies are guaranteed to 
gain the respect of your peers. 

THE DEVELOPER DIFFERENCE 
I don't understand something. The first Call of 
Duty game I played was Modern Warfare, and 
I give it a perfect 10. However, I rented Call of 
Duty 3, and it turns out I don't like it nearly as 
much. I can't quite pinpoint why. If I hked Modem 
Warfare, shouldn't I like the one before it? 

Joel V. 
via email 

■ This method of analysis will make any style 
of game sound terrible. Observe: 

• RPGs suck! It is the most redundant, 
pointless gaming genre ever to exist All 
you do is fight enemies, take their loot, 
then repeat 

• Puzzle games suck! It is the most 
redundant, pointless gaming genre ever 
to exist All you do is move shapes 
around, score points, then repeat 

• Music games suck! It is the most redun
dant, pointless gaming genre ever to 
exist All you do is hit notes, continue 
hitting notes, then repeat 

■ Call of Duty is an interesting franchise in 
that it is in the hands of two different devel
opers. Infinity Ward, the developer that cre
ated the series, was responsible for Modern 
Warfare. Call of Duty 3, however, was made 
by Activision's Treyarch studio. Treyarch's 
entry is far from bad, but it definitely dis
plays a different philosophical approach to 
the art of warfare (though hardcore fans of 
the series may use less polite terminology). 
If you want another experience more along 
the lines of COO 4, you may have to wait a 
little while since Treyarch is also heading 
up the fifth Call of Duty installment Infinity 
Ward's current plans are unannounced. 

DOWNLOADABLE LOVE 
Why don't you review games that release on PSN 
and XBLA? I know they aren't on the same tier 
as other big releases, but maybe you could give 
them their own rating scale. I was thinking maybe 
even give them their own section. 

Joe DelFranco 
via hotmail.com 

■ We were thinking the same thing. As you 
point out, it might not be fair to hold these 
games up to the same standard as full 
retail releases. However, they are becom
ing a larger part of the gaming conscious
ness, and our readers should know about 
all of the great experiences to be found via 
download. That' s why we've started up a 
new section called Impulse, appearing for 
the first time in this issue. Turn to page 30 
and read what Matt Miller, our in-house 
downloadable game guru, has to say about 
current and upcoming online releases on 
the various platforms. 

You can't just dismantle a genre and judge it 
by its constituent parts. That would be like 
judging a painting by only looking at the colors 
that were used to create it Playing a game 
isn't about the individual pieces. Ifs about 
how those elements interact with the player 
and each other to create a unified experience. 

OR WOULD WE? 
Who writes the captions for your screenshots? I 
was just wondenng, because sometimes I find 
myself rolling on the ground laughing at the things 
you guys say in those little boxes. 

Anonymous 
via gmail.com 

■ We employ a team of comedy chemists 
to make sure that each issue's caption 
composition maintains the proper balance 
of Internet memes, fart/ crotch jokes (these 
are key), and obscure film references. It is a 
delicate and precise process, and we there
fore would never, ever entrust it to whoever 
happens to be writing the particular review 
or preview in question. 

ROCKING 
Do you ever think that they will put an import a 
song feature into Guitar Hero or Rock Band? If so, 
why don't they have 1t now? 

Simeon Robinson 
via gmail 

■ We wouldn't be surprised to see this fea
ture in a title down the line, but there are 
two main reasons you can't do it yet. The 
first one is technological limitations. Games 
like Harmonix's Phase for iPod can create 
gameplay from your music library by read
ing basic beats, but they can't generate the 
killer lines and solos that make you feel like 
a true part of the music - that takes a devel
oper's touch. That being said, there is an 
extensive number of fan-created (and unli
censed) Guitar Hero cheats being distributed 
on the Internet. The second reason is finan-

It's fine if you don't like shooters, but then it's 
also unlikely that you understand what makes 
them fun for others. So you keep enjoying 
role-playing games, and quit belittling shoot
ers - they're insecure enough as it is. Why do 
you think they carry those big guns around? 

Seod your coovnenls 10 Game Informer Snail Mail Game I nformer Magazine • Attn Dear GI • 724 North Fust St 4 1h Floor • M inneapolis. MN 55401 Email dear g1@game1nlormer com 
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cial; how can they charge you for weekly 
downloads if you can just pop in your own 
CD for free? Rather than importing your per
sonal collection, we're betting that the next 
step for music games will be letting users 
create, play, and share their own music. That 
would give gamers more freedom while 
still leaving room for downloadable content 
upgrades ... for a small fee, of course. 

EVERYTHING ACQUIRED 
I can't believe EA has the balls to call themselves 
a video game company. All they really are is the 
New York Yankees of the industry. If they can't 
beat the competition, they buy them out. Just 
look at BioWare and Take-Two. I was reading your 
Connect article entitled "EA's Grand Theft Auto," 
and I was just outraged. If EA gets a hold of 
some of the greatest video game properties like 
BioShock and Grand Theft Auto, I fear that all they 
will do is put a foul stench on them just like their 
own established series such as NBA Live, James 
Bond (before it went to Activision), Def Jam, and 
even newcomers like Army of Two. I hope that 
Take-Two and Rockstar tells EA to shove their buy
out deal up their asses. 

Brian Smith 
via yahoo.com 

EA recently expressed interest in taking over 
Take-Two, and the first thing that went through 
the gaming community was "OMG EA sucks so 
bad~ Look, all EA has done is attempt to expand 
its portfolio. Yes, buying quality is different from 
creating it, but nonetheless, this is still the video
game business. Stockholders have a right to do 
what they want with their investment. As bad as 
this sounds, it seems money outweighs games. In 
all fairness, isn't that why developers get into the 
business? To get paid what they love doing? 

Ratha Chau 
via email 

■ When you stop looking at the stockhold
ers' bottom lines and start looking at gam
ing as a form of entertainment, it is difficult 
to see EA's takeover attempts in a positive 
light. As a publisher and a developer, EA 
certainly releases some excellent games, but 
its reputation for being difficult to work with 
isn't wholly unearned, either. Remember 
Westwood and Bullfrog? However, EA's CEO 
John Riccitiello has admitted the company 
made mistakes in those cases, so we could 
be entering an era of a more cooperative 
and creativity-focused EA. That might not be 
much consolation to Take-Two and its sub
sidiaries, though. No matter how the situa
tion is resolved, ifs going to have an impact 
on the industry. 

Enter the Game Informer Reader Art 
Contest All yoo need to do ,s draw, 
pain~ scratch, spit. or carve the best 
dam art yoo can think of and send 
it to us. Please 1ndude yoor name, 
phone number, and return address. 
~ yoo're the monthly wmner, we·a 
feature yoor work in GI and yoo'II 
recetve a v,deo game pnze horn 
the Game Informer vault All entries 
become the property of Game 
Informer and can't be returned. 

Send to: 
Game Informer 
Reader Art Contest 
724 Isl St N. 
4th Floor 
Mpls. MN 5540 I 

JESSICA LUCCI 
Half of Alta'ir has 
more awesomeness 
than most characters 
have in their whole 
body - or even 
multiple characters 
combined, if you're 
talking about Sonic's 
friends 

JULIO ESTRADA 
Here's a tip: If 
you're a zombie, 
don't bother 
straightening your 
tie. Your decrepit 
flesh and oozing 
sores make you 
look shabby no 
matter what 

MIKE GROVES 

many alternate 
universes could 
there possibly be? 

We don't know who invited the Metroid, but the Big Daddy 
is probably the only guy walking out of that room with his 
health intact 

CORRECTIONS: 
In our Gear section of issue 179. we listed the Razer Mako 2.1 as havmg a pnce of S79.99 The cor
rect retail price Is $399 99 In the same issue. Thol Jensen's op,nioo essay "The Casual Crush" was 
amended with artwork and a sub-headline that suggesled Mr Jensen was wnhng about the mobile 
phone market, not the casual games market as was his intention. In issue 180, Chris Avellone was 
1ncorrectly identified as the creative lead for Alpha Protocol Avetlone is the game's lead designer, 
and Brian M1tsoda Is the creative lead Also in that issue. our review of Eco-creatures listed the 
game as 1-player Strategy It should have read 1-player Strategy (2 to 4-Playel Via Wireless 01 
Nintendo Wi-Fi). Add1honally, The Sp1derw1Ck Chronicles review mc01rectly states that the score 
was taken from the film. All music was entirely composed by Robb Mills Game lnfonner apologizes 
for these errors. 
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THE 
NAME 
GAME 
THE PROCESS, POWER, 
& PITFALLS OF VIDEO 
GAME NAMES 

' ' I 
t's really not about the 
till. e, it's a.bout what's 1n 
it,• says Andrew Hawn, 
VK.e president and 
consumer strategist for 
lconoculture. Gamers 

know this to be true, but that doesn't make 
a game's ntle any less important In fact, rt's 
something that pubhshers and developers 
do not take hghtly at all. Gettmg off on the 
right foot and defining the game expen
ence to potenllal new fans - especially if 
it's a new IP - 1s 
crucial to a new 
product's success, 
and a game's 
title is a big part 
of that process. 
A name can be 
grea~ good, or 
Just average, but 

THE S--- LIST 

broader set of consumer motivators around 
what the experience Is likely to be~ 

"It's not scientific by any stretch; admits 
Jeff Reese, Sony's director of software 
marketing. In his pos1tIon, Reese has a 
hand In every title that comes out from 
the company. Names start with develop
ers, who naturally have a creative sense of 
their own project and what they want It to 
mean to gamers. From the codenames and 
early dead ends, however, a clearer idea 
starts to emerge as the game's story, prime 
features, genre, and broader marketing 

and branding plan 
mold the moniker. 
"The whole pro
cess 1s calibration: 
Reese tells us. 
'You are constantly 
culling down the 
hst. 'There's no 
such thing as 
a bad name' is 
kind of the thesis 
we go from, and 
as you go down 
the process you 

11 simply cannot 
be bad. At least 
not if the name 
has been properly 
scrutinized by all 
parties involved. 
"That's frankly 
an easy place to 
hide to say, Well, 
the title doesn't 
matter. Those 
who know the 
game will buy the 
game no matter 
what it's called," 
explains Hawn. 

Here is a very abbreviated list of some bad 
video game names. Want to create your 
own hilarity? Check out this online moniker 
generator: http://www.norefuge.neVvgng/ 
vgng.html 

realize there are 
such things as 
bad names, but 
you don't want to 
stop any kind of 
creatMty.· 

·1 think you're 
shooting yourself 
in the foot by not 
appealing to a 
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• Infinite UndiscOllef)' 
• Corpse Killer 
• Awesome Possum Kicks 

Dr. Machino's Butt 
• WildWoody 
• lmtating Stick 
• Twin Eagle: Revenge 

Joe's Brother 

• Tongue of the Fatman 
• .hack//G.U. Vol. 2: 

Reminisce 
• Viking: Battle for Asgard 
• Hot Pix! 
• Fuz1on Frenzy 

Coming up 
with a name that 
everyone likes is 
just the beginning 
of the process. 
Sometimes legal 
issues come into 
play. Reese told us 
that LittleBigPlanet 

ong1nally was named something else, 
but had to be changed due to trademark 
issues. Other times a subtitle is necessary 
to differentiate the product from another 
game in the same senes on another sys
tem. God of War: Chains of Olympus 1s 
an example of this. Sometimes the name 
has to avoid sounding like something else 
or conjuring up the wrong imagery. "It's 
really important to 1mbed deeply in the 
consumer's mind at first glance," explains 
Reese. "To do that you have to break 
through a very cluttered environment. It's 
an important part of the process to see 
what's been successful, learn from that, but 
also make sure that when you come out 
and announce that name, you don't want 
someone trying to say, 'Well, it sounds a 
lot like X competitor:• Finally, Reese tells us 
that work sometimes has to continue on a 
name even after it's been made public. He 
told us that PR and marketing had to go to 
work on behalf of LocoRoco and Patapon 
in order to get these games across due to 
their non-obvious names. 

While catching a gamer's eye as they 
consider spending their money on a 
title they've never heard of may be one 
component of effectively naming a video 
game, the larger goal is to create an overall 
brand experience that you can trust now 
and in the future. lconoculture's Andrew 
Hawn - whose clients include big-name 
publishers and developers in the industry, 
almost all the movie studios, and numerous 
television studios and consumer electronics 
companies (Hawn would not give specific 
names for confidentiality reasons) - says 
that trust, or the lack of it, is a problem with 
video game names. 

"The whole industry has had sequelitis 
forever, and as the industry grows up it's 

gotta think long and hard how it names 
things. This is true of the consumer electron
ics industry as well. Everything coming out 
of Panasonic is a disaster.· Hawn naturally 
points to Apple and the emotional tie its 
fans have with its products as the road to 
follow, where quality is (usually) in synch 
with expectation. 

Trust isn't something that Video games 
have always had. Until recently anything 
named Star Wars, mostly in the '90s, was an 
abuse to fans. "The video game industry has 
to realize they are playing in the big leagues 
right now, and you can't do that.· 

We asked Hawn about the Final Fantasy 
brand, which developer/publisher Square 
Enix affixes to a number of games in dif
ferent genres and varying in quality, and 
whether it could be hurt by this inconsis
tency. 'It is a universe and I think there's this 
core group of people that'll buy anything 
[with the name Final Fantasy], but I think it's 
a detriment.· 

Apart from those fans that would buy 
your title anyway, no matter how incompre
hensible or awful its name, mass-market 
friendly mies are something that companies 
must be more conscious of as more non
hardcore gamers head into stores looking 
for stuff to buy. "The gaming industry will 
say things like, 'We are bigger than the 
movie industry,'" says Hawn, ' but you can't 

The gaming industry 

will say things like, 

'We are bigger than 

the movie industry,' 

but you can't put 

up an eye chart of a 

name of a game and 

expect people to 

know what it's going 

to be. 
- Andrew Hawn, vice president 

and consumer strategist for 
consumer researchers lconoculture 

put up an eye chart of a name of a game 
and expect people to know what it's going 
to be. I'm not saying you should name it 
something obvious or dumb. I think the 
simpler you keep it the better. The name 
shouldn't get in the way." 



WHAT'S IN A NAME? 
We asked consumer expert 
Andrew Hawn his professional 
opinion of some video game names. 

"It's this call to arms. This almost historic, 
nostalgic kind of approach to what you didn't 
live through. That's especially effective for 
millennials - generation Y, or under-30 year 
olds. They are one of the first generations 
that can be deeply nostalgic about a time 
that they never lived through because they 
have so much access to media and their 
approach to media consumption. 

·one of the big trends in video game 
naming is the use of the possessive. Band of 
Brothers, Company of Heroes, Army of Two, 
Blank of Blank. It's this more formal way of 
getting consumers involved emotionally in 
the possibilities and aspirational approach to 
what this video game might mean to them. 
Call of Duty is a perfect example, this sort of 
call to action - come and get involved. It's 
probably been overplayed to such a degree 
that it's diluted itselr 

Psychonauts 
"Psychonauts is a really fantastic game. 
[The main character] is a sailor of people's 
psyches - it totally doesn't translate at all to 
regular human beings. You have no frame 
of reference to what it's going to be. What 
a great game that was, but I think a lot of 
its [commercial troubles] had to do with the 
marketing of it. It had brand legacy that it 
couldn't activate~ 

DiRT, HAWX, flOw or Any 
Other Acronym Or Weird 
Use of Capital Letters 
"I think the acronym game is a pretty 
funny one. I think there have been plenty 
of acronym-driven games that don't really 
mean anything to anybody other than the 
programmers. To gain popular media/cultural 
relevance, I don't recommend any of those 
groups. That's all I have to say on that." 

Mobile Suit Gundam: 
Gundam vs. Zeta Gundam 
"To the Gundam fan, it doesn't really matter 
what it's called, they are going to buy it. On 
the other hand, it's something to point at in 
the store and laugh at if you don't know~ 

connect 

DATA FILE 
More News You Can Use 

LET THE GAMES BEGIN 
The World Cyber Games has aMOOnced its 
official lineup of tournament games - includ~ 
ing debuts by Halo 3 and Gu~ar Hero Ill. 
Registration ends June 31 and this year's event 
includes over 14 PC and Xbox 360 team and 
individual ti1les (,nduding old favorites such 
as Counte,-Strike and WarCraft Ill: The Frozen 
Throne). For more info, head over to www. 
wor1ckybergames.com. 

HARRISON IN; ZUCKER OUT 
Ex-Sony bipig Phil Harrison has joined 
lnfogrames as the company's presidenl to try 
and bring Atari back ~om the brink. Harrison 
says part of this strategy will be via on line 
games. Meanwhile, Midway's CEO David Zucker 
is out after five years. 

ACTIVISION'S CALL OF 
DUTYMMO 
Al a recent financial meeting, Activision CEO 
Bobby Koticl< said that bringing Call of Duty and 
other franch~ to the MMO space is something 
he foresees happening sometime in the future as 
a •natural evolution: 

LOST PLANET CONTINUES 
Capcom just released the PS3 version of lost 
ptanet: Extreme Condition, but there's even 
more in store for fans. For a budget price of 
S29.99 on Xbox 360 and PC. you can pick up 
lost Planet: Colonies, which features three new 
~ngle-player modes, four extra multiplaye, 
maps (,nduding aoss-platlorm play between 
the 360 and PC), and more. lost Planet: Colonies 
comes out on May 27. 

MAD MAX RETURNS 
God of War ll's Cory Barlog has left Sony. but 
we haven't heard the last of him. Nt>Mweek's 
N'Gai Croal reports that BaMog has hooked up 
with Mod Mox director George Miller for a video 
game based on an as•yet·unfilmed Mad Max 
proj,ct (which won1 star Mel Gibson). 
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Final Fantasy: Crystal Chronides - My Life 
as a King 
Developer: Square Enix • Release Date: May 12 

\Miile many Wi~are titles are brand new franchises made by fledging game companies, 
Final Fantasy: Crystal Chronicles - Mf Life as a King lends a bit of star power to the 
WiiWare launch on May 12. \Mi1le the graphics are definitely on par with the Crystal 
Chronicles trad1non, the game takes a radical new approach to the Final Fantasy universe. 
Far from the usual Square Enix model of exploration-based RPGs, Mf Life as a King IS 
more akin to a fantasy themed Sim City. As the king of the realm, you'll command warnor.; 
and villagers to cany out vanous tasks and military missions, helping you collect the r~ 
material to build your kingdom into a regal powerhouse. Of course, as king, you'll be able 
to oversee and plan the constructJon of your castle and forts. This definrtely looks to add an 
interesting new dimension to the Final Fantasy universe. 
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Star lolcller R 
Developer: Hudson • Release Date: TBA 

Hudson has a long tradition of creating great arcade experiences, and an equally long 
history with frequent partner Nintendo, so it's no surprise the company Is an early 
adopter of the WiiWare service. Star Soldier R is the 12th edition in the stalwart shooter 
series. The game will offer the traditional vertical-scrolling space shooting that fans 
expect, although with a 3D graphical overhaul. Put it this way: this 1s old-school skill
based arcade action the hkes of which we rarely see, so get ready to put your reflexes 
to the test. Similar to Pac-Man Champ1onsh1p Ed1t1on, the game will use a five.minute 
timed mode to see which gamers can create the most explosive, combo-laden run. 
The only bad news: For now, Star Soldier IS only confirmed for Japan, but let's hope 
Hudson comes to its senses and releases 1t Stateside. 

Malor League Eating 
Developer: Mastiff • Release Date: May 12 

Developer Mastiff bnngs us a licensed sports game that's well off the beaten path: MaJOr 
League Eating. Yes, the same Ma1or League Eanng in which we've all seen surpnsingly 
skinny dudes shove insane amounts of hot dogs and other goodies into their masticating 
maw. A little gross perhaps, but It sounds hke just the kind of senseless fun that made 
Rayman Raving Rabb1ds and WarioWare into classics. In addition to two-player mode 
and onhne leader boards, MaJor League Eaung promises novel uses of the Wii remote 
for eating moves such as "the cram,' •the toss,' and 'the typewnter:" Those sound like 
things that could get you arrested 1n some states, but color us 1ntngued. 

World of Goo 
Developer: 2D Boy • Release Date: Third Quarter 

World of Goo exemplifies the classic garage development scenano. Two guys - m this 
case Kyie Gabler and Ron Carmel - started World of Goo as Tower of Goo, a prototype 
in the Expenmental Games Project at Carnegie Mellon. Development was conducted 
largely in coffee shops (for the free wi-fi), and Gabler and Carmel have now turned 
this prototype into a full-fledged game to be d1stnbuted on W,~are and PC. The baisic 
premise is using balls of goo to build wobbly structures that eventually reach a pipe, 
which then sucks up the remaining goo. Although rt's a strange premise, the garneplay 
has proven addictive enough to win awards for Technical Excellence and Design 
lnnovanon at the prestig10us Independent Garnes Festival. Keep an eye on this one, 1t 
Just might be the sleeper hit of the year. 

Everyone's Pokemon Ranch 
Developer: Nintendo • Release Date: TBA 

\Miat would a new Nintendo gaming seMce be without a Pokemon utle? One that 
failed to maxIm1ze profits, that's whatl Never content to let Pokernaniacs go without 
another chance to spend their hard-earned dollars, Nintendo will be creating Everyone's 
Pokemon Ranch for Wi1Ware. At the ranch, you'll be able to store over 1,000 creatures 
from Diamond and Pearl, and even engage in exc1t1ng activities like ... s1tt1ng around the 
campfire. You'll also be able to take and share photos with friends via an SD card. Not 
only tha~ but your Mus and Yukari (a character from previous games) can frohc and 
dance around with your fully 3D Pokemon. Given the somewhat slim features, there's 
been some speculauon that this might be a free title or even end up being a channel 
on the Wii online seMce hke the M1i Channel. 

Elernlly' s Child 
Developer: Luc Bernard & Partners/Alten8 • Release Date: Second Quarter 

This gorgeous-looking title was once bound for Xbox Live Arcade, but developer 
and cartoonist Luc Bernard and publisher AltenB decided to switch over to WnWare, 
making this an early coup for the servtee. The game 1s a side-scrolling platformer 
stamng hero Angel, who explores and shoots his way through simply beautiful levels 
based on Bernard's hand-<lrawn artwork. The unique graphical look is definitely the big 
hook here, but the gameplay promises to be interesting as well. \Mi1le the characte(s 
main movement 1s controlled with the nunchuk, the remote aims the onscreen ret1de 
(or heart 1n this case). This opens up some rnce poss1biliues for single-screen co-op, 
Slmilar to what we recently ~ 1n Super Mar10 Galaxy. 
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Braber & Scratch 
Developer: Steel Penny Games • Release Date: TBA 

Bruiser & Scratch Is the product of Steel Penny Games, a new studio based in the 
gaming hotbed of Austin, Texas and staffed by former members of Naughty Dog. This 
deep pedigree has produced a WnWare title that combines the action, board game, 
and puzzle genres in an intnguIng fashion. As either of the titular characters, you'll 
push pieces around on the game board, hying to solve a unique puzzle. As you combine 
pieces together, you'll eventually work your way down to only one piece remaining. Steel 
Penny dubs the game "the 1lleg1timate son of mahJOOgg. sol1tare, and chess• which is 
about a good a summary as any for this interesting puzzler. 

Pliillchen Twul n' Paint 
Developer: Bplus • Release Date: May 12 

As one of the non-Nintendo trtles that will be representing on May I 2th, Pl~ttchen 
Twist n' Paint has gotten quite a bit of attention on the Internet, and for good reason. 
Viennese developer Bplus has been crafting this title as a "puzzle-shooter" - a hybrid 
genre that promises to combine arcade speed with puzzle depth. The game is tailored 
to the Wii remote (you select the game pieces - "Pl~ttchen• - and twist the remote 
to select a color from the wheel, then try to line up rows of like colors), but Bplus has 
delved deep into the Nintendo archives to allow special Wi1 Zapper moves and even 
Donkey Kong Bongo compatibility. Although no online is offered, up to 12 players can 
play at one ume on the same console. We expect this to be the early cult hit of the 
1/1/nWare lineup. 

Dr. Marlo (lenlallve Ihle) 
Developer: Nintendo • Release Date: TBA 

Every Nintendo console (or service, in this case) needs its own Dr. Mario title, and 
the WiiWare version of the game seems to be the most full-featured version of the 
dass1c puzzle game that Nintendo has released In years. Wii fans will be happy to have 
the ability to make their Mii stand on top of the board in place of the usual Nintendo 
characters. Most importantly, you'll also be able to play online with friends, as this is one 
of the few WiMJare titles to feature full Wi-Fi online support If that's not your thing you'll 
also be able to play with four-players cooperative or compebtively In the 1nduded Virus 
Buster game (the vanatIon on Dr. Mario recently 1nduded In Brain Age 2 on the DS). 
Expect this to be an early hot seller for the service. 

Oldralm Ping Pong 
Developer: Arc System Works • Release Date: TBA 

Hardcore fighting game fans will no doubt recognize this title's developer, Arc System 
Works, as the creators of the respected Guilty Gear franchise. However, Okiraku Ping 
Pong takes their experience In hghtning,quick gameplay to a much different genre: 
table tennis. Although not confirmed for U.S. release, we have good reason to believe 
It will be making an appearance on the Stateside WiMJare seMce. The game will feature 
a minigame-centnc Challenge mode, where you compete to unlock items, as well as 
more trad1t1onal singles and doubles modes. You'll also have the choice between a 
Wii Sports-style automatic movement control scheme and a more in-depth mechanic 
that allows you to move your character with the nunchuk. 

Los1W1nu 
Developer: Frontier Development • Release Date: TBA 

At first glance, LostWinds looks like a pretty standard action/platformer. A young lad with 
a strange name (Toku) must rid the world of an evil curse with a magical buddy (Ennl). 
However, Frontier Development (which made the recent Thnllville: Off the Rails) has 
made something quite unique. Using remote moves similar to Okami, players will use 
Ennl to "draw" streams of wind that float Toku through the levels and out of harm's 
way - think Kirby: Canvas Curse on DS. It's quite novel, and also notable for being a 
fully 3D experience that looks remarkably comparable to current disc-based Wii titles 
- no small feat given the SlZe restrictions Nintendo has placed on Wii. For now, this is an 
encouraging sign that WiiWare can handle much more than Just "casual" or puzzle titles. 

Mollplnan 
Developer: Namco Bandai • Release Date: TBA 

Mojipittan isn't well known in the States, but the popular word puzzle game (similar 
to Scrabble) has been around for years, starting life as an arcade title but seeing 
release on systems such as PlayStation 2, Game Boy Advance, DS, and PSP (where 
it was a day-one hit in Japan). We haven't confirmed this game for the U.S. service 
(although it's likely a Japanese WiiWare launch title), but here's to hoping. It's the 
type of classic, casual content that is perfect for WiMJare. 



Maraboushlkaku (lealallve dde) 
Developer: Nintendo • Release Date: TBA 

Although little is known about Maruboushikaku (and Lord knows Nintendo isn't saying 
anything!), what we do know so far points to this being a puzzle title that should be well 
worth watching for in the future. The playfield is divided up into three sections, each of 
which is devoted to one of the three main "shapes' - circle, hne, and square - that 
are the foundation of Maruboushikaku's gameplay. What's more exciting is the fact that 
you'll be able to play simulataneous three-player, with the action in each window 
affecting the others in real-time. 

Defend Your Casile 
Developer: Xgen • Release Date: May 12 

Defend Your Castle has earned a sizeable following on the lnternei where rt began 
life as a free Flash-based browser title (still available at http://www.xgenstudios. 
com/play/castle). However, the game has received a significant changes in bemg 
ported to Wii, including four-player functionalrty and a maJor overhaul of the graphics. 
The basic gameplay is classidy simple Flash fare, as you use your Wii remote to grab 
and fling advancing troops away from your castle. However, earning points allows you 
to upgrade your castle walls, train archers who can defend from afar, and develop 
explosives and other military technologies. 

Minna de Puzzleloop (lenladve dde) 
Developer: Nintendo • Release Date: TBA 

Minna say what?! Although this game is currently saddled with a slightly unwieldy 
moniker (it means Puzzleloop for Everyone), this game should actually be familiar 
to OS fans, as a version of it has already been released for the system - the Touch 
Generations title Magnetica. The concept - easy to learn, difficult to master - of 
matching magnetic balls of like colors together worked great on the OS, allows you to 
quickly flick your balls around the screen. If it works as well with the Wii remote, this 
could be a must-play for WiiWare fans. 

Last nlghl 
Developer: Nibris • Release Date: First Quarter 2009 

Nibns, a development studio m Krakow, Poland, is bnng1ng Last Flight, one of the most 
unique titles announced thus far on WiiWare, to the service sometime in early 2009. 
The eel-shaded game, which combines the point-and-dick mechanics of old-school 
graphic adventures with hack n' slash gameplay reminiscent of Capcom titles like Devil 
May Oy, revolves around the unlikely hero Larry Adelman, a pudgy, balding food cntic. 
On a flighi he meets the mysterious Ana, a Romanian beauty who Is traveling with 
her fathers coffin on a tnp to his final rest The only problem? Well, Ana's father isn't 
really dead; he's a vampire. Also, he's escaped from his coffin and is infecting the 
passengers of the plane with vampInsm. Can Larry and Ana escape their fate? Nibris 
promises many twists and turns, which will be ironed out in episodic releases, similar 
to what Valve has done with Half-life. Vampires? Hot Romanian women? Nibns, you've 
got our attenbon. 

Pop 
Developer: Nnooo • Release Date: Launch Window 

Pop's title 1s truth In advertising. The game Is about nothing but popping bubbles. While 
it's simple to be sure, developer Nnooo hopes that linking endless chain combos of 
like-colored bubbles will prove as addictive as titles like Rez or Geometry Wars. In one 
of three modes - NOl!Tlal, Advanced, and the freefoon, timer-less Chill - you'll quest 
through 16 looping levels of chaining bubbles. Of course, things become more complex 
when you begin to master the use of the game's power-ups and truly get In the zone. 
Although there isn't online multiplayer, the game will feature online leaderboards, and 
even send your fnends taunting messages when you've bested their scores. 

Butterfly Garden 
Developer: Autonomous Productions • Release Date: Spring 2009 

The lower development costs of Wi"iWare make it friendly to more experimental ideas, 
and none of the titles announced so far are more esoteric than Autonomous Productions' 
Butterfly Garden It's essentially a nature-oriented cross between Arnmal Oossing and 
Spore, allowing you to control, breed, and collect new types of butterflies (and send 
them to your friends via VViiConnect24) as well as help shape the ecosystem of the 
garden you occupy by contributing to the pollination of plants and flowers. The game 
won't be out until 2009, as the developers are working hard on laying the complex 
groundwork for this game's procedurally generated, ever-changing environment 



connect ten 

1 Psycho Mantis 
(Metal Gear Solid) 
"You like Castlevania, don't you?" No boss 
battle has ever messed with anyone's 
mind quite like Psycho Mantis. His con
troller-moving and memory card-reading 
skills may seem to be mere parlor tricks by 
today's standards, but at the time they just 
made Psycho Mantis appear omnipotent 
His main tadic was psychological warfare; 
gamers knew how to dodge attacks, but 
what are you supposed to do about a blank screen or the infamous controller 
port switch? It may not be a surprising choice for the number one boss fight of 
all time, but it is etched too deeply in our minds to be placed anywhere else. 

2 Mother Brain 
(Super Metroid) 
It began by capitalizing on nosta~ 
gia, presenting a nearly identical 
fight as the first Metroid game. 
Then, when you thought you 
were victorious, the pulsating 
cybernetic matriarch rose from the ground and revealed her 
true form. You even thought you had a chance - until a sin
gle shot from her energy beam left you maimed and immo
bile. If it weren't for that "baby" metroid (and the kickass 
Hyper Beam), this would have been the end of Samus Aran. 

3 Sephiroth 
(Final Fantasy VII) 
If you're blood doesn't start 
pumping when you hear ·one 
Winged Angel," then you haven't 
faced the wrath of Sephiroth. 
You're fighting an angelic incarna
tion of the man who incinerated 
your hometown, murdered your friend, and unleashed a 
potentially worlcklestroying catastrophe. For high stakes and 

4 Ganon (The Legend of 
Zelda: Ocarina of Time) 
Not to be confused with the 
human Ganondorf, this boar-like 
demon is truly Link's ultimate 
rival. \Nhile everyone loves the 
final scenes of Wind Waker, in 
terms of the actual confrontation, it's hard to top Ocarina's 
Ganon. Emerging from the rubble of his shattered tower and 
transforming into a hulking beast, Ganon was a terrifying and 
challenging (by Zelda standards) foe. Even when you man
aged to wear him down, it took the power of a bunch of 
sages to seal him away and contain his power. 

