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EDITORIAL

#71t's been one hell of a busy month in
Hyperland. Wilks flew to Spain to lamp it up

in a five star resort and see how Scarface is
coming along. Ed Dawson flew over to the UK,
Sweden and Paris (if you look closely at some
of the riot shots you may just be able to make
him out — they christened him “Fou Ed” over
there) to see a whole bunch of titles. He's given
us the low-down on Neverwinter Nights Il this
issue. Meanwhile, | got the chance to hit Tokyo
for a week (with Spaniards, Brits, Swedes and
Frenchmen oddly enough) to visit SEGA and
see some of the hottest titles they have on the
horizon. You'll have to wait until next month for

the details though as I'm still in a bit of a daze,

[up] Tokyo Overload

with images of Razor Ramon and beetle fights dancing in my

head. Tokyo. Ya gotta love it.

In between all that we’ve whipped up a killer issue covering

some of the most exciting next gen titles on the horizon, while

not leaving behind those that haven’t made the investment. God

of War 2 or Micro Machines v4 anyone? Handheld owners also

have plenty to be excited about with Metroid Prime: Hunters

more than living up to expectations and Daxter also chiming in

as the best PSP platformer to date. Hell, even Cube owners have

an exclusive title to get excited about this month — the excellent

Chibi-Robo. Could it be? An issue where everyone is happy?

Oh... yeah... sorry Mac users, it just ain’t going to happen.

Cam Shea > Editor

Cam Shea - Editor

1. Dead Rising — Xbox 360
“Bottle of wine = full health. There’s a
life lesson there.”

2. New Super Mario Bros - DS

3. Virtua Fighter 5 — Arcade

4. Virtua Tennis 3 — Arcade

5. Table Tennis — Xbox 360

Daniel Wilks - Deputy Editor

1. Elder Scrolls IV: Oblivion — Xbox 360
“Everything that Morrowind promised
to be but failed to deliver.”

2. Fight Night Round 3 - Xbox 360

3. Table Tennis — Xbox 360

4. Tetris DS - DS

5. Mario & Luigi: Partners in Time - DS

HYPER CHREW Monthiy Top 5 Gomes

Malcolm Campbell - Art

2.
3.
4.
5.

Shadow of the Colossus — PS2

“Amazing. Maybe even better than Ico.”
We ¥ Katamari — PS2

OutRun 2006 - PSP

Micro Machines v4 — PS2

World Poker Tour — PSP

Kosta Andreadis - Half of “C V K”

2.
3.

Elder Scrolls IV: Oblivion — PC

"I'd rather be playing than writing this.”
A little more Oblivion

Take a break and discuss Oblivion on
online forums

Nap and dream about playing Oblivion
Metroid Prime: Hunters?2 Nope, wake up
and play Oblivion
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this fast paced, action-packed thrill-ride will keep you on
the edge of your seat as the battle unfolds.
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hicks. Heaps of chicks! / Pan and James official new Hyper mascots

PS3 AT THE GDC

Region Free A Go Go

With E3 just around the
corner Sony have started
their massive information
campaign, bringing the PS3
still closer to the light. At this
year’s GDC (Game Developer’s
Conference) Sony have dropped
a number of bombs that not
only whet the appetite but raise
a bunch of questions about the
console and the company itself.
The first bit of information that
came as both a dig at Microsoft
and a bit of self congratulation,
was when Phil Harrison confirmed
that all developers are being
told to develop games on the
assumption that the 60GB HDD
is present, though, oddly, he
couldn’t actually confirm that the
HDD would be shipped in the box.
Making the HDD an optional extra
would definitely be an odd choice
for Sony if this design stipulation
is being enforced as it would
cut off a large portion of the
user base from playing games.
By far the biggest and most
important piece of information

dropped by Harrison in his
keynote speech is that the PS3
will be region free, not just the
hardware (like the Xbox 360)
but the software as well. This

is massive news for an out of
the way place like Australia as
it not only means that we can
fmally and fully legally import
games to play without having
to resort to quasi-legal mod
chipping but it also means that
we may no longer be lumped in
with European timing as far as
game releases go. Sure there is
still the problem with PAL/NTSC
compatibility but with the HDTV
slant of the new consoles and
the universality of the format it
could very well mean that we
get games released much earlier
than we are currently used to.
The region free move is a little
out of character for Sony; at a
recent IEAA conference a Sony
rep praised region coding as
being the greatest defence
against piracy and stated flat
out that it was for our own

First Look!

GANGS OF LONDON PSP - Developer: SCEE London * The Hype: “Action meets
strategy as you take on London'’s fiercest gangs in a bid for domination of the capital.”

defence and that they would
not consider doing away with
the standard any time soon.

The reason for the region free
move to us seems to be two fold.
For a start, as things currently
stand Blu-Ray is something
of a wasted format. Games
will not, for quite a while, fill
the discs making them a very
expensive and underutilised
format. Removing the region
coding will allow developers
to fit multiple versions of the
game in different languages on
one disc allowing for a global
rollout instead of territory by
territory. The other reason we
can see if that currently Blu-Ray
is an uncracked format making
piracy less of a problem to begin
with. It is not known if the Blu-
Ray movie playback is region
free but it would not surprise
us at all to learn that the film
branch of Sony still imposed
region coding on Blu-Ray films.
More on PS3 next month...

DUE: LATE 2006




What’s under the hood?

Another day another set
of ‘leaked’ Revolution specs.
Usually we pay them no mind
but this time around the sources,
though unconfirmed, appear to
be a little more reliable than some
guy who may or may not have
worked with some company doing
something that may have something
to do with the Revolution, and
the actual numbers seem to fit in
with Nintendo’s overall goal of
not necessarily competing in the
current next-generation console
war but instead delivering a unique
style of gameplay based around
a revolutionary controller that
is supported by the hardware.
Combined with the fact that
Nintendo have expressed no
interest in actually talking about
specs, this may be the closest
we get to the actual truth until
the console is released and some
website pulls one apart and voids
their warranty. As far as straight
numbers go, the Revolution looks a
little undercooked but considering
how pretty a number of games
on the GCN looked compared to
the supposedly more powerful
current generation consoles
they really mean very little.
Originally reported by IGN, not
the most reliable of sources but not
prone to outright fabrication, a
number of game developers have
placed the architecture as being;
a CPU clocked at 729MHz, GPU

running at 243MHz and 88MB of
onboard RAM including 24MB of
“main” RAM and a further 64MB of
“external” RAM (we're currently
not too sure what this means). On
the surface these numbers seem

rather low, the CPU clocking in lower

than the 733MHz Xbox and being
positively dwarfed by the 3.2GB

cores of both the Sony and Microsoft

next-generation systems but then
again the CPU is half again as fast
as the GCN’s 485MHz CPU. This last
measure is more of a yardstick

than comparing the still ephemeral
console with the already released
360 and heavily publicised PS3.
The GPU is also about half again

as powerful as that of the GCN and
10MHz more powerful than that
seen in the Xbox but once again
vastly less powerful than those
seen in the 360 and PS3. This won't
necessarily mean that Revolution
games will look worse. As the only
console in the next-generation to
not demand high definition display
as one of the defining features, the
Revolution can afford to cut down
on video processing power without
actually losing image quality. Sure,
without HD the images won't be as
detailed and crisp but on SDTV does
this matter? Finally the RAM. 88MB
may seem like a drop in the bucket
compared to the 512MB on both

of the other consoles but without
seeing the console in action 88MB
is just a number with a couple of

letters tacked on at the end. It does
appear to be a small number but
without knowing how much RAM the
Cell chip will be utilising for simple
processing and how much will be
used for high definition rendering it
will remain nothing but a number.
Before any Nintendo fanboy
accuses us of bashing the company
for having low specs, read the last
few paragraphs again. Anyway,
these numbers are simply a bare
bones look at the (unconfirmed)
comparative power of the systems
and have no real world impact until
we see them all running side by
side for comparison. Bring on E3.

HYPER '|50

AEON FLUX
WINNER
- Dorian Walsh, Tapping, WA

RUNNERS UP

- Tim Grabowski, Wanniassa, A.C.T
- Rod Masterson, Newmarket, QLD
- Jess Husband, Alexandria, NSW

- Mark Vellios, Ballajura, WA

ATV

- Mitchell Ellerby, Whyalla Stuart, SA
- Cam Phillips, Bega, NSW

- Gary Clark, Balwyn North, VIC

- Simon Wagner, Carindale, QLD

- Luke Eller, North Gosford, NSW

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

Caption This Part 79 in the subject line.

CAPTION

Coming soon, the adventures of Snortle chucklesworth...
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““t snnn! DUE: MAY(BE) 31

slightly late we know but if you’re HALF-LIFE 2 EP-SODE 1PC- Devloper: Valve * The Hype: What happens after the events of Half-Life 22
in Melbourne, get along to the - '
“Playing The Movies” exhibit at the
ACMI. It looks at the development
of Machinima (short films made
using game engines — think Red vs
Blue) over the last decade and runs
until the 21st of May. Even shorter
notice, on the 6th and 7th of May
is the Machinima Film Festival,
also at the ACMI! Check out www.
acmi.net.au for more details.

The creator of Tetris, Alexey
Pajitnov, is at it again! Want to
try out his latest puzzler Dwice?

Then head on over to http://www.
wildsnake.com/puzzle/dw/.

The Point Blank games were
among our favourite arcade and
PlayStation light gun games, so
we were stoked to find out that
Namco are putting together a
new one... for DS! Yes, you’ll
tap the screen. Fingers crossed “E." EEFEE'.I!

DUE: 2006
it has the same fun factor. ;
; HUXLEY PC/Xbox 360 « Developer: Webzen * The Hype: Twitch-based FPS meets MMO in a post apocalyptic world.

The fourth instalment in the
Rayman series is in development. Bit
of a no brainer we know, but Michel

Ancel (and Ubisoft Montpellier)
is once again at the helm so it
should be pants tres bien! The game
will be out this year on current
and next-generation consoles.

Lionhead, the studio behind Black
& White and Fable, has been sold
to Microsoft for an undisclosed
sum, and will become part of
the Microsoft Game Studios
group. Will they prove to be
a better purchase than Rare?
we’ll have to wait and see.

Microsoft recently announced at
a press conference in Japan that
a new Final Fantasy game would
be making its way to Xbox 360
in 2007. No details - or even a
name - were revealed however.
We should find out at E3. Maybe.

Amos will be so excited. WWE
Smackdown! Vs Raw is coming
to both PS3 and 360 during the

jolly season later this year. Oh and
don’t forget PS2 and PSP. While
we don’t know whether the next
gen versions will be developed
independently, we do know that
Yuke’s is still on board, so you can
expect a certain level of quality.

We also know that voice chat

support for online play will be
supported, which has us thinking
about all the trash talk that will go
down, and possibly even observers
providing colour commentary.
Now that could be cool...

12 HYPER»»




It seems the party is
over for Gizmondo
and its car crashing,
money burning,
mafia associated
executives. While the
comical escapades
of Stefan Eriksson,
Carl Freer, et al, have kept us in
raptures this past year, massive
financial loses have finally seen the
company placed in liquidation and
its fledgling handheld shelved.
Marketed as a handheld gaming
device, MP3 player and satellite
navigation system rolled into one, the
Gizmondo was launched in March
2005 at the company’s flagship
London store. With no expense
spared, the event saw Jamiroquai,
Sting, Pharrell Williams, Busta™ "

" BY MIKOLAI

Rhymes and ‘glamour’model Jodie
Marsh paid huge sums of mo

ways to sp@nd it all. R Fer then using
said moneyfwﬁvrmg ‘traditional’
things like games development or
marketing, they opted, instead, to buy
a modeling agency. Apporenﬂy it was
less of a hassle then hiring models for
one-off events. Shortly qﬁﬁrwords, the
same executive team sheﬂed out for:,
a racehorse named, ef, Gizmondo.
The horse raced onge, placed 14th
out of 16 entrants, and was promptly
forgotten about. Or taken fo the
knackers — details remain sketchy.
Al this reckless and seemingly
random spending wouldn’t have
been a problem if sales targets were
being hit. This, however, wasn't the f‘:,\
case. In the first three months after

launch, the Gizmondo sold just 5000

units in the UK. The fact that people
could only buy the handheld from
‘specialist’ Gizmondo shops probably
didn’t help matters. Or the small
matter of Nintendo launching the
DS 8 days prior to the Gizmondo.
While Gizmondo was already
looking like a trainwreck by late 2005
- a mere six months after launch - the
amount of money the company was
hemorrhaging didn’t become apparent
until they were forced to releases their
financial results. Tiger Telematics,
Gizmondo’s parent company, faced
a net loss of approx $US99 million
in 2004, and an operating loss of
$210 million over the first half of
2005. The company blamed these
figures on “Development costs for the

The Gizmondo Story

When the gomg gets we:rd

‘b'\’wTurns out that ‘Chicane’ and ‘C

Gizmondo and non-cash expenses.”
Still, IT'S ONLY MONEY. Besides,
Gizmondo needed all that cash. How

else could Eriksson, Freer and other
executives afford to pay their spouses
over $300,000 in consultancy fees,
buy them $70,000 luxury cars and
pay them a $80,000 performance
bonus? Not that the boys went
without; annual vehicles expenses for
top executives ran between $104,000
and $280,000 a year - that's a lot

of taxis. And that’s before we even
get into actual ‘real money’ salaries:
Eriksson and Freer had base salaries
of $1.5 million, each, and shares
worth an es'nmafed $94 mMm

were actually being developed in
at Gizmondo. Oh, and Northern Lights

" was owned by Eriksson and Freer -.ihe

same executives at Gizmondo that
authorised the payment. Funny that.
If all these ‘financial irregularities’
weren't enough to have regulcfory
bodies worried, the news that Eriksson
and a number of other top exe
had served prison terms in Swe or
“financial fraud related o counterfeit
money and an attempted $3m scam
on a financial institution”certainly
should have had alarm'bells tinging.
Eriksson was believed to be the brain

behind the failed scam and was part of -

a'group referred;to by the media as the
‘Uppsala Mafia’s named after a town
in Sweden where the group operated
and where, comcn&enﬂy, Gizmondo

allegations cmd Freer followed
shortly oﬁerwards claming that the
company was now past the start-up
position where his “entrepreneurial
skills were most relevant”.