5 Bowser 
(Super Mario 64) 
Gone are the days when Bowser 
was just a slightly oversized turtle 

1 with a few hammers. This battle 
against the behemoth Bowser 
presented us with a new stan
dard for epic boss fights, as the 

a sense of dishing out justice, the battle against Sephiroth is 
top-notch. Also, let's not forget that his special summon attack 
eradicates the entire solar system before it even hits you. 

towering beast attempts to crush Mario underfoot and set his 
overalls ablaze. We especially loved the analog mechanic as 
we grabbed him by the tail and flung him around, making 
this the king of Mario boss fights to date. 
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6 Colossus #13 
(Shadow of the Colossus) 
Almost every boss in this game 
had a good shot at making this 
list, but the 13th colossus stands 
apart from the rest. As if riding 
alongside it and hopping on 
train robbery-style wasn't intense 
enough, you also needed to contend with the sense of ver
tigo that comes from flying high in the sky as the beast did 
barrel rolls to shake you off its back. It's not the biggest or the 
hardest boss in the game, but it was certainly the most fun. 

7 Gora 
(Mortal Kombat) 
He has four arms! Even better, 
he uses two of those arms to 
grab you while he wails on you 
with the other two! \Mien you 
first saw how much damage 
his attacks did, you might have 
thought it was a glitch. Nope. He just wrecked you with ease, 
and'beating him required timing. precision, and luck. There 
are other fighting games that perfected the brutally difficult 
boss (thank you, SNK), but Goro earns his place on this list 
through sheer might and fear factor. Four arms! 

8 The Colossus of Rhodes 
(God of War II) 
Usually boss battles are isolated 
fights that occur at the end of 
levels, but this guy is the level. 
Kratos was constantly fending 
off this ancient wonder during 
the course of the game's intro
duction, and it's surprising how 
something this big can just come out of nowhere. You know 
a fight is cool when the only way to defeat your opponent is 
to make his head explode from the inside. 

9 Garrador 
(Resident Evi I 4) 
Of all of the tense battles in this 
game, there was nothing quite 
like the sense of being hunted 
in your first encounter with the 
vicious Garrador. These berserk 
and sound-sensitive gladiators 
could easily tear you apart with their metal daws, so you 
needed to drive them into a frenzy by ringing nearby bells. 
We still remember the terror in that brief moment when we 
realized the Garrador had pinpointed our location and was 
ready to strike. 

10 Mike Tyson (Mike 
Tyson's Punch-Out!!) 
If you wanted real video game 
bragging rights on the play
ground, defeating Mike Tyson 
was the Holy Grail of NES 
achievements. One-hit knock
downs, lightning-quick punches, 
and extremely limited windows of opportunity made Kid 
Dynamite a true test of your reflexes, skill, and perseverance. 
Gamers everywhere mourn the day when that toolbox, Mr. 
Dream, took his place as the final bout 



BAD 
Recenlly video gamffl lost two inspirations. 
Dungeons & Dragons co-<rtator Gary Gyga, 
(pictured) passed IIW"'f at the age of 69. Although 
a pen and paper RPG, D&D was vastly inftuential to 
the wor1d of video games, and our industry owes 
a debt of gratitude to Gyga, and ho contributions. 
Wetl<s lattf, 90-year-old sci.fi nomst Arthur C. 
Clark• passed at ho home in Sri Lanka. Among ho 
many -1cs are lhe novel inspiration and co-wntten 
,creenplay for 2001: A Space Odyssey. 

GOOD 
Sony K pt6'g out al the SlOpS for two o/ ilS biggest 
title. (.od ol Wr. Cha,ns of Olympus K ~ but W1 
June the game wil also co,ne wi1h a~ r!d PSP 
beamg Kratos' menadng visage along Witt, a UMD 
copy ol su,,,,t,ad and a coupon to download Syphon 
f"olter: Combal Ops. The bundle wil rtlail fo, $199. 
Nol to be outdone. Metal Ge¥ Solid 4: Guns ol the 
P-K comng pocbaed wi1h an IIOG8 PS3 and a 
newllualshodtl-rumbie contn)fler for $499 
onlunetlforthepme's,_ 

UGLY 
fk.tios rarefy IIJC)loa,zt, but 
lhal'seuc11y1MIIIRoruwhas 
hadtodoforBufly:Sdlofa<,lwp 
Edition for lhe ~ . - WIS 
nddled Witt, rr.me.ate....,.. 
and &ame-<rashonl bup. A 
palm K ava,fabft to deal Wltfl 
lhe problems 

Trust us. wt're all down for a Wil rmake of GameCube's Rtsident Evil Ztfo. So w'1y does (apcO<n of ),pin s,y 
that lhe came - whKh w,II appear across lhe Pacific tho sumrntf - _,, be comina to the U.S.7 l\1lo koows. 
Meanwhile, wt're up to our necb in third-party w; shovelware ....-here. 

rrtan Quest devtf0l>e< ~on lore Entert>inment was 
forced to dose its doon due to •,_,1 unrelated 
events which r""lted in Iron lo<e being unable to 
sea,re funding for its next p,oject. • reads a state
ment ~om the company. 

UGLY 
Eidos' parent company, SCi. has canceled 14 
p,ojeds as part ol a massiw! restructuring plan. 
Although no specific titles Wtfe mentioned, the 
Tomb Raider, Hilman, and Deus Ex franchoses 
shoud !Iii be a part ol the company's futu,e plans. 
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I To most of the Western game audience, free games are a foreign concept Shelling out a few hundred bucks for a 

console (or more for a gaming PC) and up to $60 per game is just the way things have been since the dawn of the 

medium. Free games are often looked upon with suspicion or lumped in with casual, soccer mom puzzle games. 

But in several Asian markets, predominantly South Korea, the perception of free games is completely reversed. 

During a keynote address at last September's Austin Game Developers Conference, one of the top free game 

makers, South Korea's Nexon, flaunted some impressive numbers. Min Kim, director of U.S. game operations, tout

ed that approximately 25 percent of the entire South Korean population plays its MapleStory and KartRider titles. 

The company raked in $230 million in revenues in 2005, and MapleStory alone accounts for $16 million a month. 

How is it possible for these supposed "free" games to make any money at all? 

For Nexon, 85 percent of its ,otal revenue comes from microtransactions - small in-game items that mostly sell 

for no more than a couple of dollars. Nexon, and many companies like it, are taking dead aim on North America. 

Using microtransactions, advertising support, or a mix of the two, free games are starting to gain traction in the 

States - so much so that major players like EA and id Software are getting in on the action. Companies are lining 

up to hand out a free lunch, but is the skeptical Western gaming populace ready to accept? 

t::he 

business 
OFFr-ee games 

l fYlAPLESTORY 
Nexon started up in the mid-'905, creating what it claims is the first graphic 
MMO, Nexus: The Kingdom of the Winds. The game was crafted as an online, 
subscription-based product to combat piracy. But it wasn't long before this 
online-only model was slightly tweaked in a new direction. 'We actually pio
neered this item-selling microtransaction business model in the late '90s, early 
2000s with a game called BnB and a game called QuizQuiz," says Nexon's Kim. 
"Then it all just started taking off with MapleStory.• 

This manga-styte 2D MMORPG has garnered 81 million users worldwide 
since its South Korean debut in 2003. After several years of growth in the Asian 
markets, MapleStory made the jump to North America in 2006 and currently 
boasts 5.3 million registered members - most of which are teens. 

Since the game is free to play, no credit card information is required at sign 
up, effectively opening up the MMO space to a new younger demographic. 
"In terms of MMOs, everybody says they skew old. A lot of the people in the 
industry assume it's because older people like MMOs," says Kim. "That's not the 
reason. It's because younger kids don't freakin' have credit cards~ 

Of course, Nexon wouldn't make enough to stay afloat if their target audience 
didn't have some kind of alternate payment method for purchasing items like 
custom clothing. accessories, and pets for their online avatars. Enter the Nexon 
game card. Widely available at retailers like large~ Best Buy, and 7-Eleven, the 
cards enable younger gamers to pay cash and transfer the money into games 
like MapleStory, Mabinogi, and KartRider. In February 2007, the first month after 
cards appeared in stores, they helped bring in $1.6 million in virtual sales. By 
June, monthly sales rose to $2.6 million, and Nexon says it continues to rise. 



CHALLENGE 
Swedish game maker Power Challenge uses a mix of in-game advertis
ing, microtransactions, and a premium club membership to support 
free competitive online soccer matches and management sims, named 
Power Soccer and Management Zone, respectively. Since its founding 
in 2001, the company has experimented with several different busi
ness models before settling on its current cocktail. 

"Today we have grown to feel that there are a couple of different 
ways to skin the ca~" says Power Challenge CEO Johan Christenson. "We 
believe strongly that you can have a subscription type of package but do 
it on a voluntary basis. So most of the free features are common fea
tures that you need to have fun in a game. And then, of course, we and 
many other companies are trying to find those things that people are 

willing to pay for." 
The $6-a

month club 
membership for 
more hardcore 
users grants high
er priority access 
into game rooms, 
unlocks a team 
emblem editor, 
and allows more 
tactics options, 
among other 
things. The man
agement game 
offers premium 
items for sale 
like special shoes 
and soccer balls 
for your team, 
and the action 
game will soon 
follow suit. In
game billboards 
from companies 

like Dell and Adidas appear around the stadiums, in addition to brief 
ads that play during loads and peer-to-peer initialization. "We believe 
that 2008 will be the year where the agencies look more seriously 
towards in-game advertising as TV numbers are starting to go down," 
says Christenson. "If you want to find that 15- to 25-year-old crowd we 
certainly have a nice way to reach them." 

While 750,000 active worldwide users is nothing to scoff at, Power 
Challenge plans to expand the variety of sports it offers as well as 
expand the feature sets of its current titles. 'We've learned that the 
games require more to truly hit the level that we want to hi~• says 
Christenson. •so 2008 is hopefully going to be a big year for us to hit 
the trigger on getting the big distribution going." 

-----------
BATTLEFIELD HEROES 

EA, a company known for large-scale distribution, has been monitoring the growing free 
games market and is hoping to capitalize on it with its first "Play 4 Free" release, this sum
mer's Battlefield Heroes. "DICE decided to go with the Play 4 Free model for Battlefield 
Heroes because we had seen the success of this model in South Korea in recent years, 
and were simply curious as to whether it could work in the west," says senior producer 
Ben Cousins. "I think it is more the DICE studio's sense of experimentation and interest 
in new business models and ways of reaching customers which is driving this, rather than 
anything intrinsic in the Battlefield games, or anything specifically driven by the greater EA." 

With an extremely simple signup and a ligh~ cartoony graphical style, DICE is aiming 
directly at a previously inaccessible type of casual gamer while still promising hardcore 
Battlefield fans the same level of quality and challenge found in their retail releases. While 
the Battlefield series has featured in-game ads before, Heroes is taking a decidedly dif-

' ferent approach. "In-game advertising in Battlefield 2142 was extremely successful," says 
Cousins. "But we don't expect exactly the same kind of system to work for Battlefield 
Heroes, as we have a fictional cartoon world, for which billboards and posters advertising 
modem products wouldn't fit~ 

Instead, ads will be confined to the Heroes webpage and match loading screens. 
Microtransactions will include unique items like hats, glasses, and facial hair, in addition to 
so-called "convenience items." These include features like a limited-time experience multi
plier that allows players to catch up to buddies who have more free time to level grind. 

LIVE 

Battlefield won't be the only established shooter franchise making the leap to the free market. Id is 
readying a revamped, in-browser version of Quake Ill Arena called Quake Live for release this sum
mer. "Quake Ill is still considered probably the best pure deathmatch game out there," says execu
tive producer Marty Stratton. 'And John [Carmack] thought with the new things happening in the 
online space - the opportunities for distribution and what's happening with advertising - that it'd 
be an interesting experiment for us to try~ 

Revenue will be completely dependent on website banner ads, in-game billboards, loading 
screen ads, and sponsored events all facilitated through ad firm IGA Worldwide. To entice longtime 
fans back into the fold, all of the classic maps will return with a slight facelift. "There are really nine 
years of play testing built into a lot of this stuff," says Stratton. "So we have this wealth of knowledge 
that the community's given back to us, and we actually have brought a lot of those people into our 
early beta program. We're going through and making tweaks to the levels, changing item placement, 
or even really drastically changing geometry.• 

After much discussion, id has decided to forego microtransactions altogether. "We're not going to 
get you on the site and say, 'Hey, you need to spend 25 cents for a rocket launcher,"' says Stratton. 
"For us it's enabling a much larger group to play without putting all of those roadblocks in front of 
them. It literally is as simple as going to quakelive.com, registering, and you're off and playing." 

LOOKING TO THE FUTURE 
You can safely bet that EA and id aren't the only big companies testing the waters of free games. 
With the low cost of distribution, ease of access to consumers, protection against piracy, and fresh 
approach to moneymaking, we'd be shocked if there weren't at least a couple more familiar fran
chises going free in 2008. While advertisers will still need convincing in this new medium, perhaps 
the toughest challenge is trying to discern just what users will pay for. "It's definitely a minority that 
is paying for these items," says Nexon's Kim. "If a game is doing five to ten percent it's doing pretty 
good~ Power Challenge's Christenson agrees. "You have those first few seconds to catch that user. 
With all of the choices that the user has today you've got to diligently guide that user through and 
ultimately find that trigger for those things they would want to pay for. It keeps everybody in the 
publishing business on their toes. So it should be an interesting year for sure." ■ ■ ■ 



LOOSE TALK 
Hot Gaming Gossip 

SONY'S Wii-MOTE? 
Sony is no stranger to courting casual gamers, 
"1lether you're talking about the Eye Toy or 
quiz game Buu. First the company tried to steal 
Nintendo's thunder by introducklg motion control 
functionality to its PSl conuoller, now Sony is 
-ng on a new dM• internally being call..t 
tho Waggle. This controller will liktly be padtd in 
with a game Oil<• Buu is), and Sony is currontly 
talking with a number of companies about titles for 
tho conuoller. Although tho full functionality of the 
controller is unknown at this point, it will contain 
motion sensing. Unlike the Wii remote, however, 
Sony's Waggle will not roquiro a sensor bar or be 
based on IR. How this differontiates or txpands 
,_ tho motion control of tho PS3 conuoller is 
unknoYm at this time, 

ACTIVISION CLEANING HOUSE 
It's not unusual for a merger to cause an overhaul from within the new company, and that's exactly what 
appears to be happening over al Activision. Variety rtj)O(IS that all future projects at V!Vtndi's Sierra division 
are being reviewed. Although games set to come out this ym such as Ghostbuslffi, Prototyp, (shown), and 
Tim Schafer's Brutal Ltgend are all safe, projects once schedultd beyond that art up in tho air. 

THE RETURN OF 
ROAD RASH? 
Last month word went around that EA was working 
on bringing bade on• ol its old properties with 
tho help of The Dartu>tss dMloper Starbrttzt 
Studios. Now pernaps a due to this mystery game 
has betn handtd down .;. an unusual source. Skid 
Row singer Sebastian Bach recently told a radtO 
show that one of his songs "just got picked up 
for some video game - Road Rage or Road Rash 
or something like that" Sebastian's invotvement 
with a pos~ble new Road Rash sounds plausible, 
espt<ially given tho series' earty uses of liconsed 
music with the likes of Soundgardtn Whether this 
is tho same projtct as tho on, Starbrttze is tadcling. 
however, tS another questtOn. 

(;()I'°"" rrl5Jder do? £moil us at loo5<toll:@gomedormerrorn ond•d be ol an 

NAME THAT GAME 
Test Your Sight 

Sornt gamers oot there wil swoon for 
anything Japanese. and this • on, ol many 
instances where the rest ol us get to pomt 
and laugh at their fooilshness Tho 300 
mteractive anime game/mov1e plays like 
Dragon's Lair, and it takes about 15 minutes 
to get throogh. That's rt. There's nothing 
much else to say about ~ so qu4 stalling 
and lei US what game 4 0. 

(-onpag,,28) 
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connect people "' ~-After~ r._;.: .. 
... .. . ......... .. . . ...... . 

ARMY 
OF TWO 
Reid Schneider 
Executive Producer, 
EA Montreal 

Army of Two's blend of co-op 

gameplay and over-the-top 

action has earned it a follow

ing amongst fans of hardcore 

shooters, but the game is not 

devoid of questionable game 

design decisions. This month, 

GI readers ask executive pro

ducer Reid Schneider about 

some of their hang-ups with 

the game. 
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How much did you change the game from the original 
version to the retail version on store shelves now? 

- thedoc.duc 

■ A decent amount changes from the initial vision of the proj
ect to the final release. Anytime we create something from 
scratch this is to be expected. The core of the game though, 
which is a game completely focused on co-op, did not change. 

Did you obtain inspiration from any other specific 
games or movies to make this game co-op? 

- theorangebox 

■ Definitely, we took a lot of inspiration from movies like Bad 
Boys, The Rock, even the Miami Vice movies. We also looked 
at a variety of different types of games in different genres from 
RPGs to shooters, as well as the great co-op games of the past 
including Double Dragon, Contra, etc. 

With a co-op experience so great, why was the single
player Al so weak? 

- babychance 

■ I don't think the single-player Al is weak per se, however he 
requires more management than a game like Gears of War, 
call of Duty 4, or Halo. We wanted a partner Al that would feel 
like playing with another human. I think now when people play 
with a partner Al though, they don't want any management 
responsibility for him. We'll be closely evaluating gamer feed
back for how to craft future games. 

Why did EA chose to cut the local play option and 
make it a requirement to have two separate Gold Live 
Accounts? Would they update this in a future patch? 

- Super Pat Balls 

■ In terms of the Gold Accounts, this is something we're look
ing at with the team at EA Online. As you can see with our 
Playstation 3 version it can be played by anyone. 

Was there anything you couldn't include in the final 
game that you think could have made the game better? 

- thehouse 

■ I don't think you can ever look back at a game and not want 
to change things. I think we have a lot of features in Army of 
Two, but it would have been cool to use some of them more 
often. For example, it could have been cool to use the heat
sinking stingers in a boss figh~ or use co-op snipe more. 

If there were one thing you could change about the 
game what would it be? 

- guildwarsfan 

■ I think we began hyping the game really early. The expec
tations for the game also skyrocketed as well. This is not 
necessarily a bad thing, but if the game is not everything to 
everyone some people can feel disappointed. I also really want 
to streamline the versus mode for future iterations and make it 
easier to join a game. 

I've heard you're planning to offer an "avalanche" of 
downloadable content Can you share any specifics? 

- aubradley84 

■ Definitely. We are starting with what we call "SSC Challenge~ 
This mode is like an obstacle course for two players. It's really 
different as an experience. We're also going to be coming out 
with some more traditional DLC in a few months: traditional 
campaign mode maps and versus maps. 

Were there any special gun ideas you wanted to include 
in the game, but weren't able to? 

- supersnake 

■ Not really. I think the gun customization really blew people 
away with the depth of it 

Why did you ship so few multiplayer maps? Only 
including four is kind of a rip off. 

- Ninjadamus 

■ We would have liked to ship with more of them, but it was a 
question of how many we could build to the right standard of 
quality and within the development time. 

Why can't I play with people from other regions? I have 
a lot of friends in Europe that I cannot play the game 
with, which is frustrating. 

-wingman 

■ In A02 we have many synchronized animations that require 
peer-to-peer ( deterministic) networking. This is less of a prob
lem in co-op Mode (as you tend to play with friends), but 
in versus mode, when you're playing with people you might 
not know, performance is brought down by the guy with the 
slowest connection. In a deterministic networking model, the 
person with the slowest connection brings everyone down to 
his/her level. Now, if we take that one step further and have 
you playing with people on another continen~ you could 
have really slow connections and high lag. We did this to limit 
lag potential. 

When I play versus online and someone from the other 
team bails because we're winning, we get nothing - no 
Achievements, no cash, no stats. Is this something you 
plan to fix? 

- dagunna77 

■ Yes, we're actively fixing this. It will be part of the first 
title update. 



GET THE BENEFITS OF A GYM, 
RIGHT IN YOUR OWN HOME! 
The Bowflex• Home Gym delivers fast and easy total-body 
results. Compact enough to fit any workout 
space, it provides gym-quality exercises 
whenever YOU want. Get tight abs, 
firm legs, scultped arms and a 
strong chest. Get the Bowf lex• 
body you want. .. in the comfort 
of your own home! 

All this starting as low as 
$20 a month* - less than half 
the monthly dues of a 
typical gym membership! 
Get a real Bowflex• body. 
Get a Bowflex• home gym. 

----~· 

CALL (800) 952-1802 
TO REQUEST A FREE DVD 
OR TO PLACE YOUR ORDER TODAY. 
www .BowflexWeb.com 

The Bowflex Ultimate• 2 Home Gym Offers Exceptional Standard 
Features that can Transform Your Body in Just 20 Minutes a Day, 
3 Times a Week: 
• 310 lbs. of resistance standard • Integrated squat station 
• Lat tower with angled lat bar • Built-in rowing machine 
• Leg extension/leg curl attachment • 12-year limited warranty 
• No-change cable pulley system • 100% Satisfaction Guarantee' 



TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
BRAD WARDELL 
President 111d ao of Stardodt 
Corpontioft. Ext<Utlw 
Producer, Sim of a Solu Empire 

1 Total Annihution - PC 

2 Sid Meier's Civiliution - PC 

3 The Faery Tale Adventure - Amiga 

4 Star Control II - PC 

5 Ouke Nukem 3D - PC 

READER 
JARED VINCENT 
Pocatello, ID 

1 The lqffld of Zelda: Ouriu of Tirne - N64 

2 Aul FHUSy VII - Ps-

3 Super Metroid - SNES 

4 Soul ulibur II - GC 

5 The Elder Scrolls Ill: Morrowind - PC 

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

Game Informer Magazine/fop Five 
724 N ISi St 4th Fl 

M1nneapohs. MN 55401-9022 
ema~: topfrve@gamemformer.com 

( a/loch digital f)ldure) 

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

Top 10 Unused Cover 
Headlines (McNamara 
Brand) 
10 Gear up for spring! 

9 Hide yer Gear Mamas ... 

Here comes the Gear Daddy 

8 lt'sGear-8! 

7 Gears for Fears 

6 Better graphics? Check. Better story? 
Check. "Check" it out! 

5 The COG are in motion! 

4 It's Fenix, right? 

3 In the rear with the Gear 

2 Buy Unreal Engine 3! 

1 Hocus-Locust! The magic is back! 
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EXCEEDING YOUR 
REPUTATION 
WEBSITE GAMESTRATA TRACKS IT ALL 

W e bet you fancy yourself a pretty 
good gamer. What does that mean? 
Website GameStrata is letting you 

prove your skills with its all-in-one, cross
platform stat track.mg and social networking. 
You can sign up for free and benefit from 
GameStrata's stat collection and leaderboards 
that sort data in categones which the devel
opers themselves hadn't even thought of yet. 

As of the time of this writing, GameStrata 
has individual game deals for Battlefield 
2, Lost Planet: Extreme Condition, Guitar 
Hero Ill, Universe at War, and The Club. 
The site's leaderboards do more than just 
show you where you rank in the world. 
Your stats, which are pulled down by having 
your system(s) hooked up online (although 
stats are pulled for both online and offline 
play), are tracked over time so you can see 
how you and your fnends have gotten bet
ter. More importantly, GameStrata's more 
refined stat tracking helps in matchmaking 
since it presents a more specific portrait of a 
gamer's skills. You may find you're good at 
certain parts of a game that would normally 
go untracked. For example, GameStrata tracks 
kill assists, heals, revives, and resupply stats 
for Battlefield 2 - categories that the official 
leaderboards do not 

As a social networking site, your 
GameStrata profile page integrates your 
cross-platform gamer IDs and lets you fol
low your friends' Achievements as well. 
•users are incredibly passionate about the 
particular games that they are playing,• says 
GameStrata co-founder and CEO Lance 
Smith. "They want to contribute and see ele
ments in their game pulled out so they can 
be recognized for that· 

Right now the site integrates your 
Xbox Live Gamercard (showing your 
Achievements whether they a re for 
GameStrata-supported titles or not), Wii 
Fnend Code, and PlayStation Network ID. 
Needless to say, GameStrata is waiting to 
see what Sony comes up with to compete 
with Xbox 360's Achievements, and the 
company says that it is working on creating 
its own Achievements as well. GameStrata 
also gives you GamerQ points for partici
pating in the community (which includes 
getting help from your gaming peers) and 
much more. The company is currently work
ing on how these points can be spent by 
the players. 

Smith and COO Barry Dorf say they hope 
to extend their unique stat tracking to popular 
online titles like Call of Duty 4 and Halo 3, as 
well as some games releasing in the future. 
There are plenty of other big ideas ahead 
for the site as well, like being able to access 
GameStrata stats from in game or your 
console directly. "In a nut shell; says Smith, 
"Gamestrata is providing community tools to 
the gamer.' 
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COO 4 Traller to Paint ll Madi by Rotling Stones 

Join The Club 
Being in a dan is fun, but they don't 
set up themselves. Getting the team 
together at a specific date and time 
has always been the main hassle of 
leading an elite killing machine. "We 
looked at clans as being problematic 
or stale," declares Smith. To rectify 
this, the site is enabling a number 
of clan features for free. The site 
features easy-to-use tools, supports 
multiple consoles, enables clan 
member-created content such as 
videos, and offers a universal news 
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feed and other communication tools for members. Of course, all this comes 
with GameStrata's statistical integration, which might help find that sniper you're 
looking to recruit. 
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A 
dirty little word has crept into common usage in our hobby during the last cou-
ple of years, and I wish it hadn't: casual. Casual games. Casual gamers. My first 

problem is its use as a catch-all for anything that isn't Halo, Metal Gear Solid, or 

Zelda - if it's small, independent. downloadable, and innovative, well then it must be casual. Which 

leads to my second dilemma: isn't the word just a little bit dismissive? It's unlikely that Oscar win

ning short film diredors would be happy if the Academy changed the category to "Best Casual 

Film:• The equivalent releases and downloadable content in the gaming world deserve a spotlight 

of some sort. After a lot of thought and some long conversations, this is our attempt at a solution. 

Impulse is here to take a look at the growing library of downloadable games, from the best In Live 

Arcade, PlayStation Network, and WiiWare titles to expanded content for larger retail releases. 

Where better to start than with 
Echochrome, the deceptively simple game 
that managed to eclipse dozens of much 
larger and more complex titles at last year's 
E3? At long last, I've gotten to play the final 
version headed to PlayStation Network. 
As puule games go, this one is going to be 
hard to beat. If M.C. Escher were around 
today, and worked in the gaming field, this 
is the game he would create. From its stark 
white backgrounds to the straightforward 
control mechanics (rotating the sometimes 
unwieldy camera is pretty much all you'll 
do) the game's seeming simplicity belies 
its true nature. As the camera moves, the 
image you see becomes the actuality of the 
level design. If there is a gap in the walk-

way, you rotate to a view where a column 
blocks the gap, and the gap is effectively 
gone. To put it another way, Echochrome 
posits the intriguing idea that perception 
is reality. With its gorgeous modern classi
cal musical score and dozens of puzzles 
to wrap your mind around, this is as close 
to mind-expanding that you're likely to get 
without a visit to the 1960s. 

Meanwhile, with its full year headstart on 
the competition, Live Arcade continues 
to deliver some remarkable gems and an 
unparalleled catalog of short-form games. If 
you've got a buddy handy, the clear choice 
du jour is Schizoid, a co-op game I can 
safely say feels different than anything I've 
played before. While familiar trippy back-

grounds and colors evoke memories of 
everything from Geometry Wars to flOw, 
the required cooperation component sets 
Schizoid apart. Each player can destroy only 
enemies of his own color, so there's an 
endless back and forth dance of protecting 
your friend from one color while desperately 
fleeing the other. It is, in short, quite sweet 
Plus, for the particularly masochistic among 
us, an Uberschizoid mode offers the nigh
impossible option to control both colored 
ships on one controller. Good luck with that 

In the suddenly crowded scrolling 
shooter scene on Live Arcade, the classic 
and brilliantly designed lkaruga is a stron
ger choice than Triggerheart Exelica. 
The former holds up remarlkably well and 

remains one of the most challenging shoot
ers ever. The latter is an anime-themed 
smorgasbord of dodging projectiles that 
fails to live up to the hype. If you like your 
sci-fi shooter with a touch more 3D, the 
co-op enabled Aces of the Galaxy gives 

the StarFox brand of space combat 
a run for its money. The gameplay 
may feel a little shallow after a 
few hundred enemies fall to your 
laser blasts, but the colorful back
grounds and particle effects won't 
disappoint. Finally, I was stoked to 
see some new footage from one 
other shooter with a decidedly 
more familiar setting: 1942: Joint 
Strike. This brand new installment 
of the classic WWII series looks 
amazing - word is it should be hit
ting both XBLA and PSN sometime 
this summer - more on this one 
in future months. In the meantime, 
welcome to Impulse. 

Echochrom• 

Mass Effect 
"Bring Down tht Sl;y'" is tht fim big Mass Effe<t download pad(. but exped more 
where that came from. For bet results, it's bet to integrate tht pad with a full 
playthtough of tht main game - ~•, somewhere between a side mission and a real 
story planet 

Lost Cities Rock Band 
Ready for a new md game? This exploration-focused title on XBLA is a blast. and has tt you havffl1 dlecked recently, go explore the new in-game Rod Band store - tht 
some fun strategic dements to dig yoor teeth into. new songs keep f\owing. and some recent entries like the Boston six-song pack are 

real standouts. 
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F.N . G. 
Handles: 
xUA.x c0nNBr3n, fer
loftlO0l 

Names: 
Connor Dion, Andy 
Ferlo 

Ages: 
14 (Dion), 16 (Ferlo) 

Hometown: 
Clifton Park, New 
York 

Blval: 
kcsf2243 

favorite Weapons: 
.60cal (Dion), MP6 
(Ferlo) 

favorite Mapa: 
Shipment (Dion), 
Crash (Fer lo) 

WINS 

Bandle: SwlllNug 

Name: Josh Huber 

Age: 24 

Hometown: Florence, 
Kentucky 

Blvala: Paradox Spa, 
nonphlxlonx 

Favorite Weapon: 
Ml014 

favorite Map: Vacant 

32 GAME INFORMER 

Accomplishments: 
After plenty of controller passing between these 
longtime friends, Connor Dion completed an F.N.G. 
run under Andy Ferlo's gamertag (ferloft1001) in 9.7 
seconds - the fastest time in the world. Both players 
have alternate tags (FNG OWNER and FNG PWNER) 
in the top 10 as well. 

Origin of Skills: 
Both Dion and Ferlo got into the series with Call 
of Duty 2. Though they had predominantly been 
interested in multiplayer, something about the timed 
obstacle course run of F.N.G. caught their interest. 
'We were never exactly shooting for first place, we 
were just trying to get a good time; Feria says. •1 
remember in the beginning we were in, like, 13th 
place and we were really excited~ 

Glitching Out: 
Dion and Feria freely admit that all of the top F.N.G. 
players take advantage of a glitch that freezes the 
clock during the final run to the finish line. Even with 
the glitch, however, players still must have a perfect 
run through the main course to earn the top time. 

The Key to Victory: 
Dion details the winning strategy: •in the beginnin& 
you have to hit the first two guys with one bullet 

Accomplishments: 
While the Wins leaderlboard has its problems (the 
top-ranked player has a ridiculous 75 million wins), 
Huber's number six ranking with over 28,000 vic
tories is when things start getting realistic (the next 
best player trails by 2,000 wins). He also boasts an 
impressive undefeated streak of 36 matches. 

Origin of Skills: 
•1 started out with Call of Duty 3," says Huber. •1 just 
played the first five levels and took it back. I didn't 
really like it at all. When Call of Duty 4 came out I 
liked it so much and just couldn't stop playing it• 

The Key to Victory: 
•1 would definitely suggest Search and Destroy 
because of the amount of time it takes," Huber rec
ommends. •it's three minutes per match for one win. 
And a lot of times me and my buddies will go in and 
take out the whole team in just a minute or two.• 

Life Outside of COD: 
Huber is preparing to go to college soon, and enjoys 
snowboarding and writing music. "I like making beats 

Call of Duty 
Hall of Fame 
Game Informer scours the leaderboards 

to find the best of the best. uncover the 

people behind the handles, and learn 

their strategies. So, if you get a pesky 

message over Xbox Live or PlayStation 

Network from CiamelnformerMag, 

please don't delete it_ You could be the 

next featured gamer. 

while you're running. Then you have to jump down 
the stairs, shoot the guy, and then instantly throw a 
flash. Whenever you shoo~ never look one way and 
then look the other way. You just have to pan around 
[shooting in one smooth motion]. The last two guys 
you have to shoot through the wall at the end while 
you're backing up toward the circle.• 

Life Outside of COD: 
In addition to going to school, Dion plays basketball 
and Feria practices tae kwon do. 

Other Games: 
Unsurprisingly, other shooters are on the top of their 
lists. Dion enjoys Halo 3 while Feria prefers Gears 
of War. 

Practice Time: 
Dion and Feria estimate that they spend approxi
mately 25 hours a week playing Call of Duty 4. 