Amidst all this drama, Gizmondo
was finally launched in the U.S. in the
lead up to Christmas 2005. Predictably,
it sold very little. Still, new CEO
Michael Carrender remained upbeat,
insisting that everything was fine even
as the company went into financial
freefall. This ‘stiff upper lip” approach
saw certain web forums awash with
INCREDIBLY LIBELOUS claims that the
whole venture was nothing more than
a front for massive money laundering.

Losing money at a fantastic rate,
the Gizmondo story should have
ended on February 8 2006, with the
company placed in liquidation by the
UK High Court. Of course this is the

_level was over the limit but he claimed
he'wasn't driving the car. Instead, he

comedy pairing of Eriksson and Freer
that we're talking about and things
aren’t that straightforward. Or dull.

While the courts seized Gizmondo
property in Europe, Eriksson was
busy crashing cars in California. The
former Gizmondo executive managed
to wrap an uninsured, Ferrari Enzo,
valued at $1 million, around a power
pole. According to news reports
on www.Eurogamer.net “The car in
question was traveling at an estimated
160mph... when it slammed into a
power pole, leaving the vehicle sliced
in two. Police believe the Ferrari was
taking part in a street race with an SLR
Mercedes (reported stolen to Scotland
Yard), worth around $500,000.”

The Twist2 Eriksson’s blood alcohol

GAMECUBE
Mario Smash ¥'OFTUd“

stated that a Germany man named
was the driver and had fled
A three-hour search by XBU?(VSBO "
e fclled fo find any sign of the Opiivion The Elder Scrolts|
stery” driver. Alfhough they did find @xsoxaeo 2R

n who arrived shortly after
e crash, flashed cards which
said they were from ‘Homeland
Security’, spoke with Eriksson
and then disappeared. Right...
The latest reports fo come out of
the U.S. have police impounding

PLAYSTATIUN 2
JLDM J\ Nﬂ\ﬂy’ ‘f)&@ o

et race) Turns
out the car was unlicensed and,
oh yeah, SCOTLAND YARD
CLAIMS IT’S STOLEN. Somehow,
Eriksson has managed to keep

himself out of prison... Check Orﬂﬁﬂe
Sadly, that’s where the story ends: !atggg ;g?CES

Gizmondo is currently in liquidation,
Freer is off starting a new venture and
Eriksson is claiming that mystery men
are crashing his cars... Still, what a ride

ENTER GZ4369 TO RECEIVE
FREE DELIVERY ON THESE
GAMES FOR MAY ONLY"

it's been. Gizmondo and its executives
blazed a trail of destruction across

the videogame landscape that would
put Atari circa 1984 to shame. So
thanks for the memories guys! You've
been great. The daily news headlines
just won't be the same without you.

Latest games

All platforms
Great prices

F N
GIVING MES A GOOD HOME
* Enter free delivery promotional code where indicated
during checkout process at gamez00.com.au - valid until
31 May 2006.E 6 0. € All trademarks. brand names and
product names are the property of their respective owners

Images are for illustration purposes only. © Copyright 2006
gamezoo Pty Ltd. ABN 40 114705 654
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An event survived by
Patrick Kolan

' twas a media circus; the Xbox 360 launch
M wasa loud, bright and hyperactive affair,

tinted green and fuelled by free pizza and
soft drinks. It rained like a mo-fo, but for the
early adopters, what's a little rain when you're
in line to buy into the next big thing?

THE EVENT: PART ONE

The night started off slowly. Trucks unloaded
a dozen 360 gamestations, event management
scurried around like the Secret Service,
shooing bystanders as they cleared space for
a performance area. Tents were raised. The
skies darkened and people began to titter with
anticipation, skirting the area like gaming
vultures, waiting for a feed.

By half past eight, things were swinging.
The DJs had the music blaring, the foxy ‘Xbox
Dancers’ carried out a brief rehearsal, much
to the delight of the security, who eyed them,
salivating. It was kind of a surreal scene.

As the sky opened and rain fell, reps began
to hand out ponchos — I think | came away
with eight of those suckers. People were
grabbing those things like they were going out
of fashion.

Breakdancers spun, martial artists flipped
and kicked, B-grade celebrities lounged on
couches and still the rain poured down.

DJs lead the congregation in such witty
verses as: ‘When | say “three”, you say “sixty”!
‘Three!” sixty.” Or the perennial
favourite, ‘Lemme hear you say a Microsoft...
Microsoft. | waaaaant it. | waaaaant it. Gotta

haaaaaave it. Gotta
haaaaaave it. Give it
tooooo me..." And so on.
Through the muted
crowd chant and
occasional heckling
laughter was the
unmistakable ping of cash
registers warming to life,
somewhere deep inside the
shopping centre.
By 11:30, the crowd
54 swelled to 700 orso,
hed )
i @ and there was an
Jd @ electric fervour in

/\ the air.
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Q: What are you picking up tonight?

Q: Are you a PlayStation 3 man as well?

Q: What kind of TV are you packing?

Q: Did you care about the delay?

Q: You buying an - -
Q: Buying or watching?
Q: Yeah, it’s kind of a silly question | guess. But |
suppose some people are just here for the free food
and novelties. [I motion towards a hobo with a slice
of pizza and a complimentary poncho. Good for him.] ME: What, there’s more?
So what games are you nabbing?
Q: Wow, fair enough. What about a PS3?

Q: PS3: Yea or Nay? Q: What is it you like specifically about the 360?

Q: How did you feel about the delay?

Q: So, you're buying a 360, then?

Q: Why a 360 and not a PS3 in November?

Q: What games are you picking up tonight? Q: Are you the proud owner of an HD TV, foo?

Q: How did you feel about the delay?

Q: Have you got an HD TV? What about Xbox Live?



At 11:50, | positioned myself inside the
shopping centre corridor, awaiting

the swollen tide of eager gamers and
opportunistic homeless to charge inwards.
In front of me, silhouetted by the projector
outside, stood Kameo and Joanna Dark. They
practised their poses as a rep warned them
to make sure to run like hell as the gamers
charge. Then she directed them to a safe
inlet of refuge, just in case.

I laughed to myself as | thought, they
haven’t got a hot hope in hell of getting out
of the way.

The countdown finished up, the curtain
was raised and like a tsunami, people bolt
in and around and past me. The two models
were enveloped. They just disappeared. |
really hope they got out of there. It looked
gruesome.

CONCLUSION

And like any birth, there was a shaft of light, it
was all wet and there was plenty of screaming.
Thus, the 360 was brought into the nation.
And there were plenty of adopters.
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A revolutionary control system that simulates holding
the horse’s reins just like a real jockey

Breed and train your very own horse to be the ultimate
race winner

¥ Asdpor LD

Impress trainers and the fans to move up the world
rankings

Race against your friends in the thrilling split screen two
player mode

Available NOW
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PSP GAME PACK!

26 PSP GAMES UP FOR GRABS
Just subscribe for your chance to win!

This month one lucky subscriber is going to walk away 26 PSP games richer. Yes, thanks to
our friends at Quantronics we have a massive pile of games in need of a good home, and they
could be yours. Just put pen to paper and you'll get Hyper delivered to your door every month for
cheap, plus you could be the envy of all your friends with an awesome PSP library worth over $1500!
Thanks again to Quantronics for the prize - look them up for any of your import or gaming needs.
They stock consoles and games from around the world, not to mention peripherals, gadgets and
replacement parts. You can check out their range online at www.quantronics.com.au, or go visit them
at their store in Parramatta to have a chat about the latest products and developments.

One lucky winner will receive:

* GTA: Liberty City Stories

* Daxter*

» SOCOM: Fire Team Bravo*
Ridge Racer

Metal Gear Acld

* Lumines

* Everybody’s Golf

WipEout Pure

Midnight Club 3: DUB Edition
World Tour Soccer

» Twisted Metal: Head-On

* Tony Hawk’s Underground 2:
Remix

* Tiger Woods PGA Tour

* Spider-Man 2

* Smart Bomb

* Rengoku: The Tower of Purgatory
* NFL Street 2: Unleashed

* Need for Speed Underground:
Rivals

* NBA Street Showdown

* Space Invaders Pocket

* NBA

* FIFA 06

* F1 Grand Prix

* ATV Offroad Fury Blazin’ Trails
* Archer Maclean’s Mercury

QUHI’I’(FOHi(}% '1 3 O O 73 ‘7 83 7 ‘ * Dead to Rights Reckoning

austra . *These titles supplied by Sony Australia
www.quantronics.com.au _ Hhanks guvsl

Term & Conditions: 1) Entry is open to residents of Australia and New Zealand except employees and immediate families of Next Publishing Pty Ltd and its agencies associated with the promotion. 2) Only
entries completed with these terms and conditions will be eligible. 3) Entry is by subscribing to Hyper from issue 152 within the magazine and also online. 4) Competition begins 9am May 2 and entries close at
6pm June 21. 5) In determining eligibility the judge’s decision is final and no correspondence will be entered into. 6) The winner will be drawn at 9am June 22 at Next Publishing Pty Ltd, 78 Renwick St, Redfern
NSW 2016. 7) Prizes must be taken as offered and are not redeemable for cash. 8) The promoter is not responsible for misdirected or lost mail. 9) The winner will be notified by mail and results published in the
September issue of Hyper on sale August 9. 10) One subscriber will receive 26 PSP games as listed above (RRP is approx $1550). Some fitles are import copies from the US or Japan but will work on local PSPs.

11) The promoter is Next Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick St, Redfern NSW 2016.
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SUBSCRIBE AND
SAVE UP TO

80

PLUS, you get it delivered
straight to your door.
Get Hyper for less and
win a massive stack of
PlayStation Portable games!

SAVE
TIME

4 EASY WAYS TO ORDER
Call us tollfree on

1300 36 1146

Monday to Friday
9am-5pm EST

Me Gift (please tick one)

Fax a copy of the
completed form, with
credit card details, to:
02 9699 0334

[_]1 year Overseas $A90
[ _]1 year New Zealand $A70

Cut or copy the form
and post it with a cheque

or money order, or your
credit card details, to:
Hyper Subscriptions
Reply Paid 65828,
78 Renwick St.

D Visa

D Mastercard

Redfern, NSW 2016 Expiry Dotesswwasmmsmammeamssaras
Online at http://publishing.
next.com.au/subs SIGNGATUTE. ..o

At time of payment your subscription
coupon becomes a tax invoice.

JUNE
PRIZE

ONE WINNER
will receive:

- 26 PSP games as
listed on the left.

FEBRUARY WINNER

HYPER 149: 40 BIG RUBBER
STAMP GAMES
* Scott Clarke, Wynnum, QLD
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SUBSCRIBE ONLINE

http://publishing.next.com.au/subs

Please cut along the dotted line %
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Please register a subscription for:

[ ] [] 2years (24 issues) $110 SAVE $80.80
D D 1 year (12 issues) $59 SAVE $36.40

Or charge my credit card for $ ..............

Card Numbets.. .commnnmamsnsms

Mr/Mrs/efc............. First Name .....ocoovveeeeeeeiiieee e,
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Mr/Mrs/etfc............. First Name .....cooovvveieiiiiiiieecceecee e
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Please allow 4-6 weeks for delivery of first issue. Offer expires 21/6/2006.
Please retain a copy if this form as a Tax Invoice. Next Publishing Pty Ltd.
78 Renwick St, Redfern, NSW 2016 ABN 88 002 647 645
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ne of the biggest ‘movements’

in videogames over the last

few years has been towards
the open-world style of game design.
Led by the all conquering GTA series,
hile open-world games may have a
near narrative, they're
be a sandbox for the gamer to ‘play’
in. The end result (theoretically) are
games with countless options to

experimenting than doing actual
missions.
Dead Rising is very much a game

about experimentation and giving
the player stacks of things t@

but it takes his foundatiaf

gives it a hefty survival

It packs the player sard
claustrophobic enviro

to the brim with zombies, in addition
to tempering the player’s natural
inquisitiveness with a constantly
ticking clock. This is open-world
gameplay as zombie pressure
cooker, and it’s pretty damn good.

IT’S ALWAYS A SLEEPY TOWN...
The setting is the mall in the sleepy
town of Willamette in Colorado. It’s
a pretty massive complex, with five
plazas, a food court, movie cinemas,
parking areas and home saloon, all
of which surround the Leisure Park
—a large grassy area that sits in the
centre of the complex. Why a mall?
Well not only was the legendary
zombie flick Dawn of the Dead set

in a mall, but it gives Capcom a
contained, structured environment
to set the scene for survival, and an

excellent sandbox in which to play.
But more on that later.

Your character is a photo journalist
(and former war correspondent)
named Frank West, who comes
to Willamette after hearing that
something strange is going on there.
Apparently the army is blockading
the town so he charters a helicopter
and lands on the roof of the mall in
search of the scoop of a lifetime. He
has 72 hours to find out what’s going
on (not to mention survive) before
the chopper comes back. So you’ll be
making your way around the mall,
taking photos of what’s going on,
as well as coming into contact with
trapped civilians and thousands
upon thousands of zombies.

According to the legendary Keiji
Inafune, the game’s Executive

Producer, the reason West is a photo
journalist is so that the team could
create a situation “where a civilian,
rather than a trained operative,

had to use his wits and the objects
he finds in the shops to survive. It
also allowed us to introduce the
picture taking feature that plays an
important part in the game.”

As a photo journalist, Frank’s
time in the mall will be conflicted.
On the one hand, you're there for
the scoop of a lifetime. You want
photos of what’s going on - it could
make your career. Then there are the
civilians trapped in the mall. Do you
help them? Maybe they know more
than they’re letting on? Perhaps you
can piece together how hell came to
be unleashed on Willamette. Then
again, maybe you’'d be better off
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just trying to survive.

The 72 hours in the game simply
won'’t be enough time to do
everything. So how will the game be
structured? Inafune explainedmiDead
Rising does not feature a sy§
where players must complete™ission
1and then move onto mission 2, but
features a number of scoops (sub
missions) that the player can choose
to complete if they wish. Throughout
the game Frank will encounter various
NPCs, and his situation will change
dependent on your interaction
with them. Some will provide key
information to solving the mystery of

Could that be the
first appearance of a
chainsaw?

the zombie outbreak, but will Frank
meet them? What happens in the 72
hours spent in the mall is up to the
individual player.”