What Should be in Call of Duty 5? 
•1 definitely like the modern [setting] over World 
War 11," Feria says. •And making your own maps on 
the 360 [would be great]." Dion hopes for more 
customizable characters and 360 features. "PS3 got 
the double XP weekend. PC gets the mod tools," he 
says. 'We don't get any of that." 

on my computer, 
just instrumentals,• 
Huber says. 

Other Games: 
Grand Theft 
Auto (series), 
Mortal Kombat: 
Armageddon, 
Midnight Club 
(series), Psi-Ops: 
The Mindgate 
Conspiracy, Cabela's 
Big Game Hunter (series), The Elder Scrolls Ill: 
Morrowind 

Practice Time: 
"I play Call of Duty 4 at least 10 to 12 hours a day; 
Huber says. "Sometimes it's even more on week
ends or any given day of the week." 

What Should be in Call of Duty 5? 
"I would like there to be a co-op campaign and more 
customizable characters," Huber says. 

Parents' 
Perspective 

MARY DION 
M Ratings: 
•connor is an excellent student. 
He's well-rounded socially, [and 
has] a lot of friends in and 
outside of the gaming world 
and I really trust his choices. I 
am a protective parent, but I 
haven't particularly said, 'Oh this 
says mature on it so you can't 
play it:" 

Top of the 
Leaderboard: 
"It seems like a huge accom
plishment. You don't think of 
it like there's a whole world of 
competition and levels and skills 
that you actually need in order 
to get somewhere with what 
you're doing.• 

Game Time: 
"I hear him up [in his room] 
talking to people or saying 'I 
have to do this. There's some
thing really important going on 
in the game right now: And it 
would annoy me. But to see 
that he's actually had some 
accomplishment with it. .. it 
pleases me to know that it's 
beyond just playing a game.• 

NANCY FERLO 
M Ratings: 
•1 trust the manager of our local 
store. He's very well informed on 
the different games. I ask him, 
'Is this appropriate? What kinds 
of things does it have in it?' And 
I do check in when he's playing 
to watch what's going on and I 
talk to him about it:' 

Are You Surprised at 
this Accomplishment? 
'Well, not with the number of 
hours he spends in front of the 
game. [Laughs] And no it does 
not surprise me, because [Andy] 
does this with any challenge 
he has. He was in a pi contest; 
how many digits of pi can you 
memorize? And he was up in 
the hundreds. It's all about the 
game of who can do the most. 
I'm proud that he excels at this 
as well~ 

Game Time: 
"It's funny because you're asking 
the parent who feels like 'What 
kind of parent am I to let him 
have all of those hours in front 
of the game?' But on the other 
side of that I feel that it is chal
lenging the brain. I think it does 
keep your mind active." 



A~CADE 
Handle: mauserman 

Name: Daniel Tierney 

Age: 13 

Hometown: Lusby, 
Maryland 

Rival: yanXXX 

Favorite Weapon: M4 
Carbine 

Favorite Stage: All In 

Accomplishments: 
Ranks number one on five different stages in Arcade mode. The clos
est competitors rank first in only two stages. Daniel Tierney remains in 
the top five on the full Arcade playthrough leaderboard after recently 
losing the top spot. 

Origin of Skills: 
Tierney first got into Arcade mode by watching his father, Phil, earn a 
number one ranking on Sins of the Father. ' He did it on Veteran and 
his score was pretty good, especially for that level," Tierney remem
bers. ·1 did it on Hardened though and I got about 50,000 more 
points than what he had. After that I just tried to get more [number 
one rankingsr 

The Key to Victory: 
"People think you've got to shoot tons of headshots. Don't go for 
them unless you actually have a dear shot• Tierney says. 'It takes up 
too much time. What you want to do is just quickly shoot them and 
kill them so you keep up your multiplier.· Similar to saving up star 
power in Guitar Hero, he says that waiting to deploy the 8X multiplier 
until there is a group of high value enemies (vehicles especially) is 
key. 

Life Outside of COD: 
"I've got to keep up my grades at least 3.0 or higher otherwise I'm not 
allowed to play 360," Tierney says. He also plays football and runs on 
the track team. 

Practice Time: 
"Since I still play Halo 3, call of Duty 3, and Guitar Hero Ill right now, 
I guess I play call of Duty 4 maybe an hour to two hours a day," says 
Tierney. 

Modern Vs. WWII: 
"I liked the WWII [setting] because they actually taught history and the 
battles in WWII are fun," Tierney says. •1 love the weapons that the 
Germans used in WWII like the K98, but the way they made COD 4 
wasn't like normal modern [war] games. It's kind of tough to say~ 

,,. 

■ {l·R) Daniel an! Phil ni .., 

Parent's Perspective 

PHIL TIERNEY 
Gaming Policy: 
•1 play a lot of the games before my kids 
ever get a chance to. Some of the issues 
I have with games are language and 
gratuitous skin. call of Duty 4 I ended up 
letting Daniel play because he's mature 
enough to understand what the world's 
like, and if you're playing a game that's 
dealing with current events I think it has 
some benefits." 

More Options: 
"Gears of War has some serious language 
in it some serious gore, but the people 
that made it give you an option to shut 
off the majority of the language, although 
not all of it and you can eliminate the 
gore. So games like that I'm impressed 
with because it gives me some options. 
[More ofj these kinds of options would 
be just a wonderful thing to have, both as 
a parent and as a gamer~ 

Top of the Leaderboards: 
"Isn't that mind-blowing? When I first 
got Sins of the Father number one, he 
promptly beat it a few months later. Just 
blew it away. I just shook my head watch
ing him do it. I was like, 'Kid, I'm pretty 
good, but I can't compete with you'." 
[Laughs] 

SCO~E 
Handle: Im Too Godly 

Name: Steven Easton 

Age: 30 

Hometown: Hampton 
Bays, New York 

Rivals: NOX RYAN 2, 
xXGodOfPainXx 

Favorite Weapon: P90 

Favorite Map: District 

Accomplishments: 
With a total of over 14 days worth of in-game play, Steven 
Easton has racked up 3.6 million points in multiplayer. As 
of press time, no one else has even crossed the three 
million mark, and most other players on the board have 
devoted 20 to 30 days of in-game hours. He's also in 
fourth place on the F.N.G. leaderboard. 

Origin of Skills: 
"Before call of Duty 4 came out I purchased call of Duty 
3 just to try it out and a lot of people were telling me 
it's going to be totally different so I'm wasting my time," 
says Easton. "They were right It's a hundred times differ
ent than COD 3. Four is phenomenal." 

Allegations of Foul Play: 
"There are a lot of people who send me hate mail 
because I'm number one and they think I cheated," 
Easton says. "And I'm like, 'How is that even possible?'" 

The Key to Victory: 
To earn big points quickly, Easton recommends the 
Hardcore Search and Destroy game type. "In Search and 
Destroy you get 50 points per kill," he says. "In Team 
Deathmatch you're only getting like five points per kill -
and there are a lot of people who only like to play Team 
Deathmatch." Easton uses Hardcore's lack of enemy indi
cators and kill replay cams to stay stealthy, which is extra 
important since there are no respawns in S&D. 

Life Outside of COD: 
Easton runs his own commercial locksmith business out 
of his home. "I install doors, hardware, and frames in 
public schools, post offices, government buildings, stuff 
like that• Easton says. "I'm going to expand sooner or 
later and then my video gaming goes down the tubes~ 

Other Games: 
"SOCOM is one of my old favorite games from 
PlayStation 2," Easton says. "That was like the best game 
I had ever played." He also enjoys Halo 3 and is looking 
forward to Rainbow Six Vegas 2. 

Practice Time: 
"It depends," Easton says. "I'm older. I'm not a young kid. 
I'm married. I own a house. I own a business. So when I 
come home I do all my paperwork. take care of my bills, 
spend time with my wife, and play an hour or two of 
video games.• 

The Future of Call of Duty? 
"I'd like to change some of the perks, like get rid of 
Martyrdom where you drop grenades when you die," 
Easton says. "And Juggernaut when you shoot somebody 
and they take extra hits, is not a problem for me, but I 
think they should run slower when they have that on.• 
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► If you are aDJtbing lllle 111, Jou',e sat around and tallied cames with friends late 
into the nieht, lmaclnlnc what It wonld be lllle If your fa,orite came creator made a 
came for Jonr fa,orite franchise. What If Shlcern ■l,amoto made the next Sonlct Or 
what maclc wonld WW Wrtcht worll with CIYilllationt This new Game Informer fea
ture allows ns to explore dream match-ups inst lllle these bJ talklnc stralcht to the 
creati,e voices we wonld lllle to see involved. ■ind Jon, these comments are pnrelJ 
for fnn - this Is an t1ercise in the hypothetical. ~ 

TBBPITOB 
The camera trails a dolly shot down a long ornate hallway, slowly slipping by exhibits detailed with past 
accomplishments and trophies. Along the way, we see pictures of Lara Croft posing with presidents and 
prime ministers. The camera zooms to a door at the end of the hall and passes seamlessly through a 
keyhole into a giant bedroom. 

The camera flies low over the bed. On ii a bra, panties, and a garter set - very lacy and high class, not 
the cheap Frederick's of Hollywood stuff. On the other side of the bed a man sleeps, exhausted. Panning 
over him, we slip through another doors keyhole into a bathroom filled with steam. The camera slows 
and pushes through the mist to a glass shower door. We see Lara, glistening with drops of water, but with 
steam shrouding her trademark assets. She starts to lather up, when suddenly .... BANG! BANG! BOOM! 

The camera quickly spins to the door, only to see it flying off of its hinges. Gunmen rush in, raise their 
weapons, and open fire. Lara dives out of the steam, curled, cold, and naked on the floor. She reaches up 
toward a towel on a bench, but instead of donning ii she pulls two Mac-1 Os from within. 

Leaving the towel behind, the player is now given control of a totally nude Lara. 
As bullets whiz overhead, the player is prompted to press a button to dive for safety through an open 

window. Climbing up the exterior Boston ivy, the gunmen are in hot pursuit. On the roof, Lara continues 
her escape (still in the nude), all the while tearing off shots at the assassins. As the encounter progresses, 
we teach the player the cover mechanic, shooting, and primary platforming, all the while rushing headlong 
into a totally new take on the classic characters relic hunting adventures. 

This shocking opening tells the player in no uncertain terms that this not your daddy's Tomb Raider. It's 
not another generic exploration game. Seeing her naked, however, is not what this game is all about It's 
just a great way to shake up the players expectations. 

There are people who will try and dismiss this kind of move - these are the same corporate buf
foons who are too conservative for anyone's own good to be making games. Naked Lara Croft is 

hot - give her two Mac-1 Os, a frantic chase, a gunplay pursuit, and 
you start to come up with a whole new spirit for the game. It's 

a surprise akin to the great adventure mechanics (minus the 
wonky controls) of the original game. 

Far more important than LC in the buff is an improve
ment on the controls - remove excess button presses 
and give her Sam Fisher-style wall hanging. Make her 
running appear smooth as butter - the player should be 
more excited about her movement than seeing her with
out her clothes. In later levels, focus on expansive vistas 
with tons of open areas to explore. Keep the jumping 
and climbing situations easy to complete. The penalty for 
missing a jump shouldn't be death - don't make players 

replay areas they've already conquered. Deliver dangerous 
enemies who shrug off bullets, like a frenzied grizzly bear 

that chases Lara down a path which is torn apart in its passing. 
Give the player relationship choices - let Lara work her femi

nine charms on NPC characters. I'd probably offer the player 
two characters of each gender to explore relationships 

with. Through downloadable conteni give players 
R-rated sexual content - think Mass Effect but less 

blue, and more choices for the player. Lara's 
romantic choices would affect NPC reactions. 
How far she goes is up to the player, but you 
have to give that control to the player, not steal 
it away. 

Give the player real rewards - genuine 
content and achievements for going the 
extra mile to find all the secrets. Maybe 
the only way Lara disrobes again for the 
final level is if the player has found all 
the big secrets. You could have a great 
deal of fun if you let loose and explore 
the adult-themed side of Tomb Raider, 
rather than just teasing it. It would 
rattle people, maybe even piss them 

off. But it would also make Tomb 
Raider relevant again. 
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TBBPITGB 
I've always had a love/hate relationship with the modern 
Final Fantasy games (from Vil on). I'm in awe of the art, sto
rytellin& music, and fantastic worlds they create. But I always 
have to sit through a half-hour cutscene before I get to actu
ally play. Even in comba~ I end up watching more then I'm 
playing. It's usually not until I'm further into the game that I 
realize just how mind-blowingly amazing these scenes are. 
I'm not sure anyone does 1t better. I end up loving what hap
pens in them, and I love selecting attacks or spells ,n combat 
and just watching as my heroes summon demons or perform 
brilliantly animated attacks. 

So, with my Final Fantasy, I'm going to embrace the glory 
of the Final Fantasy cutscene and storytellin& and make one 
giant, epic-interactive-movie. 

As soon as the opening credits roll and Uematsu's score 
comes on, you're in control. Everything looks like a mOV1e, 
but in real-time. Watch Final Fantasy VII: Advent Children and 
pretend you're playing the whole thing. Conversations are 
interactive cutscenes where you decide what to say; think 
Mass Effect taken several iterations beyond. Combat is phase 
based, you have a few seconds to decide who and how to 
attack; but it looks like a sword fight with motorcycles and 
guns directed by Paul Greengrass. 

It's like watching a giant Final Fantasy movie you can play 
over and over and it changes each time with your decisions. 
How does it play out when you tell the love of your life 
you've found another? V\/hat if you simply •go on• when a key 
party member dies? Do you complete the game weary and 
alone or among a party of friends? 
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TBBPITGB 
You wake up at dawn in a tiny hotel in a small town somewhere in Middle America - Raccoon City. 
We take advantage of the fact that Raccoon City has gone through many incarnations in the series. The 
streets, the layout of the buildings, and everything else is unfamiliar even if you have already played the 
game multiple times because it has been generated by randomization from a library of components. 
The core of the town is SxS blocks or so, plus some buildings and homes placed farther and farther 
apart on the outskirts. Eventually the distance between homes is too far for you to walk to the next 
one. You can't run away. 

Back in the hotel where you started, you have stumbled into the lobby where you meet with seven 
other people - online players, maybe your clan. You can chat with them over the microphone you are 
wearing. The closer they are to you the clearer their voices can be heard. If this is your first time playing 
you may have stumbled outside unarmed and on your own, which is a very bad idea. The streets are 
filled with flesh-eating zombies. It is Resident Evil, after all. 

Luckily the hotel owner is a bit of a hunting nut, so he has a good stash of guns and unlimited ammo. 
You and your fellow hotel guests could try to just hold the fort down, but unfortunately you are all hungry 
and the hotel owner is not a cook, so there is no food in the hotel. 

Some of your team had better be at the windows because the zombies are on to you, and your 
brains are as enticing to them as that smell that a McDonald's pumps out when you pass it. Some 
of you should be at the windows, firing Resident Evil 4 third-person style at them. You know the drill, 
head shots are preferred. 

Someone may have noticed that there is a market down the street. You're going to have to get some
one over there. Try four people heading to the market and four back at the hotel. Or maybe you should 
all head out? You might run out of ammunition if the hotel is swarmed by zombies drawn by your linger
ing scent Then again, more and more zombies will be coming to the hotel. Maybe you can retake it later 
when you need ammo. 

Someone else may have noticed other non-zombie humans, probably a team, running down the street 
outside. That's your competition ... or rather one of the seven teams of competition you have out there. 
There are seven other hotels, just like the one you are in, and the players that started there aren't wasting 
as much time as you getting out there. 

The zombies are endless, literally. But the other online players are not. There are fewer markets than 
there are hotel/teams, so the first group to take the market (after clearing out the zombies) is going to 
have an upper hand - maybe. Your health/hunger is constantly drifting down. But then again, markets 
don't carry ammo, so they are vulnerable as well. Some of the homes around town have ammo, and 
there are more powerful guns strewn around. After all, this is America. 

You might grab a vehicle and slam it into the market they have taken, or take a gas station. Or you 
might just keep moving around. The more time you spend somewhere the greater number and more 
powerful zombies come to find you. It's hard to hold a building with fewer than three players. 

Taking the small hospital might let you upgrade the maximum health/hunger for anyone who 
receives the drugs you can find (and carry) from there. And the hunting store has ammo and body 
armor. There are many strategies for keeping your team alive, but death is always impending, because 
supplies are finite. 

Eat the food, and it's eaten. Use the body armor, and it's used. Nothing in the town replenishes. Your 
health/hunger keeps relentlessly falling as you struggle harder and harder to boost it back up with food/ 
drugs and other remedies. 

Eventually one of the eight teams, with at least one surviving player, will be the last standing. As the 
sun sets, and the zombie virus kills the infected, the surviving team is awarded points and some of the 
players may be raised to the next rung in the skill ladder to play against better players ... 

. . . because the city resets and the zombies are back every time the sun rises. 
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DIRECTOR, FREE RADICAL DESIGN 
>> Founded by core members of the GoldenEye team, Free Radical Design has earned a reputation for 

being one of the industry's most creative studios. We recently spoke to Free Radical director David Doak to 

get his perspective on the company's upcoming projects. << 
Free Radical is an interesting company. You 
have a great reputation in the industry, a 
good following, and solid sales, but you've 
always been a little shy of having a super
blockbuster like a Gears of War. Why do you 
think that is? 
TirneSplitters 2 was the dosest we came to that 
The game rated very, very highly. But we were 
never completely aligned with the publisher on 
the marketing of the game. Eidos didn't have the 
nerve to unashamedly say, "This is a quirky, but very 
excellent first-person shooter' and to follow through 
and be proud of that instead of slightly neNOUs 
about that It didn't wear the humor or variety on its 
sleeve. We had the same thing with Future Perfect 
EA had difficultly positioning it 

With so many projects going on, what is your 
personal role in development these days on a 
specific project? 
It's changed enormously, because the whole cha~ 
lenge IS not about the ideas or the software any
more; it's about people and process. Free Radical 
now has over 200 people. The way I describe it 

else's engine; it's all in-house stuff. It took a lot lon
ger to get that through to a state we could build a 
game on and ship a game on ... If you look across 
at anybody's first project on this generation, I don't 
think anyone has hit [their] release dates. It's just 
changed. The game industry suffers terribly from 
"slippage~ [Laughs] It's hard to think of any major 
product that hasn't slipped. 

Your game is a bit ambivalent about the 
ideas of who are the ngood guysn and nbad 

guys:' Do you worry that it will make it hard 
to market? 
I think it's interesting because, over the course of 
making the game, public opinion has changed 
quite a lot about war. INhen we were starting out 
we had these strong ideas that it would be some
thing that tried to ask the awkward questions about 
war. In the initial discussions, everyone said, 'Well 
you must be careful not to, particularly, offend the 
American market• But three years on, the average 
opinion in America, even amongst people who 
have relations in the armed services, has changed 
to the extent to where they think you should be 

A lot of developers don't feel it's worth the 
time, money, and effort to make their own 
tech anymore. Why is that still important 
to you? 
This is probably the first time where the effort that 
has gone into it made us think by the end, 'Why 
did we do it?" Because it is a phenomenal amount 
of effort to get to a position where you're just in 
the same position everyone else is in. Except, they 
spent a lot more of that time designing their game. 
On the flipside of it it's your engine. You can lift the 
hood and tinker with parts of it 

In another five years, do you think you'll take 
a serious look at licensing engine technology? 
I don't think we'd be in a big rush to build engine 
technology from the ground up again. It's just a 
massive expense. 

You've posted a TimeSplitters 4 teaser 
that takes a bit of a swipe at Halo .. . you've 
often used film parodies in the series, can 
we expect video games to be targets this 
time around? 
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If I had a crystal ball, I would 
have made [Haze} more edgy. 

IS that when I started, 10 people working on one 
thing seemed like a lot [However]. 10 people sit
ting together have a very good insight into what 
everyone is doing and what the challenges are. 

How hard is it to stay independent these 
days? Is it tempting to think about being part 
of a big publisher? 
It's tempting and it's not tempting. If we were going 
to be working with something larger, 1 would hope 
that in the future there would be the possibility 
of doing that while retaining some of the flavor of 
independence. INhen = were smaller, we were 
very fiercely independent As it gets larger, you 
always have to be looking for what you're doing 
next Planning for future security becomes a pre
occupation. Obviously, that diverts your attention 
from what you're doing in the moment So there 
are good reasons for having an •unde" who looks 
after you. 

Let's talk about Haze. It's slipped release 
dates a few times, which some people per
ceive as a sign of trouble. What was the rea
son for the delays? 
Haze is our first project on completely new technol
ogy. That was a big task. We're not using someone 

questioning what you're doing and what it does 
to people. So, in that respect we're quite timely. 
In fact if I had a crystal ball, I would have made it 
more edgy. 

What did you think about BioShock and Mass 
Effect? There seems to be more games these 
days that are presenting more ngray" moral 
choices? Is that encouraging to you? 
I think it's good. I really like twitch games. There's 
nothing like a really well-oiled piece of gameplay -
shooting. whatever. I have no problem with that. 
INhat I do have a problem with is that it depresses 
me when I see the games industry making soulless 
action movies by rote because it's perceived to be 
safe. Nobody wants to rock the boat or lose some 
sales by offending someone. Nobody wants to do 
something too challenging. It's funny because some 
of the most successful properties actually do that 
but the mass market doesn't notice. GTA is very 
anti-establishment and makes wry comments about 
video games and is very post-modem in the way it 
talks about itself, but most of that only gets noticed 
by the game players. The wider market just says, 
"It's some sick game where you murder prostitutes.• 
Well, that's not really it, is it? 

I think we will, but I think we'll be more general 
about it than we might have thought we were going 
to be. In having looked into it a little bit, it's surpris
ing how touchy people in the game industry are 
about their properties. It's bizarre actually, because if 
you look at the film industry, there are very aggres
sive parodies of things. But what research we've 
done leads us to think that there's probably not 
the appetite for doing that in the game industry. 
[Laughs] I'm not quite sure why. Certainly, we had 
no problem with the Halo stuff, but when you kick 
the tires on it it may be something that's a bit too 
indulgent and industry-specific .. . I'd like to do it a 
bit. There's some fun to be had from doing it. 

You have a "top secre~ project on your 
website for LucasArts that has been not so 
top secretly tagged as Star Wars: Battlefront 
l . Is that the project you're working on? 
I can't possibly comment [Laughs] 

Speaking hypothetically, if you had a project 
like Battlefront. do you have any ideas for a 
game like that? 
Hypothetically? Yes, but they're only hypothetical 
ideas. [Laughs] I can say that we're very much 
enjoying working with LucasArts. 
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THE 

w 
~PCs 
~ THAT COULD 

DELL 
XPS 630 

•••••••••• 
Pro: The metal-etched case 
and four customizable zones 
of ,llummabon make the XPS 
630 the best looking box of 
the bunch. It's also the only 
system with an ATI Radeon 
HD3870 Crossfire graphics 
array, which made It one of 
the top Crys,s perfonners. The 
easy-to-open chassis makes 
the XPS optimal for upgrades, 
and the optical output delivers 
crystal clear audio. 
Con: At only 320GB, the 630's 
hard dnve is smaller than most 
of the systems here, and It 
doesn't have any SD card slots. 
30 Mark Score: 12998 
PC Mark Score: 13061 

9' .9' 
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FALCON 
NORTHWEST 
FRAGBOX 

• • ••••••••• 
Pro: The Fragbox's portable case 
makes rt ideal for LAN parties. 
And despite rts d1m1nutive 51ze, 
the system still has enough 1uIce 
to run p01111er-guzzltng games like 
Crysis on higher selbngs. 
Con: If you liked the 
GameCube's handle, this might 
be the system for you, but be 
prepared for your fnends to 
laugh at you when they see 11. 
This thing Is ugly. 
30 Marie Score: 1180 1 
PC Mark Score: NI A 

499. 
• a, 1,111•fi • UIU 

GATEWAY 
FX7020 

•••••••••• 
Pro: The FX has more RAM 
than any other system (3GB), 
and ,s the only system other 
than the XPS to have an optical 
output It's also $400 cheaper 
than any other PC here. 
Con: The cheaper price comes 
wth a perfonnance loss. The 
FX7020 finlShed next to last ,n 
our 30 Mari( testin& and its AMO 
Phenom 9600 processor didn't 
fare well ,n PC Mari( benchmari(s. 
The cheap plastic case matches 
,ts pnce. 1/Vh,le the 500GB hard 
dnve Is nice, 1t' s loaded to the 
gills with Junky programs. 
30 Mark Score: 10782 
PC Mark Score: 8157 
s, 0~ J9 

a,. ·om 

VELOCITY MICRO 
EDGE ZIS 

• •••••••••• 
Pro: The Edge's simple black 
box and subtle lighting earn 
11 the second-best looking 
system award, which ,s a bit 
of a backhanded complement 
in this crowd. The system also 
performed solidly once we 
fired up the games. 
Con: Nothing about the Edge 
makes It 1ump out from the 
others. Its loud DVD drive 
can be a little annoyin& but 
otherwise the Edge seems to 
sit somewhere in the center of 
this roundup. 
30 Mark Score: 11722 
PC Mark Score: NIA 
Sl,499.)19 
-..v.veloatymicro.com 

WAR MACHINE 
M l EXTREME 

• •••••••••• 
Pro: Sadly, about all the love 
we can give the M 1 Extreme is 
its easily accessible case makes 
11 ideal for future upgrades, and 
the system looks sturdy enough 
to withstand an assault. 
Con: The case may be large 
enough to occlude the sun, 
and looks plain enough to be 
at home in a marine bunker. 
This metal monstrosity was the 
poorest performing rig ,n the 
roundup. It also loses points 
for lacking an SD card slot and 
having the smallest hard dnve 
in the bunch: only 250GB. 
30 Mark Score: 9585 
PC Mark Score: 6612 
S1,500.00 

~n.. mi..dlme.com 
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toys 

ART FX DEVIL MAY 
CRY FIGURES 
Art FX seems to have a decent collection of videogame statues for a reason
able price. These Devil May Cry figures, in particular, are awesome. Each fig
ure is well detailed, comes with interchangeable weapons, and stands about 
10" tall. Dante and Virgil from DMC 3 should be available by the time you 
read this, but the DMC 4 statue won't be out until July. 
$79.99, www.bigbadtoystore.com 

tech 

SKYPE ON PSP 
With Sony's 3.93 version update (check under the settings menu of your PSP 
to download it from any Wi-Fi environment), Skype is now available on all 
slim model PSPs. After you've installed the update, look under the Network 
menu to find a Skype icon. As long as you are within a Wi-Fi area, you can 
sign in to or start up a Skype account. then make free calls to anyone else on 
the Skype network. Sony will start selling a Skype headset kit in late April, but 
if you already have a PSP headset and the remote connector from the PSP-
2000 headphones, you can start dialing now. For a good time call 867-5309. 
Sl9.99, .us.playstation.com/PSP 

lll!1DI 
SIDESHOW 
COLLECTIBLES WOW 
DIORAMA 
Sideshow Collectibles is getting ready to release 
its first Dioramas in a line inspired by some game 
called World of Waraaft This Blood Elf Rogue versus 
Draenei Paladin statue may be a little pricey, but at a 
1 :9 scale, it stands 1 a• tall and weighs 20 lbs. Each 
piece is also hand-cast and hand-painted to meet 
Blizzard's authenticity standards. If you've actually 
heard of this obscure PC game, this might be worth 
checking out 

.19. 51deshowtoy.com 
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Sequels are a trickV business. 
When there's a clean slate and no one's heard of a game 

before, success can be measured on its own merits. As soon 

as that game sells enough copies, gamers a high enough 

review aggregate, and fosters enough conversation, then 

the debate really begins: What will the sequel change? How 

could it be better? can it live up to the hype? Suddenly, 

there are all sorts of expectations, and that's where things 

can get messy. Epic Games is well acquainted with high 

expectations. As the font from which the ubiquitous Unreal 

technology flows, people have some lofty ideas about what 

one of Epic's in-house titles should look like. For the team 

behind Gears of War, the stakes are even higher. After selling 

over four million copies and generating some of the highest 

critical praise of any title in this console generation, ifs 

no exaggeration to say that a lot is riding on a sophomore 

effort. However, to hear them talk about it, meeting or 

bucking expectations is the least of their worries. They're 

too busy building one of the most kick-ass games that we've 

seen in years. 





CONTINUED FROM PAGE 47 

While there was enough testos
terone flowing through the game 
that you might not have noticed, 
Gears of War left a lot of questions 
unanswered. Keen-eyed players could tell there was 
a lot more to this dark and warlike science fiction epic than what 
was materializing between machine gun reloads and endlessly 
churning chainsaw blades. 1/1/ny was Marcus Fenix imprisoned 
as that first game began? I/I/no was the mysterious woman his 
fellow soldier Dominic Santiago was searching for out among 
the Stranded survivors in the wastes of the city? If this war was 
so massive, where was all the large-scale fighting? 'We had a 
wish fist of stuff coming off Gears 1 of things we wanted to do," 
lead designer diff Bleszinski tells us, "and we all just sort of sat 
around and did an assessment: what went right and what went 
wrong?" Aside from the stellar nuts and bolts gameplay mechan
ics, the first game did two things remarkably well. First, it swept 
players into this mysterious science fiction worid of Sera with 
ease through fast-paced gameplay and a steady learning curve, 
even if some story components got lost in the shuffle. Second, 
it provided an intimate tale of just a few soldiers on a single, 
straightforward mission. Gears of War 2 aims to repeat both of 
those previous successes, but expand in the opposite directions 
at the same time. Gameplay is still front and center, but a surpris
ing depth of narrative and story now rides shotgun; the mysteries 
of this worid and its unanswered questions are a central feature 
of the game. And while the personal journey of Marcus, Dom, 
and the rest of Delta Squad remains the heart of that narrative, 
you 'NOfl't have any doubts about the massive size of the war at 
hand by the time the credits roll. 1t's simply a bigger scale and 
scope this time around," Bleszinski assures us. "1/1/nat we want to 
do is get a sense of that entire war going on around the player. 
Not only moment to momen~ where you're looking over and 
seeing another squad at a distance, or some choppers that are 
supporting you, but also within the fiction - getting radio trans
m1SS1011s from other guys, giving situational awareness of what's 
going on in other parts of the level. which is also a great tip-off to 
let the player know that bad things are to come~ 

Gears of War 2 begins six months after the deployment of the 
Lightmass bomb at the end of part one. Uncounted numbers 
of the Locust Horde were destroyed in the underground blast, 
and the COG finally has a genuine victory on their hands. 
Unfortunately, for the marginal remnants of humanity, all is not 
well. An unintended consequence of the massive explosion 
beneath the earth is the normally liquid energy called lmulsion 
that has turned gaseous as a resuk of the blast Consequently, 
increasing scores of surviving humans have been afflicted by a 
disease called Rust Lung. and the already fragile population is 
dwindling. Simukaneously, the resurgence of the Locust horde 
has intensified in a horrific way. One by one, the few remain-
ing human cities are collapsing into gigantic sinkholes as some 
unknown Horde weapon succeeds where whole armies failed 
before. A final bastion of safety remains in Jacinto, a small, forti
fied borough of what used to be a much larger city. With this last 
sanctuary threatened by the same fate that has come to those 
other sunken metropolises, the COG makes a desperate decision 
to go on the offensive and strike back in force. It's right about 
then that you'll tum on your Xbox 360 and step into Delta's iron
shod, curb stomping boots. 'We want to fulfill the promise - it is 
a war. It's more than just these four guys. The first game felt very 
personal, and in a lot of ways that was good," senior producer 
Rod Fergusson tells us. However, it's clear from our time with the 
team that Gears 2 will shoot for a much larger conflict. "In order 
to save Jacinto, they have no choice but to take the war to the 
Locust," Fergusson continues. 'They're going to push back and go 
underground, and bnng the battle to them~ 



lhe story and gameplay that 
follow are a pretty major 

leaps forward from the 
original game, but an 
equally large step is being 
made in the behind-the-

scenes tech. Epic doesn't change 
the version number of the Unreal engine 

w,th quite the same frequency as some 
technology programs, but don't be 

fooled. A lot has changed about Unreal 3 
In the two years since Gears of War was 
unleashed on the pubhc. "Unreal Engine 3 is 
designed for this entire console cycle," explains 
Epic ao and technical director Tim Sweeney. 

"From now unbl 2012 there w,II be major 
games shtpptng US1ng Unreal 3, and there w,II 
be maior new features at f?olefl{ Juncture along 

the way.• 
The first game was a v,sual tour de 
force, and its sequel Is set to impress 
In equal measure. In many ways, 
the surrounding screens, pulled 
from the actual gameplay, speak for 
themselves. Hov.ever, Sweeney is 
more than happy to run us through 
the details. 