The scoops that Inafune mentions
are opportunities for you to be
ere when something
happens. Not just to
captugelit on film, but also to
possibly learn more about what’s
going on. The game operates with a
real-time clock, however, so you've
only got a window of opportunity
to get to each scoop. If you wait too
long you'll miss it. T

Scoops, getting good photos and

With a face like that
it's lucky he's behind
the camera

. WHAT WE'D LIKE TO SEE:

| Carrying ¢ cgg/te/df'iéinyl' J
some Shaun of the Dead
record flinging acfion:

"KNOW YouR

 LOMBIES!

What is it about Capcom and

’ iqmbies? We asked Keiiji Inafune:
a1 guess that zombies make good

ylyyecf matter for a video game

because they are essentially

_ humans rather than monsters

. therefore all the more terrifying.”

vajuable time a;
}ose in. Still, w

|/ the chainsaw uj

rescuing civilians all net you
Prestige Points, and it’s through
Prestige Points that you can level
up. This is an added incentive to
complete non-critical objectives, as
it will make your life a little easier in
the mall. Among other things Frank
will learn new hand to hand moves,
such as leaping off walls, wrestling
throws and even flip kicks.

TAKE A PICTURE, IT’LL LAST
LONGER THAN YOU
While hand to hand moves are
useful (there’s nothing like running
through a crowd of zombies
delivering flying kicks to the head),
it could be argued that the stars
of Dead Rising are the objects
Frank comes across and wields as
makeshift weapons. These can be
anything from garbage cans to
cash registers, handbags, vases,
sledgehammers, shotguns, potted
plants and even mannequins. This
is where the true anarchic joy of
Dead Rising wades into the fray,
and you’ll spend huge tracts of time
discovering how each pickup works,
and which are the most useful.

The chainsaw, for instance, isn’t
quite the uber weapon you may have

sassumed it would be. If a zombie
“wanages to grab you when using the

ch8insaw you’ll drop it. If you want
to Uge it again you'll have to pick

takes huge arcing sw
off heads and torsos like he’s cutting
through butter. You can even run
into zombies while it sidling. It
won't kill them but Il knock

em back and create a it}

quite anumber of the items you
pick up it has two methods of,
ack. Tap X and Frank will bring it




NEXT-GEN
 SHOWCRSE e

Food is an invaluable resource
n Dead Rising. A bottle of wine
arton of milk for instance, will
completely restore your h,ea!t‘ .
_ while an apple or orange vu:d
" at least ease the pain. That's
part of the story, however,
as Inafune explained: “as time
@rogresses some food stuffs ma).('
in to go off and become spoilt,

you want to get a bad stomac

-ahk can also cook various items

of food and doing this will result in
dﬂiﬁo& Prestige Points.” &

3 islooking much more
issive than when we saw it at
ar’s E3. The main character
articular is less cartoony now,
with a more forceful and realistic
model. While the game does slow
to a crawl at times, and certain
surfaces have that shiny p
sheen so many modern ¢
do, the reality is that
we played was a long
complete, and what wasiin
was hugely impressive. Wading
through hundreds and hundreds

s

e Xbox 360 we are
‘and new engine created
he ground up,” Inafune told
e machine itself has been
eat to work with and we
have received ggeat support from
Microsoft which has made the

process even smoother. In addition @

to ensure greater reality we have®
used Havok Physics middleware for
the calculation of the movement of

physical objects ad Rising is
going to be a ’s paradise.
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quite unique functionality. A hockey
stick, for instancegisn't for hitting
zombies with, it’s for caning pucks
at their heads. Similarly, if you use
a skateboard you'll actually ride

it and theoretically knock zombies
over. We say theoretically because
the skateboard wasn’t exactly
finished in the code we played.
Instead we’d almost immediately
go into an elaborate and bizarre
spinning fall animation. Should be
fun when it’s done though.

There are creative ways to use items
too. Pick up a gas canister and throw
it into the midst of an undead mosh
pit, then shoot it and you can easily
take out 20 or 30 in the explosion.
We're hoping for some environmental
interactivity too. It would be great to
be able to drop light fixtures and

and of course, a couple of comedic . SRR tetsil N ot ReTg o1t RV et
weapons... just for fun. With around eI ETTRSTER TR EN 10 KSRt

awful lot of objects to test out in and on. In keeping with the sandbox

games, however, as there are also but we want to leave it up to them to
over 100 civilians in the mall, and "~ experiment with these items,” Inafune
their safety is something that you explained. “We have certainly had
can take upon yourself or ignore. plenty of fun discovering innovative

drama to Dead Rising”, Inafune - robust stat system in the game. We
notes. It also gives the team the want to know how many zombies
chance to really get some unique Pwe've killed; with what weapons

200000 COOGEOINOOOROOOROOORONONPOPREOEEOEEOEEOROOFOCROCEOCREOOEOCREOEOE®

 like on zombie heads.

Most melee weapons can be
used repeatedly at close range
but also thrown when you need
to. Weapons aren’t unlimited,
either. Use your sledgehammer
too much and eventually it will
break. Fortunately, Frank can carry

six items at a time (although that [ 7§ NGW YOUR
number may change as he levels :

up), so you'll constantly be juggling GOMEDY'

your items to have a good range. .

We recommend having at least one Dead Rising has plenty of comedic
NEITRERCIENIERICG (I VM clements and laugh out loud moment.
drinks), one or two firearms (as Seeing zombies stumbling around
much fun as sledgehammers and the SEWHTRTE RS TER-TR T A TYe1e R 200
like are, having a shotgun is still the TR TN CRERTE e Re Re Tl Tyt
most efficient way to kill zombies), cactus as a weapon, or jamming a
RS R VORI ITER I CEAWEEN ISR shower fixture into a zombie’s brain,

120 stores in the mall, there’s an of the shower head. The list goes on

Dead Rising. approach, most of the humourous
moments aren’t scripted. “What we
KILLING JEFF have done is provide the player with
It's not all zombie killing fun and the items to create comic situations,

“Frank’s interaction with the ways of defeating zombies.”
NPCs adds the element of human We're also very keen to see a

and whether they were decapitated
and so on. While Inafune wouldn’t
reveal too much, he did say that “As
with all Xbox 360 titles there will be
Achievements to unlock and these will

Giant Zombie
Chipmunk loves you!

include various criteria such as the
number of zombies killed.” Cool.




Zombie killing ZZ-Top
style (as long as the

LUFET TR guitar spins that is)

PP s Ly: 15

& " e Just a handful of the weapons you'll
. > Inafune lfold us that the be using in Dead Rising: 4
. game will have no co-op \
. or multiplayer modes, but 5 %
: [ we think it's begging for. ) i ) i
svg il GPle RS SHini_gares. Pretty inetfectual "
Seffing up’elaborate traps weapon right? e ——
for zombies in co-op'to set Well yeah, but the visceral pleasure
off the most spectacular kill from jamming a coat hanger into the
sequence would be gold! skull of a zombie makes it more than
. worth using
1
Having plates in
your arsenal gives
642 KILLED you an inexhaustible

supply, and while Frank

may fling them like a girl, if you can

: : connect with a zombie head, they
characters in the game: “as in E Fi i W : can be quite deadly. Brain exploding
real life, the NPCs have different . ’ e [ - deadly. Miss, on the other hand,
characteristics and therefore act V , ' el and it's like hitting them with wet
differently to the situation they ¥ / L newspaper.
find themselves in. Some NPCs will - - 3
actively fight back against the ¢ 4 i LUFFY TOYS
zombies, while others will be found S . Cute, cuddly and
cowering in corners waiting to be 3 deadly? Not exactly
rescued; Frank will even have to tide that you can fight against but down, you'll be spending several You can bump
fight some of them as they have never hope to overcome. Good thing  nights in the mall, and Capcom are zombies out of
been driven insane.” they’re not that smart. knocking their swarm technology the way with a well

In our time with the game we Still, that's beside the point, as up a notch for those times: “At timed swing, but that’s about it

partnered up with Jeff, a rather Inafune explains: “The zombies are night the zombies become far
ordinary pink shirted fellow who not able to climb, open doors or more active —moving quicker TR NI
needed to be reunited with his wife. drive, but you have to remember, in and attacking with more Comedy, thy name is the traffic
Once he’s decided to follow you, Dead Rising Frank is not faced by just ~ ferocity,” nafune told us. And cone, bucket and novelty hat!
he’ll automatically sit on your heel, one orgwo zombies at a time, but let’s not forget their glowing red Zombies are pretty stupid

» although you can set waypoints if s of them and this is far more  eyes piercing the darkness. right? If you obscure their
need be. Jeff wasn’t the basket c vision they cease to be a
some of the NPCs become, and if* THE DEMONS INSIDE threat. The best way to do
danger would quite happily start . . As freaky as the undead are, it that (aside from taking the
swinging away with his chosen A seems to us at this stage that it head off altogether) is to
weapon, the middle-aged mace: a i i will be other humans that provid jam something on there.
gold club. Of course, curiosity to see how fast som bies can close the the equivalent of boss battles in So pick up that traffic cone and sneak
Jeff's demise overcame altruism, and  gap between you@nd how intense this game isgi up behind the nearest zombie and
we let the zombies descend. In classic it is trying to move through areas e fro i pop it on!
Romero style they overwhelmed him with so many zombies. Capcom have » i ;
and proceeded to claw opepgiisichest  obviously worked hard to ensure that e N BEACH UMBI
and feast on the goo insi the challenge is just right. Inafune medicine for . 1h d Psst. Want to

And believe us when we'tell’ elaborates: “It is thanks to the power meant making ‘our way through know one of the
there is no way to get away of the Xbox 360 that we plazas, a food court, a section still best pickups in the
zombies, and no way to kill . able to develop a system # under construction and across game? Look no
Aside from the security room they’re the Leisure P i further. Just lower
literally everywhere and numbering a beach umbrella
in the thousands, if not tens of of zombies at required skill and in equal® and charge. You'll knock
thousands. The zombies in this game  provides realjs measure, but they B zombies flying and carve a path
are a malevolent and unconquerable  behaviour.” Of way to get through. Once we got for yourself.
to theSupermarket/pharmacy,
Does the name Custer : i however, we came across another

:’e‘"a‘ anything to you, . 'human’ survivor, an insane
iger? 4 ; i

ou a curveball.
<<



h, Tequila. It's.atop-

notch liver-lacerator, and

if you're into wrapping
your Mazda Rx3 ‘round a tree.on
weekends, it might just be the
ticket. Turnsiout the drink also
shares its name with an Aztec city,
a song by The Pretenders, and a
forgettable golden-age rock band.
Oh, yeah, and Tequila also happens
to be the moniker adopted by
Chow Yun Fat's arse-kicker of a
cop in what is considered by.some
to be John Woo’s greatest film:
Hard Boiled«These days, though,
“blood operas” just ain’t enough
for Fat and Woo. Nope, they're
into videogames, and guess
what — Tequila’s.coming along
for the ride:'So Hyperinos, brace
yourselves for Stranglehold.

i
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TEQUILA SHOOTERS

This probably isn’t the first time
you've heard of -'or at least seen

= Midway's upcoming actioner. The
reason? It was one of theoh-so-
pre-rendered.‘games’ that earned
the PlayStation’s third incarnation
a hearty dose of criticism. Luckily,
now, all has been forgiven, and
Stranglehold still looks stunning
—it’s running on a mucho-tweaked
version of the Unreal Engine 3. Alex
Offerman, the game’s producer,
elaborates: “We are using a highly
modified version of the Unreal
Engine.3.that allows us to create
amazingly detailed environments,
incredibly realistic characters,

and have huge numbers of special
effects on-screen, while running in

wide-screen and in high-definition.

Everyone who has seen the game
running so far has been very
impressed with the graphics.”
Mind you, whilst Stranglehold
is looking like a graphics whore’s
furtive wet dream, there’s much
more to it than the slick, sticky
visuals. In a seashell? Well, let
Offerman spell it out. “We want
to recreate the authentic John
Woo Hong Kong action movie
experience as a next generation
video game,” he says. “As broad
as that sounds, it has worked
well for us while designing the
game, because it not only told
us what we should have in the
game - Mexican Standoffs, Massive
D., Tequila Time, highly interactive
environments, and cinematic
‘Akimbo’ smooth dual-handed




gun-play - but also helped us to
keep focused on what is important,
by cutting out anything that

does not fit the John Woo movie
experience.”

You might wonder how they're
being so precise. Well, it always
helps to have John Woo himself on
the team. And Woo’s more than
happy about what’s being done
with Stranglehold. “Being able to
visualize choreography without
limitations from actors or from
CG film budgets is liberating,” he
gushes. “My son has always been
good at videogames. By bringing
my ideas to this medium I feel
like I am able to have a greater
connection with the younger
generations. They can take my idea
and create their own adventure
from it.”

Not only is Woo content with

Chow once again
shows his contempt
for gravity

how the team’s treating his IP, he's
actually had a lot of fun actually
working on Stranglehold. “The
process has only just begun,” he
notes, “but | have enjoyed working
on the story, the graphic design
of the characters, and discussing
ideas with the designer. Most of the
creative work comes from the genius
minds at Midway. They know my
style and use it to develop great
stuff. They know the game world the
best. I'm very happy with what they
have come up with.”

For the sceptics in the audience,
Offerman explains exactly what Mr.

A level in which a baby
pisses on Tequila to put out

We’ve all heard the

) complaints from Carmack,
Newell, and other assorted developers. Yep,
dual-core processors and bad development kits
aren’t the kinds of things you send a designer
for his birthday. Next-gen consoles sure look
great, but they’re mighty troublesome. So, how’s
the Stranglehold team been finding developing
for the X360, PS3, and PC? “Developing the first
Midway game for next-gen consoles and PC has
been challenging,” Offerman admits, “but we
are making good progress and got a head start
by using the Unreal Engine 3. In terms of which
platforms have been more difficult to design for,
I'd have to say that none of them have been any
more difficult or easy than the others. We are
developing all three simultaneously, and they
are all challenging because we are constantly
trying to push them to their limits.”

Woo has contributed to the project.
“John Woo has contributed a lot of
art, animation and cinema direction,

and has been extremely involved
in the writing of the story. We are
trying to recreate his vision in the
game, so we regularly meet with
him to review the latest version of
Stranglehold, and get his feedback,
which is always very insightful. Even
when it comes to areas that he is
not very involved in, like game-
play design, he still often has a
comment that adds to that aspect
of the game, like how
an animation could be
done that would make
a special move in the
game more dramatic
and impacting.”

Those dramatic
special moves are
hugely important to
Stranglehold’s design.
Just as Woo's films are
infested with acrobatic,
balletic, and violent
stunts, so will be his first
foray into gaming. You
won’t need eighteen
fingers to master the
stunt controls, either.




Hey, look, John
v Woo may be
able to supply Stranglehold
with its look and feel, but
what about the gameplay?
From where has the team
taken inspiration, if at
all? Offerman has all the
answers. “Games, like all art
forms, are iterative,” he says,
“and we've taken inspiration
from many other titles,
including the last game the
team worked on, Psi-Ops. We
learned a great deal about
both what to do and what not
to do in a third-person action
game while working on Psi-
Ops, which we’ve used as
the basis for Stranglehold. In
addition to that, we've been
playing and taking notes on
what other games do right,
especially other shooting
games, so that our combat
flows, is intuitive, and, most
importantly, fun!”

Walk softly and carry a
large caliber handgun
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Destructablhty

“Acrobatic stunts —and using the
environment to assist you with those
stunts - are one of Stranglehold’s
core gameplay elements. We make

it clear to the player when they can
interact with those objects by subtly
highlighting them. If the highlight

is on, and you press the interact
button, an interaction will always
happen. If it is not on, no interaction
occurs, and Tequila will dive instead.
It is straightforward and easy to do,
but the results look like complex
stunts and stunt combos.

“In a typical example, Tequila
can be running along a second
floor railing, taking out enemies
below, when a chandelier comes_
into view. It will highlightto'show
it is ‘interactab«le ‘and then the

interact button.

out - or jump to the second ﬂaoﬂor\

 the other side of the roomyit ma
~soundaa little complex, ~

_ but it actually feels very

4 mtumvel We want

cmes down ta fhe seccmd most
important part of Stranglehold —

. juily destructible environments,or,
as Midway's referring-to'it, “Massive

MR

Mearly everythmg

throughout the entire game.
“Players will not be disappointed
by the amount of destruction they
can cause in Stranglehold. For
instance, Hong Kong is famous
for its 'Stilt Cities’, which are
communities made up of mostly
wooden ramshackle houses built
side-by-side and on top of each
other on actual stilts over the water.

That kind of environment, combined

with our ‘Massive D.” system,

leads to gameplay where players
are moving through buildings by
destroying walls, fightingénemies

above and belowithem, as roofs and

floors collapse around them - new
areas open up as bwidmgs are
bfawn apart.

“We have a.level setin Chncago
that-takes place in an ultra-modern

- penthouse, filled with artworks,

overlooking the city. Here, equ

of stairs, and
“of artwork suspended from th
ceiling, while he fights enemies
}‘kevais&bove and below him.

by piece beneath hi

step ahead as the

and lights explode from bullets
flying all over the room, We've
made many of ourenvironments
multj-level, so that the player is

and fighting not only on the

h(mzcmtal but also on the ve

1usf be Stnlt Cities and

~ smart-town apartments that

Havok Physics Engine, and so we

utilize real-time physics extensively

you'll be blowing to ugly chi nks;
straniglehold’s all about rearranging
a wide variety of environments

in style. Offerman lets in-oriwhat
you'll be witnessing. “Tequila

will find himself in many different
environments,” he remarks,
“throughout both Hong Kong and
Chicago. Some of the Hong Kong
environmentsirclude the previously
mentioned Stilt City, where
ramshackle wooden houses have
been built out on the water, the
Mega Restaurant, a fancy restaurant
boat that serves as the headquarters
for one of the Chinese gangs in

the game, and the Marketplace,
which includes a recreation of Hard
Boiled's famous teahouse. Some of

Take that, random
slum dwelling person!

Tonments for .
. dnvmg gameplay,
usmg boats, motoréycles, and cars.”
0f course, Midway don’t want

« their game to be lobotomised gun=
 blasting; they’ve got a hcence o

honour' As such fhere S

ppins after hitting Kate Moss’
personal stash. “Thedback-story is
that James Wong has comm!led

ut his position

is threatened when his daughter

and granddaugtiter are kidnapped
by arival gang. So, he’s forced to
enlist his former son-in-faw, HKPD
Detective Tequila Yuen - playeddby
Chow Yun Fat. Tequilavis’caughtin
the crossfire of powerful rival triads
while he searches from the slums of
Hong Kong to the streets of Chicago
to save his wxfe and the daughter he
never knew.”

What'simore, both Woo and
Midway have confirmed you can
consider Stranglehold’s storyline
a canonical sequel to Hard Boiled.

“Stranglehold is the spiritual sequel
to Hard Boiled,” Offerman states,

“and we are working closely with
John Woo and Chow Yun Fat on the
game to make it as authentic to.




the characters and world of Hard got to dabble in the slow-mo. But than managing Tequila Time.
Boiled as possible.” this ain’t your regular slow-mo: “Other players prefer managing Stranglehold’s
Part of how they're going to it's “Tequila Time”! “'Tequila Time’  their Tequila Time directly, so , % obviously trying
make those characters authentic—  has two play modes,” Offerman they have the option of using the to bridge the game-movie divide,
other than some hopefully decent explains, “auto, or manual. Inauto  manual mode, where they directly like so many have attempted
writing, and, hey, it doesn’t hurtto  mode, slow-mo is automatically control turning Tequila Time on before. Will they be successful?
have Chow Yun Fat on voice-acting  turned on and off when players and off when and where they Who knows, but there’s little
duties — is through some sexy new  are doing cool interactions / stunts see fit. However, once all of your doubt they’re going to need a
Al. In Stranglehold, your enemies with objects in the environments. Tequila Time is used up, it takes whole lotta faith in the interactive
won’tjust exercise a single, “one- Pulling off interactions and stunts some time to regenerate, so it medium, so their game doesn’t
size-fits-all-but-those-addicted- that put you into Tequila Time has to be used wisely. Either way, end up like some cheesy Van-
to-Krispy-Kreme” strategy; they'll is also very advantageous to the interacting with objects and using Damme flick interspersed with
be working with their feelings, player for multiple reasons. The Tequila Time to take out enemies banal “interactive” gunfire. Is
man. They vecome to terms | in cool ways gets you style Stranglehold taking advantage
with their emotions, and points, that ultimately can of videogaming's interactivity?
they've learned how to use BOTH wno AND MIDWAY be used to pull off special Does he believe games, as an
them. (Guess they had a “AVE co““nMEn Yﬂ“ cl" ‘Tequila Bomb’ attacks. artistic medium, have anything
good therapist who didn’t CONSIDER STRANGLEHOLD’S One of them allows you to over films? (Do | ask too many
mind - well, you know, all take out lots of enemies abstruse questions?) Offerman
that kiIIing.)y g}oln':t!r"nilglcnﬂnunno"'lcilnl all at once in a very cool, patiently replies. “I wouldn’t say
Offerman is rapt with the o cinematic way.” that gaming has anything over
results. “Stranglehold’s Al You can’t blame film or other mediums when it
is capable of a lot of very realistic best way to explain this is to give Offerman for his addiction to the comes fo story telling, but it does
actions that real people would do,”  you an example: if Tequila were adjective “cinematic”. More than allow for stories to be told in new
he reveals, “like using cover while to slide down a banister, and just making clear Stranglehold and different ways. Most other
they fire, coordinating attacks with  then dive through the air while will stay true to John Woo’s filmic media are fairly static and non-
each other, and, in special cases, targeting enemies, the game would  legacy, he wants to emulate what interactive, while video games
interacting with the environments, ~ automatically go into Tequila Time,  the audience experiences when can be very dynamic and usually
just like the player./And many which not only gives players the watching one of the director’s require a lot of interaction on the
of their reactions are based on advantage of being able to aim “blood operas”. Will he succeed? player’s part to advance the story.
human emotions, like fear, anger, normally while everyone else is Well, everything he’s explained 1 think that potentially there will be
curiosity and revenge. Our goal in slow-motion, but also allows so far sounds promising. Either a genre of games with no scripted
has been to make the most realistic  players to deliver more damage way, there’s no doubt we'll all be events or storylines, and the stories
Al possible for players.” with their shots and receive more filling Tequila’s shoes very soon. will be completely driven and
If you're going to make a John ‘style points’ from their kills. Many No word yet on whether you should created by the player.”
Woo game, though, you need more  players will like auto mode, because  be drinking the hard stuff when
than clever baddies. Yep, in order it allows them to concentrate more you're playing it, though. %%
to complete the experience, you've on aiming and shooting, rather
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nreal Tournament is a funny

game. In some ways, it’s

old-fashioned — a relic of the
Quake deathmatch era that’s somehow
managed to retain enough of a
following to justify mods, sequels and
Xbox exclusive spin-offs. On the other
hand, it’s incredibly up-to-date with
the latest industry trends, and more
than capable of standing up to the
might of competitors like Counter-
Strike and Call of Duty with its own
selection of team-based game modes.

And now Epic is working on

Unreal Tournament 2007; a game
which not only promises to move
everything over to an updated
engine and add lots of new content,
but to make some much-needed
changes to the series’ most basic
gameplay mechanics.
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When it comes to accessibility,
the Unreal Tournament series has
always been a little lacking. Unreal
Tournament 2004 in particular was
incredibly fast-paced. As a newbie,
it was intimidating: you'd join a
deathmatch server and see players
jumping all over the place; literally
bouncing off the walls as they
vaporised each other with shock
combos and flak shells. Onslaught

wasn’t so bad seeing the maps were

far more open and everyone was
equally new, but the indoor stuff
was a bitch.

MOVE YOUR ARSE

Thankfully, Epic is aware of this
problem and hopes to correct it wit
some of the changes they’re makin:
in Unreal Tournament 2007. Jeff

Morris, the game’s producer, says,
“Our goal was to balance the feel of
the original Unreal Tournament with

that of Unreal
Tournament
2004. We've tried
to make the
combat

R




more grounded, ensuring closer
combat distances and toning down
of some of the extreme movement
options from later incarnations

of the franchise. Another benefit

of this was to ensure that newer
players were able to at least see the
person fragging them, rather than
wondering where the three rockets
that just splashed them all over the
floor came from.”

Perhaps the most troublesome of
the movement options Morris speaks
about is the dodge, which has been
a part of the Unreal franchise since
the very beginning. It's pretty self-
explanatory — you simply double
tap a movement key to get launched
a short distance in that direction. ",
It’s handy for avoiding slow-moving
projectiles such as rockets and
grenades, as well as for leapifig eut
of the way of oncoming vehicles.

| think his rocket
launcher is melting

The idea itself is fine, it’s just that
Unreal Tournament 2004 made it so
powerful that it became something
else entirely. Players who’d mastered
the technique were basically able
to fly around the map, circling and
killing slower opponents with their
feet rarely touching the ground. In
Unreal Tournament 2007, this ability
will be toned down considerably
— hardcore deathmatch veterans
mightn’t like it, but’ it's de§perately
needed if the game:is to build a

bsgger foltowing n dn overcrowded

mnarket.

“'Most of the changes Epﬂ: is
planning aren ‘50 obvious, They:ve
keen on, makrng the experience of
moving around the environment far

~omove tactile than it has been.in the

past, When you're running, they

-want it feel as if your character’s &
" feet are making contact witha sd?lJ

-

“over to'the vehicles. Thanks to the’

Goliath' will now actually feel like &

Tokara Forest!

This sort of thing will also carry
wonders of Unreal Engine 3.0, the

lumbering battle tank and mtemc’(
with the enviroriment accordmgly

GUNS, LOTS OF GUNS.". .
When'it comes to the arsenal; it |

“looks as if the Shaek Rifle, Rocket
+_Launcher, Link Gun, Impact Hammer /

Flak Cannon, Sniper Rifle, Redgemer,
AVRIL and Enforcers will be retuming
from previous games:in the series.
The Minigun has been replaced. .

by the Stinger; the fully automahc

. shared guh which appeared in Unreal
© and.Unreal Championship 2. TheBio |
Rifle, Grenade Launcher'and Spider

Mine Launcher, on the other hand,
have been combined into a single:

) fg}be‘,relea;ed for PiuySiuhon 3. ”Thers
| be d’ﬂ‘érenci%eiweentﬁe PC v/ersuon und

'yehlcles
“the Necris. A nice thing about our i
. vehicles is that they aren’t neaessanly”“

p

ym N S
It's bﬁeﬁ sugg&sfed Ihat)t W||l be. tyf&unch m}e

k oFasohd release dcﬂe,meunsm one.is™

: ¢ 5%
‘rp\go\lsg‘\‘? miss Qut. But I:gy,
g 9:1;0‘39&#9 Wa

weapon called the Canister Gun.

Epic wants to make sure that

each of the weapons and, for that
matter, each of the firing modes
feels suitably unique. Morris hopes
that fans will accept and appreciate
the changes the team has made.
“We’re making tweaks to a lot of the
existing weapons and there will be a
few new additions,” he told us.