One noticeable shift is m the 
newly advanced approach to 
character hghnng. In some 
ways, It's a step away from 

realistic lighting and towards 
cinematlC lighting. Anyone 
who has ever been to a 

ITlOV1e set has seen the 
huge number of angles 
and lighting techniques 
used to perfectly frame 

an actor. The new version 
of Unreal 3 emulates 

that approach by constantly shifting 
the lighting technique in order to 

make a character stand out in the 
environment 

Another seemingly minor 
adjustment goes a long way 
towards aeatmg that perfectly lit 
environment: ambient occlusion. 
This complex technology takes 
into account all the geometry in 

an environment when determining 
how light affects any given point 

In simple terms, this means that you 
get a much better sense of the 3D shape 

of an object, since the interplay of light and 
~hadow on the object emulate the way they would actually appear 
m real life. Edges are dramatically highlighted, and light falls with 
an eerie realism across tiny bumps and crevices along a wall. f.o, 

Sweeney descnbes the tech behind the system, Bleszinski half-jok
ingly Intef]E!Cts that ambient occlusion "really ties the room together• 
but his descnpbon is more than apt ' 
. If lighVobject interaction seems like a small addition to you (it 
isn't), then perhaps you'll appreciate Unreal's new ability to render 
huge numbers of individual creatures at the same time. In a stunning 
display of the engine's horsepower, Sweeney showed us a demo 
of hundreds of Locust troops as they poured out from around a 
building and into the streets. Each was moving independently and 
follow,ng its own path. In the ultimate application of the tech, those 
hundreds w,II eventually all have individual models and animations 
that set them apart as functioning unique individuals. It doesn't take 
much imag1nabon to see how this parllCUlar add111on to the Unreal 
toolset w,II come into play when trying to boost the scope of the 
battles in Gears of War 2. 

Beyond tha~ we were also privy to the startling new water and soft 
body physics the new engine can create. The latter allows for some 
disturbing appl1Cations on gel-like, fleshy, and viscous substances, 
parbCUlarty In reacbon to gunfire. For harder objects, the destruc
tibdrty factor of everything from steel to rocks and trees is moving 
forward apace with the other advancements. Behind a massive pillar, 
a characte(s cover can be chipped away piece by piece until all 
that remains is the misshapen rebar beneath and a clean shot for 
enemy snipers. 

CONTINUE D O N PAGE 52 ►► 
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While much of the behind
the-scenes technology will 
be new, the gameplay of 
Gears 2 will appear mostly 
familiar to fans, with a few small 
vanations. The core cover/shoot mechanics remain 
largely intact. but the use of cover has been 
carefully retouched so it will be harder to get hit 
while protected, as the character will rest a little 
further back from comers. Active reloads won't be 
dramatically altered, particularly with the returning 
weapons. However, some of the new arsenal may 
vary the way 1n which active reloads are used. New 
chainsaw duels expand that gruesome combat 
mechanic to deliver even more excitement Boss 
battles return, but a big push is geared towards 

refining them, making them more fun and epic in 
scale. 'We have creatures that make the Brumak 
look like a baby panda bear," Bleszinski exclaims. 

\Nhile the core experience upholds many tradi
tions, a number of additions should change the flow 
of the Gears universe. Chief among the gameplay 
innovations is the new approach to cooperative 
play. \Nhile we haven't yet heard about any plans to 
expand beyond the two-person play options of the 
first game, the way that the cooperative campaign 
will flow has shifted in some important ways. Drop
in and drop-out options mean a buddy can show up 
at any time, then leave without interrupting the flov-r 
of the game. Also, the seemingly minor addition 
of multiple save files means you can maintain the 
integrity of each playthrough without abandoning 
your other attempts. Most significant is the handling 
of difficulty settings in cooperative play. "For 

• 

Gears 2, we have this notion of individual 
difficulties. I can play on Hardcore, and 
diff here can play on Casual," Fergusson 
laughingly tells us amid a quick objection 
from Bleszinkski. Fergusson corrects 
himself: "Or, you know, he can play on 
Insane. \Nhen we're together, the game 
will understand what that means, but 
when we splii we'll each have our 
individual experiences.• \Nhile some 
players may be of the same ability 
level, the team recognizes that for 
others there might be a wide gulf 
separating player skill. If a significant 
other, pareni or inexperienced 
friend wants to join in now, they 
won't feel like they're being 
punished for their enthusiasm. 
The details of how this system 
will work remain under wraps, 

but in communal combat situa
tions, players on a lower difficulty 

will have just the right challenge 
even as their more experienced co-op 
buddy throws down at the Insane 
setting. To address what will hopefully 
be an influx of these new players, a 
fourth difficulty is being added for 
the most casual gamers, even as the 
harder difficulty settings remain truly 
devastating. "One of the things we 
took away from the first game was 
that Casual wasn't casual enough. 
We actually overshot on that dif- • 
ficulty and made a game that was 
a little harder than we intended," 
Fergusson explains. The new 
game l)lill try to embrace any 
and all who are willing to pick 

• up the co11troller. 



At whatever difficulty you choose to 
play, expect all the old enemies and 
weapons to be present right beside 
some dramatic new toys. Chief among 
these 1s the COG Centaur tank, a 
hybnd beast of a machine that takes 
the best parts of both a monster truck 
and a m1htary tank and combmes 
them for the dedicated level 1n 
which you'll ptlot one. Meanwhile, far 
beneath the ground 1s the best place 
to look for new opponents and the 
weapons they'll use to take you dovvn. 
We were shown a vast underground cave 
level wherein Marcus and his companions 
will take the fight to the Locust Unhke the 
sometimes cramped and linear subterranean 
paths from the first game, this cavern complex is vast and 
breathtaking. Branching levels and open spaces give players 
true tactical choices as they decide which way to tackle an 
assault Vlltiatever path you choose, bio-luminescent plants 
hght the faces of the new Locust Kantus enemies. These 
monk-like devils hum low and droning chants that can be 
focused into sonic attacks against you. They wield weapons 
hke the new Gorgon burst pistol and poison grenades, both 
of which can become part of your arsenal if you play your 
cards nght However, the Kantus' true danger lies in their 
abthty to revive their fallen brethren from afar. Where before 
you could rest easy after taking dovvn an enemy soldier, 
now there is the constant danger of them rising back up to 
continue the fight The only alternative is to brave the hail 
of gunfire to break through enemy ranks and kill the Kantus 
skulking in the rear. Along the way, you may not have access 
to stable cover anymore, so you'll have to make do with the 
moving kind. Massive Locust rock wonns will emerge from 
the cavern walls during battle, guided by the Kantus' chanting. 
Luckily, the creatures are so large you can hide behind them 
as they slither abou~ and you too will be able to guide them 
to an advantageous firing position. 

CONTINUED ON PAGE 5 5 ►► 
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Even as the gameplay 
is bolstered by these 
exciting new addi-
tions, the team at Epic 
is well aware that 
many players out there 
hunger for a deeper and 
more involved storytell
ing experience. "At the end 
of the day, we loved Gears 1 and we 
loved the amount of stoiy we had in it - it 
contributed to its pace; Feigusson reveals. 
"The fact that we didn't have fille-minute 
cutscenes eveiy 20 steps meant we were 
able to have that blockbuster summer 
movie pace that we were gomg for. But 
at the same time, obviously we left some 
people behind." Umvilling to make that 
mistake again, they've brought on novelist 
and comic writer Joshua Ortega to serve 
as a dedicated advocate for stoiy and 
narrative throughout the process. In our 
conveisations, Ortega is eager to relay the 
sense of depth he is trying to evoke w,th 
the established characters of the series. 
"Thematically, it's just heavier. There's a lot 
of weight - a lot of emotional resonance; 
he tells us. "The stakes are raised. This is 
humanity's last stand. Eveiyth,ng is at nsk. 
Nothing is safe.• Despite the sci-fi nature of 
the game work!, Ortega tS 1nstStenl about 
the potential to find genuine drama 1n 
th,s work! that shares a wealth of parallels 
w,th our own. "There are so many human 
elements that really resonate and hook 
people, and I think we' re really explonng a 
lot of that" 

A big part of that added emotional 
context is delivered through the right 
combination of dialogue and quality voice 
acting. "It's amazing what you can do with 
careful dialogue. Just one little line here 
or there can tell you so much about a 
character, if you pick the right moment and 
the right words; Ortega says. 'Miile there is 
still a strong effort to have storytelling that 
doesn't break the pace of the comba~ the 
spoken dialogue thtS time around ,s much 
more geared towards revealing a plotl,ne 
that is both coherent and entertaining. The 
second ingredient of that reope ,s quahty 
acting. and the cast IS seeing the return of 
the two headhrnng IIOICes from game one: 
John D1Maggt0 as Marcus FentX, and Carlos 
Ferro as Dominic Santiago. The pair has 
worked together on numerous voiceover 
projects before, and this time they'll be 
recording side by side. "\Ne felt ltke we 
had scenes of such emotion in them that 
we had to bnng them in together to work 
,t ou~ • Fergusson says. "\Ne didn't want 
to do it separately:" The hope is that amid 
the cacophony of clestructton inherent to a 
Gears of War game, players w,II encounter 

ss 



some visceral and heated character interactions they 
may not be expecting. 'You' re dealing with these very 
thick. sterotd-ish guys, and trying to have this meaningful 
best friend relat10nsh1p - It's hard to write that out of 
the gate, without knowing and having their history and 
understanding thetr backstory and their lives together," 
Fergusson continues. "So now that we have that relation
ship, and we have this understanding of how these two 
people communicate and work together, now we can 
take that a step further." 

Beyond a shtft to a darker and more heartfelt narrative, 
other addittons are planned to deliver that added shade 
of depth to the wor1d. The static, forced walking scenes 
of the first game have been replaced by a dynamic 
conversation camera system that will deliver focused 
facial dose-ups and shtftmg drarnattc angles even as the 
player continues to be 1n control. "The problem was, in 
third person, the entire conversation would happen to 
the back of the person's head." Fergusson says. We're 
working on this system to change that· Gamers who 
love the expanded story content will re,oice. Meanwhile, 
a newly added -Shut up· button will let more impatient 
players have Marcus end the conversation early and get 

back to the action. "There's a certain percentage of the 
audience that wants to skip all tha~ and they just want to 
shoot some s-, and we're more than willing to cater to 
tha~• Bleszinski adds. ·sut, with that said, we're doing a 
far better job with the narrative this time around. Those 
that want to take a little time and invest themselves, 
they'll have that much more of a rich experience.· 

The COG tags of game one have been replaced by a 
wide array of story-relevant collectibles, from personal 
letters and medical records to new COG tags that can 
actually be examined to learn about their fallen owner. 
A war journal IS available on the pause screen that tells 
you what items you've found, and more importantly the 
ones you're still missing. as well as the locations in which 
to search for them. Many of the game's Achievements 
can be worked towards in both single and multiplayer, 
and the game will track your progress in the war journal 
towards each of them. For instance, if you need to nail 
1,000 headshots, you can do so in any game mode, and 
the war journal will tell you how close you are to comple
tion. From this scrapbook journal, you'll also be able to 
examine maps, histories, and story-related content about 
whatever locale you're currently in, thereby delivering a 

deeper grounding in the area in which you're fighting. 
Finally, the return of the multi-use floating robot Jack 
includes a newly added feature - a video screen. Thus, 
when the ever-helpful Anya has a mission update for 
you, you'll chat with her face to face. 

It's likely that's exactly what happens when the game 
begins, as we' re told it's a due from Anya that sends 
Dom and Marcus out on the first leg of their journey. The 
mysterious figure in Dom's past hinted at in game one 
turns out to be his long-lost wife, Maria Santiago. After 
losing their children on Emergence Day, Maria faded to 
a shadow of her former self, and disappeared into the 
war-torn world. Since then, Dom has been ceaselessly 
searching for her. As the game begins, a piece of intel 
from Anya sends the estranged husband and his best 
friend Marcus to a hospital where she may have been 
sighted. Unsurprisingly, the Locust Horde chooses that 
inopportune moment to attack. and the battle unfolds. 
From there, the two find themselves at the spearhead of 
an invasion into the Locust tunnels. As part of a massive 
assault force, they depart Jacinto and head into the 
snow-tinged mountains beyond, towards a tiny village 
called Landown. From the soft ground there, they can 



drill down into the caverns below, where the real war 
gets underway. 

The team at Epic knows they made a great game in 
the first Gears of War. They know a lot of gamers loved 
it, and they know what people desperately don't want 
to see changed. More uncommon is the fact that they 
know where they need to step up and improve. Open 
about their need to move past the machismo-laden 
chest thumping to a narrative of more significance, 
they've maintained the over-the-top drama but added a 
more human component. Aware of the call to expand 
the scope and scale of their world, they've upheld 
the qualities of squad-based combat while throwing it 
headlong into a gargantuan war effort. They know the 
wildly high expectations that come along with a sequel 
like this, but they've been at this too long to let them be 
anything more than sheer motivation. Gears of War 2 is 
real, and it looks every bit as formidable and impressive 
as we hoped. It's bigger and better than before, and the 
people making it are insistent that you'll be playing it in 
its entirety in just over half a year.■■■ 
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T 
he newest chapter in the ever-e\lOlving Tom 
Clancy un1Vef5e vvill have gamers taking 
to the skies. HAWX (High Altitude Warfare, 
umm, X) appears at first to take a page from 

Namco Bandai's popular tv:.e Combat series. ~ile 
this new release may share many traits in common 
vvith that and other familiar combat flight sims, 
HAWX is branching into some brand new territOI)' in 
an attempt to redefine the genre. Early reports liken 
the experience as much to a first-person shooter as 
traditional flight games. 

·HAwx is strongly connected to the Clancy 
universe; creative director Elie Benhamou tells 
us. Toe game takes place between GRAW 2 and 
EndWar and brings a new dimension to Clancy's 
global sto,yline.• Leading up to the worlckhaking 
conflicts of EndWar, HAWX details the rise of private 
military contractors (PMCs) as heavy war materi-
als like jet fighters are deregulated. Gamers play 
as a former U.S. pilot who joins a newly created 
PMC seeking to help stabilize countries around 
the world. Toe first part of the game will show the 
progressive rise of the PMCs until they become real 
armies, capable of handfing every type of modern 
conflict and strong enough to challenge even the 
most powerful states; Benhamou explains. "The 
second part of the game is a much faster-paced 
military thriller shovving where such a dangerous 
situation could lead the world." 

From a gameplay perspective, HAWX vvill imple
ment a brand new approach to air combat, where 
players can toggle an Assistance mode on or off. 
This isn't a switch between easy and hard. Rather, 
you' re expected to regularly toggle the option. 
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"Assistance On makes the player safer thanks to 
some decficated anbcrash and antistall systems; 
says lead game designer Thomas Simon. The 
planes are also equipped vvith the Enhanced Reality 
System. This HUD-based info is an ever-present ally 
to confront dangerous situations. The computer can 
calculate an emergency evasion course, and it can 
also track enemy fighters to predict their upcoming 
moves. Meanwhile, svvitching the assistance mode 
off deactivates the plane's safeties, allovving for dan
gerous maneuvers that are often the only way out 
of a stidy situation, such as a I So-degree tum to 
lose a persistent missile. "The Assistance Off comes 
w,th a revolutionary external camera giving a real 
perception of what your plane is doing; you can 
compare it to a fully playable replay camera~ 

Look no further than the surrounding screens 
for evidence of the jaw-dropping tech at work in 
the btle. What isn't obvious from the screens are 
the plans the team has to have the game run at 
60 frames per second. In addition, actual military 
satellite data is being used to create the land
scapes - some of the ground maps vvill be 120 
square kilometers. 

Throughout the single and mulbplayer compo
nents of the game, you'll play as a single pilot 
who vvill evolve as you gain experience points 
through completing objectives in any game mode. 
~ile multiplayer details remain under wraps, 
we've been assured about the presence of a full 
co-op mode. We haven't heard such good news 
Since the end of the Cold War. We'll fill you in more 
as soon as we've gotten to play this exciting new 
Clancy offshoot ■ ■ ■ 



■ The evade cam is an example of 
Ubisoft th1nkon1 outside the BAWX! 



Don't Bellev11 Your Eyes 
Trust us when we say that StarCraft II looks a 
hundred times better in motion than in screen• 
shots. The outstanding unit animation. explosive 
effects. and detailed shado-Mng combine to 
make this one of the best-looking RTS titles to 
date Go check °"' the gameplay fooiage at 
Game lnfooner Online~ yoo don't believe us. 



Battle.net 2.0 
In typk,l dosemoutl-,d Blimrd fashion. theCll0'4)il1ff 
mentioned there are "big plans" " the ""'1S 1..- " 
Battl•net sei11ice bl.I refused to go mlO specifics. The 
developer's interest m competitive gamilg With both 
the original StarCraft and World of Warcraft should 
tell you somelhin& trough. as shoud the fact that the 
SlarCrah II team are big Defense of the Ancient, fans. 



■ As in most games. combined-arms 
forces are generally the way to go 

., 

L 
ast year's World in Conflict on PC 
was well-received by critics and 
consumers alike, and now Sierra is 
bringing the real-time strategy title 

to console as well. We tried our hand at 
the control scheme for this tactical RTS 
in an early Xbox 360 build, and though a 
gamepad can never replicate a mouse/ 
keyboard setup, we were nonetheless able 
to crush the opposition without swearing at 
the interface. 

World in Conflict works a little differently 
than traditional RTS titles. Players don't create 
buildings or train troops; instead, when units 
are destroyed, their reinforcement cost slowly 
trickles back into a pool from which you can 
spend points to airdrop in new troops. Thus, 
everyone is more or less operating with the 
same objective force strength, and how well 
you command those forces determines 
the outcome of battle. calling in offscreen 
support powers like airstrikes and artillery 
barrages with points earned by killing enemy 
troops is also key - and gorgeously rendered 
by the game's outstanding graphics engine. 

This new release, Soviet Assaul~ adds a 
Russian perspective to the formerly U.5.-only 
single-player campaign. These new missions 
are interspersed with the original sequence, 
and should offer some extra incentive to 
play through the already-lengthy campaign. A 
few new support powers (but no new units) 
will be added as well, though Sierra wasn't 
ready to release any details about them as 
of press time. 

Navigating the game using a gamepad 
feels remarkably natural. The two analog 
sticks control the camera similarly to a 
first-person title, with the left stick moving 
along the horizontal plane and the right 
stick altering the angle. Control groups can 
be quickly set and recalled with the d-pad, 
and reinforcements can be set to join any 
of the four groups when they land. The face 
buttons give orders and activate special 
abilities, while the shoulders pull up the 
reinforcement and support menus and act 
as modifier keys for advanced commands 
like force-move and attack ground. It's a slick 
scheme, and our money's on it enabling a 
painless experience once the learning curve 
is conquered. We certainly didn't have any 
trouble commanding our forces after a few 
initial mishaps, though the lack of a mini
map is unfortunate. 

Online is a big part of World in Conflict's 
appeal, and Sierra is thankfully integrating 
party support, dedicated servers, and more 
into the game. As good as the multiplayer 
in the original version is, we have very high 
hopes for this release. Soviet Assault already 
looks and plays wonderfully, so strategy 
gamers should have quite a treat in store 
barring any missteps between now and its 
fall launch. ■ ■ ■ 



■ They may not b~ as sexy as tanks. but well
utilized infantry wins battlrs 



T 
he MotorStorm franchise is clearly 
important to Sony. According to 
the company, the first game was 
the PS3's bestseller, and last year 

Sony bought developer E'IO!ution Studios. 
Now it looks to pay back its fans the only 
way it knows how - by ramming your 
buggy off a cliff at high speeds. 

The first MotorStorm made good on 
a few basic promises: It looked great 
and produced some unpredictable, hairy 
racing. 'Mth the sequel, E'IO!ution Studios 
looks to provide variety and depth, which 

will hopefully make it a more full-fea
tured title. Sony recently released the 
game's first trailer, and we combed it for 
some clues. 

MotorStorm 2 picks up the stakes and 
heads for a tropical island. This new locale 
keeps the mud, which was a game-<llang
ing variable in the first game, and adds 
shadows and dense foliage to obscure 
your view. If the trailer is accurate, players 
will now be able to make use of environ
mental obstacles. One sequence shows 
a truck barreling through the wilderness 



and striking a tower, which falls, takes 
out a trailing competitor, and remains 
littered on the track for subsequent 
racers to avoid. Sony says the game 
contains rivers with quick currents, 
lava pools, and volcanic douds, so it 
sounds like this title will continue the 
unpredictable nature of its predecessor 
in fine form while ratcheting up the 
drama quotient. 

The tracks for the first MotorStorm 
were reused too frequently, which 
stood in contrast to the surprises 

being thrown at you while you raced. 
Hopefully MotorStorm 2's new loca· 
tion offers not only more tracks, but 
some variety as well. Point-to-Point 
rally lines, large circuits, shortcuts, and 
more elevation changes would be very 
welcome. The game also introduces 
monster trucks into the mix, and it will 
be interesting to see how this new 
ride is balanced with the rest of the 
vehicles and the tracks themselves -
something that the ong1nal MotorStorm 
did very well. ■ ■ ■ 
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Wii 

Mario Kart Wii 
> STYLE I TO 4-PlAYER RACING (UP TO 12-PLAYER VIA WiiCONNEffi4) 
> PU BUSHER NINTENOO > DEVELOPER NINTENOO > RELEASE APRIL 27 

DON'T STOP FOR DIRECTIONS 

W 
1th two major Nintendo pillars, Super Mano 
Galaxy and Super Smash Bros. Brawt, firmly 
behind us, it's time to look ahead to see what the 
company has planned next ror its little white box. 

We recently had a chance to tour the Mushroom Kingdom 
with Nintendo's perennial racer, Mario Kart, and the game 
looks hke It's shaping up nicely. 

Mano Kart Wii 1s essentially the same game we've been 
playing for years, but there are small mnovauons. The 
first new feature gamers will encounter 1s the 1nclus1on of 
motorbikes. Though the bikes tum quicker and shde less 
around corners, there isn't a huge difference 1n playability 
between them and the standby karts. 

Creative courses are a hallmark for any Mano Kart, and 
the Wii version 1s no different We dodged parking traffic in 
a Super Mano Sunshine-themed Coconut Mall, did a few 
tricks 1n a half-pipe on the mountainous DK Summ1~ and 
avotded speeding mine carts and poisonous bats m Wano's 
Gold Mine. All told there are 16 new tracks, but m add1t1on to 
those, 16 classic tracks from the senes' past titles have been 
revamped and put in the Wii version w,th improved graphics. 

It looks hke there will be at least 1 B competitors this time 
around, including new additions like Baby Peach. The ever
popular Balloon Battle mode is still present, and we got 
to play a new battle mode called Coin Runners - a game 
where two teams battle over coins strewn across a level. The 
team to collect and keep the most coins at the end of a time 
l1m1t w,ns. We don't know if Shine Thief or Bob-omb Blast w,II 
return, but they weren't in the version that we played. 

Double Kartmg has been removed, but othelWlse the 
game controls a lot like the last console entry, Double Dash. 
Using the Wi1 remote like a steenng wheel works all ngh~ 
but generally feels a bit loose. While some might prefer this 
style of play, the vast maiority or players will probably still 
prefer the responsiveness of a controller. Remember those 
GameCube controllers you dug out of the attic for Smash 
Bros. Brawt? Keep them handy, because Mano Kart will use 
several different control inputs, 1nclud1ng GameCube pads, 
WaveBirds, and the Wii's classic controller. 

If you can't handle Mario Kart's special brand of chaotic 
stress then you probably already know the game is not 
for you, but ir this is the kind of racer or which you have a 
lot of fond memories, chances are you're already getting 
goose bumps. Let's just hope Mario Kart Wii has enough 
gas in it to last until Nintendo's next big thing ... probably 
something with Mario. ■ ■ ■ 



■ This new stage called Coconut J;, 1 
. Mall will have you driving through a 
• spediltor~packed shopping center 
Fi.~ '~ ... w.i2fi~ ... .t,,.--.,.._:'1'!• 



Civilization 
Revolution 
> STYl£ 1-l'IAYER S1RA1tGY (UP TO 4-l'IAYER V1A PI.AYSTATION Nffi\ORX, 

XBOX lM. OR NINTINOO WI-fl) > PUBLISHER 2K GAMES > DEVELOPER FTRAXIS 
GAMES> REUASE JUNE 2 

IT'S YOUR WORLD. CONQUER IT 

F 
or many console-only gaming veterans, the 
names Sid Meier and Civilization might evoke 
thoughts of a mysterious and complicated . 
strategy title that takes years to master, and is so 

involving it absolutely requires a keyboard and mouse. 
Civilization Revolution looks to change that percepbon 
when it hits consoles this summer, because while this 
version of Civ will keep the series' deep strategy intact, 
it's nothing if not approachable. 

Our first few minutes with the game were spent find
ing our way around the new interface, but it was a pain
less process as the game does an elegant job of leading 
a player through all the different actions they can take. 
The slick control scheme allows you to order troops 
around, manage your workers, and switch between 
cities with only a few buttons. 

The goal is still the same as it has been in every Civ 
game: dominate the world. How you do that is up to 
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you. Will you conquer through military might or through 
cultural superiority? Will your society become the mas
ters of technology or dominate the world throug_h eco
nomic strength? Each of the 16 civilizations has ,ts own 
skills and bonuses that make them different to use. We 
played as Rome, which leans towards military migh~ so 
we stomped India, which is better suited for a cultural 
conqu~ under our mighty Roman sandals. 

Early turns take seconds, but the farther into the game 
you venture the more time you'll spend researching 
new technologies, tweaking your cities' build queues, 
exploring the globe for bonuses, and conquering or 
befriending new nations. Like the game, we could go 
on and on here, but you should really just trust us when 
we say that when June rolls around this is one title 
you're going to want to pick up. ■■■ 

Share The Revolution 
Like a bed with silk sheets, Civilization Revolution's multiplayer is 
easy to jump into. You can join or leave online games whenever 
you wan~ since the game's Al will take over for you ,f you, say, 
suddenly need to take the dog for a walk. Online will have three 
primary modes: Head-to-head, where you battle one other person 
for world dominance; Team Play, where you and three friends Join 
forces and take on the rest of the world; and Free for All, which Is 
pretty much just like it sounds. . . 

Since waiting for other players to finish their tum can often be 
annoying in online strategy games, Revolution will le! everyone 
start the tum together with an unlimited amount o( bme to issue 
orders. As soon as the first person has finished their tum a bmer 
starts to tick down and the rest of the players have about a minute 
to finish making their selections. This keeps _the action moving along 
and helps insure that you're never stuck waiting too long for an 
opponent's next move. . . 

Though we didn't get to test it ou~ the game will reportedly come 
with both headset and camera functionality. Downloadable content 
such as new maps and scenarios is also being planned. 



Jump in. XBOX 360. LIVE 



W 
ith a lousy base salary, poor health benefits, and 
a working environment that rewards its employ
ees with post-traumatic stress disorder more 
often than it does medals, the life of a soldier 

isn't always as glorious as Rambo makes it out to be. So, if 
you happen to find an abandoned enemy outpost with a 
few crates of gold, why shouldn't you and your comrades 
grab a few bars for your next R&R? With a defense budget 
larger than the next nine countries combined, does Unde 
Sam really need the extra scratch? Your squad mates in 8 
Company don't think so. 

Comprised of standard squad stereotypes, the members 
of B Company include the tough-as-nails commander, the 
nerdy support guy, and the standard issue demolitions 
expert. Your company's quest for a payday is only part of 
the single-player experience; the team also has to complete 
standard military assignments like taking down supply lines 
or infiltrating enemy bases. If you happen to find some gold 
bricks during a mission, you can tuck it away for the early 
retirement fund. 

The action takes place in a sandbox world that allows 
players to choose how they will attack their objective, and is 
broken up via small set-piece skirmishes. Your team is also 
prone to the occasional ambush. Bad Company's gameplay 
is classic Battlefield; the guns shoot fast and accurately 
with fluid movement between your standard aim and your 
sights, and vehicles like humvees, tanks, and speed boats 
are littered throughout the environments. Though there isn't 
a true cover system, finding a rock or wall to hide behind 
while engaging enemies is as important to surviving the 
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battles as having a steady shot When you do take damage, 
you can heal yourself with an injection straight to the heart, 
and if you die you will respawn in a location away from the 
firefight 

The proprietary Frostbite engine developed by DICE looks 
great in action. The most impressive feature is undoubtedly 
the destructible environments, which immediately become 
a part of your war strategy. You can destroy enemy cover 
like fences and barricades, blow holes into building walls 
to expose snipers or provide new points of entry for base 
attacks. The havoc this creates on the battlefield encourages 

players to use their grenade and rocket launchers much 
more frequently, which is never a bad thing. 

The multiplayer strays slightly from the traditional 
Battlefield concept Instead of taking flags, one team must 
find and secure the gold from stash houses while the other 
team defends. The multiplayer mode also features weapon 
classes, ranking progression, unlockables, and rewards your 
battlefield actions with trophies and patches. With this much 
depth online and a single-player mode that finally seems 
to be worth a look, Bad Company has jumped high up our 
summer wish list ■ ■ ■ 





PLAYSTATION 3 I XBOX 360 I PC 

Bionic Commando 
> STYLE !·PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER GRIN > RELEASE FALL 

WILD ARM 

W 
hen a cherished game franchise 
gets resurrected after a 20-year 
hiatus, it's not surprising when 
fanboys scrutinize e:11ery little 

detail of the upcoming project. Fortunately, 
Capcom and de:11eloper GRIN taking a 
refreshingly open stance on reasonable 
consumer feedback. While Nathan Spencefs 
dreadlocks are most likely here to stay, the so
called "hotdog" appearance of his bionic arm 
tubing has been noticeably downplayed (see 
above). Plus, old school fans can always play 
with the classic character model if they down
load Bionic Commando Rearmed. 

We also got to take a look at the latest 
spruced-up Ascension City environment in 
which complaints of it looking too drab and 
gray were addressed with a wider paint pal
ette, bright neon signs, and a blazingly sunlit 
blue sky. As Nathan fought his way down a 
decrepit street, a skyscraper began to topple 
in the background. Here a button prompt 
invited a closer view of the destruction, simi
lar to Gears of War. Once the building hit the 
deck, a rush of smoke and ash swept toward 
Nathan, setting off a few surrounding car 
alarms in the process. 

A lush forest zone provided the backdrop 
for some of the swing and combat mechan-
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ics in our demo. Rather than using flashing 
hooks or some other kind of limited grapple 
locations, almost the entire world can be 
latched onto. Pulling the left trigger will shoot 
out your grapple line, which will remain fas
tened until you release it (most likely at the 
end of a swing). A tap of the jump button 
while hooked onto an object will quickly pull 
you towards the grapple poin~ similar to Lost 
Planet's zip line. 

Shooting your line at enemy troops will pull 
you in close for a chest-cracking dropkick. 
You can also pull boulders and other random 
debris toward you for chucking purposes. 
This comes in handy especially against the 
tougher Bio-mechs. If you try to zip-kick these 
guys, they'll pull you in for a nice punch in 
the face, so it's best to circle behind them 
and throw something heavy at their weak 
point. But that doesn't mean your bionic arm 
gets all the fun. A variety of guns ranging 
from pistols to grenade launchers provide a 
good long-ranged counterbalance. 

We're looking forward to getting some 
hands-on time with the game as soon as 
Capcom's ready to pass over the controller. 
After two decades of waiting for another 
Bionic Commando, these last few months 
seem like an eternity. ■ ■ ■ 



Bionic Commando 
Rearmed 
> STYLE I OR 2-PlAY(R ACTION > PUB USHER CAPCOM 
> DMLOPER GRIN > REI.EASE MAY 

LET'S GET RADO 

T 
o drum up nostalgic excitement 
for the new Bionic Commando 
title, Capcom is releasing a fully 
revamped version of the NES clas

sic for just $IO (800 Microsoft Points). 
Set IO years before the all-new game, 
Rearmed has been infused With additional 
story elements to tease out plot points and 
connections. Capcom describes this old
school Nathan "Radd" Spencer as more of 
an '80s action hero compared to the jaded 
and vengeful character he becomes 1n the 
upcoming sequel. 

Co-op play has been added, gMng the 
game somewhat of a Contra feel (unfortu
nately, online play will not be supported). 
While most of the action will iake place on 
a single screen, players who wander too far 
from each other will notice an automatic 
vertical or horizontal split-screen take effect. 
Bosses will also be specially modified for 
co-op play. We reached a mechanical boss 
whose weak point shifted back and forth, 
forcing us to toss explosive barrels at its 
undercarriage while our partner threw them 
at its top. 

While the basic vertical and diagonal grap-

pie swings remain faithful to the ong1nal, a 
new horizontal swing shot has been added 
to allow for more maneuverability. Purists 
can rest easy, however - Radd still has a 
strict anti-jumping policy. This additional 
move comes in handy, espeoally In the new 
Meial Gear VR-style challenge miss10ns. In 
the SO-plus siages, players WIii lake on time 
trials, swing puzzles, collection tasks, boss 
battles, and more, with the best times being 
posted to onhne leaderboards. 