A lot of the changes to the combat
mechanics'will be far more sibtle
than simply introduging new guns
or ditching:superfluous ones, “We're
adding lots of new features[...T amdk
new pickups like the Helmet, whlcm

~ protect against headshots. And
& that's justiscratching the surface.”

| The weaponsiin Unreal
Tournament will lookbetter than
ever before, featuring many more
visible moving parts than in the

“prevjous games. When you're

using the Rocket Launcher; for'« <
example, you'll- be able to watch'as
rockets get loaded into each of the
weapon’s three barrels/ and locked
|nto place. : vy 1
Unsuprisingly, vehu:les will

¢ be makmg a retutn from Unreal
Tournament 2004 for the Onslaught.
/ and, presumably; Conquest modes.
: . .1 Farlyreports suggested that they
surface’as opposed to floating a few
‘centimetres above the ground. .

may afso appear in some Capture the
Flag maps. *We'ye got two teams of
/Morris says, “the Axonand

function between the y
r18'vehicles all play very,
differently and offer.a lot of diverse

gameplay from eachother.” /= ¢

If you've played Unreal

: Teumamem 20014, you've seen
| ‘atfeast some of the Axon team s

vehicles, While the complete line-up
isn’t confirmed yet, we do know that

. the Hellbender, Raptor, Scorpion,

Manta, Goliath, Cicada, Paladin®; « :
and SPMA will be back. If the last

~three sound unfamiliar, it's because

they were:added to the game some
‘months after its release in the

| Editor's Choice edition..

. For those of you who'd Ieft the

" Tournament scene by.then, the
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Cicada was an air vehicle. It was
slower than the Raptor and less
suited to air-to-air combat, but

it was simply devastating against
ground targets. The Paladin, on
the other hand, was a light tank.
While it didn’t have the firepower of
the Goliath, it could project a neat
little force field to protect it and
nearby friendlies from enemy fire.
And finally, the SPMA was a mobile
artillery battery. It was painfully
slow and vulnerable to just about
everything, but it was capable of
striking enemy targets before they
were in visual range.

A few of the vehicles have
undergone some fairly drastic
changes. The Scorpion, for
example, now sports a self-destruct
mechanism. Now, if you're faced with
a tank you can simply speed towards
it, hit the detonate button, jump out
and sit back to watch the fireworks.

And then there’s the Necris gear.
Epic isn’t giving away any specific
details at the moment, but we do
know that you can expect vehicles
that are incredibly alien both in
appearance and in terms of how
they behave. They're supposed to
look quite gothic — that may sound
odd, but it would fit perfectly into
the Unreal Tournament universe.

The only new vehicle we have
details on at this stage is the
hoverboard, which Morris explains is
designed to give players the ability to
move from their spawn point to where
the action is quickly and easily. It’s
the sort of thing that Onslaught
desperately needs, especially
on larger maps such as Red
Planet. Here's hoping it reduces
the problem of people standing
around the base at the start of
the game, waiting for a Manta
or Scorpion to spawn so they
don’t have to walk.

COMMAND AND CONQUER
Epic isn’t giving too much away
about Unreal Tournament 2007’s
game modes either. “All the classic
game types like deathmatch, team
deathmatch and capture the flag are
returning,” Morris says. “Onslaught
was a huge hit in Unreal Tournament
2004, so it’ll be back with a
vengeance. There are a few others.”
So far, the only new.game mode
we’ve heard about is‘Conquest.
Originally, it was repgrtedthat
Conquest was all- about largesscale
igns that were fought acrgss,
The maps were to he
absa}ute[y huge, with#a series, ,of
Assault-style objectives for,sﬁoth

-~ teams to Corfipfete; How ‘a team

performed inohe round would
determme their s:tuahon in the next

Forexample, if you were absolutely.

trounced on one map, you might fmd
y‘@urself startmg the.next without "
a?fces& to, ceﬂam vehicles,or weapons

¥
G

THE HOVERBOARD... GIVES
PLAYERS THE ABILITY TO

. “for the purpose of blobd sport

# the different rooms, you'll be a fe
+to watch robots being-put together,

- absolutely spect\aculéﬁr,‘ tike the

 recreates a'skimish that's but a:

Isn’t that Scorpion’s
fatality on the sign in
the background?

It was and still is an intriguing
idea, but Morris refuses to give away
any more details. “We're still fooling
around with ideas about Conquest
and aren’t quite ready to take the
wraps off yet,” he says. “When we
come up with ideas for a new game
type, a lot of the time they’re useful
enough to benefit other game types
and get merged into them. Other
ideas that are for existing ga
types change the mechanics s
much, they often get thought of

But

small part of a much larger battle.
In-game environments will

now offer a limited amount of
destructibility. While you won’t be
able to turn a map into a massive
concrete block of Swiss cheese,
you'll certainly be able to use :
rockets.and.the like to take stzable
chunks out of the.walls. On'some
mapé,\you Il have. theabi ]

Ioadmg screen in , :
urnament 2007'is when you join a
Yver or. start a single player game.

the fearh is puttmg alot
ork mto it this time around.

look of eaxly screenshots the e
begun the process of ! grungifymg
(their words, miot ours) the'in=
game environments. As a result,
everything looks far grmle and
mote realistic, : ‘
Speaaf care is being taken ’(

ensure that themmapsfeel as if
they’re:part of a IavgeY world
than isolated arenas destgnedﬁo

o use you voice to
th the Al we'feel .
f online

expand upon what's worked in
the pastfor offline pla
: "‘wdrds a sports gam

One map, for example, i t
fobot factory. As Y \ i dufferent charagters.
At the moment, norelease date
thas been set,.with Epic preferring to
‘adopt 3D Realms’ maxim of. “whe
it's done.” Realistically; though,
you can expect it some time late thls .
year orearly next year.

But with improved acce551b|l|ty,

i@ new game mode and some damn
£ sexy graphics, Unreal Tournarment
._-2007 is.going to be absolutely huge
= whenever it'sreleased.

painted and packaged for shlppmg
If you go outside, you'll see the C|ty
and, if youlook hard enough ;'
area where'the next map is set. Some””
of the'maps Epic hasiplanned sound

-one that's:set aboard a spaceship
* that’s under attack or theone that
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game series that holds the
! benchmark standard for

authentic Dungeons & Dragons
roleplaying, especially in
multiplayer. The original and its
expansions were hugely popular,
due to the game’s excellent
multiplayer engine and the ease
with which fans could create their
own challenges and adventures.
There was a virtual waterfall of
mods and user-created scenarios,
which extended the game’s useful
playtime for many moons after its
release. The expansion packs added
incremental improvements and new
single-player campaigns. As the
new game is set to launch in Q3 of
2006, the strengths of the original
seem to be returning in force,
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with a fearsome cast of big-name
development personalities driving
its evolution.

Originally a side-project that
Bioware self-funded, Neverwinter
Nights Il is being created by Santa
Ana, California based Obsidian
Entertainment. Obsidian is staffed
by writers and designers from the
classic Baldur’s Gate and Knights of
the Old Republic Il. Does that make
this next project exciting? Oh yes.
Yes it does. Hyper caught up with
Obsidian CEO, Feargus Urquhart for
a chat and guided tour through the
all-new Neverwinter sequel.

DODGING THE CLICHES

In terms of the story and quest
design, Feargus was quick to
emphasise that the Obsidian team

are going out of their way to

avoid clichés: “In every RPG,

you're this guy off the street,

and you go kill the giant thing.
Almost every single RPG could

be brought down to that.” Rather
than following the tried and true,
their approach is to carefully
structure everything the player is
doing so that it has an obvious and
direct link to the story’s events.
Feargus continued: “It’s not just
about getting the next item, the
next experience points and the
next level. It’s about earning

people’s respect in the world

and about how the world

is reacting to what you're

doing”. Plenty of other |

games force to you go and
fetch random objects in what




can only be described as lazy quest
design, and Feargus was keen to
point out that this won’t be one of
them. Although item collection is a
type of quest they are using Feargus
explained that it has more relevance
than it typically would: “It could be
that there’s a quest of ‘go get
me a coffee’, but the idea
is perhaps because you're
trying to impress someone”.
According to Feargus, the Ultima
games - particularly Ultima 4 - are a
good example of adventure games
where your quests and actions were
driven by a number of factors, not
just item collection. “For instance,
in Ultima when you were trying to
be compassionate, you wouldn’t
attack Neutral things. You could
still go and attack them, but the
game created this rule system
where you were penalised for doing

things differently”. So how about
the good and evil decisions in the
KOTOR series? Will that kind of
decision making would be featured
in Neverwinter Nights II? “It’s a
moral decision thing. Do you do
this, or do you do that, and let

the puppy die. You know, in all

of our games we always include a
certain amount of that”. We get
the impression however that this
feature won’t be as central a theme
as in KOTOR II. Feargus elaborated,
“what we find is that sometimes,
what people do when they come to
these moral decisions is that they
save their game, and then they try
them all out. While that’s fine, a part
of me says 'Is that what we want

to happen?’. In essence that we
make them feel like they’re missing
too much by presenting them with
too many moral decisions”. An

How about an ass-kicking six
armed snake thing with red skin2
Oh wait, they've already got one.

interesting point, but no matter
how an RPG is designed, you'll
always miss out on something, and
in the case of NNII your character’s
alignment allows different access
to quests and conversation options,
depending on what shape it takes.
Fortunately, that just gives you an
excuse to play through a few times.
Going back to the topic of moral
decisions, Deekin the Kobold is no
longer your companion. It seems
that he levelled up too extensively
during the Hordes of the Underdark
campaign, while the heroes in
Neverwinter Nights Il start back at the
very bottom of the experience tree.
Adding Deekin to that party, Feargus
explained, wouldn’t make sense.

FIRED FROM THE D&D CANON
Using the Dungeons & Dragons
version 3.5 rules, the Obsidian
designers were in close contact with
the Wizards of the Coast, owners

of the D&D system. When the rules
didn’t suit the game, they adjusted
them slightly with Wizards’ approval.
Having said that, the game goes
closer to a complete picture of DED
than any game preceding it. The
Forgotten Realms sub-races are now
all included, except for the “psychic

halflings” as Feargus described them
and water & fire sub-races of humans.
However, the Special Races made it in,
such as the Drow, using DED rules of
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level handicap. These characters need
substantially more-experience points
to-attain each level thanothier races
.do, in"erder to balance the half=races’
unique powerful abilities: The Watlock
is:amew class.and Bards-are now:
more effective in combat, with-their
enchanted:music having a greater
effect on parties’ attributesthan
previously: In character genevation,
the game uses a point-buy system.
This is weighted; so that.it costs.two
points to go'from 10:12,-and the costs
escalate as your attribute reaches
max. You can't simply sink all your
points into one attribute.and max
it'out at the beginning. On each
~screen of the character selection
you'll find a ‘recommended’ button,
allowing green RPG players to
choose the 'safest’ option. You can
“totally customise your character’s
appearance such as facial details,
~hair and skin as well as choose from
_ six pre- fabncated options per race
and sex.

EAI. PBI“'Y

With the introduction out of

the way, it was time for Feargus

to show us the game in action.

Our Neverwinter Nights Il demo
began by taking a stroll through a
medieval village in the new graphics
engine. A drastic departure from
the old engine, we were presented
with a bright outdoor.scene, packed
with detailed cottages, grass and
trees. Rounded bumps and complex
3D terrain made small hills and
depressions in the ground, a result
of the new 'heightmap’ terrain
system. Feargus explained that the
previous games used a ‘tile-based’
landscape, which is much like the
environment in many RTS games. In
a tile-based system, the ground is
broken into platforms, which must
be linked by ramps. Sound familiar?
Neverwinter Nights 1| discards this
system entirely. Instead, every
portion of ground can be almost
any dimensions and fully detailed
and complex; with-any tilt.or angle
imaginable. The camera afgle was
panned to lagk directly @long the

34 HYPERY»

- from the'original game, but
\infiity. ostead, there was

: "\area‘ He made h|s character

' circular waves and showing

ground, to the horizon.

A little disconcertingly, the
environment faded into fog at
around one hundred metres, so
l.asked Feargus if that was the
maximum draw distance. With a
flick'of the controls, he extended
the far plane’ much further out,
with the fogging effect. It looked
to'drawiaround three hundred
metres or,so into the distance.
Feargus explained that it
had been'greatly extended

the view didn't'extend to

greatdetail in the surrounding

brook, cv»eatmg sp[ashes

the character’s feet actually
refracted underwater, This
was'just a taste of the advanced
effects‘Obsidian are packing into

_the game. ‘As the dema continued,

it only got better. Feargus gave us
a fascinating demo of the flexibility
of thenew lighting system. He
adjusted;the colours of the lights
in/a typical outdoor scene around
a village hamlet.with trees, grass
and cottages.-He made the ground

. reflect-an‘Uinearthly blue glow,
- changed the-sky to an evil red
~ colourand made the'fog coloured

asiwell. Just as quickly, he switched

.the sky to black and.created a

moonlight ambience. Feargus
mentioned: that the\game has a day
and night cycle which actually casts
lightin different directions based
on-the time; .changing the angle of
shadows and creating sunsets.

GREYSKULL?

“Next, Feargus loaded an interior

castlescene. He explained that all
the indoor environments now have
a ceiling included, which allows all

new camera-angles that were avoided

by ghe designers previously. In this
vision of the castle, mormal mapping
on the walls showed off impressive
detail in the granite slabs that pass
forbricks in a castle wall. A flaming

torch cast flickering light over the
surroundings, causing the shadows
to dance. The light reflected off the
clammy stone walls with specular
highlights. The lighting model

in Neverwinter Nights Il is totally
dynamic, without “pre-baked” or
pre-rendered lighting elements as
found in older games. As a result,
levels made by community amateurs
can more easily be made to the same

0 SPECIAL MINI-

AND DIFFERENT

TERS...

standard of presentation as what the
Obsidian designers created in the
original game.

This view was inside the player’s
Stronghold, your very own castle,
a reward that is given to the player
late in the game. The Stronghold
itself becomes a core part of the
story, leading to special mini-quests
and different characters that can
be chosen to inhabit your castle,
and access to those characters

will be based on alignment. These
characters may then give you special
items, or lend assistance that you
didn’t anticipate. So your alignment
may have a subtle impact on the
game, but it still sounds as though

it will be worth playing through
twice to experience the different
alignment options.

Finally, Feargus demoed the
spellcasting system, which has been
given a massive overhaul.

When each spell is cast, brilliant
_ visible effects stream forth in
coloured lightning and magical
energy. Above the caster, an
iconic image representing the
spell crackles into view, then
slowly fades, burning out like

a firework. This lets everyone
around the magic user see what
spell was cast and exactly when,
taking cues from some modern
MMORPG games. And there’s

a hefty selection: Neverwinter
Nights Il features around 350 spells.
When targeting, an area of effect
radius is shown, so that you can
precisely hit a group of enemies and
avoid damage to your own party.