Early word on Rearmed 1nd1cated that the 
Xbox LM' version would release With lower 
graphical quality due to Microsoft's stnct 
150MB file size hm1t. But a recent Capcom 
statement assures that the issue Is cleared 
up. "Given the huge amount of content 
going into Bionic Commando Rearmed 
and Super Street Fighter II Turbo HD Remix, 
Microsoft has allowed Capcom to work With 
a larger file size limit for both games," reads 
the statement. "Microsoft is going to con
tinue working with all their partners - not 
just us, mind - and if a game warrants a 
file size exception, they'll prOV1de one on a 
case-by-aise basis.• ■ ■ ■ 



D 
ICE knows its first-per.;on perspective games. VVith a pedigree 
built upon the Battlefield franchise, the Swedish developers 
have a valued insight into the state of the genre. They believe 
something is missin& and with Mirror's Edge the developers 

plan to address the oversight; they are putting the "person" back into 
the first-person equation. 

Mirror's Edge takes place in a near-future world where technol
ogy, bureaucracy, and consumerism have combined to create a 
"utopian• society loosely held together by surveillance and confor
mity. In this hyper-monitored world, resistance to the fascist police 
state is tough to organize since every digital message is likely to be 
intercepted. In response, underground organizations have turned 
to runners, parkour messengers who must take to the rooftops, 
sewers, and alleys to deliver information between conspirators. 
Mirror's Edge centers on Faith, a young woman who risks her life 
delivering these messages. 

Unlike many first-person games, Mirror's Edge isn't explicitly con
cerned with gunfights. The game plays out like a Run Lola Run meets 
The Bourne Identity hybrid, where the majority of the action comes 
from fast-paced chase sequences and hand-to-hand combat. As she 
runs to complete her transmissions, Faith must avoid police forces, 
security teams, and even the occasional news chopper hovering 
overhead. To make it to the drop point, moving quickly is key. Faith 
will climb fences, power slide underneath low-hanging walls, zip 
down crane wires, and perform an occasional wall run to make it 
across a gap. 

To help you navigate the urban terrain, DICE has created environ
ments that direct you via bright colors and dark shadows. You want 
to keep away from shaded areas, as they often provide dead ends, 
whereas if you run toward the bright red objects on the screen you'll 
likely be able to sustain your momentum. For very tricky situations, 
like jumping across extra-wide gaps between buildings, Faith can acti

vate a slo-mo cam so she can perfectly time 
her launch. The major gameplay challenge 
for DICE is to avoid making the player feel 
disoriented as they perform somersaults or 
scale walls while moving at a breakneck pace 
through the world. 

Since Faith's main goal is to move a pack
age from point A to point B as quickly as 
possible, she's not carrying an arsenal. Most 
of her encounters with enemies will be of the 
close combat variety, but she will also grab the 
occasional weapon to take out enemies in the 
distance. If you pick up a machine gun while 
moving through the environment, you can 
certainly hang on to it, but navigating the roof
tops while carrying a 10-pound rifle will prove 
tricky. And at the end of the day in Mirror's 
Edge, kill counts don't matter. You're better 
off running for your life. ■ ■ ■ 



XBOX 360 

Too Human 
> STYLE I-PLAYER ACTION (UP TO 4.PLAYER VIA XBOX LIVE) > PU BUSHER MICROSOFT GAME STUDIOS 
> DEVELOPER SILICON KNIGHTS > RELEASE 2008 

GREAT ODIN'S BEARD! 

A 
fter almost 10 years in development 
and three console generations, the 
time of Too Human is finally at hand. 
According to Silicon Knights, the 

game is in the post-beta stage and undergo
ing some final balancing. Even though the 
project sounds fairly complete, the company 
has yet to announce a solid 

a barrage of combos, while double tapping 
will launch them into the air. The two trig
gers will independently handle dual-wielded 
guns like pistols or primary and secondary 
fire for larger weapons like rifles. The setup 
takes some getting used to, but once it 
clicks, it shows some promise and provides 

release date as of press time. 
Despite its futuristic look, 

Too Human is actually set 
20,000 to 50,000 years 
in the past and based 
heavily on Norse mythol· 
ogy. The Ragnarok, or final 
battle, wiped out most of 
civilization and its techno
logical advancements, leaving 
behind only the mythology 
we know today. In the pre
Ragnarok world the game 
takes place in, nuclear war 
has triggered an ice age and 
humans fight for survival 
against an army of machines. 
Players will take control of 
Baldur, a god/soldier faced 
with the choice to further his 
cybernetic enhancements or 
remain as human as possible 
in an epic war where every 
advantage counts. 

On the surface, Too 
Human's mix of guns and 
melee combat appears to be 
a high-tech Devil May Cry. 
But a mix of deep RPG ele
ments and a Geometry Wars· 

CLASSES 
Tlw f,v., availablP 
class,•, art' tailorPd 
to v<1nous play 
,tyll'S 

CHAMPION. 
Till' only class tlldt 
c,rn perform mPlt'l' 
attdcks 111 the air. 

COMMANDO: 
Spec1al1Les ,n 
explosives and 
long range attacks 

BIO-ENGINEER: 
Th<> lwdler 

BERSERKER: 
Ha, the ability to 
dual wield rnelee 
weapons Relatively 
low defense 

DEFENDER: 
Able to equip heavy 
armor. Relatively 
low offense 

an interesting alternative to 
button mashing. 

On the RPG fron~ thou· 
sands of pieces of unique loot 
ensure that your appearance 
will constantly be in flux. 
To maintain the fast pace 
of an action game, items 
automatically float to your 
character and an auto-salvage 
mechanic sells off lesser 
equipment once you hit 
maximum carrying capacity. 
Weapons will feature varying 
amounts of enhancement 
slots in which you can place 
stat-boosting runes. To unlock 
the power of these runes, 
however, players will have to 
complete Achievement-like 
objectives like killing 50 of a 
certain enemy type. 

Leveling is handled via a 
branching skill tree as play
ers progress to the level 
50 cap. While maxing out 
is expected to take three to 
four playthroughs, the lure of 
up to four-player online co-
op should be a nice replay 
incentive. Plus, players can 

style control mechanic should set it apart. 
Playing through a cavernous ice palace gave 
us a chance to experiment with the unique 
controls. Rather than control the camera, the 
right stick handles melee attacks. Pointing in 
the direction of robotic enemies will unleash 

bring their beefed up characters into the 
second and third game. Currently, Silicon 
Knights claims the entire trilogy will appear 
on Xbox 360, but the nearsighted side of 
us just wants to be sure game one really is 
coming soon. ■ ■ ■ 



A 
fter some recent hands-on time 
with the Japanese arcade vel'SIO!l 
of Street Fighter iv, we're happy 
to say that everything's coming 

along nicely. Trailers and screens are halllng 
a tough time capturing Just how good thos 
game looks in person. 'M-lile the game 
uses 3D characters and environments, 
the controls and gameplay are completely 
grounded in classic 2D. Hardcore Street 
Fighter tans will find plenty of new content 
to dig into, while the feel is familiar enough 
fOf players who haven't touched the senes 
since Street Fighter II to jump right on. 

The fighting pace in this early build os definitely untouched 
by any 'Turbo" speed boosts, focusing more on 
strategic play than frantic button mashing. 
Simultaneously pressing the two hard attack 
buttons triggers a taun~ while hotting two 
weak strikes initiates a grab. Hov.lever, 
when you press the two medium attack 
buttons things start getting fresh. These 
so-called ·=• allovv you to bypass a 
Single attack and strike while your oppo
nent is open. They can also be charged 
up fully to unleash an unblockable strike. 

Over-the-top combinations are splot up 
into two distinct categories. The super combo 

meter across the bottom of the screen fills up with 
~ery attack. and can be unleashed by inputting more 

complex versions of a characte(s signature special 
move (i.e. players must perform two forward 

rolls and hit a punch button for Ryu's 
super). More powerful ultra combcos 
are tied to a circular r~enge meter up 
near your health bar that fills whenever 
you take damage. While the joystick 
maneuvers remain the same as super 
combcos, players must hit two attack but
tons simultaneously to trigger these d~as

tating onslaughts. During ultra combcos the 
camera briefly breaks the traditional 2D plane 

to zoom and pan around the ridiculous beating 
you're unleashing. 

All eight of the 
original Street 

Fighter II cast members were fully up and running during our 
time with the game, in addition to two all-new characters 
(see sidebars). Thai fighter Sagat and Mike Tyson look-alike 
Balrog have also been spotted on test units in Japanese 
arcades (and on You Tube), and we'd be very surprised if M. 
Bison and Vega didn't show up ~entually. Speaking of quasi
guarantees, you can pretty much count on Street Fighter IV 
appearing on PlayStation 3 and Xbox 360 despite capcom's 
silence on the home console front. The only real question 
is when. ■■■ 



PLAYSTATION 3 I XBOX 360 

Golden Axe: Beast Rider 
> STYLE I-PLAYER ACTION > PUBLISHER SEGA > DEVELOPER SECRET LEVEL > RELEASE FALL 

BEAUTY AND THE BEASTS 

R 
eleased in 1989, the original Golden A:/,e was a 
seminal title in the brawler genre. After selecting the 
Conan-esque AA Battler, Gilius Thunderhead the 
dwarf, or the bikini-dad Tyris Rare, two players could 

battle through legions of knights and skeletons, occasion-
ally on the backs of fire-breathing dragons. V'v1lile plenty of 
homage will be paid to the classic, Beast Rider takes some 
surprising turns to bring the franchise into the modem era. 

Beast Rider will focus completely on Tyris' tale of ven
geance against an evil force that will eventually bring her 

into contact with A:/, and Gilius later in the series. "It's a 
serious, violen~ and bloody game," says Secret Level's 
Nigel Cook. "That being said, we have tried to add 
some less serious elements~ Fans can look forward to 
bashing gnomes over the head for mana and health, 
for example. 

Though it pains us to say, multiplayer is completely 
absent this time around. "The decision was made so 
that we can build a competitive combat system for 
today's marketplace for a single character, rather than 

develop a shallower combat system 
for three players similar to hack n' slash 
games," says Cook. "Our intention all 
along was to kick off this first game and 
use our melee, magic, and beast combat 
systems as a foundation for future titles 
which will include a selection of charac
ters, co-op mode, and online play." 

Combat is a mix of button mashing 
and skill-based counters. Parries and 
evades provide some quick defense, 
but must be followed up by a well
timed counterattack that can potentially 
lead to decapitations and dismember
ment Hitting the "sweet spot" between 
combos will light Tyris' sword on fire for 
extra damage and devastating cinematic 

kills. Magic attacks work much like before, with three tiers 
of ever-increasing power (no word on whether the giant 
dragon head will return). 

Over the course of the game, Tyris will collect five different 
beasts that can be summoned into battle at any time. 'Toe 
beasts are not pets; they are weapons of war," Cook says. 
'We consider our beasts full-blown playable characters and 
we treat them with as much care and attention as Tyris'.' 

In addition to the brutal violence seen in similar games 
like God of War and Conan, Beast Rider will also share their 
penchant for skin. "The characters that are seen nude are 
from warm climates and their attire matches their surround
ing, which gives the game a primal and nomadic feel," Cook 
says. "It's not about 'getting some boobs in there,' it's about 
making our vision of this world and its cultures a 
reality~ ■■■ 



D 
espite being derided by 
some aitics for failing to 
live up to the lofty goals 
set by game creator Peter 

Molyneux, Fable's rich world, deep 
levels of interaction, and deft RPG 
action offered a rewarding experi
ence for those willing to take the 
game at face value. As we move 
doser to the release date for the 
highly anticipated sequel, it looks as 
if Fable 2 has just as many ambi
tious ideas at work. 

Set in Albion 500 years after the 
first game, Fable 2 begins in a drastically different world than 
that of Jack of Blades and his bandits. Culture has gravitated 
away from the legends of great adventurers, and the Heroes 
Guild lies in ruins. Albion is now a fully realized society cen
tered on commerce and governed by monarchy, with the size 
to go along with the civilization's progress. The new Albion is 
10 times larger than its original conception, and players are 
no longer constricted to traveling on roads. As with Cyrodiil 
in The Elder Scrolls IV: Oblivion, you can travel anywhere you 
see along the horizon. Players will start as an eight-year old 
scamp in the big city. IMlether you play as a boy or girl is up 
to you. Along your journeys, you can ma")', have children, 
buy houses, and own businesses. You also may run into a 
few characters from the first game. 

The 500-year advance in the storyline has inspired 
Lionhead to introduce new weapons, such as pistols and 
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muskets, though these 
ranged weapons won't 
dominate the field of 
battle. The new crescendo 
combat system aims to pro
vide ease of play without sacrific
ing a degree of depth for seasoned 
adventurers. Three face buttons will com-
mand your melee, magic, and ranged attacks, respectively. 
The combat system doesn't have traditional combos, but as 
your attack develops a rhythm it will be reflected in the music 
score. Molyneux has compared the sword to a conductofs 
baton; as your attack becomes more frenzied, the music will 
pick up the tempo as well. 

Most video games aren't known for epic, emotional 
moments, but Molyneux hopes to engage players on this 

level with the introduction of a canine com
panion. Your dog is a fully actualized Al 
entity that offers the unconditional love of 
a pet as it vies for attention, spots danger 
as you travel the countryside, and fights at 
your side when you appear overmatched. 

\Mien you're not fighting enemies, you can 
reward, punish, or play with your dog. If 
you're more of a lone wo~. you can also 
ditch the dog. We just hope Molyneux 

isn't planning a Where the Red Fern Grows 
moment to get the tears flowing. 

Man's best friend won't be the only sidekick 
during your adventures; a friend can join your 
game at any time so you can quest together. 

Any experience, renown, or gold your friend 
earns can be ported to his or her own game, 

and double experience will be rewarded for taking 
down enemies together. IMlile Fable 2 is only a 

single-screen co-op experience right now, Microsoft 
hasn't ruled out online co-op yet 
Co-op interaction doesn't stop with simple combat rewards. 

During the GDC demo where Molyneux was playing as a 
female hero, he finally returned home after six months of 
adventuring only to be chewed out by his husband for being 
ifflay so long. Sick of the domestic dispute, Molyneux' s co-op 
sidekick shot the husband and went into a fit of laughter as 
the young son ran away into the woods. Wrth the door open 
for this sinister level of interaction between characters, we 
don't recommend anyone inviting Joe over to play. ■ ■ ■ 



W 
hen Disney Interactive Studios purchased the 
Climax development team responsible for racing 
games like Moto GP an ATV Offroad Fury, the 
staff didn't know what to expect. "I was dreading 

Disney wanted us to make Mickey Car or Donald Racin& • 
jokes game director Jason Avent. Instead, the studio allowed 
the team - which changed its name to Black Rock Studio -
to choose its next project. That choice is Pure, a trick-based 
ATV racer with the heart and soul of an SSX game. 

Hardcore recreational vehicle racing sims aren't for every
one, but no one can deny the fun of screaming down the 
side of a mountain at a breakneck speed and catapulting 
off jumps for vertigo-inducing air. This is the type of experi
ence Black Rock Studio captures in Pure. "We always wanted 

to do a game that's just fun; says Avent. 
"Something more fast paced, more arcadey~ 
Pure forgoes the constraints that most ATV 
games suffer from in service to realism to 
tap into the essence of pure adrenaline. 
Sure, there are races to be won, but Pure is 
all about linking sweet tricks together while 
flying through the air. 

At face value, the trick system seems 
simplistic. The A button controls basic tricks, 
the B button handles advanced tricks, and the 
Y button unleashes pro tricks. You can tweak each 
trick by using the d-pad and holding down the niodifier 
button. As you continue to perform tncks with each button, 

you fill up the trick bar on the bottom-right 
comer of the screen. You can use the 

boost at any time to either get ahead 
of the pack or beat other racers to a 
choke point and properly line up your 
next monster jump. But if you save 
those boosts and max out the trick 
bars, you unlock bankable signature 
tricks that can be used at any time. 
These insane tricks also fill your boost 
bar faster than using standard tricks. 
The strategy lies in finding the bal
ance between using the short boosts 
at opportune times and saving the 
boosts to unlock the new tricks. 

Pure ditches the standard dirt stunt tracks in favor of wide
open vistas at real-world locations across the globe that offer 
just as much eye candy as they do heart-pumping moments. 
The scale in Pure is epic; the game engine draws environ
ments 30 miles into the distance, giving you breathtaking 
views as you careen through the air pulling off sick trick 
combos. Black Rock Studio is also using a small instance ren
dering technology that can produce up to 200,000 individual 
twigs, branches, boulders, gravel, or grass blades in every 
frame. Couple this with the particle system that allows tires 
to kick up gravel as you move across the track and you have 
one of the more beautiful offroad racing experiences this side 
of MotorStorm. 

Many details about Pure, such as player customization and 
a list of the different game modes, should be revealed as we 
move closer toward its fall release. ■ ■ ■ 



C 
odemasters struck gold when it 
released Dirt last summer, and 
now it's only fitting that the game is 
giving something back to another 

Codemasters title that helped it out Dut's 
lineage can be tracked back to the Pro Race 
Driver franchise, which has now evolved into 
Grid. But whereas Dirt offered little else but a 
slew of races, Grid is going one step further 
and offering context - your racing career. 

You start out as a rookie driver in search 
of wins and a reputation. The better you do 
in the game's three 
racing territories 
(U.S., Japan, and 
Europe) and their 
different styles of 
tracks and races, the 
better licenses you'll 
get Soon enough, 
you'll be fielding your 
own race team com
plete with sponsor 
obligations to meet 
'Miile some games 

show progress by the number of cars you 
have, Grid goes about this in a different way. 
The title has its share of cars to earn, but 
your progress is measured in the growth of 
your raang organization as a whole, not by 
just some number in your garage. Similarly, 
thlS game isn't about tricking your car out; 
it's about racing. You tweak your car settings 
and design your team's look to suit your 
racing style. 

Once you get beyond the career structure, 
the raong must be pretty self-explanatory, 

right? Wrong. It wouldn't be a Codemasters 
game without an attempt to move the 
genre forward. First of all, this title books. It's 
normal in a racing game to slow down to 
35 mph for some of your tighter turns. In 
most titles this feels like coming to a dead 
stop followed by a slow start as you acceler
ate out of the tum. 'Miile Grid still demands 
you hit your corners at the right angle and 
speed, your sense of speed doesn't come 
to a standstill - which is refreshing since it 
doesn't hamper the high-speed action. 

l 

Grid also sports a feature called 
Flashbacks. Earn one of these while you're 
racing and it will enable you to rewind and 
replay your race before a crash or a disas
trous comer. This may sound too arcadey 
for a racer of Grid's pedigree, but it makes 
sense. After all, you were going to restart the 
race after you missed that corner and went 
from first to eighth anyway - admit it. And 
racing's what Grid's all about ■ ■ ■ 



F
ootball fans want the NFL Head Coach series 
to succeed because it's a game we want to 
play. This franchise is attempting to give you 
what you always wanted - the chance to 

guide your team better than __ (fill in blank with 
the name of the appropriate coach, GM, or team 
owner. We suggest you write in penci~. Of course, EA 
tried to do this a few years back and failed miserably. 
But hey, even Bobby Petrino had good intentions at 
one time. Probably. Unlike the ex-Falcons coach, who 
ditched his team when the going got really rough, EA 
Sports isn't giving up on this franchise. 

The two main problems with the first Head Coach 
were time management and results. Instead of 
requiring you to parse out mundane tasks in an 
insane calendar forma~ NFL Head Coach 09 con
stantly keeps the offseason/off-the-field/in-game 
clock runnin& automatically presenting you with 
pertinent decisions via the action queue. The action 
queue is a simple way to keep on top of your fran
chise without much effort. You can dig plenty deep 
into Head Coach if you wan~ but this is a surface 
way to keep the game flowing without you missing 
any key decisions. 

In-game coaching has been also streamlined. 
Instead of spending time talking to your players 
in ways that don't make any sense or not getting 
the on-field results you thought you would, EA has 
scrapped this feature and reduced games to being 
almost strictly about play callin& time managemen~ 
etc. The difference is that now there will be one or 
two moments you will be asked to make a possibly 
game-altering choice, like going for it on a late fourth 
and goal. These crucial decisions will be dramatically 
highlighted and will figure largely into your approval 
ratin& which is tracked throughout all phases of the 
game and determines whether you're fired or not 

Even though it doesn't come out until the fall, the 
game is already very playable, which is unusual and 
speaks to the fine-tuning that the developer wants 
to put into this game. The large changes made have 
already created a title that is a clear improvement 
over its predecessor. It will be interesting to see, 
however, whether the on-the-field action can carry 
the game and how well the Al runs the team behind 
the scenes. But Head Coach 09's improvements 
more clearly put your own fate in your hands. Now 
it's time for you to put up or shut up. ■ ■ ■ 

NO FUN LEAGUE? NO CHANCE 
The NFL offseoson is chod:-fu/1 of stuff to do. Here's a quidc rundown 
of some of its highlights. 

NFL: THE RPG 
You'll be able to pour a wealth of points into a large skill tree as your 
coach progresses. How large? You won't be able to master f!olery skill. 
Coordinators have agendas of their CM/11, and can demand responsibil
ity over certain tasks or playbooks. 

THE DRAFT 
In Head Coach you can either start the game at preseason or rellllind 
the dock to February 2008 before the draft. Via the combme, pro 
days, and personal wortouts, you'll scout prospective college players. 
A bunch of new ratings have been added, including Leaming and 
Potential. It's the Potential and not the Overall rating that wdl give you 
the dearest indication of 'Mlether players are booms or busts_ 

FREE AGENCY 
What playbooks and philosophies your team uses (you can change 
both to your liking) determines what your players are rated. Thus, you 
don't want to sign free agents or stock your roster with guys who can't 
play your offensive system. Teams must bid on free agents before 
they start contract negotiations with them, and negotiations are repre
sented 1n a back-and-forth format of exchanging offers. 

CAIi' 
an.,. where you buid your JJl¥ook. ~ the season. 
of,,...., ...... )10111 pidtpllys you ..Cyourltllm 

1Dbii:iwna.,..ilased11.Dllq..,.,pidqh!l9pllyswlpe 
)11111 ..... ..,~ ...... 111e...,. .... youtoalllle 
pi..,. ......... ... 
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NINTENDO OS 

Sonic Chronicles: 
The Dark Brotherhood 
> STYl£ 1-11\AYER ACTIQt-4'RPG > PUBLISHER SEGA > DEVB.OPER BIOWARE > REI.WE 2008 

OUT OF THE BLUE 

T 
op-tier RPG developer BioWare is making 
a Sonic game - we kn()','11, it doesn't seem 
possible. But it's probably the best shot the 
Sonic franchise has had 

at greatness in a long time. So 
hem did it all come together? 
BioWare heads Greg Zeschuk 
and Ray Muzyka are longtime 
friends with Sega of America 
president Simon Jeffery. 'I think 
it just kind of came up at one 
pomt in a conversation,' recalls 
Zeschuk. 

Zeschuk and self-professed 
Sonic fanboy Muzyka Jumped 
at the chance to work on 
a Sonic btle. ·our feeling 1s 
that it's still a pretty compel
ling property,' says Zeschuk. 
'Obviously, there have been 
some games that haven't been 
as good as some of the clas
sics, but we think it's still npe 
f0< being really successful.' 

The game begins as Sonic 
1s on vacation, kicking back 
after Dr. Eggman's latest 
trouncing. But it's not long 
before our hero is sum
moned back to investigate 
Knuckles' kidnapping at the 
hands of a group called 
the Marauders. Players will 
undertake a sprawling adven
ture that spans IO chapters, 
several classic locales, and 
an ominous alternate dimen
sion. 'This is dark for a Sonic 
game,' says Chronicles pro
ducer Mark Darrah. 

The environments are all 
hand painted by BioWare art-

• ists from a similar isometric 
perspective as Sonic 30 Blast 
Chock full of loop de loops 
and bounce pads, these set
tings will still put Sonic through 
his paces. 'The big important thing is to evoke 
Sonic' s speed without being a platformer game," 
says Darrah. But Sonic's speed can't handle every 

obstacle. Players will have to toggle in characters 
like Amy to smash away boulders or Tails to fly 
over large gaps. More complex puzzles will require 

the skills of all four party mem
bers to work in tandem. 

Combat takes on a traditional 
turn-based approach, with Elite 
Beat Agents-style shrinking rings 
and object tracking for using 
or defending against special 
attacks. Characters can also 
team up for moves like Sonic 
and Tails' Blue Bomber (see 
screens). Mass Effect fans will 
recognize classes like engineer, 
though they won't work quite 
the same. Instead of turning 
synthetics against each other, 
Tails' linker ability debuffs 
robots' attacks, speed, and 
accuracy, 

Leveling up is again based on 
a points system, though casual 
players can choose to automate 
distribution if they wish. More 
hands-on players will have to 
choose whether to thr()','11 points 
into speed, attack power, luck, 
and defense. Or you can save 
them up for the IO different 
special abilities per character. 
With IO different party mem
bers to recruii that adds up 
to I 00 total specials. Like with 
Mass Elf~ BioWare has set up 
experience distribution so play
ers won't be able to max out 
their characters upon the first 
playthrough. 

BioWare's trademark active 
conversation system will return, 
albeit in a simpler form. For 
example, there won't be any 
Paragon or Renegade meters to 
fill. 'Sonic's ultimately the good 
guy at hea~ • Darrah says. 'He 
can be a little bit more attitudey 

Sonic or a little bit more gocicly-two-shoes Sonic, 
but ultimately he's still Sonic." ■■■ 



PLAYSTATION 3 I XBOX 360 

Enemy Territory: 
Quake Wars 
> STYU 1-PlAYER ACTION (UP TO 16-PlAYER VIA PIAYSTATION NETWORK, XBOX lM. OR SYSTEM LINK) 
> PUB USHER ACTMSION > DMLOPER UNDERGROUND/ID SOFlWAR[ (PlAYSTATION J), N[R\IE SOFlWAR[/ID 
SOFlWARE ()(BOX :!60) > RELEASE 2008 

A STROGGING WE WILL GO 

S 
plash Damage's 2007 team
based online shooter, Enemy 
Territory: Quake Wars is set to 
appear on consoles later this year. 

Based on our recent first-hand experi
ence, this port should capably fill 360 
and PS3 owners' needs for a fast-paced, 
team-based online shooter. 

After selecting one of five classes, play
ers must fight to complete a series of 
objectives like capturing guard towers, 
rebuilding bridges, and hacking installa
tions. Each goal typically requires a specific 
class to complete it - for instance, only the 
soldier's heavy explosives can blow a hole 
in a critical wall. A vast array of deploy-
able equipmeni from covert ops' radar to 
engineers' autofiring turrets, is available to 
assist in combat. Likewise, a wide variety of 
vehicles, including tanks, hoverpacks, and 
giant walking mechs, is there to play with. 
Putting together the pieces of a successful 
strategy is half the fun, and none of the 
game's depth has been lost in transition 
to consoles. 

Like anything else attached to id, Quake 
Wars will release "when it's done." but the 
late beta we played was already running 
as smoothly as most released titles. A few 
minor differences between the versions 
should be noted, though. Both consoles 
feature dramatically improved bot Al that 
automatically acts as support for human 
players, a welcome addition for offline or 
co-op minded players. On 360, a new 
training level and three-map campaigns 
add some single-player value, but the 
innovative mIssIon assignments from the 
PC version have been removed. The PS3 
edition keeps these missions inta~ but 
lacks the offline campaign and training 
modes; the only way to play single-player is 
on instant-action solitary maps. 

Though the bot Al is the only notable 
addition to this console po~ it's a nice one. 
The overall solid execution, with around 
1,000 stats persistently tracked online and 
full party support to keep friends together 
between matches, should make this a solid 
option for console FPS fans. ■ ■ ■ 



S 
ome Star Wars fans were less than 
pleased ( or outraged, depending 
on the depth of their obsession) to 
hear about Darth Vader's upcoming 

appearance in Soulcalibur IV. But don't get 
too upset. Hacking through Valdo won't 
be your only chance to take control of the 
legendary fallen Jedi; Darth Vader will also 
be a playable character for the opening 
level of The Force Unleashed, the next 
chapter of the Star Wars saga. 

'Darth Vader is sent by the Emperor to 
the planet of Kashyyyk to hunt down a 
Jedi in hiding," reveals project lead Haden 
Blackman. We witnessed the Dark Lord of 
the Sith in action as he tore through legions 
of Wookiees with a full complement of Force 
powers, and the resulting carnage is just 
as amazing as you would imagine. When 
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he throws his lightsaber, it cuts through the 
trees in its path. As a group of Wookiees 
run across a rope bridge to attack him, he 
can use the Force on the bridge to slingshot 
them into the air. He doesn't run up to his 
foes and start slashing - they come to him, 
voluntarily or not. 

"Vader moves and plays quite a bit 
differently than the secret apprentice," 
explains Blackman. 'We wanted to capture 
the sense that Vader is a hulking figure 
who moves deliberately and with a sense 
of purpose and determination, while the 
apprentice is much faster - more acrobatic 
and more agile." Vader doesn't even have 
a run animation; even with the analog stick 
full forward, he moves with a steady step. 
This makes perfect sense for his character; 
despite Vader's combat prowess, his true 

strength is his mastery of the Force. 
As a way to acclimate players to the game 

mechanics, Vader will have most of the 
powers that the apprentice will learn and 
utilize, like Force choke and Force push. Of 
course, when Vader uses these abilities, they 
are more powerful than the versions the 
apprentice begins with. "Vader is also meant 
to give the player a glimpse of what the 
apprentice can ultimately become," explains 
Blackman, 'but both characters have combos 
and powers that are unique~ 

Vader becomes a mentor after Kashyyyk. 
as character control transitions over to the 
apprentice, but his role is far from over. In 
fact, we're willing to bet that some of the 
coolest story moments revolve around the 
man once known as Anakin Skywalker. For 
instance, if you've seen the Force Unleashed 

toy line, you may have noticed a new Darth 
Vader, clearly damaged and falling apart after 
some kind of battle. We can't wait to learn the 
story behind that, though we'll have to spend 
a few more months in the dark. "Some things 
are going to have to remain a mystery until 
the game comes ou~" Blackman teases. 'We 
have a lot of great surprises in store~ ■ ■ ■ 



The Force Surrounds You 
Versions of The Force Unleashed for other 
platforms are also coming along well. While the 
Wii, OS, PS2, and PSP iterations aren't being 
developed internally at LucasArts, they all share 
the same storyline and an introductory level that 
puts players in control of Vader. In fact, there will 
even be additional opportunities to play as Vader 
in these versions. •on the Wii, he's available as 
one of the characters in Duel mode, and on PSP 
we have a historical mission in which you play as 
Vader against Luke on Cloud City - but you have 
all of the 'unleashed' Force powers." This contrasts 
to the PS3 and 360 versions, where Vader is only 
available in the prologue level. 
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. : . • .. ! .... : . We Play The Crap So You Don't Have To 

Dark Sector Hot Shots Golf: Out of Bounds 

Our crack (or aackhead, we can THE SCORING SYSTEM 
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 detenmined only 
by the main review score, not an 

average of the two opinions. 
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10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A truly elite li1le Iha! is nearly pe,fea in every -my. This score is given 
out rarely and indicates a game Iha! cannot be massed. 

Supe,b. Just shy of gamng nirvana, this score is a high recommendation because 
the game reviewed IS head-and-<houlde,s abcNe Its compelitJon. 

Very Good. lnnoYatJve. but perhaps not the right chotce for e,,eryone. This score 
indrcates Iha! there are many good thwlgs to be had, but arguably so. 

Average. The game's features may WCl<1', but are nothing that even casual players 
haven't seen before. A decent game from begmning to end. 

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

Passable. tt may be OOIIIOlJS that the game has lols of potential, but its most 
engagrng features coold be undeniably flawed or not integrated into the experience. 

Bad. W1i1e some thrngs may woo as planned. the majority of this li1le either 
malfuncoons to varying degrees or ~ is so dull Iha! the game falls short as a whole. 

Painful It there IS anything that's redeeming ., a game of this caliber, it's buried 
beneath agonimg gameplay and une,,en execution in rts features or theme. 

Broken. Basicaltf unplayable. This game is so lflSUl!icient in execution that any value 
would be derived rn extremely smal quantities, d at all 

The ~ong Can A game that replicates the sensation of taking a sw,g of cola, only to 
disooYer it was the can you opened three days ago. 

Okami 

MLB 08: 
The Show 
The immense relief as a slider that you know 
caught way too much of the plate is watched 
for strike three. The satisfaction of turning on 
an inside fastball you saw coming all the way 
down the pipe. The crushing agony of watch
ing a leadoff walk turn into the go-ahead run 
on a double to the gap. No baseball sim has 
captured these moments and presented them 
in a way that engenders a real emotional 
response in players until Sony's latest effort, 
MLB 08: The Show. The brilliantly executed 
Road to the Show mode, solid fundamentals, 
and all the depth a sabermetrician could ask 
for make this an easy choice for Game of the 
Month honors. 

Nott: Because Okami originally received Game of the 
Month in issue 162, the Wii port was not eligible for the 
award this month. 

> Concept: What 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 out just how fun the game is to play. The 
most important factor in rating a game. 

::> Replay Value 

Hi&h - You'll still be popping this game in five years from now. 