When it launches, don’t be
surprised if Neverwinter Nights Il
is one of the best-looking RPGs on
the market. With the crew at work
on it, we'd also be very surprised if
it isn’t one ass-kicking adventure,
old-school RPG style.
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hen | think of the
highway to hell I think
; f the much maligned

but very funny minor classic
genre film starring Chad Lowe,
lesser known brother of Rob and
forgotten spouse of Hillary Swank,
as a humble boyfriend venturing
into the nether realm to rescue
girlfriend, the first Buffy, Kirsty
Swanson from the grip of Hellcop
and Patrick Bergen's Beezle, a
poorly disguised devil. That film
has absolutely nothing to do
with the newest Brothers in Arms
game. Instead, in the words of
Randy Pitchford € Col John Antal
US Army Ret. two members of the
Gearbox team, “The Brothers in
Arms games follow the story of a
squad of paratroopers in WWII. The

36 HYPER»

locations they visit in the games
are the real places and battles
these men fought in. For the 101st
Airborne, Operation Market/Garden
was the next assignment after the
D-Day invasion and it happened to
be the largest airborne operation
in the history of the world. It’s a
dramatic story with a lot of deep
tension. The Allied plan was to end
the war before Christmas 1944. They
dropped paratroopers to seize a
series of bridges and towns along
a highway that led directly into
the heart of Nazi Germany with

the idea that they could race their
tanks directly into Berlin to end
the war. The Germans, meanwhile,
had their best armor and infantry
divisions in the area to stop them.
The Germans were developing the

V2 rocket and the atomic bomb.
They had to buy time. They used
their forces to relentlessly attack
the Market/Garden operational
area at its base, where the 101st
Airborne desperately dug in to
prevent the entire Allied force from
being cut off, surrounded and
killed. This is quite a story. But, the
story of the men who were there
—men like Sgt. Matt Baker and
Sgt. Joe Hartsock — that is where
the real story is. That’s the story
Brothers in Arms will tell.”

THE HELLS SATANS?
Following in the tradition of the
franchise, Hell’s Highway will
present players with gritty, fast
paced unit based combat but
this time around the developers




It's good to see that
midgets have a role to
play in War.

slightly more epic feel fo the
environments. We love the strategy
but want to feel part.of a warl

will be utilising the power of

next generation graphics and
processing, offering us some great
new features. New, specialist troops
will be available to command,
including mortar, bazooka and
heavy machine gun teams so you
have an inkling of what'’s in store.
Aside from dishing out the serious
damage, the new, heavier weapons
will be able to ablate some kinds

of cover making combat a more
tactical task — hunkering down
behind a low wall may no longer
be a viable tactic in all ights when
the enemy can simply blast them
away. Of course, you have the same
options to oust them.

Rather than follow the traditional

mission by mission design of most
WWII shooters, Hell’s Highway
instead opts for a different
approach. Using a seamless level

loading system, missions and
objectives will transition from one
to the next giving the game a far
stronger narrative flow and less
episodic nature. This change is
due, in part to the development
utilising the Unreal 3 engine, as
well as the transition to next-
generation platforms. Aside from
the startling good looks, the new
engine allows the soldiers to have
realistic character expressions and
emotions, seamlessly load content
and has a number of powerful
tools, such as the aforementioned
terrain destruction to update the
Brothers in Arms gameplay.

Usually we kind of cringe and
slink away at the thought of
another WWII game but Hell's
Highway is looking very promising
indeed, even at this early stage in
development

“That pile of rubble’s
looking a little shifty
- shoot it some more”






GO0 OF WAR 2

God of War eh? Now that

was one blistering rampage
through Greek mythology. In fact,
the game’s creative director Dave
Jaffe went so far as to describe
it as the “greatest hits of Greek
Mythology”. It was also a game that
pushed the PS2 further than anyone
thought possible, showing off some
absolutely monstrous enemies and
glorious architecture. So now that
God of War 2 has been announced
for PS2, what's left to achieve?
Well, a fair bit. If you remember at
the culmination of the first game,
Kratos, the crankiest man in Greece
successfully destroyed the God of
War and himself ascended to the
throne. The second game takes place
immediately after the first, with
Kratos, the new God of War, a cruel
and tyrannical being who strikes
down anyone who dares threaten
his beloved Sparta, deciding to

commit the ultimate act of hubris
and try to change his fate, a quest
that will take him to the very ends
of the Earth. Along the way he will
face a host of new enemies, all of
them bent on his destruction but it
looks as though Kratos will be up to
the cranky task. Along with all of the
moves seen in the original game,
God of War 2 promises to add a host
of new moves and new magic, this
time revolving around the natural
elements. The level of complexity
and brutality of combat also looks
to be upped with the footage we’ve
seen showing a bloody battle with a
Cyclops ending with the inevitable
eye-stabbing, Kratos twisting one of
the heads off Cerberus and various
other kills that only a character like
Kratos could pull off and still remain
both compelling and the hero. The
puzzles of the first game are also

set to make an appearance in the

CATEGORY: ACTION

sequel, 1 \
perhaps with a ) T
slightly more 2
weighting iy e
from what we’ve seen. Hopefully the
puzzles will veer more towards the
3D tetris/tangram wall rather than
finding keys.

Somewhat controversially,
God of War 2 is being developed
exclusively for the PS2 and staying
resolutely current generation. The
reasons for this, the developers
state, is that they aren’t ready
to make the leap to a next
generation platform yet. Although
this news may come as a bit of a
disappointment to some, we are
happy with the news. God of War
was (and is) one of the best looking
games for the PS2 and the sequel
promises to look even better. What
finer curtain call for a great console
could there be? <<

PLAYERS: 1

DEVELOPER: SONY

DUE: LATE 2006
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THELE TEMMS

When people think Rockstar
» they think of controversy,
politicians, the occasional high
horse and scandal. What they don’t
think about is Table Tennis, unless
you are unfortunate enough to have
the hypothesised brain tumour or
degeneration of the visual cortex
which could cause one thing to be
mistaken for another (as was written
about in Dr Oliver Sacks’ book, “The
Man Who Mistook His Wife For A
Hat”). Obscure medical references
aside, Table Tennis may not be the
game you expect from Rockstar but
it does carry the level of quality
we have come to expect from the
developers. In short, it’s shaping up
to be a rocking good game.

This is one on one table tennis,
pure and simple. It’s kind of like a
tennis game but only in parts. Shot
type and direction are controlled
by the face buttons and thumbstick
respectively, but unlike tennis games
there is a hell of a lot more weight
placed on spin and lightning fast

Wilks beat Take 2 3 games to
1 during the demonstration.

Inyour face Take 2!

Liu Ping really does have tiny arms

SYSTEM: XBOX 360
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reflexes. How long the stick is pushed
in a direction influences spin, as does
which type of shot you choose to
make. Play long and hard, returning
aggressive shots with well timed and
well placed shots and you will raise
your intensity meter, allowing you
to move faster and hit balls harder.
Yeah, it's kind of like a tennis game
— in the way skeet shooting is kind of
like lawn bowls. It’s fast, furious and
a hell of a lot of fun.

One thing about the game that
will inevitably piss off some punters
is the fact that Table Tennis only
offers 11 playable characters and four
game modes. You have no option
to create your own character or play
through a career mode to raise your
stats and skills. Instead you choose
one of the pre-generated characters
and play a Tournament, a single
Exhibition Match, Training or take
the action Online. Not being able
to work through a career is a little
disappointing but the paring back
of the features has allowed Rockstar

CATEGORY: PING PONG

Rockstar once again show they have balls

Sann Diego to concentrate almost
solely on the gameplay and we will
take gameplay over bells and whistles
any time. From our time with the
game we can safely say that whilst the
single player game is fun, multiplayer
is where the title really shines.

The 11 character we do have are by
no means disappointing either. Each
character has four stats: Accuracy,
Spin, Serve and Power, each of
which, obviously, determines how
good they are at that aspect of the
game. Liu Ping, for example is a
master of spin but Jesper, a hulking
brute is powerful enough that he

looks like he could smash a ping
pong ball through his opponent.
Graphically the characters are no
slouches either. Each character model
features around 30,000 polygons
and feature some wonderful
animations, emotive faces that show
their strain and feelings during the
match and even real cloth physics.

It's all good but we’re saving the
best for last — Take 2 have announced
that Table Tennis will launch at the
$69.95 price point, positioning it as
one of the must have party games
when it is released. We should have a
full review for you next issue.

PLAYERS: 1-2 DEVELOPER: ROCKSTAR SAN DIEGO DUE: LATE MAY



MICRO MACHINES LY

We love Mashed. It took the
9% Micro Machines concept and
ran with it, giving us a realistic
setting and weapons, but the
same compelling four player
gameplay. It's probably no surprise
then, that the developers behind
Mashed — Supersonic - were also
the developers of Micro Machines
2, and now they’re coming back
to the classic franchise with Micro
Machines vy.

TINY CARS WITH TINY GUNS
Don’t expect a revolution though.
This is very much tried and true
Micro Machines racing... with a
few twists. For one, there are now
weapons. In keeping with the series
styling they’re a little toy-like

in appearance, but function in
much the same way that weapons
do in Mashed. You'll get plasma
guns, rockets, tiny-car-seeking
missiles, an electricity lock-on, rear
launching grenades and so forth.
Accompanying this inclusion are

’

.
WHAT WE'D LIKE TO‘ SEE:
The Micro-Machines v4
Polar Wharf equwalent.

a number of powerups — health
boosts, health equalisers, double
damage, that kind of thing. We're
not completely sold on the weapons
just yet, as they can feel a little
random, but the more you play
the more you learn where the killer
pickups are and can use them
strategically. It also means races
are less likely to devolve into long
winded contests where two people
take the perfect line around and
around courses. With weapons at
least the person trailing has a few
options up their sleeve. And of
course, the people who've been
knocked out can also target the
remaining vehicles from the ether.
Weapons and after-death targeting
can, of course, be turned off.
Along with weapons and
powerups comes a health meter
for each vehicle. Or should we say
meters. You won't be knocked
out until you’ve lost your green,
then orange, then red health bar,
but damage actually affects your

o0 .‘“‘ O‘“O'O‘ .
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performance. By the time your
health is in the red you'll likely
have lost a wheel or two and will be
struggling to steer, let alone keep
up. Again, it’s a little random at
times, but for the most part that's
part of the game’s charm.

Many of the racing environments
will be familiar to long term fans
and there’s an absolute bucketload
of them. Settings include Pool Table,
Museum, Kitchen, Roof Top, Street,
Chicken Coop, Loft, Sewer, Woodwork,
Bathroom, Fast Food, Garage, Science,
Salon, Office, Garden, Bedroom,
Boat, Shopping Mall, Library, Beach,
Garden Centre, Butcher’s Shop,
Supermarket and Swimming Pool,
each with two or three courses.
There’s even a track editor function!
There are also 750 vehicles to unlock
— although the actual number is far
less as each class has a whole host of
variations to collect.

Those of you who played v3 will
have some idea what to expect
graphics-wise, although the plain

T
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[up] The world’s smallest showroom

shading has made way for textured
worlds which, although relatively
simplistic, still look good and serve
the gameplay well. Thankfully the
lame-ass characters from v3 have
been dropped which was a very
wise move.

Micro Machines vy is also coming
to the DS and PSP which should be
interesting. Will everyone still be on
the same screen? Or will it be a little
more like a normal racing game? We
don’t know, but Codemasters had
better give us four copies so we can
find out!

SYSTEM: PC, PS2 CATEGORY: MULTIPLAYER RACING  PLAYERS: 1-4 DEVELOPER: SUPERSONIC DUE: MID-LATE 2006
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FINAL FAMNTAHASY L
OIRGE OF CERBERLS

There’s a strange habit that
Y scems to be getting more
prevalent amongst Japanese
developers — English main menus
that lead to a dense scroll of Kanji
making navigating an interesting
prospect. The code we have played
of Final Fantasy VII: Dirge of
Cerberus follows this trend. After
going through the main menu
with its standard array of Single
Player, Online and Options, we were
lost, resorting to trial and error to
find out how to use items, change
controls and the like. With this

WHAT WE’D LIKE TO SEE:
No méere Final Fantasy VI
spinoffs.

in mind, Dirge of Cerberus is still
turning out to be a far different
game than we expected.

When Dirge was first announced
and footage/cutscenes were shown
the game appeared to be a Devil
May Cry clone, prompting us (and
others) to dub the game “Vincent
May Cry” as what we saw was a fast
paced third person action game
with Vincent, the emo vampire from
Final Fantasy VII, running around
shooting and slashing his way
through a horde of enemies. Our
first impressions couldn’t be further

I'm here for the Malice Mizer impersonator auditions

SYSTEM: PS2  CATEGORY: ACTION
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PLAYERS: 1

from the truth. In reality, Dirge of
Cerberus is shaping up as a game
more akin to Resident Evil 4 than it is
to Devil May Cry. Being in Japanese
(where’s Bryce when we need him?),
we're not too sure about the plot
but here’s what we know so far:

the opening, beautifully rendered
cutscene shows a big explosion,
some news footage of the disaster,
Vincent trying to shoot an old
scientist, another big explosion and
the vampire being rescued by Yuffie
piloting a sky-cycle. The game takes
place three years later with Vincent,

DEVELOPER: SQUARE ENIX

[up] Stand back, you're not emo enough

trying to get his life together being
drawn into a bigger plot when the
town he is staying in is attacked
without warning (in another
gorgeous cutscene) by Deep Soldiers
(presumably part of SOLDIER from
FFVII) and the townfolk are rounded
up for some nefarious purpose.
While Vincent'’s high flying,
jumping and shooting action in the
cutscenes may serve to reinforce
the opinion that this will be a balls
to the wall action game, the actual
gameplay turns out to be a lot
slower, with Vincent, in what we've
played, running through the streets
freeing townsfolk and shooting any
Deep Soldier stupid enough to get in
his way. The action is presented in

DUE: LATE 2006
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[up] Shoot then brood

a third person, behind the shoulder
view when his gun is readied and a
more conventional screen centred
third person when the gun is
holstered. Players can also switch to
a first person mode for easier aiming,
although this does make some of
the navigation a little more difficult.
Throughout his adventures, Vincent
can upgrade and modify his gun
with a number of interchangeable
barrels and chambers — the three
barrels, long, medium and short
influence the range of the weapon,
the accuracy and the rate of fire,
and the chambers can turn the gun
into a shotgun, grenade launcher
and the like. We haven’t been able
to experiment with this feature as
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“Bet you didn’t miss me!”

yet but it sounds like an intriguing
concept. Vincent also has the ability
to turn into a giant beast for a

short period of time. During the
transformation he is only capable of
melee attacks but does considerable
amounts of damage. While the
action doesn’t feel nearly as fast
paced as originally hinted, it feels
like a solid basis for a game. Now all
we need is a narrative a gaijin can
understand.