Moderal!ly Hi&h - Good for a long while, but the thril~ won't last 
forever. 

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

Moderal!ly 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. 



Command & Conquer 3: Kane's Wrath Ninja Gaiden: Dragon Sword 

The World Ends With You 
In his twisted struggle for existence, a young man named Neku isn't too 
busy to do a little shopping. It sounds bizarre in concept, but The World 
Ends With You artfully blends role-playing. combat, and simulation ele
ments to create a stylish and entertaining world. Taking advantage of 
both OS screens, controlling Neku and his partner simultaneously stands 
out as one of the most imaginative applications of the system's capabili
ties to date. It may be a little strange, but this adventure from Square 
Enix is difficult to ignore. 

For our newer readers, here is I glossary of terms 111d acronyms that commonly appe1r in the 1111gazine. 
Video game veterans should move along (these aren't the druids you are looking for). , 

Thr\ ,., wht'Ti' l,I brt'<ik, dn\\rl rm,lt1 pl.it 
form ~Jrnt'\ \o wh,·,w\ 1·r vou \t>e tlm 
logo th,·rr l'I 1mpnr1Jnt mu!l1 'IY\lrm 1nlor 
m<1tum fP);,Hd1111: !Ii.it produ(t 

Contentsutable 
on~l0< adults. 

1080i- AresootlOl1 speaficaoor, used fo, HDIV. 
1000, smds fo, resoo1IOl1 of 1920<1000 paels. 
The i means that the wleo 5 ~ neiaczd 

lOIOp - wrendy the best 1e50U10n fo, gar,q 
oniWlHOlV. ln.-.desaeer\ loe(lp~iWl 
mageall"50Ulonof 1920<100011~ 
formal 

4IOp -~ sc,nrq. lhsopoon ('p"• 
~). creates a poc11oe '9'ai 'Mdl cbble 
the scan ines of a~ neri.ad 
poclUle. 48() ("i' • llllel1aa,d). ID CM< a 
nolJalably 5ha,per mage. The~ .... 
olle,s t.;,er poc1Ure "'50Ulon and....,_ 
wtualy al mooon aftlfaas 11 a 640<480 p,x,I 
l"50Ulon setbng 

72Gp - A resokruon spea!ical,or1 used for HDIV 
720p smds IO< re50U1on of 1280<720 paels. 
The "p" means that the wleo 5 11 p,ogress,ve 
foonat 

lldlon - A tenn we use fa II"""' lil;e God of 
WM and Devi IM/ 0y 

ad t-- A l)1)e of wireless amecnon that 
cooneC1S you Wllh other players 11 y<ll>' 
mmediate YIOMy 

Al - Anlfiaal lnteligence. Usualy lefers 10 1-<Jw 
...t lhe CJllTl)Uter reacts 10 lunan 0A)Ol1el1ls 
Of ""lBS wch tunan .... 

- -Atennweuse io'g5TIOSii.eMyst 
and E,a,pe From Monkey Island 

..._ _,.. effed that smAates the soft. bbred 
p,ofbr.t,tlip~olfofs,rfac,s 

NMI - A tern~ use lor 11"""5 ilz Sa!ne ll 
and MmParty 

ml ..... - A~ used ID CM< 30 
rendeimoq,<15 t. .....-nlio,hand<hwn 
arwn,oonc,ls 

a; -~ Genetaled. Usualy lefers ID 
cmanes lhat don~ use "11""" graph<, 

D-a.aa-.cEnlertannenlf:lpo.A~ 
~ held e,ey ye,t1"""' 1995. l 5 one 
of the 1qes1...,..11 the~ niisoy 

--..,ty-A Ill""' ~:i:-~s nemal ...,,. 
elDJ5Mly for.,_~ 

......,. _ A 1"m1 ~ use for 11"""5 ilz Mortal 
Koni>M and Otad or AM 

FPS - Nl!l-l'l!lsa\ Shooter Desabes II"""' 
lik, Halo, Doom, and cal of Duty. Also used ID 
denoce the phrase '!rames per seard' or 1-<Jw 
many anmaoon tr.Ynes happen 11 one seard 

,._... - The frames of anmaoon used 10 
generate the~ of"""'""""' 
,,__A game's merus and 0ID"'6 
HIIIV- Hi;l Defir-. Teie,,su, 

HP-Hlt1'111115.Arunencal--ofa 
dlaracler's remarq life. Ccmnon 11 RPGs 

iaf,-.ct,n - Al',1)eof 1Weiess amea>on 
that uses the rol<met ID com«! With other 
players <Nf!f iq <is!anc,s 

IP - trdeaual ~- A sr@le game 0< 
lrandlse ~ the ideas and maractef5 
anar,edMlw, 

~-~tcpcb,,,n-ik, 
Waraaft l or Balcb's Gale Dal1< Alana! 

jlaios-G,ac,hol Ines that lookiagged when 
theyshcddb.S11"9t 

I.AN - l.ooll - Necw0ll Come<1r,g cx,mp<1er.; 
0< oonsoles IDgt4I-.., ...t..n a smal space 10 
ala,;~ "'-1 them PnMdes 
fast. smkneous p,,eplay 

11111() - Massr,,oly ~ Online. Usually 
ai,pied 10 ~ IJtles, ~ use lt.s term lo' 
sames Wllh per51S1e111. nu1HJSer onliie wcr1ds 
ilie Eve,Q,est and Wedd of Warcraft 

....... blur - Phantom ~ames fob,.., objea 
10 BM! the IJ'!X'5SIOf1 ol reaisbc speed 

..,. - A tern we use fa games Ike Gutar Hero 
and Rod Band • 

NP( - Noo-l'laye- Charael..-. Those people and 
creatures )'OU Stt wandemi! illOIJf1d 11 sames 
lhat.,. not ~ mntroleoby actual l>.rnans 

porlldo .,_ - llw-gs ilz smol:e or sparfcs 
crealed11roai-

:• reviews 

pu11o,111- A tenn we use fa games like Super 
MiWlo and Ratchet g Clank 

...,.... - \\l1en obte<:ts onscreen suddenly 
appear, typocaltf dut 10 poor~ OSlilllCe 

PSl - Sany PlaySlilllon 2 
PS3 - Sm{s PlaySt,bon J aroole 
puulo - A term~ use fa games ilie Tetro 

and P,anss 

raans -A term we use for g5T10S ik, Gran 
TLrlSmO and MiWlo 1(ar( 

RJIC. - Role-l'fa-/l1g Game. A term we use 10 
describe games Ike FNI F-.y and The 
Elder Scrols 

m - Re&Tme Strategy. A subRenio of strategy 
games .-.dJcq trtles-W<e SlalOaft and 
Command g Conquer 

SNodl - It's a functron. Get rt on Xbox Live, 
Mlcrosoftl 

....,_ - A term we use lo, games hke lkaruga 
and Gracius 

spo11s - A term~ use 10< sames hke Madden 
NFL and Top Spin 

slrolllff - A term we use lo, II"""' bke Dosgaea 
and lire Emblem 

thinl-porty - Sometlq made for a oonsole by a 
~ other than the aroole marufacturer 
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Dark Sector 
> STYU I-Pt.AYER ACTION (UP TO tO-PIAYER VIA PIAYSTATION NETWORK, XBOX LIVE, OR SYSTEM LINK)> PUB USHER D3 
> DMLOPER DtGITAt EXTREMES> RELEASE MARCH 25 > ESRB M 

A ONE-TRICK PONY 

D 
ark Sector wastes no time piling on intrigue. 
In its first minute, set during the Cold 
War, an American submarine surfaces off 
of the coast of Lasria, a fictional Eastern 

European city. This vessel's intent is not to attack or 
survey. Rather, it has risen from the murky depths 
to signal defeat Its hull has been breached, not by 
a torpedo or a depth charge, but by something that 
physically tore it open like a can of beans. It doesn't 
take the Lasrian military long to investigate, but the 
only thing they learn is that the cause of the breach 
is still nestled within the submersible, waiting for 
human contact 

After this heart-pounding tease, the game flashes 
forward 20 years. Hayden Tenno, an American 
operative sent to gather intelligence, is understand
ably on edge. But it's not what hides in the shadows 
that worries him; it's the air he breathes. Within this 
first level, the game successfully creates an unset
tling atmosphere that makes you think this rabbit 
hole must be incredibly deep. With an agitated 
Lasrian army standing between you and your job, it 
also doesn't hold back from throwing you into the 
fires. Even in this introductory zone, the gunplay is 
very impressive, and should make anyone who has 
played Resident Evil 4 and Gears of War feel right 
at home. It offers a beautifully designed over-the
shoulder targeting system, visceral pop-and-shoot 
gunplay, and plenty of fodder to mow down. 

I compared the PS3 and Xbm l60 \N'S1on., on three drfferent 
T\'s <a CRT an LCD. and• 70-,nch OLP whopper> On dil ol lhe 
'::lets the PS3 1Jers1on dKplJ)-ed ~ t~'Jer blJck The dt",<:>iopers 
confirmed that the P)3 ver;1on hJ'i richer dJrl.. tone'i Other 
than th1'i mm1>4:ule drtference both gdmes are 1dt>nt1CJI 
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This early gameplay, as entertaining as it is, is just 
a prelude to greater things. The game really doesn't 
begin until Hayden is infected at the end of the 
level. Rather than developing a cough or the sniffles, 
his right arm mutates it a hulking mess of flesh, 
metal, and something alien. This should be reason 
for concern, but this gross mutation does bring a 
profound advantage - one of the coolest weapons 
in recent memory, the bladed glaive. It functions like 
a boomerang. but before returning 

A disease? Something from hell? I have no idea. 
With everything vanishing into the glaive's shadow, 

Dark Sector becomes a one trick pony. It's a fun 
trick, but I tired of the glaive about three quarters of 
the way through the game. The vehicle segments, 

to your mutated hand, it usually cuts 
into an enemy with the remorseless
ness of Wolverine's claws. Once this 
weapon is introduced, the gunplay is 
pushed to the side. The developers 
have placed this unusual weapon on 
a pedestal and spend the rest of the 
game worshiping it As the enemies 
pour in, it gains new powers, such 

Achlenment Detail 
which I won't ruin for you, add some 
rocket-powered spice, but they aren't used 
enough to be satisfying diversions. After 

as the ability to channel fire, ice, and 
electricity, and also the ability to slow 

In my first play, I ta~ 
lied 620 points. Most 
of them came from 
completing levels and 
eliminating enemies. 
ij you play the game 
again on the Brutal dtt
ficulty setting. you1I net 
another 125 points. 

a few minutes, it's back to throwing the 
glaive and wishing that the game didn't 
limit firearm ammo so much. 

Dark Sectofs multiplayer doesn't get the 
blood pumping. either. The two modes, 
Epidemic and Infection, support 10 players 
and focus specifically on Hayden and his 
amazing powers. In Infection, one player 
starts out as Hayden, and the other players 

time so that you can manually control its flight path. must hunt him down. Whoever finishes him off with 
a close-range melee attack becomes Hayden next. It becomes such a focus, in fact. that even the 

story, which had such promise, is tossed into the 
trash. I couldn't even begin to tell you what the 
game ended up being about Did it deal with aliens? 

In Epidemic, two teams of five square off against 
each other. One of the players from each side is, 
you guessed ii Hayden. The goal for each team is to 

take down the opposing Hayden. These 
matches don't last long. and truth be told, 
they bored me to death. 

As negative as I have been, I still feel 
that Dark Sector is worth checking out. 
The glaive is something that every action 
nut has to wrap his or her hands around. 
Like the BFG or the cerebral bore, you'll 
remember this weapon forever. Sadly, 
you'll remember the weapon more than 
the game itself.-REINER 

BOTTOM 7 5 
LINE ■ 

> Concept The story leaves too 
many questlO!lS unanswe<ed, 
but the gameplay, pomarily the 
bladed glaive weapon, paves an 
ellj()Yabie path of destruction 

> Graphics: Although d was 
announced over foor year; ago, 
Dark Sector amazes Wdh visua~ 
on par with the best that video 
games offer 

> Sound: A decent score, but the 
real ear-turning expenence here 
~ the remarkable sound effects 
wor~ which is only heightened 
through a great surround mix 

> Playability: It taps into the 
best third-pooon action titles 
(Gear; of War, Resident Evil 4) 
to deliver rehable targetmg and 
cover systems The game does, 
however, grow repetitive as d 
progresses 

> Entertainm,nt The story
challenged campa,gn 5 backed by 
suong gameplay, but you1 likely 
get seven to erght hoor; out of 
th5 game, as mult,player should 
be a destmallon for no one 

> Replay Value: Moderately Low 

Second Opinion 8.25 

In my mind, Dar1c Sector has 
remained a wild card s,nce 
I first heard about it - one 
of those ideas that sounded 
fun, but whose execution 
seemed tricky to pull off. 
Happily, the linished product 
JS well worth the long wail 
Dar1c and gory visua~ are 
delivered through a wealth 
of remar1cable graphical 
flourishes, from amazing rain 
effects lo stunning textures 
and shading throughout. 
Hayden's meaodenng tale IS 
sa<ly qUCe forgettable, but 
al least the gameplay IS a 
blast. Thars mall1ly because 
of the glaive O thrnk It's okay 
d you call it the Krull) and 
the powers that come along 
with 11. which slowly build up 
to an almost ridiculous le-iel 
of destructive power. Pacing 
throughout the well-designed 
action levels is top notch, as it 
intermixes new enemies and 
abilities with the occasional 
and very satisfying boss fight 
So what tt the three map 
multiplayer mode is a bttle 
throwlfNi!,/? Dar1c Seclol's 
unique take on thir½er;on 
action is worth the price of 
admission.-MILLER 



I 've long found something appealing about 
Viking history and myth. Vikings were a special 
breed of warrior pirates. They lived out a rough 
and rugged existence, but they celebrated 

life and viciously sought personal glory. There was 
something brutal, even disgusting, about their dis
plays of strength and courage. I hoped Sega's new 
game would explore these dark facets of Viking life. I 
also hoped for a cohesive story, an immersive open 
world, and some heart-pounding, epic confronta
tions. What Creative Assembly ended up creating 
was a passable combat system, a huge but lifeless 
world, and some good ideas that desperately need 
more fleshing oul 

Viking's large-scale confrontations, where you 
have two armies facing off against one another, are 
sweet. These are the big payoffs for all the time you 
spend wandering the game's large environments 
and building up your troops. Unleashing dragon 
strikes on groups of archers, powenng up your 
troops with ice magic then watching them break 
through the lines of your enemy's war machine, or 
taking down a 25-foot giant in the eye of a castle 
siege storm are rewards in and of themselves. 

It's just too bad that most of the time you're flymg 
solo, since the action 1s more rewarding with an 
army at your back. Still, even alone, you're a force 
to be reckoned with. Combat is fairly solid, if a little 

basic, and your vanety of combos, magic, and items 
make you a destructive force. So, what's the prob
lem? That depends. Does repetition bug you? Does 
repetition bug you? Does repetition bug you? 

Viking uses the same gameplay devices through
out its 12-to-15 hour span. Sure, you gain a few 
new moves, and the battles get bigger, but your goal 
is always the same: Make it through the hordes and 
take out the enemy's shamans, who are resurrecting 
troops. All the missions are some variation of "kill 
all the enemies in the area and rescue your fellow 
warriors.• The God of War-style 
kill combos for bigger foes - as 
sweet as they are - remain the 
same throughout the game, and 
even the later dragon strikes 
function just like the first one. 

The story 1s paper-thin and 
often leaves you with no idea 
of what exactly 1s going on. I 
probably knew more about the 
plot going into the 
game than I did after 
the closing credits. 
There are also a few 
missions that involve 
stealth and platform
ing. While these are 

In a single playthough 
cl the game we scored 
790 Achievement points. 
most of "1lich were 
earned by naturally play
ing through the game's 
stDr{. ~ you play on the 
Hard difficulty you can 
expect to gain an add~ 
tional 135 points. 

a welcome change of pace, they're rare, and the 
stealth gameplay in particular is underdeveloped. 

A few other odds and ends also tarnish Viking. 
The undead warriors you fight seem to be mute, 
because they charge at you, die, and even call for 
help silently. This is a unique take on the undead, 
and I would have gone along with it if it was 
addressed in the game, but it wasn't so it just feels 
unfinished. The camera can also be an issue at 
times. In conjunction with the silent enemy factor, 
this results in some surprising moments where an 
enemy you didn't know was there jumps you from 
behind. Kind of sounds like a horror game, doesn't 
it? Maybe Viking missed its calling. 

As it stands, Viking is a solid rental if you like 
bloody action games. If you enjoy the first few 
hours and can imagine replaying them stx or seven 
times and still have fun, then it's probably worth 
your money.-BEN 

:• rev i ews 

BOTTOM 7 25 
LI NE • 

> Concept: Take on the role cl 
a Wong warrior and bame the 
~ Hel's lrOOpS tlvough 
lhreemassNeislands 

> Graphics: Consodemg i
many troops the game p.is 
onscreen at one time. the game 
looks pretty good oose up 

> Sound: YOU" enerrJeS are 
oddy qui<\ leaving the rives-
51011 that Creative Assembly 
didn't have time to lfT1l)leinent al 
the sound effects 

> Playaility: Combat 15 brutal 
and fun. but grows S1alt near the 
end since. doesn't el/OM! 

>~Thegame 
has «s high pomts. tu tho5e 
po,nts are repeated a lot 
throughout the COO™! of the 
game 

> Replay Yatue: Modera!ely 
low 

Second Op1mon 5.5 

,,. l)Wll'II "-"1 ,ie lirsl 
cl !!Re zones 11 Viq, • 
seems like lhett's plenty ol 
proml5e Ill Sim. Illa as '/OU 
8'I deeper no 1he .-. 
lht smal amoyances thdl 
could 11.we been smoolhed 
0lf nellfr ft. and polffllaly 
~teaues,
becnme Illy l'Mlal!d. ti's 
dear 1hat lht medlaric:s are 
built around '9a'c 1cu 
IO!Neenemes,notllkr,g 
down armies or pil1q)al· 
Ilg 11 lhe hall..med !1eallll 
and pladonning oo,edr.e 
_, here. MIS90lls con-
sist cl ex1Jeme4y repd11Ne 
felch queslsand ,.__ 
Maswe sietles are wtuat, 
~IOlost,~ 
and ballemg rams are ort<( 
represenl!d 11 cusanes. 
and g4ll,ing roolbple cbps 
is useless SllCe they_. Sllh 
the same spot The 1)0111-
less story IS tlJld ~ 
SlatlC concep art Bosse are 
all JU!itrestmed 5landard 
enemies (Mil the last one) 
And rd lull for some kn! ol 
run button or ~ to nde. 
In fact, kilong yoo.M IS lhe 
fastest W8'/ ID 8'I around 11 
many cases. There are so 
many more awful tlw,gs to 
talk about so 11 JU!l le.M t 
at this: do not buy-BRYAN 
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rve been pretty hard on 
Sonic and many ol his com
patno4s 111 recent years. Okay, 
SO the gang ISll't exactly 
on par Wllh Super Smash 
Bros. 1n tenns of star power. 
li<YNe'ler, this new termis title 
marages to present gamers 
With some solid, casual 
sports enterta111ment. Wlile 
the lllllllgilmes are a mixed 
bag, the tennis is surprisingly 
well done, t a bit shallow. It's 
far from perfect; some of the 
computer Al is a little suspect 
at times, the minigames get 
fairly repelltNe, and I found 
the power-up-~ 
shots for the charact~ are 
unbalanced. li<YNe'ler, espe
cially on the Wii (v.tuch I pre
ferred), the game prOllicles 
a lot of fun for those looking 
for a mDt of tennis gameplay 
and Sega univer.;e shenan~ 
gans.-MATT 

\1\/hile the PlayStation 3 and Xbox 360 versions indude online play and improved graph
ics, I surprisingly had a lot more fun on the Wii. The Wii Sports-style tennis controls feel 
great especially when you add in a nunchuk to control character movement (players can 
also hold a remote sideways if they just want to press buttons). Each option works well, 
but it's easy to accidentally press the camera change button during motion-controlled 
swings. It felt like there were a lot more randomly mlSSed shots on PS3/360, and lobs 
and drop shots are much more of a pain to pull off. - BRYAN 

PLAYSTATION 3 I XBOX 360 

Pro Evolution 
Soccer2008 
> STYLE I TO 7-PLAYER SPORTS (2-PLAYER VIA PLAYSTATION NETWORK OR 
XBOX LM) > PUBLISHER KONAMI > DMLOPER KONAMI 
> REllASE MARCH 11 (MARCH 18, Wi0 > ESRB E 

LIKE OLD MUD STUCK TO YOUR CLEATS 

T 
his franchise (formerly 
known in the States 
as Winning Eleven) is 
getting to be a lot like 

the car you probably drive right 
now. It doesn't look like much 
and might not win a lot of style 
points, but it's just so ... reliable. 
I continue to be a fan of this 
franchise because it offers the 
best soccer gameplay, hands 
down. But that sexy, albeit 
underperforming, ride on EA's 
lot may win me over if Konami 
doesn't step up and offer a 
better package soon. 

With the jump to the 
PlayStation 3 (the series has 
been out on the Xbox 360, 
but the PlayStation family is 
this franchise's first allegiance), 
maybe you think this series is 
now screaming into the cur
rent generation complete with 
sweet graphics and all sorts of 
bells and whistles. Instead, it's 
crickets. Now, that's not to say 
this is a bad game. Konami 
still has its finger firmly on the 
pulse of the series' lifeblood -

gameplay - but with scant 
noticeable changes from 2007, 
it's hard to recommend that 
series stalwarts pick this up. 

I'd be remiss in not mention
ing that the Master League 
mode has undergone some 
slight upgrades, but these 
mainly amount to window 
dressing. Pro Evo 2008 now 
includes official clubs such as 
Totthenham and Newcastle, 
but this is at the expense 
of Manchester United. This, 
unfortunately, is another strike 
against the game if you're a 
Man U fan. 

With rival EA exploring new 
facets of the sport with its Be 
A Pro mode, I'd love to see 
Konami take notice and com
pete, but until it fixes some of 
its legacy problems (such as 
catch-up Al, players taking the 
ball right out of bounds, etc.) 
and truly gives us a new game, 
I won't be convinced that the 
company is serious in moving 
the franchise forward.-KATO 

Unlike many sports titles, the Wii version of Pro Evo is different 
but definitely not inferior. Using the Wii remote and nunchuk 
to point and direct your players around the pitch, the gameplay 
is not unlike an RTS. You're able to think tactically on a big 
picture scale, which is different than playing on the other con
soles - even though players' execution is often just as smart 
Although the game takes over for actions like targeting the 
goal, the normal list of soccer moves is not hamstrung, and I 
applaud Konami for its thoughtfulness in how to bring a game 
to the Wii with a new vision. - KATO 

···••····•·····•··•······•·····································•···············•········•••••••••• 

BOTTOM 7 75 
LINE • 

> Concept: It's hard 10 know 
whai the intention of lhis game 
IS ~nee It's so much hke last 
yea( s - except for the Wi, 

> <.raphics: Th~ senes has 
alw~ had average graphics, 
and ih~ hasn't changed on the 
new systems 

> Sound: I'm surprised they 
haven't included on,prtch chaner 
from the players yet. but I can 
see ponsts not h~ng ihal 

> Playability: Still going Slrong, 
although I'd like lo see lhe mag
netic properties of the louchlines 
looed down 

> Entfflainrnent Can you call 
a plate (albert an OYe<Sluffed 
one) of meal and potatoes 
"enlertam,ng"? 

> Replay Value: Moderately 
High 

Second Opinion 8 

It's around a dozen rterabons 
1n and rt has a new name 
here in the States, but Pro 
Evo is still the place to go for 
precise and tactical soccer. A 
flashy new front-end menu 
system is attractive, but the 
rest of the menus and the 
gameplay haven't changed 
dramatically. Matches are 
smooth and exciting, and 
control r,,er the ball is hmrted 
only by your l\ilhngness to 
spend the time to get rt nght 
In particular, the passing and 
shooting game feels more 
spot on than I remember. 
The ball moves wnere I want 
rt to go when I wanl rt to go 
there. Unfortunately, visuals 
aren't keeping pace on the 
newer consoles - for exam
ples, look no fulther than 
lhe lack of facial details oo 
players, frequent frame rate 
stutt~ and a crowd made 
up of blodcy, pixelated faces. 
Up the ante oo the produc
tion values. and this one 
could go for the Cup next 
year.-MILLER 



PLAYSTATION 3 

Hot Shots Golf: Out of Bounds 
> STYlE I TO 4-Pl.AYER SPORTS (UP TO &-Pt.AYER VIA Pl.AYSTATION NETWORK) > PUBLISHER SONY COMPUT[R ENTERTAINMENT 
> DEVELOPER CLAP HANZ LIMITED> REI.EASE MARCH 18 > ESRB E 

A NEW SET OF CLUBS 

B 
efore Tiger Woods took the video game golf 
world by storm with his analog swing, Hot 
Shots and its three-click meter was the slim· 
dard for the sport Unhl now, the Hot Shots 

series has been loathe to change ,ts formula. 'Mlile 
this has created a consistently fun links experience, 
I've always wanted the series to take some chances 
and go from being good to greal This years Advance 
Shot mode doesn't solve all of the game's problems, 
but it's a surprisingly effective addition. 

At ,ts most basic, the optional Advance Shot 
mechanic is still a three-chck expenence. One button 
press starts your swing, another selects power, and 
a final press lines up your impact. Only instead of 
trying to trme these actions with a sliding meter 
along the bottom of your screen, you're watching 
the arc of your golfer s swing animation and us,ng a 
few visual cues as your guides. This makes gauging 
your power harder at firs\ but after just a few holes, 
you'll find that you actually have more control over 
how hard you hit the ball versus the traditional swing 
method. Furthermore, since thrs new shot mechanic 
rs tred to your golfers swing anrmatron, rt brings you 
closer to the onscreen action - just hke Tiger tries 

to do with its physical analog swing, albeit in a dif
ferent way. 

'Mlrle you won't hear me complaining about Hot 
Shots' new swing, the game has lost a httle of ,ts 
verve rn other areas. The chock-full ,terns shop from 
Hot Shots Fore is gone, and while you can still get 
outfits and dubs, I don't feel hke a k,d ,n a candy 
store or that I'm being spurred on in my career like 
I used to be. This is one small thing that makes this 
years career mode a little less engaging, but the 
pacing of the courses also puts a damper on rt After 
my first few hours of playing, I was st,11 only playing 
on two courses. 

These details by no means make Out of Bounds 
a bad game, I just wish that at a trme when rival 
Tiger Woods has created a new, well-paced career 
structure, Hot Shots would step up and compete. 
However, I do enjoy this game's loyalty system 
( encouraging repeated plays with the same golfer) 
and special condition matches. Sony says that it 
plans to offer more characters and courses via 
download, which is good news since the game 
comes with fewer numbers of both compared to 
the last Hot Shots. Hopefully we can look forward 

to the return of Ratchet or Oank ,n cameo roles as 
they have done in the past Regardless, thrs game's 
onhne lobby allows you to create your own charac
ters through an avatar creatron process while you 
wart to play rn its ~rson tournaments, complete 
with online tee times. 

Any golfer will tell you that their game could use 
a little work. While this newest version of Hot Shots 
ushers in a welcome new swing mechanic, it's 
unfortunate that other areas have been neglected. 
Out of Bounds rs worth getting, but what it gains in 
its drive distances it loses in its short game.-lCATO 

BOTTOM 8 
LINE 

> Conc-,t The opoonal new 
YMng medlarnc offffi a~ 
come addltlOO for th5 lradibonal 
senes 
> Grophks: Hoc Shoes' Wlesy 
style Sbll lool<s good. even I ts 
rd mamg ool the PS3 

> Sound: In the A<t,,anc,d Shot 
mode be sure 10 listen for the 
dlnnes denoong 25 and 75 
pe,cenc power 

> Playability: The new 
Advanced Shot mode offffi 
some clear benefits and 5 worth 
the early dlallenge 

> Enl..uinment: ~ a fun 
golf owng. bot I wlSh th5 senes 
hadn'I WI bad on 115 charaaffi 
andcoooes 

> R.,ioy Vol~ : Moderately 
Htgh 

Second Opinion 8.75 

Ho1Shotsp,'5e1115dlr 
,_.-Wltha~da 
quandary 0o you lt!WW II 
companson to Tiger Wood\ 
llf1idl recendy pr~ 
gamer\ With possibly dlr 
,-eatest IOI.II Video golf 
expenence to date, filled 
With d(,plh, a bnltiant career 
mode. and groun<l,rM-
11& online features? Cl! do 
you JU1t accept Hol Shots 
forwhaUIS IIRIIW-· 
mg and superbly fun rasual 
spam expenence' ~ 
playlngthr.mostrece!tedi
bOII. rm Inclined ta..ds 
the ianer Vl8P()tlll \'l1lile 
much IS ITllWllg - the 
online portion doesn't offer 
much beside, b.Jlic lolrna
rnenl5, and rnnaue golf 
IS sacly absent-the basic 
gamepf,y, now improved 
by a brand-new \ffilOII d 
the dasslC ~ sw,ng 
mecharnc. IS SO much fun 
I c.an1 help but forgr,,e Hol 
Shots for failing to rnncwate. 
Who knOM, maybe I ha'Je 
a thing for pumplunheaded 
duflffi' Either way, the 
bell casual golf senes 111 
lllSlory (sooy, Mano Golt!) 
remae a disllnctively good 
llme.-MATT 
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PLAYSTATION 3 

MLB 08: The Show 
> STYU I OR 2-PLAYER SPORTS (2-PLAYER VIA PLAYSTATION NETWORK)> PUBLISHER SONY COMPUTER 
ENTERTAINMENT> DEVELOPER SCEA SAN DIEGO STUDIOS> RELEASE MARCH 4 > ESRB E 

THE BEST EXPERIENCE IN BASEBALL 

I n the 119th game of the 
season, my rookie pitcher finally 
developed command over his 
curveball. As a resul~ his WHIP 

dropped, he was offered a spot in 
the starting rotation, and he began 
tallying more experience points for 
goals attained and successful results. 
Think about this for a second. In all 
of the baseball games you've played 
over the years, how many times have 
you played 119 games and still found 
progression, uncertainty, and an 
urgency to keep going? This is where 
the MLB series, particularly this year's 
iteration, stands head and shoulders 
above every other baseball game. 
Its Road to the Show mode, which 
has now been upgraded to 2.0, is 
immensely rewarding, unbelievably 
deep, and one of the most enjoyable 
experiences I've had with any sports 
game, period. 

The new Road to the Show show
cases a few fun innovations, such as 
having to read signs from the third 
base coach, but its true strength lies 
in the polish and balance. In years 
past, player progress was based 
solely on completing goals that often 
required an all-star like performance. 
This year, nearly every success on the 
mound, at the plate, or in the field 
contributes to your development Skill 
progression feels more natural, and is 
not tied to arbitrary challenges. It also 
feels like it moves faster, and you are 
always gaining momentum. If you 
have the game set to focus only on 
your player's appearances, pre-game 
loading is lengthy, but it is better than 
last season. 

Outside of this finely made mode, 
The Show's on-field performance 
resembles a well-worn glove. Batting 
still relies on a guess-the-pitch 
mechanic, and pitching is still a point 
and dick affair. It's nothing new, but 
they are reliable systems thai with 
time, have become amazingly bal-
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anced and true to the sport. A new 
wrinkle of strategy has been added 
with an easy-to-read pitcher and 
batter analysis. 

The visuals accompanying the 
tried-and-true play showcase a high 
level of realism; fans lunge for foul 
balls and knock a beach ball around, 
while star players have their signature 
swings. The most impressive as~ 
however, is the fluid player move
ment. Fielders don't always make 
the correct decisions, but they move 
with the grace of Ozzie Smith and 
rarely make boneheaded decisions 
like they did last year. The game also 
transitions nicely between batting and 
fielding, which allows players to get a 
good read on the ball right off of the 
bat The CPU Al shows some smarts 
while pitching, and the ratio of home 
run balls seems right on. 

The Show also excels with its 
Franchise options, allowing players 
to track every stat and look back 
at previous game box scores. This 
year's iteration also offers custom 
soundtracks, which, sadly, I would 
recommend given how often the 
commentators point out the obvious. 