As of this stage Dirge of Cerberus
has no official distributor in Australia
but we would be very surprised if
the game wasn’t picked up given the
popularity of the Final Fantasy series.
We'll let you know more details as
soon as they come to light.

|
we ,‘i DIRGE of CERBERUS - FINALL
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And then the world blew up
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ILIUA PINATH

While the Xbox has largely
D9 peen seen as a more
“hardcore” console, Microsoft are
desperate to appeal to the lucrative
mainstream market in the next
generation. Xbox Live Arcade is
a good example of trying to get
all the members of the family
interested in using the Xbox 360
(however crap the cast majority
of games currently available may
be), while Viva Pinata represents an
attempt to build a “mass-appeal
entertainment property” across
multiple mediums. What does that
mean? In addition to the Xbox 360
game, there’s also going to be a
3D animated TV series thanks to
Microsoft partnering with 4Kids
Entertainment. And don’t forget the
merchandising down the line.

RARE-BRAINED?

While this could be seen as nothing
more than a constructed attempt to
create a craze a la Pokemon, Viva
Pinata is not without its charm.

SYSTEM: XBOX 360 CATEGORY: SANDBOX  PLAYERS: 1
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Much of this comes from the fact
that it’s the brainchild of Rare, and
a game that they’ve been thinking
about since 2002. The basic concept
was a world where you built and
maintained an ecosystem, attracting
animals to it and trading them with
friends.

From the first prototypes the game
moved onto Xbox, then 360, and the
animals became pifiatas — to give
the game its own aesthetic stamp
- along the way. While this is a
game that’s designed primarily for
a young audience, the interesting
open ended approach and lush
visuals should help it find a wider
audience, in much the same way
that Pokemon or Animal Crossing
seem cute and kiddie but actually
have serious gameplay value.

All your efforts in the game will
be geared around creating an
environment that the pifiata animals
want to live in. From a first person
perspective (think of it like a God
game) you'll sow seeds and grow

grass - starting off
slow, before expanding
and adding more
variety and structures to your world.
The first pifiata that you'll attract
will be a worm, which will in turn
attract birds and so on through the
food chain until you have a complex
ecosystem. It will be your job to
ensure that the pifiatas are happy,
to quell any friction and to keep
an eye out for “sours” —malicious
pifatas that like to cause trouble.

There are over 60 pifiatas to
attract, with the overall objective
being to have every type of pifata
living across your ever expanding
land. In a nice touch areas and
pifiatas outside your haven will be in
monochrome. When a pitiata decides
to live in your world — or you expand
your territory, it will tumn to colour.
And what colour! If you thought
Kameo was bright enough to bumn
your retinas to their core, then Viva
Piflata somehow ups the ante.

Pifiatas can also have offspring

— mating is represented by two
pinatas dancing, then a stork delivers
the child. No, we're not kidding.
Unfortunately at this stage it seems
as if pifiatas can only breed with the
same species. It would have been
cool to get some genetics in there,
as trading would be much more
interesting with interesting hybrids.

The Live functionality nonetheless
sounds cool. Each pifiata will be
tagged with information about
where it came from, so at least
there’ll be come unique elements
to encourage trading. Plus, there
will be both free and ‘premium’
downloadable content, so this is a
world that could keep expanding.
It's a little too early to tell whether
it will actually be fun, but colour us
intrigued.

WHAT WE'D LIKE TO SEE:
Fingers crossed Rare aren’t
wasting their time and
talents on a game that

no one cares about. See:
Grabbed By The Ghoulies.

DEVELOPER: RARE  DUE: LATE 2006
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RISE Er FALL.:

You may have heard that
99 stainless Steel Studios, the
guys behind the original Empire
Earth, closed down late last year.
They were at the alpha stage of
developing the anticipated strategy
title Rise € Fall: Civilizations at War,
but it seems that even developer
death can’t stop this game.
Publisher Midway have given the
title to Midway San Diego and the
game is now on track for an early
August release. Will it have the
polish and balance required for
this style of game? We won’t know
for sure until we get the review
code, but it’s certainly still looking
promising.

WHEN MEN WORE TOGAS

The game is set in the ancient world,
with the Persian, Greek, Egyptian
and Roman empires all accounted
for. One of the most interesting
things about Rise € Fall is the hero
command. What this means is that
the game is generally viewed and

controlled from a traditional RTS
perspective, but you're also able to
jump into a third person viewpoint
of your hero character and actively
take part in battles yourself. This is
dependent on having stamina, so
there will be limits on how much
time you spend in third person, but
the ability to move back and forth
between the strategic viewpoint
and the tumult of battle makes for a
nice change from always being the
overseer. There are eight hero units in
the game — Julius Caesar, Germanicus
Caesar, Cleopatra, Ramses the Great,
Sargon, Nebuchadnezzar, Achilles
and Alexander the Great, each of
which has their own weapons and
special abilities. You'll be able to
level up your hero units and gain new
powers as you progress too.

Of course it’s not all about the
hero units, Rise & Fall also sports
80 unique units, from archers and
cavalry through to battering rams
and siege towers. Naval combat is
also a major focus for the game,

WHAT WE'D LIKE TO SEE:
The Hero Mode as more
than just Dynasty Warriors

and some strategy!

Ancient Weapons 101: The Khopesh

giving you control of accurately
modeled biremes and triremes and
allowing you to ram and board
enemy vehicles. And of course, you
have full control over the units you
place on the ships — do you want
infantry, archers or catapults?

Like most RTS titles, Rise & Fall
should really come into its own in
multiplayer. Midway San Diego
haven'’t said much about the modes
that will be available yet, but we do
know about one team mode where
one player manages the battle from
the standard tactical viewpoint and
the other plays the entire round as
the hero unit. Very cool. The game

will support multiplayer for up to
eight players.

Rise & Fall is no slouch in the
graphics department either. The
engine effortlessly throws hundreds
of units around on screen at once,
not to mention battleships and siege
machines, with some nice touches
such as dense swaying vegetation
and realistic water. Of course, the
test is how the game looks when
you're playing as your hero unit, and
while there’s room for improvement,
it's pretty convincing. Hopefully by
the time the game hits retail the Al
and animation quirks will be sorted
out. Full review soon.

SYSTEM: PC CATEGORY: RTS  PLAYERS: 1-8 DEVELOPER: MIDWAY SAN DIEGO DUE: AUGUST 3
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BATTLEFIELD 2142

EA and Dice are taking
) the Battlefield franchise
somewhere a little different for
the next game in the series. Cue:
the future, 2142. A new ice age
has arrived, rendering most of
the land on the planet unliveable.
Two super powers have risen and
are fighting tooth and nail for the
habitable land left. They are the
European Union and the Pan Asian
Coalition, and both are armed to
the teeth with futuristic weaponry
and equipment. We’re talking hi-
tech assault rifles, cloaking devices,
drones, EMP grenades to disable
vehicles, highly maneuverable
aircraft and even mechs. Yes,
mechs. Of course, players will still

have the basic kit choice, this time
pared back to four loadouts — the
sniper kit, support kit, assault

kit and anti-vehicle kit. From

what we’ve seen so far, many of
the environments are very urban
in nature — definitely the native
habitat of the mech, and a great
staging area for massive 64 person
futuristic battles.

It's definitely a change of pat;,
and a refreshing one at that,
allowing Dice to really get creative
with their warfare, while still
aiming to deliver a game that’s
intuitive to play, and allows for a
myriad of strategies to evolve as
players learn the ins and outs of
the game. More soon.

SYSTEM: PC  CATEGORY: ONLINE SHOOTER

Never take fashion advice from either of these two

SYSTEM:

PS2/XBOX CATEGORY: FIGHTING

As the series gets older the
99 Mortal Kombat franchise
seems to be getting better. Not
only did the games grow in
complexity with the move to 3D
in Deadly Alliance, it also evolved
to a new level of co-op fun with
Shaolin Monks. And now the game
looks like it’s going to be evolving
in scale as well. Mortal Kombat:
Armageddon, which is being touted
as the last in the series (although
the game will undoubtedly come
back in some form on a next-
generation system), is set to be a
MK fanboy’s dream. Like Stansfield
in The Professional, Mortal Kombat:
Armageddon is the type that looks
around wildly and screams “get
me everyone. EVERYONE!”. That’s
right, Armageddon will feature
every character who has appeared
in a MK game. What's more,
Armageddon will offer players a
Kreate-a-character (sorry, karacter)
mode allowing them to make
their own fighters, complete with
custom fatalities! Naturally these
fatalities probably won't be half as
gory/funny as the scripted fatalities
but it’s a damn cool addition

v

PLAYERS: 1-64 DEVELOPER: DICE DUE: LATE 2006

nonetheless.

The combat system will remain
quite similar to the previous two
3D titles, Deadly Alliance and
Deception, but we have heard that
there will be an active block/parry
ability added to the fighting
engine allowing the player to block
and counter with precise timing.

It has also been suggested that
Armageddon will put slightly more
emphasis on aerial combat so new
attacks, air-throws and counters
have been added.

The other significant change to
the franchise in this last instalment
is a rather serious overhaul of the
fatality system. Instead of simply
standing at the correct range and
hitting the right buttons, fatalities
will now feature fatality combos,
so if a player pulls off enough
move sequences in the time limit
they might not only tear out their
opponent’s heart but also their
brain, spleen and lungs. Atany
rate, and as strange as this makes
us feel, we can’t wait to see more
of MK: Armageddon. It looks like
a fitting end to the series in its
current form.

PLAYERS: 1-2 DEVELOPER: MIDWAY DUE: OCTOBER
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OK, the name may be more
99 thanalittle clunky but we have
been assured that it's only a tentative
title. A clunkier, though more
appropriate title for the game could
be something along the lines of,
X-Men 3: The Prequel, X-Men: The bit
in the middle or X-Men 2.5. Instead
of simply acting out the events of the
film as so many adaptations are want
to do, Z-Axis have instead opted to
travel the far more interesting route
of showing the events leading up to
the film. The result of this is twofold;
players are given backstory and not
simply a whole heap of spoilers and
characters not necessarily in the film
can be utilised without seeming to be
shoehorned in. As many of you will be
aware, the character of Nightcrawler
will not be reappearing in the third
X-Men film. X-Men: The Official Movie
Game will explain his absence.

In a move that’s guaranteed to
please and disappoint X-Men fans in
equal measure, only three characters
are available to play; Nightcrawler,

It's so cold up there he’s gone all blue

Iceman and everyone’s favourite
feral Canuck, Wolverine. Each level is
tailored exclusively to one character
utilising their strengths and powers;
Nightcrawler’s levels require rapid
movement, light puzzle solving
and quick hand-to-hand combat,
Wolverine is all about getting up
close and personal to let his claws do
the talking and Iceman, strangely,
has been cast as the flying hero,
mostly sliding around on an ice
bridge utilising ranged attacks.
Whilst Iceman feels a little odd to
us, both Wolverine and especially
Nightcrawler feel fantastic. Z-Axis
have wisely decided to give players
near permanent access to their
powers so with the blue German you
can “bamf” about to your heart’s
content and Wolverine constantly
regenerates health.

As it currently stands, Nightcrawler
is the highlight of the game,
with each of his levels that we've
seen offering numerous places to
teleport to/climb up/jump from and

allowing him to seamlessly integrate
teleporting into melee combat. After
a few seconds of familiarisation

with the controls you'll literally

fmd yourself bouncing off walls.
Wolverine also handles well with a
number of hand-to-hand attacks
and combos. In keeping with the
character, Wolverine constantly
regenerates health but this skill

can be boosted if he is not taking
damage. Wolverine can also work
himself up into a berserker rage by
doing damage to opponents. In his
rage mode, Wolvie does a good deal
more damage and regenerates health
at a very fast pace, even healing
wounds that normal regeneration
will not. Iceman on the other hand
from what we've seen spends most
of his time flying around engaging

enemies at long range with ice blasts.

We may not particularly have liked
how the character handled but one
of the levels, a boss battle against a
giant flaming reptile coiled around a
nuclear silo looked spectacular.

We don’t know too
much about the plot
at the moment but
that doesn’t mean
that it doesn’t excite
the comic book nerds
in all of us due to the
fact that is has been
co-written by X-Men
luminary Chris Claremont, a
man who had a 16 year run
penning Uncanny X-Men and
the co-scribe of the second and
third X-Men movie, Zack Penn. If
there are two people who should
be able to write a compelling and
faithful script it’s them. So far we've
seen the game running on both Xbox
and Xbox 360 hardware. The current
generation code looks good but as
seems to be becoming synonymous
with Activision 360 titles, the next
generation graphics only seem to be
an incremental improvement. There
are still a couple of months to go
until release so we should hopefully
see some more polish by then.

SYSTEM: GCN/PC/PS2/XBOX/XBOX 360 CATEGORY: ACTION  PLAYERS: 1-2  DEVELOPER: Z-AXIS (PS$2, XBOX AND XBOX 360) DUE: MAY
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A red hot Ferrari.
the palm of your hand.