Since I am hopelessly addicted to 
Road to the Show, MLB 08 gets my 
nod for the game you'll get the most 
out of - but you really have to be 
into the concept of creating a player 
and raising him from a minor league 
hopeful to a major league all-star. 
\/\/hen it comes down to gameplay 
and multiplayer sessions, however, I 
have to lean toward MLB 2K8, simply 
because it's a greater test of player 
skill. The Show is a better balanced 
game that is easier to pick up and 
play, but it's running on old fumes 
and it doesn't quite have that next
gen bite to it yet Regardless of what 
route you take, this is a hell of a year 
for baseball fans. Both games offer 
something differeni and both are 
fantastic-REINER 

BOTTOM 8 5 
LINE • 

> Con<opt Alter a rough fi~ 
outmg on PS3, The Show ~ back 
on lrack with the most rewarding 
mode in video game sports and 
a tight gameplay package 

> Graphics: Hones in on the 
realism of the sport wilh accurate 
player modeling, signature 
animallonS, and incredibly Ouid 
n,o,.,ement 

> Sound: The commentatM 
call what occurs, but rarely add 
insight If you don't hke the 
soundtrack, this yea(s game 
allowl pla\ffi to listen to their 
own music 

> PlayabHlty: The Al is 
smarter, and p~chmg and bat· 
Ong analysis add to the strategy, 
The gameplay mechanics, whde 
largely unchanged, are better 
balanced and remain fun 
> Entertainmont: II pounds out 
thnl~ 1n Road to the Show, and 
its gameplay is solid, but d you 
are looking for a game of skill, 
MLB 21<8 is the way to go 

> Replay Value: High 

Second Opinion 8.25 

Wllile gameplay mechanics 
are a wash this year between 
2K Sports' MLB 2KB and 
Sony's MLB 08 The Show, 
the vastly better franchise 
mode structure and excellent 
Road to the Show mode in 
this release give • the edge 
for 2008. I miss the analog 
pitching and batting from 
2KB, but the easier time I had 
picking up the ball off the 
p~che(s hand makes up for 
•here.Fielding is still some
times sloppy, and the camera 
does some unfortunate 
things when tracking fly balls 
from the fielder's point of 
view, but it's no worse than 
in the competition. Running 
a franchise, on the other 
hand, ,s much easier in The 
Show - the logically laid out 
and easy~<rnavigate menu 
screens alone give armchair 
general managing a leg 
up. And finally, Road to the 
Show is starting to flash ~ 
true potential this year with a 
revamped progression struc
ture that smoothes out the 
sometimes rough road from 
last year. Online play, both 
in league and quickplay for
mats, is smartly implemented 
here and delivers a great 
experience (1,le( PlayStation 
Networl Hardball enthusi
asts have two good options 
this year, but Sony's sopho
more effort on the PS3 plays 
Chase Utley to 2K's Brian 
Roberts for 2008. - ADAM 

PS2 QUICKIES 
PLAYSTATION 2 

Persona 3: FES 
> STYLE I-PLAYER ROLE-PLAYING GAME> PUBLISHER ATLUS > DEVELOPER ATLUS 
> RELEASE APRIL 22 > ESRB M 

Mitsuru 
I' ve been atten1>tins to reach him 
on his cen phone, but he hasn't 
responded in the last 30 minutes. 

J 
ust playing through the opening sequence of this game again sends 
shivers down my spine. Persona 3 was one of the best RPGs of 2007, 
and if you missed it the first time around, this is your chance to make 
amends. However, FES isn't only about bringing in a new audience. In 

true Atlus style, the game also services hardcore fans with a number of great 
enhancements. Cool additional content to the main sto,y (like new personas 
to obsess over) is just the beginning; the real draw for veterans is the entire 
epilogue chapter that is almost a full-sized game itself. Aigis is awesome as the 
protagonist for this segmeni though I was a bit disappointed to see most of the 
school simulation aspects fall away in favor of a purer dungeon-delving experi
ence. It makes sense for the story, but the academic and social elements are 
highlights in the base game, so it's weird to lose them. Thankfully, the original 
adventure is included in its entirety, making Persona 3: FES more than just an 
expansion pack. With a mere $30 price tag, it's the perfect way for fans and 
newcomers to experience this exceptional RPG.-JOE 

PLAYSTATION 2 

Mana Khemia: Alchemists 
of Al-Revis 

iiillll 
> STYLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER NIS AMERICA > DEVELOPER GUST 
> RELEASE MARCH 31 > ESRB EIO+ 

A 
fter three Stateside releases in the Atelier Iris series, it's about time for 
developer Gust to switch things up. Mana Khemia is different in name 
and structure, but it still hangs on tight to the process of item synthesis 
that drives Atelier Iris, making it a spiritual sequel in most respects. You 

take up the role of a young orphan attending a magical academy, but the school 
setting only serves as an excuse to limit your enjoyment. Classes are usually 
just various kinds of fetch quests, and you never get a real sense of progress or 
exploration since you are always tethered to the school as a hub. The mechan
ics of battle are by-the-book, but they work well. The colorful sprites dish out 
hits quickly, and the powerful Burst attacks are cool. I especially liked the way 
you improve your skills, which involves creating new items to unlock nodes on 
a chart, then investing points in various bonuses. It provides its fair share of fun, 
but of the two "strange boy with special powers attending school" PS2 games 
on this page, Mana Khemia lands in second (a.k.a. last) place.-JOE 



Wii QUICKIES 
Wii I PLAYSTATI0N 21 PC 

Obscure: 
The Aftermath 
> STYU I OR lPI.A\'lR ACIION > PU BUSHER 
IGNlllON [NTERIAJNM[NT, PI.AVLOGIC ENTER 
TAJNMENI > OMLOPER HYORAVISION ENTER 
TAJNM[NI > RELEASE MARCii 25 > ESRB M 

• 

You know that awful 
thircl-rate teen horror 
flick you watch with your 
buddies because it's just 

so bad? Well, welcome to the gaming 
equivalenl Laughably bad dialogue 
combines w,th broken combat and 
tedious gameplay to create one of the 
worst games In years. Choose the 'M1 
version, and you're in for a special form 
of torture, as your camera wildly wheels 
about and an added layer of stupidity is 
included while aiming a weapon. You 
know what I love? Vvtien I get to go back 
to a save point because my dumbass 
Al partner gets he, head bitten off. At 
least that problem can be avoided 1f you 
convince a hapless buddy to I0m In the 
•tun• for some co-op. They say misery 
loves company.- MIUER 

Wii 

Destroy All Humans: 
Big Willy Unleashed 
> STYU I OR H t.AYER ACIION > PUBLISHER 
!HQ > DMLOPER LOCOMOTM GAMES 
> RELEASE FEBRUARY l8 > ESRB 1 

II A few weeks ago, I 
made the mlSlake of 
watching one of the 
direct-to-DVD Amencon 

Pie sequels. Outside of Eugene Levy 
repn~ng h,s role, this film had no busr
ness calling rtself American Pie. Big 'Mlly 
Unleashed IS a similarly painful gaffe. 
Crypto is back to torture the human 
race, but new developer Locomotive 
Games couldn't find his pulse for 
either the gameplay or the humor. 
The entire package, whe1her it's boring 
fetch missions or jokes that fall flat. 
feels uninspired and rushed. The only 
enjoyment comes horn the senseless 
destruaion that is heightened by the 
abdity to control a towering Big 'Mlly 
robol Nonetheless, this is a sad day for 
humanity haters.- REINER 

Wii 

Okami 
> 5TYU 1-PIAYERACllO~AIMNIIJRE> P\JBUSHER CAPCOM > DEVEIDPER REflJJ( AT DAWN/ 
QOVER STUDIOS> RELEASE APRIL 15 > ESRB T 

A MASTERPIECE 

T 
he original Okami is a stone 
cold dassic in my book. right 
up there with any game of 
the last generation. HO\llleller, 

its dassical Japanese themes and gor
geous hand-painted graphics failed to 
strike a chord with gamers when it was 
released in 2006 on the PlayStation 2. 
In the time since then, its creator, Oover 
Studios - Capcom's "art house" wing 
which also made the Vievvtiful Joe 
series - has been sadly dismantled. 
Thankfully, Okami is being re-released 
on the Wii in a lovingly done port by 
Daxter and God of War: Chains of 
Olympus developer Ready at Dawn. 

Okami casts the player as Amaterasu, 
a white wolf possessed of magical 
powers implemented through the 
Celestial Brush. This tool allows the 
player to paint on the game screen 
like a canvas, using it to repair in-game 
objects, make trees bloom, or perform 
slashing attacks on enemies. There's 
really never been anything quite like 
it before, and the balance between 
deliberate brush strokes, puzzle-solving, 
and hectic action Okami achieves is 
quite remarkable. 

While the novel gameplay and awe
inspinng art style will be the hook for 

Wii Wii 

many, the tale told here is one filled 
with heart and humor. Inspired by a 
deep love of nature, Okami spans the 
centuries, unfolding a complex battle 
between good and evil. There's an 
almost silly sense of humor at play too, 
mostly due to lssun (your pint-sized 
companion) and Susano (a vain drunk 
who's convinced he's a legendary war
rior). Even better, all the characters and 
events of the game reveal a surprising 
and hidden depth. Trust me, by the 
bme you've vanquished the eight
headed dragon Orochi and the forces 
of evil, nothing will be quite what you 
thought it was in the beginning. 

While I'd like to go on pointing more 
amazing things about Okami, I must 
say that the Wi1 is not my preferred 
console on which to play this game. 
While the motion controls seemed like 
a perfect fit, in practice it's much more 
imprecise than the PS2's analog stick, 
making many moves more difficult to 
perform accurately (this is especially 
frustrating dunng the scripted Susano 
events). I did manage to get used 
to 1i and - in the end - it's a small 
blemish on what 1s otherwise a full-on 
masterpiece.-MATT 

Wii 

:• reviews 

BOTTOM 9 25 
LINE • 

> C-ept Th~ Wri port of a 
PlaySlation 2 classic allows you 
to eicplo,e your mner artist 
> Graphics: Olcami's gorgeous 
watercolo< loo!< ~ a ~ngular 
achievemeol 

> Sound: The affecting sco,e 
elf~ melds tradi110nal 
Japanese mUSIC and modern film 
soundtracks 
> Playability: The Wirs motion 
cootrols make some brush 
strokes a bit mo,e hustrating. 
especially the slash move 
> Entertainment If you're 
looking fo, another sprawling. 
Zelda-5tyle adventure oo Wi1, you 
can't affo,d to m~ th~ 
> Replay Value: Moderate 

Second Opinion 8.5 

'Mien Okam fir5I came Oil 
on PS2. there was a lot of talk 
abw how Its draw-oo-lhe
screen rnechanic MXJld be 
a perfect ff for the Niltendo 
Wii A-,er-.11ld-a-half taler, 
the game has made 115 
way to the Wii, and II IIJns 
Ollwe~al .. SlJl)l15e. 
wrong The gamed has 
amaq slOry, waleKolof 
Vl5Uals, and ZeldH1spRd 
acliorvRPG gamepia'f, bul a 
few technical foolbles make 
this an inferior port. The WM 
\lffllOll doesn't register your 
Celesllal Brush lecMques 
very wel, and 1his SOl.fS 

the eiipenence qu,le a btt. 
SIi, Mn WCh faulty tech. 
you shoodrl\ pass <Nf.f 1115 
earne a seoond trre-BEN 

Worms: Major League Castle of 
A Space Oddity 
> STYU I 10 • Pl.AYER STRAIEGY 
> PUBLISHER IHQ > OMI.Of'ER TEN.I 17 
> RWASE MARCH 17 > ESRB Ell), 

Ill 
for a senes that has 
always been about mul
bplayer, it's very disap
poonbng to see the latest 

entry contains absolutely no onfine play 
~ that hasn't completely thrown you of( 
you'll find the class,cally addictive wadu
ness and strategy here. Beware, waggle 
controls go from amus,ng (hammenng 
w,th the dropship) to pesky (the shou~ 
det--<l1sloomng astro punch). l'tus, n felt 
hke I was tweaking the screen almost 
every tum just to see enemies. Decent 
mIrngames and a robust map creator 
w,II p,ovrde some variety for when all of 
those 'Noons fans you know come O\.'er 

for a VISII.- BRYAN 

Baseball 2KB 
> STYU I OR l -PIAYER Sl'Ol!IS > Pl/BUSHER 
2K SPOIITT > DMLOf'EI 2K LOS ANGELES 
> IWASE MARCH 5 > ESRB E 

-

Maior League Basebal 
2K81Saner-.,yabie 
(al>et flawed) basebal 
simuatJon. Its molion

based swrng me<hanc IS the center
p,ece. Every at bat IS a satrsfyrng test of 
speed and trnq. Pltdwlg on the other 
hand. is a breeze. IR IS used effeaively 
for placement. but the mng-based 
meter lt10\.'es sbMy, making~ far too 
easy to master. Fielding ~ unreliable, but 
the idiooc Al, w,o some11mes won't take 
extra bases on balls hit to the wall bal
ances the scales. In terms of depth, the 
Wi version doesn't offer much outsrcle of 
a barebones Franchise mode. It's a good 
game for batll1g praa,ce, but d you want 
more, kJOI< to the greatly enhanced PS3 
and Xboc 360165ions.- REINER 

Shikigami Ill 
> STYU I OR l-PlAYER ACTION> PUBLISHER 
AKm GAMES> DlVtt.OPER AAf. SYSTEM 
WOl!XS> RWASE W.VS > ESRB T 

Ill 
It's hard to take issue 

with the baslC mechanocs 
of Castle of Sh1logam1 
Ill; this senes has always 

been about pure, top-<Xl\Nn arcade 
actron, and th,s entry won't let you OOM1 
., that departmenL It has several play
able characters, hanllC bullet evasion, and 
dialogue so hilariously 1ncomp,ehensible 
that n can't be accidental. However, 
Castle of Sh1logami Ill is alarmingly thin 
on content It feels hke something I 
should be OOMiloading instead of taking 
to the checkout counter; it's only got frve 
levels and a handful of modes (including 
co-op). The mere fact that n fills a niche 
on the Wli doesn't excuse thlS disap
pointing lad< of substance.-JOE 
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:• reviews 

T 
his expansion to EA's newly revitalized 
Command & Conquer franchise is pretty 
typical stuff. For your $30, you get two 
subfactions each for the GDI, Nod, and the 

Sain; a campaign detailing Kane's latest insanity; 
and a tum-based conquer-the-vvorld mode similar to 
that offered In fellow EAlA btle The Battle for Middle
earth II. 'Miile certainly a good deal for fans, the 
year since C&C 3's release hasn't made ,ts flaws any 
more forgivable. 

The subfactions add some needed definition to 
C&C 3's army sets, but fail to change the fact that 
the game is the Serious Sam of RTS in a lot of ways. 
That's not to say it isn't amusing to go a-stomping 
with 12 huge Purifier walkers, but nuanced tactical 
decisions are not exactly C&C 3's forte. Often
moronic unit Al, particularly In the area of target 
acquisition (why will half my army sit and watch 
while their compatriots mere meters away fighting 
for their lives unless I tell them differently?), is a 
continual annoyance. The countering system, where 
certain units are good at killing specific others but 
weak against their "counter," is set up so hard-and
fast that what mix of forces are on each side of a 
fight is the primary determinant of victory. Watching 
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my overwhelming force of Mammoth Tanks tear 
apart an enemy base Is entertaining. but this is 
much more popcorn than it is a fine creme brulee. 

f enJoy the cheesy live-action cinematics as 
much as the next guy, but Kane's Wrath features a 
campaign that ranks low among triple-A RTS titles. 
Balancing Is all over the place; you'll sleepwalk 
through two or three scenanos and then spend 
two hours llymg to get your base off the ground in 
the next. Somebmes th1S rollercoaster of difficulty 
even fits peaks and valleys into the same mis-
sion - strong. frequent raids made me struggle to 
establish an economy on one notable map, only to 
spend five minutes tv.,ddling my thumbs during a 
five-minute bmed "defend the lab" phase where I 
had to fend off a grand total of 20 or so units. The 
story's not bad, and fans of the series get a nice 
inside look at Kane's character and inner thoughts, 
but EAlA dropped the ball in scenario design this 
time around. 

The strategic global conquest mode is a decent 
distraction, and certainly a better single-player mode 
than the lackluster campaign, but Total War this is 
not Nobody is going to mistake this thin conquer
the-vvorid construct for a full-featured tum-based 

game. Like the rest of C&C 3, it's got all the subtlety 
of 50 Cent - but also similarly astronomical produc
tion values. There are all of three to five meaningful 
decisions to make per tum between building and 
upgrading bases and managing strike forces, and 
none of them are parbeularly deep or difficult to fit 
into your overall strategy. 

Ultimately, the worst thing you can say about 
Kane's Wrath is that it doesn't fix any of the nig
gling and admittedly minor issues of the original 
Command & Conquer 3. At the same time, it offers 
a fair amount of content that anyone who enjoys 
this style of game should be quite content to spend 
a few Hamiltons on. In short, it's a typical expan
sion pack.-ADAM 

BOTTOM 7 75 
LINE • 

> Concept Add some new 
svbfactJons and a !um-based 
stralegy layer 10 Command & 
Conquer 3 

> Graphics: Stin a suong point 
Unl!S and explosiofls are won
derfully detailed 

> Sound: A guitar-dnven 
sc01e and vo,ced alerts get !he 
toll done 

> Playability: II UOII Al were 
better. I'd have no complainlS 
> Entortainment: Th~ will sure
ly entertain !he C&C fa11hful, bu! 
won'! convert many doublers 

> Replay Value: Moderately 
High 

Second Opinion 8 

Kane's Yt\'alh IS a hardcore 
e,q)allSion pad that sq>S 
the handhoiding and goes 
straight for the Jugular The 
SIOl'f chronicles Kane's 
reemergence after hlS pre
sumed defeat dunng the 
Second Tibenum War and 
bnngs !he Brotherhood of 
Nod up to speed Via !he 
cheesy ful~motion videos the 
series is known for. E.ich of 
the 12 mlSSIOflS challenges 
~ straleg,c \fficlld1ty 
Somellnies you must amass 
an ep,c ilffl1'/ and crush 
~ foes Ill one fell swoop, 
while Olher battles are better 
fought with an emphasis 
on defense. Unfortunately, 
some of the problems of 
C&C 3 haven't been fixed. 
most OOl.1b1y the poor bu,id
,ng queue system and your 
army's defens,ve Al. Kane's 
Wralh also includes a bare
bones global conquest 
mode, YAIICh plays out like 
a simple board game that 
substilutes RTS battles for 
dice rolls. You won't find 
much innovalloo in Kane's 
Wrath, but the handful of 
,_ subfactions and mul
liplayer maps wil likefy 
sabale the hardcore C&C 
consllllJefl('(. - BEITZ 



PC 

Lost Empire: Immortals 
> STYLE I-PLAYER STRATEGY (UP TO IQ-PLAYER VIA INTERNET OR LAN) > PU BUSHER PARADOX INTERACTIVE 
> DEVELOPER POLLUX GAMELABS > REUASE MARCH 18 > ESRB E 

S0000 BIG ! 

D 
iving into a new tum
based strategy game 
can be a daunting 
endeavor. Just to 

name a few tasks, you've got 
to figure out how the economy 
works, what rate of expansion 
is optimal, and how diplo
macy is handled. Lost Empire: 
Immortals, for all of its nifty 
features and new ideas, makes 
things much harder on new 
players than it ought to due to 
minimal tutorials and a decid
edly sub-par interface. 

More than anything else, 
scale defines this game. 
The smallest maps contain 
hundreds of stars to colonize, 
and even on default settings 
a game can take dozens of 
hours to complete. To make 
running an empire this large 
feasible, colony management 
is very hands-off. Beyond 
deciding what the world's 
focus will be (agriculture, 
mining, trade, etc.) and which, 
if any, static defenses or ships 
to build, individual colonies run 
themselves. Players' decision
making is focused on choosing 
research paths, designing and 
moving fleets of ships, and 
diplomatic relations. 

Lost Empire's approach to 
technology is pleasantly novel. 
A bare few dozen techs are 
available, with almost none 
of the branching tier dimbing 
that nearly every other title 
in the genre uses. Instead, 
further research into a specific 
technology improves its effi
cacy; for instance, fifth-level 
laser beams do much more 
damage than first-level weap
ons. I'm not convinced that 

this is necessarily a better way 
to do tech, but it's at least a 
different set of problems and 
options than we're used to. 

The two titular Immortals 
make themselves known 
relatively early in each game. 
These warring superpowers 

BOTTOM 7 25 
LINE • 

> Concept Put entire galaxies 
1n play for the most massive 
4X around 

> Graphics: It's just space, but ~ 
~ surpnsingly pretty 

> Sound: Tnppy '905-style MIDI 
synth 6 somehow fitting for the 
great cold darkness 

> Playability: The several large 
blind spots m the UI are the btg
gesl problems here 
> Ent..tainment Th~ 6 a 
unique take on the genre wrth 
some interesting ideas, but 1ts 

flaws can't be ignored 
> Replay Value: Moderately 
High 

will give you missions, with 
obvious diplomatic effects 
should you complete or ignore 
them. Allying with one or the 
other has benefits (induding, 
perhaps most importantly, 
good relations with other 
empires allied with that 
Immortal), as does trying to 
remain neutral (notably, 

-~-~~ 

■ Yo-:,r 

neither of them will 
attack you with their 
vastly superior technol
ogy if you don't piss 
them off). This twist 
adds needed flavor to 
Lost Empire's otherwise 
vanilla gameplay. 

can't control ;e:•ttles. but 

Beyond these standout 
features, Lost Empire is a fairly 
traditional 4X title. You'll use 
your fleets to conquer minor 
races and rivals, manage your 
economy and research, and try 
not to have everyone declare 
war on you at the same time. 
Unfortunately, a boneheaded 
interface that makes select-
ing fleets and sorting through 
uncolonized planets a giant 
pain constantly frustrates. Also, 
it's a bit disappointing that you 
can't command your ships 
in battle after designing and 
building them - all combat is 
automatically resolved. Still, 4X 
fans should be able to extract 
plenty of entertainment from 
this Danish import-ADAM 

Second Opinion 7.5 

I like that Lost Immortals 
has the scale and ambroon 
of SIOS of a Solar Empire, 
but -.!11le Sins gM!S you 
lots to do and~ W¥ to 
do 1~ this game puts layers 
between itself and the 
playe,. For example, unlike 
Sins, Lost Immortals lets 
you design your ships. But 
I hated hawig to always go 
bade to the base design doc 
to outfit my ships 1\1111 the 
latest upgrades or even basic 
components. I also don't 
feel the tum-based combat 
is conducive to the strategy 
options. What remains ~ 
a somellmes non-tnturtJve 
experience that can obswre 
the galactic fleet bulldlfl8 and 
colonization that you want lo 
dive 1nto.- KATO 

• you prmarily play con-
sole games. you rnoght lhri 
that the RTS genre IS all that 
elllll5 on PC nowadays. And 
who crud blame you, With 
tn15p1ed denvawe clones 
like this one mullJpfymg on 
store shet;es With the speed 
and -.rity of Tribbles. Seven 
tc.igdorns does nottung to 
break~ horn thlS pack. It 
harct,, feels like a full game; 
11's more bke a co8ectJon 
of Sldequests With ~ 
bed 51or; !Ms like you flld 
11 most throwaway strat-
egy tides The esp,onage, 
trading, and diplomacy ele
menlS help make this a more 
rounded experience, W they 
don't solve the ma,or combat 
ISSlJeS. Your motley bunch of 
troops follow orcm abru as 
wel as a class of preschool
ers and moYe like a pack. of 
mrien ranlesnakes. It's best 
• you JI.ISi forget about Sellen 
Kilgdoms.-BEN 



NINTENDO OS 

The World Ends With You 
> STYU 1-PIAYER ACTION/RPG > PUBUSHEI SQUARE ENIX 
> DMLOPER SQUARE ENl)(/JUPITER > REI.EASE APRIL 22 > ESRB T 

STYLE AND STYLUS 

T 
his is a weird one. The 
World Ends With You is 
kind of about shoppin& 
kind of about being 

fashionable, and mostly about 
using psychic abiht1es to fight 
extra-dimensional monsters 
so you don't get erased from 
existence. It's a game heavy on 
style - in several senses of the 
word - which might have been 
a bad thing Without the sub
stance to back n up. However, 
The World Ends With You also 
has some astounding depth, 
making it an intriguing fusion of 
action and role-playing that is 
both successful and unique. 

lvl inventive 
combat system 
is the most 
prominent fea
ture of this title, 
and 1s the point 
into which the 
numerous other 
mechanics flow. 
You command 
two characters 
simultaneously: 
Neku IS on the 
bottom screen 
( controlled via 
touch screen), and his partner 
is on the top ( controlled via the 
cl-pad or face buttons). It takes 
a couple of hours of practice 
to learn how to divide your 
attention efficiently between 
your characters, but once you 
do it provides a rare breed of 
satisfaction. The touch screen 
mechanics finally nail stylus
based spellcastin& with cool 
psychic powers that you can 
pull off quickly and effortlessly 
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in the heat of battle. The strat
egy WIii occasionally get over
whelmed by the frenetic nature 
of the encounters, but victory 
feels consistently rewarding. 

The really interesting thing 
about The World Ends With 
You 1s the numerous layers of 
complexity it incorporates, and 
how those ultimately feed into 
your performance. Your attack 
power IS affected by the kinds 
of clothes you are weann& 
but their populanty changes 
depending on what area of 
the city you're in. To perform 
at your peak, you need to con
stantly visit shops, buy the right 

brands, and 
keep an eye on 
trends - espe
cially before 
major battles. 
There are also 
a few dever 
and addictive 
diversions, like 
a food system 
that boosts 
your stats, and 
the abdrty to 
make your pre
ferred equip

ment more powerful by raising 
its brand popularity. 

The World Ends With You 
just has a bizarre and magnetic 
kind of charm. Its captivating 
combai stylish aesthetic, and 
strange story (it reminds me 
of the anime series Gantz 
[Nerd! - Ed.]) set it apart as 
one of the most distinctive 
RPG experiences on any plat
form. This is the stuff rult hits 
are made of.-JOE 

BOTTOM 8 25 
LINE • 

> Concept: Fight bad guys. and 
look good domg n. Also, discover 
the true meanmg of fnendshtp 

> Gnphlcs: The stylaed bade
grounds and characters are cool, 
and the deosloll to go With a 
t6-b,t look was a v.ise one 

> Sound: I wouldn't buy the CD 
Of anything, but the soundtrad 
does a good ioo conbi>uting to 
the overal atmosphe,e 

> Pllylllillly: TCKJCh-5Cleen 
controls are generally responSM!, 
though the 1nlerface is often 
clunky and muddled 

>~lttakesa 
»il1le to get accustomed to the 
controls. but It's a blast »iien n 
all fal~ into place 

> Replay Value: Moderate 

Second Opimon 8 

This game IS as busy as 
Shibuya is crowded. and d 
you look closely, you'll see 
It's a war between style and 
S1Jbstance. As much as I 
loYed managing both the 
top and bottom screen for 
combdt, the •ems for sale. 
and the game's lhouglt-
ful intnc.ioes (SIJCh as how 
playet5 e.it food), the sfyius 
gameplay dunng combat falls 
just short It's great that you 
have a number of actoons to 
perform dunng battles With 
your sfyius, but the overall 
effect IS hke button mashing. 
You're doing a lot of woric, 
but the payoff osn't equal to 
the task But even With its 
flaws, the game holds up on 
many fron1s and has plenly 
of cool features to have 
fun with.-KATO 

NINTENDO OS 

Ninja Gaiden: 
Dragon Sword 
> STYU I-PLAYER ACTION> PUBLISHER TECMO > DMLOPER TEAM NINJA> REI.EASE MARCH 25 > ESRB T 

TOUCHED BY A DRAGON 

I 
t's not fair to judge a 
game by the first few 
minutes, which is really 
too bad for NinJa Gaiden: 

Dragon Sword. II opens 
strong with fast and ruthless 
combat, and instantly amazed 
me with a dever solution to 
touch-based combo action. 
As I played the rest of the 
game, however, I felt hke a 
deprived junkie; that init1al high 
is all the game 
provides, and it 
is intended to 
carry you through 
several more 
hours of practi
cally unchanging 
combat. 

Of all the things 
Dragon Sword 
attempts, the 
controls are the 
real triumph. 
Team Ninja has 
devised a decep
tively elegant 
solution for fast-paced battles 
on the OS. Holding the system 
vertically like a book, you move 
and attack entirely with the 
touch screen. Combos are just 
a matter of repeatedly slash
ing the stylus over the enemy 
you want to hit It sounds 
simple, but it works well. Some 
circumstances require more 
precision than the game can 
accommodate - especially 
with aerial attacks - but even 
that isn't too bad. A few retries 
will get you through almost 
any roadblock. 

As much as I enjoyed the 
control scheme, I wasn't such 
a fan of the opportunities the 
game gave me to use it. The 
pacing is uninspired; you're 
mainly fighting palette swaps 
of the same few enemies, and 
you stop getting new abilities 
way too soon ( except magic, 
which is more for puule
solving than combat). The 
structure isn't bad, but it is very 

familiar - travel 
to various 
zones in a 
specific order 
(the ice and 
fire levels are 
accounted for, 
of course), fight 
the bosses, 
and keep 
going. The 
boss designs 
are impressive, 
though the bat
tles themselves 
aren't tough 

until the very end. This game 
definitely never reaches the 
heights of difficulty seen on 
the Xbox entry on the series. 

Ninja Gaiden: Dragon 
Sword is a commendable 
attempt at making a straight
up action game on the OS. 
I like the combat and the 
mechanics, and even though 
the battles get repetitive, it's 
frantic and fun enough to 
occasionally make you forget 
that fact- JOE 

BOTTOM 7 75 
LINE • 

> Conc•pt: Hardcore ninja Ryu 
Hayabusa becomes a little more 
approachable on the DS 

> Graphics: Wonderful Voo'd 
have a hard tome finding a DS 
game that looks this good »ii,le 
maintaining SIJCh solid animat10n 

> Sound: The backgroond 
lllUSIC lots well but I got really 
bred of most of the sound efferu 

> Playability: innoYawe 
conuols fOf combat though 
I coold take Of leave the g,m
mocky magK system and secret 
collecting 

> Entfrtainm,nt: It doesn't 
qlllle folow throogh on the 
po1enbal n demonstrates. but It's 
stoll a good tome 

> R•play Yalu•: Moderate 

Second Opinion 8 

Dragon S-d looks good, 
but I guess that shouldn't 
S1Jfl)f15e me from a Team 
Nonia game. The action can 
get pil'tty int~ and I hked 
using all of the game's doffer
ent mag,c by dra'Mng the,r 
symbols on the screen lxlng 
the touch screen to perform 
actoons woos well most of 
the hme, but It's also fau1y 
easy for your commands 
to get l1llXed up dunng the 
heat of battle, so you might 
occasionally end up slash· 
ing when you really wanted 
to run, for example. I also 
don't hke that you hold the 
OS Sideways, because it gives 
you a narrow._ of the 
action. But all ,n all, I had a 
blast playing through Dragon 
Sword, event that was for 
only six hours.-BEN 



PSP 

Wild Arms XF 
> STYLE 1-PlAYER STRATEGY/RPG > PU BUSHER XSEED > DEVELOPER MEDIA VISION 
> RELEASE MARCH 11 > ESRB EIO> 

HEX IS THE NEW SQUARE 

:• reviews 

BOTTOM 7 5 
LINE • 

> Concept: Less RPG. more 
stralegy 

> Graphics: Wild Arms ~gna
ture western style adds a cool 
backdrop 10 Jhe action 

> Sound: The soundtrack is 
often lhe best pa~ of a Wild 
Anns utle, and Jlus one is no 
exceplJOO 

M 
y favorite new feature of the last two balance in the dasses and abilities you bring to the 

fight The balancing is solid, and the core combat 
devising a su essful plan of attack yourself. > Playability: An ever-dra1n

Ing Vtal1ty Point gauge Jakes 
loo mudl attentJon away from 
lhe more mleresllng lactical 
elemenlS 

Wild Arms games was the hex-based 
battle grid, but the traditional RPG frame
work didn't fully utilize the tactical pos

sibilities of the system. That's why this strategy-heavy 
spinoff is an interesting direction for the series; Wild 
Arms XF focuses solely on that potential, and though 
it ends up being the best Wild Arms game in a while, 
it doesn't stack up to the juggernauts of the genre. 

is fun, often inspiring that "just one more battle. 
fervor. Unfortunately, the thrills don't come without 
baggage. 

My biggest issue is with the constantly depleting 
Vitality Point gauge. Each character has one of these 
meters that goes down a little wrth every action 

Smart pla ng can minimize (but not eliminate) 
the annoyance of the VP gauge, leaving you with 
an entertaining strategy experience. However, with 
Level S's Jeanne D'Arc out there, Wild Arms XF 
certainly wouldn't be my first recommendation to 
someone looking for an original, tactics-oriented 
PSP game.-JOE 

> Ent,rtalnm, nt: Plenty of fun 
opportunities to vanquish an 
army of foes, blJt ~ stids pretty 
close to ihe famiiar 

Following in the footsteps of games like Final 
Fantasy Tactics and Disgaea, XF is tum-based 
strategy that leans on a variety of dasses and the 
special abilities associated with each. I had fun 
experimenting with new skills and customizing my 
party, especially since victory hinges on striking a 

( even guarding), and when it hits zero, they start 
losing HP. This essentially puts a round restnctJon 
on every fighi unless you want to bum resources 
to keep your troops standing. This makes the longer 
fights incredibly frustrating. To compensate, you get 
tactical pointers at the beginning of each encounter, 
but that substantially diminishes the satisfaction of 

HANDHELD QUICKIES 
NINTENDO OS 

Lost in Blue 3 
► STYU 1 PIAYD AOl'ENTURC (2 PIAYCR VI,\ 
WIRELBS OR NINTENDO WI-fl) 
► PUBLISHER KONAMI ► DMLOPER KONAMI 
► RELEASE MARCH 18 ► ESRB EIO+ 

I am a terrible survival
ist Less than an hour 
In and I get sick off the 
first jungle mushroom 

I stuff dooMl ITT/ throa~ then spend the 
night cold and alone on a fireless beach. 
Lost In Blue's simulation/adventure 
gameplay let's you lead one of four 
playable characters, who each have 
thetr O\Ml stOf)I and skill set, through the 
trials of surviv,ng on a desert island. The 
virtual companion, whom you can send 
on errands, comes in pretty handy, and I 
actually enjoyed cobbling together new 
tools with i....;gs and vines. On the v.oole, 
l'lO'Neller, the game is tiresome and 
repel111\/e; even the 20 brief m1nigames 
are fleeting in their entertainment Maybe 
rm not so bad at suNiving. Maybe rm 
1ust bofed.-BEN 

NINTENDO OS 

Teenage Zombies: 
Invasion of the 
Alien Brain Thingys! 
> STYU I-PU\YCR ACI ION 
► PUBLISHER IGNITION ENTERTAINMENT 
> DMLOPER IGNITION ENTERTAINMENT 
> flWASE APRfl 15 >ESRB EIO+ 

.:,t,, .-· 
·- ,. • ~ . ~ .-..,ic. 

:::. -- - - -

-

~ this game's ode made 
you chuckle, chances 
are the game will too. 
The story about ,nvading 

alien bralllS and their natural preda10<, 
the zombie, ,s humorous and does 
a nice job of spoofing old EC horr0< 
corrncs. Unfortunately, 'It's funny' isn't 
high enough praise alone f0< me to 
recommend playing Teenage Zombies, 
~nee the rest of the game is a mediocre 
2D side-5aoller. lJSlng the different 
character's skills In concert leads to some 
decent puzzle-like srtuabons. But the 
slow pacing and bad combat tamish 
vJiat otherv.ise might have been a por
table gem.-BEN 

NINTENOO OS 

Puchi Puchi Virus 
► STYU I f>W'lR PIJUI.E (UP 10 2 PIAil'R VI,\ 
WJR[LESS) ► l'UIIUSHER NIS AMERIOIWKO 
> D£VELOl'ER ~ FACTOR\' 
► RWASE ~l 29 ► ESRB E 

-

Gll/erl rts novel gameplay 
and absolutely off-lhe
wall, Japanese sense 
ol humor, !here's btde 

doubt lh,s will be a cut dassic ., years 10 
come. n is a novel puzzler; you use the 
stylus to make mangles on the board, 
thus el,monanng the '\aruses' contained 
wothon. Thongs gel a bot tndoer vJlen you 
realoze you can make further mangles 
by connecnng more dots to the ones 
already frozen, leading to cool multt
tnangle chain combonaoons. However, 
once you gel that dooMl there's really 
not much 1n the Wif'( ol advanced strat
egy, and sometrnes the touch screen 
seemed too IT1'f"OSI!. 501, It's adcictJve, 
and the humor on the patient cards you 
unlock IS mollVatlon 10 keep pig after 
the gameplay gro,,s stale.-MATT 

UI • I NI II 

> Replay Value: Moderate 

Second Opinion 6 

If your idea of a strategy 
game consists ol long
wmded Convef5i!IJOnS fol
lowed by frustrating tria~by
error battles, you might like 
Wild Arms XF Conversely, 
1f you're ioolong for some
thing that falls more lllto 

Wasteland 

the "entena1rnng· catego,y, 
you might want to throw 
)'OtJ' Cil5l1 at Otsgae,i, Jeanne 
D'Atc, or Final Fant.isy TacllC:s. 
With your characters losmg 
Vrtal,ty Po111ts after fMfY 
acbOn, Wild Arms quickly 
becomes a game of eating 
he.ihng bemes and -
,ng bke a sailor' The poorty 
designed mlSSIOf'l objeclJves, 
uneventful story, and for
geaable characters further 
cement this g.i,ne ~ a unfor
tunate bust.-REINER 

PSP 

FlatOut Head On 
► STYU 1 10 &l'\Ai1'11 RACING (UP TO 4 PIAYD 
W. AD HOC) ► PUILISHEI EMPIRE INTERACTI'IE 
► DMLOl'ER BUGBEAR ENTERTAINMENT 
> RWASE JUNE 24 > ESRB 1 

. ' . 
I 

, . 
- - - ~ r 

,; ~~ 

~ . I c . . 
t!l .. - - ,,,, ' 

• 

FlatOut's inaugural run 
on the PSP is just as 
much of an acllOn· 
packed, feature-rich 

event as you'd expect. The fun lhrow
lhe-<lnver-from-the-car montgames are 
all here, and the developer has kept 
a lot of the unpredictable crashes and 
trash-strewn enwonments. The sense 
of speed isn't as good as the console 
versions, but that's not a maJOf crime 
gll/erl how much ac110n's been packed 
onscreen. Unf0/1\Jnately, the series' 
annoying wonky car handling has also 
migrated OYer, which makes you biff 
even rounne 1umps unexpectedly. 
FlatOut manages 10 plow lhrough 
wrecked cars and almost anything else 
In rts w~, but lhis problem remains as a 
last obstacle. - KATO 

NINTENDO OS 

Insecticide 
► STYU I-PIAil'R ACTION/AOl'ENTURE 
> PUBUSHEI GAMECOCK ► DMLOPER 
CRACKPOT ENTERTAINMENT ► RElfASE 
MARCH II ► ESRB EID+ 

" f ,- /~ .' ~ 
. ,. .• ~c· 

I 

-

With its cool film noir 
presentation and 
emphasis on sleuthing, 
lnsecncide could have 

been an excellent adventure game. 
Instead, it's a platformer, and a bad one 
at that The game squanders its stylish 
settong, wimng, and entertaining puzzle 
solving by m1nomiz1ng the fun investiga
tion segments, focusing squarely on 
broken combat and platforming. The 
faa that you can run through most 
encounters without firing a shot makes 
the action element feel even more 
tiresome and pointless. Insecticide has 
some nuggets of adventure game good
ness, but they are buned deep in some
lhing that even dung beedes wouldn't 
bolher canying home.-JOE 
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••• ••• • ••• • ••••••• • • ••••••• • •••••••••• = CHARTS ::::r:•:5::: An In-Depth Listing Of The Best Selling Games 

~TOP 20 ~~i , ! • -:. • :: .~J 
Listings Based Upon NPD Data For February 2007 Based On Units Sold 

TOP 10 JAPAN 
Rank ntle 

Ryu Ga GGtDb IIIIIIZllll! 

Rani< Tille LMo 5\'llem Seer• Release Super Sllmll llros. Brawl 

1 Call of Duty 4: Modern 
1 360 10 11-07 

Warfare Gund1111 Musoa Special 

Metrald Prime 3: Corruption 

2 Devil May Cry 4 NIA 360 9 02-08 

3 WII Play 2 Wii 7 02-07 

4 Devil May Cry 4 NIA PS3 9 02-08 

5 Guitar Hero Ill: 
3 Wi1 8.75 10-07 

Legends of Rock 

6 Marlo and Sonic at the 
11 DS 4 11-07 

Olympic Games TOP 10 GI 

7 Lost Odyssey NIA 360 85 02-08 
Rank Tille 

Super Smash lrot. Brawl 

Rainbow S11 Vega 2 

8 Turok NIA 360 7 01-0S Mll 08: TIMI Shaw 

Ok1ml 

9 Guitar Hero Ill: 
6 PS2 8.75 10-07 

Legends of Rock 

The World Ends With Yau 

Sins of I Sola Efflplra 

Hot Shots Golf: Out of llatlnds 

10 Rock Band 4 360 9.25 11-Q7 
Devil May Cry 4 

604I of War: Cllllns of Dlyapus 

I Coll~ 2: IIHIIIINII 

11 Guitar Hero Ill: 
5 360 8.75 10-07 

Legends of Rock 

12 Call of Duty 4: Modern 
9 PS3 10 11-07 

Warfare 

13 Super Mario Galaxy 7 Wii 9.75 11-07 

TOP 10 PC 
14 New Super Mario Bros. NIA DS 925 05-06 Rank ntle 

World Of Warcraft 

15 Mario and Sonic at the 
15 Wii 4 11-07 

Olympic Games 
Sias Of A Solar Empire 

Call Of Duty 4: Modern Warfare 

16 Carnival Games 17 Wii 5.5 OS-07 World Of Warcraft: Battle Chest 

T1111 Clancy's Splillter Cell/Splinter 
Cell PMdara T-w 

17 Mario Party OS 10 OS 7 11-07 150008-

18 Rock Band 14 PS2 9.25 11-07 

19 Game Party NIA Wii NIA 11-07 

20 Frontlines: Fuel of War NIA 360 7.25 02-0S 
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Sysiem 

PS3 

Wii 

W1i 

PS2 

Wii 

WII 

DS 

DS 

PSP 

Wil 

L Mo Syslem 

1 WII 

2 mulli 

NIA mulll 

NIA Wii 

NIA OS 

3 PC 

NIA PS3 

4 multi 

5 PSP 

6 mu111 

L Mo Price 

1 $20 

NIA $40 

2 $47 

NIA $29 

3 $40 

NIA $10 

7 $10 

4 $31 

$30 

NIA $29 



ARCHIVE 
PLAYSTATIQij 3 o-.,..aa.. The 9.75 NoY-07 Beowulf 5.75 Jan-OB 
/vffrfof Two 7.5 Apr-08 
Assass#l'sCreed 9.5 Dec-07 
Beowutt 5.75 Jan-08 
BlackSrte: Asea 51 7.5 De<-07 
Burnout Paradise 8.5 Feb-OB 
can of Duty 4: Modem wanaie 10 Dec-07 
OM! Barl<e(s Jericho 6 Dec-07 
Oub. The 8.75 Mar-08 
College Hoops 21(8 7.75 Feb-OB 
Condemned 2: Bloodshot 8.75 Apr-08 
Confloct Deo,ed Ops 5.75 Apr-08 
Devil MayQy4 9 Mar-08 
Dirt 8 NoY-07 
Dynasty Warno,s 6 7.25 Mar-08 
Eye of Judgement 8 De<-07 
FIFA Street 3 Mar-08 
Folklo<e 7.25 Dec-07 
Kane & Lynch: Dead Men 7 Jan-08 
LEGO Siar Wars: The Complete Saga 7.5 Dec-07 
Lost Planet Extreme Condition 8 Mar-08 
Lost: ~ Domus 6.75 Apr-08 
MlB 2K8 8.5 Apr-08 

Pro,ea Gotham Raong • 8.75 NoY-07 
RaonbowSixVegas2 9.25 Apr-08 
Rock Band 9.25 Jao-08 
Scene kl Lights, camera, Acbon 8.5 Jao-08 
Sega Rally Revo 6.5 De<-07 
Simpson, Game. The 7.25 De<-07 
Sok>er ol Fortune: Payback 4.25 Feb-06 
Spode,v,rl Clvonodes, The 6.5 Apr-08 
Thrillwle: Off the Rails De<-07 
TrmeShft 7.75 De<-07 
TombRaidefmwe,sa,y 8.25 Dec-07 
Tooy Hawt's Prow,g Ground 7.75 Dec-07 
Tumong Poot Fal ol li,erty 3 Apr-08 
Tl#ok 7 Mar-OB 
Virtua F,ghter 5 9 Dec-07 
1/iva Pr\ata: Party Anima~ 5.5 Jan-08 
WWf. SmackOown! vs. Raw 2008 Dec-07 

Battalion Wars 2 7.25 Jao-08 
Bomberman Land 6.5 Apr-08 
Buly; Scholorsh,p Edition 8.5 Apr-08 

-.-51 7.5 Dec-07 
Blaoog Angels 2 

SeoelMossoonsofWMt 7.5 No,-07 
cal ol Duty 4: Modem Warfare 10 Dec-07 
a,,,.earl<e(s.lend-o 6 Dec-07 
Company of Heroes: 

Opposing Fronts 8.25 NoY-07 
Cont.:!: Deroed Ops 5.75 Apr-08 
Czys,s 9 Jan-OB 
EmpttEMthlll 6.5 Jan-OB 
Enemy Temtones: Qual,e Wars 8.5 No,-07 
Frondones: Fuel ol Wa, 7.25 Apr-08 
Fury 5 Jan-OB 
Geors ol War 8 Jan-OB 
Helgate: London 8.5 Jan-OB 
Medieval II To<ol Wat ~ 9 NoY-07 
NeYelwvltertJvn,2· 

Mask of the Betrayer 9 No,-07 
o-.,. Bert, The 9.75 No,-07 
Pawiler: Ol,erdose 6.75 Dec-07 
Set!lers: - of an Efrl)ore. The 7 Dec-07 
SmCity Sooelles 8 Jan-08 

MX vs. ATV Untamed 8 Jan-08 Oarwum Kaboob 6.75 Feb-06 
NBA 2K8 8.25 NoY-07 Danang - the Stars 5.25 Jan-OB 
NCAA March Madness 08 7.25 Feb-OB Donkey Koog Banel Blast 5 Dec-07 
Need 10< Speed ProS.eet 7.5 Dec-07 
Nft TOUf 5 Feb-OB 
Orange eo, The 9.25 Feb-OB 
Rainbow Six Vegas 2 9.25 Apr-08 
Rotchet & ~ k Future: 
Tools of Destruction 9.25 De<-07 

Dragon Quest Swords: The Masked 
Queeo and the Towe,- ol MIITOtS 7.75 Mar-OB 

EA Playground 7 De<-07 
Endless Ocean 6 Jao-08 
Fire Embk?m: Radiant ~ 7 De<-07 
GeOfnetyy Wars GaiaJUeS 9 Dec-07 

Rock Band 9.2S Jan-08 Ghost Squad 7 Jan-08 
Sega Rally Revo 6.5 De<-07 Godzila: Unleashed 4 Dec-07 
Simpson, Game. The 7.25 Dec-07 Golden Compaso. The 3.25 Feb-OB 
TimeCrlSl54 4 25 Jao-08 Harvey Bordman: AnO<ney ,. Law 6 Feb-OB 

House ol the Deod 2 & 3 Re<um 7.5 Apr-08 
Jeng> 2 Jan-OB 
Jumper: Gnffin' s Story 1.25 Apr-08 
Karaoke ReYolutoon Presents 8.5 Dec-07 

Amencan Idol Encore 7.5 Apr-08 8 Jan-OB 
LEGO Siar Wais: The Complete Saga 7.5 Dec-07 TrmeSMt 7.75 Dec-07 
Link's Oossbow Training 6.75 Feb-OB 
Looney Tunes: ACME Arsenal 1.75 Dec-07 

Tumr,g Poot: Fall of li,erty Apr-08 
Turok 7 Mar-08 

Manhunt 2 7.75 Dec-07 lJnNerse at War EMth Assaut 8.25 Jan-OB 

Tony Hawk's Prow,g Ground 7.75 De<-07 

ManoandSonoc 
at the Olymp,c Games 4 Dec-07 

Medal ol Honor Heroes 2 6.75 Jao-08 

Urnal Tournament 3 9 Dec-07 
v.lt<her,The 8 Dec-07 

Turning Poot: Fal of li,erty 3 Apr-08 Need for Speed ProStreet 7 Dec-07 NINTENDO OS 
Turok Mar-08 
Uncharted: Drake's Fortune 8.75 De<-07 
Unreal Toumement 3 8.5 Feb-OB 
WWf. SmackOownl vs. Raw 2008 8 De<-07 

XBOX 360 

Ace Combat 6: Fires of LiberabOO 8.75 Nov-07 
Army of TINO 7.5 Apr-08 
Assassin's Creed 9.5 Dec-07 
Beautiful Kataman 7.25 Dec-07 
BeeM<MeGame 6.5 Jan-08 
BeowuK 5.75 Jao-08 
Blad6,te: Area 51 7.5 Dec-07 
Bully: Schola,shp Edition 8.5 Apr-08 
Burnout Paradise 8.5 Feb-OB 
Call of Duty 4. Modem Wana,e 10 De<-07 
OM!Barl<e(s.lend-o 6 De<-07 
Club. The 8.75 Mar-08 
College Hoops 2K8 7.75 Feb-OB 
Condemned 2: Bloodshot 8.75 Apr-08 
Conflict. Denied Ops 5.75 Apr-08 
CSl: HaidEv!dence De<-07 
Culdcept Saga Feb-OB 
DarkMessoahof 

Might & Mage Elements 8 Apr-08 
Devi May Cly 4 9 Mar-08 
Dynasty Wamors 6 7.25 Mar-08 
F.EAR.Foles 6.5 Jan-08 

Nights: Journey ol Dreams 6.5 Feb-06 - 4.25 Mar-08 
No MO<e Heroes 6 Mar-08 
Dpoona 5.5 Apr-08 
PlobalHallofFame: 

The Wliams Collect,on 8.5 Apr-08 
Rayman Raving Rabbods 2 7.75 Jan-08 
ResidentE,il: 

The Umb<ella Chromdes 8.25 Jan-08 
5¥Tu'a Wamors'. Katan.a 6 Mar-OB 
SegaBassfishw,g Apr-08 
Simpson, Game, The 7.25 Dec-07 
Smarty Pants 7.5 Jan-OB 
Sonoc Riders: ZefO Gravrty 6 Mar-08 
Soulcalibur Legends • Jan-OB 
Star Trek Conquest 5 Feb-06 
Supe,ManoGaloxy 9.75 Jan-OB 

Af,a,u w ... , D,ys ol Run 8.75 Mar-08 
Apr)lo ~ : ,a,._..,, 8 Mor-08 
Assass,n's Creed· -s Ovooodes 6 Apr-08 
Contra. 9.25 Jan-OB 
Cookrng Mama 2: 

Domer - Fnends Dec-07 
Oern«lbUm: The Ward 5.75 Dec-07 
Draglade 6.75 Feb-06 
Dragon Quest Monsters: Joker 8 Dec-07 

Ea>Creotures: - the Forest 3 Apr-08 
m>I Fantasy Czys,al Ovooodes: 

R,r,golFates 6 Apr-08 
m>I Fantasy XII ReYenant Wogs 7.5 Dec-07 

-~~ ()\~._oonc;
17

~ ~",:! 

Jam Sessoons 6 Dec-07 
left er..,, Rogl1I Braon 5 Feb-06 
IJfe.Signs s...gr<al Unot 6 Jan-OB $ r , ~ Mano Party D5 7 f<l>-08 l UAT ~ Master of llusoon 8 Jan-OB 
Mega Man ZX Advent 8 NoY-07 
My Word Coach 8 f<l>-08 ~ L .J ~· 
Nanostr"Y2 7.25 Jan-OB ~ ,.,. 
On: & El,,es 6.75 Jan-OB ~ ('-t '""o "'-"xv,;,ght:la Derience• 
,._..,, Tnals & Tribwt>ons 8.25 No,-07 

Pnsm l.oght the W"Y 7.5 Dec-07 
Professor l.ay1Dn and the 

Cunoosl.Wage 7.5 Apr-08 Please geek responsibly. TurnkAtoond 4 Dec-07 
FIFA Street 3 7 Mar-08 
Fronthnes: Fuel of War 7.25 Apr-08 
Golden ~ ... The 3.25 Feb-OB 
Halo) 9.75 NoY-07 
Juoced 2: Hot lmpon Nights 8.25 Nov-07 
Jumper: Coffin's Story 1.25 Apr-08 
Kane & lynch Dead Men Jao-08 
Karaoke Revolut10n Presents: 

AmeflcanldolEncore 7.5 Apr-08 
Kengo: lengend of the 9 2 Dec-07 
Kingdom Under ••e: 
C.deol Doom 5.25 Feb-OB 

Supe, Smash Bros. BrMI 9.5 Apr-08 
Supe, Sv.v,g Golf Season 2 8.5 Feb-OB 
Table Tennis 6 Dec-07 
Thnllwle: Off the Rai~ 7 Dec-07 
Trama Center: New Blood 7.5 Jan-08 
Winter Sports: 

The Ulnmate Oiallenge 6.5 Mar-08 
Zade & \'&: 

Quest For Bari>o!os' Tre,asure 8.25 NoY-07 

PLAYSTATION 2 

World Jor,g 8 Dec-07 You may speak tre language, 

Cns,s CO<e: foal Footasy \Ill 7.25 Apr-08 
but are you geeked? 

Dl,pea: Afternoon of Darkness 9 No,-07 Here's a chance to prove 1t. 
Clung<!on E,rplo<er: 
w.- of Anoent Ms 6 Apr-08 

m,I Fantasy 111c11cs: 
The Wa, ol the LJons 9.5 _, 

God ol W.: 0- ol ~ 9 Mor-08 
Jacbss•TheGame 6.25 Dec-07 
Manlvn2 7.75 Dec-07 

LEGO Star Wars: The Complete Saga 7.5 De<-07 
Looney Tunes: ACME - 1.75 Dec-07 
lost Odyssey 8.5 Apr-08 
Lost: ~ DO<nus 6.75 Apr-08 

Karaoke - Presents. 
Amencan Idol Enco,-e 7.5 Apr-08 

Looney Tunes: ACME Arsenal 1.75 Dec-07 
Manhunt 2 7.75 Dec-07 

Melal Gear Solid· - Ops Plus 775 Dec-07 
Patapon 8.75 Mar-08 
PUBurt Force: Extreme ~ 7.25 Feb-OB 
Silent H1I Dngons 7.75 Dec-07 

Mass Effect 9.75 Nov-07 
MlB 2K8 8.5 Apr-08 
MX vs. ATV Untamed 8 Jan-08 

Simpson, Game, The 7.25 Dec-07 
Star Trek Conquest 5 Feb-OB 
Thrillville. Off the Rads Dec-07 

SOCDM· U.S. Navy 
SEAl.s Tacucal Strike 8 Dec-07 

SHAT: Torget l.ibeny 5 Dec-07 
Naruto: Rtse of the NIO}a 8 Dec-07 
NBA 2K8 8.25 NoY-07 
NBA LM!08 7.5 NoY-07 

Tw,sted Me<al: - Dn: 
Extra Twosted Edition 7.25 Apr-08 

Sjphon Filter: Logan's Shadow 8.75 No,-07 
Wathammer40,000: 

Squad Convnand 8 Jan-OB 
NCAA March Madness 08 7.25 Feb-OB 
Need 10< Speed ProS.eet 7.5 Dec-07 
NFL Tour 5 Feb-OB 

Ages ol ~es 111· 
TheAsianl)ynaSIJes Dec-07 

'Mpeo,tf'use 7.75 Apr-08 www.uat.edu > 877 .UAT.GEEK 
8 4 
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Attentioll Al Oleffln! 
Cheat codes, by their ve,y nature, are in 
many cases buggier than Virginia in August. 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and bock up your save before using 
any codes. 

On a lighter note, you can send your codes 
to secretaccess@gameinformer.com for a 
chance to be featured here and win a prize1 

MULTI-SYSTEM 

> PLAYSTATION l , XBOX l60, PC 

During gameplay, use this trick to help you 
out with the game's fuse puules. 

Extra Fuses - After completing the game's 
first fuse puzzle, go back and grab all of the 
fuses. These will stay in your inventory and 
you can use them on later fuse puules 

Pia Station 3 

During gameplay, pause the game then enter 
these codes. A sound will confirm that you 
entered them correctly. Codes only work on 
easy mode. 

Gain 500 T-ENG - Ue,__ Up, Down, Down, 
Left Right Left, Right □, A RI + LI 
Unlimited Ammo - R2, RI, A□, Righi, 
Down, Left, LI, L2, R2, RI, A 0 , Right, 
Down, Left, LI, L2, R2, L2, LI, RI, A Left, 
Down, 0 , RI + LI 
Unlimited Health - Down, Down, Down, 
!iJ?, A Up, A Up, A Up, Up, Up, Down, 
□, Down, D , Downd Square, Left, A Right 
0 , Left, A Right, , RI + LI 

XBOX 360 

Bully: Scholarshlp Edition 
Any time during gameplay, use a second 
controller to enter these codes. 

Extra Money - Hold LB, Y, X. 8, A 
Infinite Ammo - Hold LB, Up, Down, Up, 
Down 
Refill Health - Hold LB, RT, RT, RT 
Unlock All Weapons - Hold LB, Up, Up, 
Up, Up 

Wii 

Winter Sports 2008: The 
ummate Challenge 
From the main menu, go into the challenges 
menu then use the d-pad to enter these codes. 

All Chlllenses Open - Right Left, Down, 
Up, Up, Down, Left, Right 
All Venues Available - Up, Down, Left, 
Right Right Left, Down, Up 

Eve!yone knows about Justin Bailey, but this 
NES classK has another awesome pas.sword 
you should dust off your old cartndge or 
download to the Wii's Virtual Console and 
try. To start at the beginning of the game with 
unlimtted missiles, invinob1hty, and every 
power-up, enter the following code at the 
pas.sword screen: 

Unlock All Upgrades - NARPAS SWOROO 
000000 000000 

"GI Droid" 
(loeat,on unknown - last seen 

standing an the earner try,ng ta get 
people ta 1am the pen 15 dub) 

DREAMERS WANTED 

SCHOOL OF GAME DEVELOPMENT 

800.226. 7625 llN U•l•er111y BoulH1rlll • Wi 111, ., Park, fl 32792 

fUtt~ll 
Real World Education 

lutlsoil.con , 
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Color Us Confused 
The story behind Gunstar Heroes might easily be mistaken 
for some forgotten children's show of the '80s. The word 
Gunstar is actually a family name given to the guardians of 
the planet Gunstar-9. A long time ago, Professor Gunstar 
White defeated an evil android called Golden Silver (and 
if you're tired of the silly names, we're not done yet). Fast
forward to the present day, and a new evil called Smash 
Daisaku threatens to resurrect the infamous android. Players 
take on the role of two Gunstars called Red and Blue who 
must defeat Smash and their brainwashed brother Green. 
Fortunately for gamers, Treasure knew to keep its game's 
cutscenes brisk and absurdly spectacular. 

Never-Ending Battle 
The game featured some memorable boss battles, most of 
which were composed of multiple sprites working together 
to form giant writhing enemies. In the Underground Mine 
stage, players went up against a Juggernaut called Seven 
Force. As the name implies, Seven Force went through 
seven forms as it was damaged. Starting off as a walk-
ing mech, it would morph into a bird, a tiger, a spinning 
sawblade, a crab, a snake-like machine with a spiked tail, 
and finally a giant gun before it eventually succumbed to 
defeat in an impressive fireworks display. Back in 1993, 
Seven Forces' seven-stage battle wasn't just memorable; it 
was epic. 

classic gi feature 

Run and Gunstar 
Gunstar Heroes' action follows the story's formula of speed 
and spectacle with much greater success. Like most action 
shooters at the time, players could collect weapon power 
ups that did different things. But unlike other games of the 
day, Gunstar Heroes allowed them to collect two power
ups at a time, mixing and matching the weapons to create 
up to 14 original creations (see sidebar). Hand-to-hand 
combat was also useful, as players were able to grab 
enemies, execute jump attacks, and nimbly perform slide 
maneuvers across the bottom of the screen. 

■ 
l:flll/li 

Super Sequel 
In 2005, Sega released a sequel, called Gunstar Super 
Heroes, for the Game Boy Advance. The sequel had a 
greater emphasis on melee comba~ but axed the weapon
combining element that was such an important part of the 
first game. Super Heroes still featured Treasure's special 
brand of fast-paced action and is worth picking up for any 
fan of the series. The original game can also be download
ed for the Wii's Virtual Console, and anyone looking to have 
some nostalgic fun or who might have missed the game 
the first time around should check it out for a relatively 
cheap download: 800 points, or eight Earth dollars. 

This Month 
In Gaming History 
On Moy 12, 1000 1/1(1/,ndo 
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""" of the Goldffltye en9me 
but Since Nintendo hod lost 
th< Jomes Bond IKense Perfe<t 
Dork featured o futurl!IK sa-h 
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::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: APR. 15 

Places: Blizzard Dark Sector 
We check out the swank headquarters . Learn more about the glaive-wielding 
of the money printing operation known : badass Hayden with our exclusive 
as Blizzard Entertainrneni home of : five-page preview of the new Top 
World of Waraaft and Staraaft II. : Cow comic book. 

Unleash Your Inner Sith HAWX! 

: Places: Epic Games 
: Blizzard isn't the only developer with 
: deep pockets and swank office space. 
: Tour the lavish pad that Mari( Rein and 
: diffy B call home. 

Forget Soulcalibur IV. If you're looking for a true Darth 
Vader experience, The Force Unleashed is the game of 
choice. Read more about our favorite villain in an extend
ed interview with project lead Haden Blackman. 

Read more about Tom dancy's first foray into leet speak, 
er, air combat in our interview with the creative team that 
has their hands on the flightstick. 

ALSO ONLINE THIS MONTH: 
Game Informer Online heads to Vegas to check out Midway's 

2008 game lineup, and to bet the over on the amount of times a 
GI editor looks at Ben quiuically aher something he says. 

MIDWAY 



..... OVER ••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• ••••••••• :•::--:•: Busted 

VIDEO GAME TRIVIA 
Sometimes, despite our best intentions, we just don't live up to the expectations people 

have for us. Through careful scientific research, we've developed a quiz to help you 

figure out which poorly performing or failed video game console you would be on your 

worst day. Don't worry, you'll always be a PlayStation 2 in our minds. 

1 AeroGauge, released in 1998 
for the N64, copied the popular 
F-Zero in a number of ways. 
Even so, AeroGauge had some 
pretty cool features. Which one 
of these wasn't one of them? 

A. lime Attack mode 
B. Split-screen competitions 
C. Vehicle damage 
D. 32 Al-<:ontrolled opponents 

3 All of the following were sub
titles to a Resident Evil game 
except one. Name it. Or, uhh, 
we'll send the zombies after 
you. 

A. Survivor 
B. Deadly Silence 
C. Dead Aim 
D. Uprising 

4 The Kilrathi were the dreaded 
enemies of humanity in the 
Wing Commander gaming uni
verse. What Earth adjective 
describes them best? 

A. Feline 
B. Vulpine 
C. Canine 
D. Bovine 

5 Gauntlet: Dark Legacy had all 
sorts of different characters to 
choose from. Which of these 
was selectable the first time 
you played? 

A. Minotaur 
B. Jester 
C. Medusa 
D. Unicom 

6 In Spider-Man and the X-
Men: Arcade's Revenge, which 
character was forced to swim 
through underwater levels while 
juggling a limited air supply? 

A. Wolverine 
B. Cyclops 
C. Storm 
D. Gambit 

7 King's Field cast you as 
Alexander, the king's best 
friend. From what view did you 
battle dragons, skeletons, and 
other baddies? 

A. First-person 
B. Third-person behind the back 
C. Overhead top down 
D. The game was text based, and 

had no visual perspective 

8 Which Mario game first 
included the Carrot power-up, 
which would turn our favorite 
little plumber into a bunny? 

A. Super Mario World 
B. Super Mario Land 2: 6 Golden 

Coins 
C. Super Mario Sunshine 
D. Super Mario 64 

9 What is the central urban set
ting for Naughty Dog's Jak II? 

A. New York City 
B. Kras City 
C. Ottsel Town 
D. Haven City 

10 Have you found the super 
secret message about every
one's most-anticipated game 
that we've hidden in code 
throughout this issue of Game 
Informer? 

A. Yes! I can't believe they're 
finally making a sequel! 

B. Yeah, but I kind of saw that 
coming. Wake me when you've 
got some real news. 

C. No, I can't find it, and I'm 
beginning to doubt such a code 
exists. 

D. No, but many hours of my life 
went into the fruitless search 
for this info. Thanks a lot. 
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BREAKDOWN 
40"/4 was the jump in Xbox 360 sales in the UK after a recent 
price cut across Europe 

3 new Halo 3 maps will be induded in the Legendary mqi 

pack - the content should be available by the time you read this 

$10,000 is being offered to a qualified student in the 2008· 
2009 Penny Arcade Game Education scholarship. Incidentally, 
we're pretty sure you can't use the money to "just buy a lot 
of games• 

$14.5 mllllon in royalties were the stakes in a recent lawsuit 
filed and subsequently withdrawn by Harmonix against its 
former publisher, Activision 

3 is sometimes company, usually a crowd, but it's never the 
loneliest number. Now you just think about that 

* Trivia Score & Rank * 

0-1: 2-3: 
The Adam Box 1.0 The Phantom 

4-5: 6-7: 
Philips CD-i Atari Jaguar 

8-9: 10: 
GameCube (lol) Sega Dreamcast 

VidN> Game Trivia Answers: I. 0 2. C 3. D 4 A 5. B 6. C 7. A 8. B 9 D 10.Cor D 