‘ the floor in the Ferrari
of your chaice and burn your way across the U.S.A. From the
winding roads of San Francisco to the beautiful beaches of
Miami, grip the wheel and go coast to coast.
fit Push 13 different Ferrari cars to their limits

fit Master 30 stages, including 15 new US themed tracks and 15 original
OutRun arcade levels

f® Take on up to 6 players on PSP wireless and infrastructure modes, PS2
Net Play or Xbox Live

Available on PSF, PS2 and XBOX from 6th April 2006

TESTAROSSA 360 SPIDER 3656754 (DAYTONA) SUPERAMERICA
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DEVELOPER: RADICAL ENTERTAINMENT = DUE:

PLAYERS: 1

BOX = CATEGORY: OPEN WORLD

SYSTEM: PC, PSZ;

In which Daniel Wilks travels to Spain to live the high life

hen Tony Montana spoke
those words little did we
know he was speaking the

truth. Since the 1983 release of
Scarface, Hollywood cinema hasn’t
truly seen another character like
him, a violent, homicidal, amoral,
greedy, murderous bastard. He's
a villain pure and simple. His only
semi-humane quality is that he
refuses to kill women and children
but rather than making him a hero
it just makes him slightly less of a
monster, allowing people to write
about him in lower case rather than
having to resort to capitals all the
time. He's powerful, intimidating,
frighteningly charismatic and a
force of nature; now he’s also the
main character of a game. This
isn’t just any old movie adaptation
though, no playing through the
plot of the film for you. Scarface:
The World is Yours takes place
immediately after the film ends.
Anyone who has seen the movie
will know this is a controversial
choice as there doesn’t really seem
to be too far Tony can go after the
end of the movie; after all, he does
get shot in the back at close range
by The Ghost, the silent hitman

in the employ of Sosa. Never fear
— Scarface is not some strange
Zombie treatment of the film, seeing
anow dead but still coked up
Tony Montana launching the most
successful illicit brains operation

in the Florida Keys (although that
would be pretty cool); the film is a
“what if?” approach to the material.
What if Tony Montana killed The
Ghost instead of the other way
around? Well, what happens is that
Tony Montana kills a lot of people
and has to build his cocaine empire
up again.

MY BALLS AND MY WORD
The opening gun battle in the
Montana Mansion really highlights
what is to come in the game. It's
bloody and brutal but also a lot of
fun. Armed with his “little friend”
and coked off his dial, Tony

blasts his way through an army of
Sosa’s men. The combat system
used a nice mixture of lock-on
and manual aiming. The lock on
isn’t a snap-to style of aiming,
rather simply a lock on to the
nearest enemy in front of you. It's
apparently quite possible to play
through the entire game in this
fashion but that loses some of the
point and all of the impact. While
locked on the player can control
the crosshairs to target individual
body parts to do more damage or
even blow them off. Amusingly
the developers have even allowed
players to target the left and right
testicle independently. Aside from
the chuckles, the independent
targeting adds to one of Tony’s
most important abilities, Balls.

HYPERY» 5
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As Tony says in the film he has
two things, his balls and his word
and he’s not going to break them
for anyone. In the game, Balls is
representative of the Montana habit
of flying into a blind rage. After
causing enough carnage (enough to
fill the Balls meter anyway), Tony can
fly into a blind rage at which point
the game switches to a first person
perspective. In this mode Tony is
all but unstoppable and capable of

————.

AFTER THE GUNFIGHT
IN THE MANSION
EVERYTHING GOES
BACK TO STEP ONE;
TONY ALONE, POOR
AND POWERLESS

O e ——

dishing out big time damage. During
this time the player also regenerates
health. Although it has not been
confirmed it was hinted that this
will be the only way in which Tony
will be able to regain health rather
than looking for the normal health
packs to appear. If this is truly the
case then the game will have a much
more balls to the wall approach to
combat (excuse the pun) than most
other free roaming action games
as combat will be a way to regain
health rather than lose it.
Aside from shooting people,
Tony has one other way
of raising his Balls meter
— taunts. It's pretty safe to
say that in the film, Tony
Montana has quite a
way with words. His
ability to verbally abuse
opponents is second
only to R. Lee Ermey
(Gunny Hartman
from Full Metal
Jacket) and this is
translated well
into gameplay.
In between
shots, players
can taunt
targets,
intimidating
them and
essentially

racking up kill combos, making

the balls meter grow faster than
simply fighting. Other elements

of the combat system include up
close and personal finishing moves,
what promises to be a robust melee
system (not demonstrated during
the event as it still has not been
fialised) and the standards such as
cover and being able to sprint for
short periods of time.

DON’'T UNDERESTIMATE THE
OTHER GUY’S GREED

Naturally combat isn’t the only
thing there is to Scarface: The World
is Yours. After the gunfight in the
mansion everything goes back to
step one; Tony alone, poor and
powerless, doing what he has to do
to survive. The bulk of the gameplay
revolves around raising Tony to his
former status. In other words the
game is about being the best gosh

darn drug dealer you can be. Never

fear moral crusaders, Scarface isn't
going to teach your kids how to
become mid 8os drug czars unless

in the real world buying and selling

drugs revolves around fndinga

shifty looking guy in any one of the

hundreds of alleys dotted around

the city and playing.a button tlmmg

haggling mini-gam
don’t time your b
they might shoot yo!

Building a drug
around both story

around Miami. To
boroughs Tony mu
drugs, buy shopf

the drug warehous
an epic battle akin
man5|on shootout

money for missions and
fun, the game world will re
differently to him; if you ca
someone early in the game people
will run screaming or deliver some
pretty harsh verbal tirades =do
it when you have power in th
borough and they may apologi
for not recognising you and

actually give you their car. After

SAY HELLO T0 MY LITTLE FRIEND

Not in a sexual way mind you. More in a,
kind of way. You see, I have an uncanny abili
just in time for housekeeping (who have presums
few times to see if I was in) to walk in to straightehJ the
bar and otherwise do the housekeepery stuff I am other
Spain it happened again. I step out of the bathroom, th
bathrobe to almost run into a slightly overweight middle age
She didn’t speak English and my Spanish runs about as far as e um
the location of a mentally disturbed chicken (donde esta el pollo ipcd"
was a moment’s silence, a little fidgeting and me checking the folds of my robe
to make sure Lil’ Bad Cop wasn’t poking his head out to see what the fuss
was. She said something. I mumbled something. She left. The next morning I
remember to hang up the Do Not Disturb sign. Non Molesten.

conquering Miami, Tony can extend
his influence to the Bahamas and
eventually even take the fight to
Bolivia and Sosa himself.

Now for the inevitable GTA
comparison — on the surface, .
Scarface is very much one of the GTA
inspired games that have appeared
on shelves in recent years. It has all
the hallmarks of the breed; a large
living city devoid of load times,
the ability to interact with any
NPC, story missions as well as side
missions, a killer soundtrack and
even the abmty to steal vehicles,
Underneath all this, however,

A has a he !ofa | tof its own

an those in the GTA \
of the inhabﬁants‘ha‘s o

tone of the film - after all, Tony"s
downfall in the movte comes whe

_ =T




as games go hopefully the fact that
Tony never uses drugs and drug use
is never glamourised in the game
will sit it in good stead for release.
Even if you can’t take drugs and
beat up innocent people there is
still a lot to do in the game with
your ill-gotten gains. There are
numerous collectable items that can
be purchased ranging from cars
to buildings, weapons, hirelings
(who we have no real information
on but can perform tasks like
bringing a car to your current
location or assassinating enemies)
and outfitting your mansion to
reflect your decadent lifestyle. You
can even use your money to invest
in businesses or film production.
Some investments will simply help
the player make even more money

but others will actually influence
gameplay, giving the player
access to more combat abilities or
even allowing them to “cheat” in
the game. | put cheat in inverted
commas because at the current
time we have no idea what “cheat”
exactly means in this context.

At this stage of development
Scarface is looking very solid. The
engine is very attractive on current
generation hardware and the
gameplay looks as though it should
appeal to both GTA fans and fans of
faster paced action games. Now all
we have to do is wait a few months
and hope that everything goes right
for a local release.

What is a PR gig without booze
and girls in bikinis? To be honest I don’t know and I’m not all that eager
to find out. Being a game about the world being yours and all, the event

of course featured copious drinking (from which I abstained due to jetlag
but had much fun watching the Brits and Germans get rat-arsed and have

a go at each other) and 25 comely lasses in bikinis. Although ogling some
Spanish lovelies (and a few English imports) was fun for the most part
you couldn’t help but feel a little sorry for them. After chatting to one

of the girls, who heard my accent and talked at me incessantly about an
“absolutely brilliant” (repeat ad-nauseum) trip she had taken to the Gold
Coast a few years back, I discovered that part of their contract stated that

they could not cover up in any way; if they did they wouldn’t get paid. It
was OK for us — there were a number of lovelies in skimpy outfits including
a couple with slightly less on than the girls in body paint at the Playboy
Mansion - but the temperature averaged around 15 during the day and 10
or so at night. Not exactly bathing suit weather.
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NCARFACE:

THE INTERVIEW IS YOURS

Disclaimer: The following interview contains quite a bit of profanity. If you have a sensitive disposition
then you should probably look at some screenshots of the new Pokemon game or something. You have been
warned. For those that want to complain without actually having read the interview, the word “f**k” or
derivations thereof appears 28 times.

DW: Can you give me a brief rundown of
what you do at Vivendi?

Pete Wanat: Currently | am an Executive
Producer and this is Dan Bedilla who is an
executive producer on Scarface. We both work
out of LA for Vivendi Universal games. What
we do is we interact directly with Universal,
with sales, with marketing, with PR as well,
every different aspect of what a publisher
does. What we are not is the developers,
coders, artists, or part of the creative aspect
which is done up in Vancouver by the Radical
team up there. What we do is we help them,
we add focus, we work with Universal directly
so we know what the IP holder wants and
expects from its game. We interact with them
on a weekly basis making sure we capture

the feeling of what the IP is and we work with
every single group in that from marketing to
sales to PR, QA; so we're sort of caretakers of
the game. We find the IP first and then we sit
down with the developer, in this case when
we first started working with Radical, Radical
was an independent developer so we helped
pick them as a developer and then later on
when we started working with Radical on more
and more games and eventually we (Vivendi)
went on to purchase Radical turning it into
an internal studio within Vivendi. So what we
do is really add focus and drive, make sure
everybody is on the same page for the type of
game we're making and help keep the torch of
the quality at a certain level and really make
sure the game is the best it can be.

With the IP, exactly how and why was it
chosen? Was there a watershed moment
when you thought this was the right time
for it to happen?

PW: | think there were lots of different
reasons to do Scarface. Scarface is now more
relevant than it ever has been. It is so much
more popular today than it was when it was
released at the cinemas.

It bombed at the box-office.

PW: Yeah. | think it was an incredible film
but now it even sort of transcended “cult
favourite”. In the US it’s the largest grossing
library DVD of all time. So it is so much more
popular and if you look at the current state of
movies and stuff like that, what are we going
to do? Make a game based off a new Star
Wars movie? F**k man, the Star Wars movies
all f**king suck. Lucas went from, like, my
childhood genius to being a f**king retard
with a camera. | don’t care how many {**king
digital effects you add to a movie...
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And how many toys you can market.
PW: ...what Scarface had, it rings
more true now than even when it was
released. Of course we wanted to do

a game like Scarface because... going
back and taking a classic and making it
into a game is so much more appealing
than trying to force feed a toy brand
generic movie license IP and slap that on
a game.

still with the IP, upon release it’s
bound to gather a lot of controversy,
especially with the current state of
legislation in the US, legislation in
Australia and Europe looking to
jump on the bandwagon. What type
of thought has gone into that? The
game’s all about being the bad guy,
about being the best drug dealer you
can be.

PW: To make a game where you don't
play the good guy. I'm so tired of
being told no and being safe. Gamers
can get that from 1000 other f**king
publishers who make games like that.
For Scarface it’s like here’s a chance to
take something where you don't play
the f**king hero, you know. You play
the villain.

He’s not even an anti-hero. There’s
very little good about him.

Dan Bedilla: The only thing that's good
about him is he won’t kill women and
children but he’s in a totally dirty
business and he’s surrounded by dirty
people.

PW: You know what? The film Scarface
was, you know, the idea for it was off the
original Scarface film...

Which had massive problems when it was
released.
DB: F**k yeah, that whole prohibition period.
PW:...I think the game follows that lineage
of what the Brian De Palma version does
and so we’re not being controversial to be
controversial, what we want to do is we
want to make a game that reflects the soul
and vibe of the film. You cannot do that
without involving violence and drugs and
profanity and women and sex and violence to
unbelievable degrees and if that’s what’s right
for Scarface, and it clearly is, then that’s the
type of game we're going to create. | feel bad
for Australians who will get a game that has to




be toned down for the ratings board. It’s time
for the Australian gamers to stand up and say
“this is f**king bullshit, we are an art form, we
deserve to be treated the same as a movie or

a book or any other type of art”, and the fact
that the Australian government discriminates
against games and gamers is insulting to
f**king everybody. My hope is that something
happens between now and when we release the

| .and people who piss all
don't feel they're worth the
ng is not a medtum

\a d books do. If they can
ustralia then they certainly

Entertainment Assocxatmn of Australia)

of gamers and non gamers about gaming

abits, average age and the like. The

verage age is in the early 20s and from
the non gamers who didn’t know there was
no R rating for games the overwhelming
~ majority, around 80% fhﬂught there should
be an R rati ‘
PW: The best pa fm' gamers is that non
gamers, people who didn't grow up with
games, they're dying in greater numbers
every day, OK? That generation that doesn't
_get games, thank god they’re getting old and
{**king dying. The problem that we have is that
. don't take us seriously as an art form and
~ we, myself as a producer who has worked in
the industry for a number of years, we've seen
us grow up as an industry.

DB: We were there when it started with Mortal

Kombat at Acclaim Entertainment. When

Mortal Kombaat started it was like, “look at the

~ blood and the violence” and all that stuff and

_everyone was like, it was on TV, it was on the

_news and everything. Everything was brought

to the forefront and now they're trying to tone
us down as a medium but you have movies

_where everyone goes to R rated movies and
sells the DVDs but all of a sudden some Hot

_ Coffee action happens and now we're being
attacked for it.
PW: The whole Hot Coffee thing is the biggest
 piece of f**king bullshit. The code is locked
_away. Anybody who exported that code out
. should have gone to gaol. That was never
_meant to be seen, they locked it away. None of
the Hot Coffee, all that thing where Take 2 had
_ torecall it and update its version of the game
__is such f**king bullshit. They locked it out.

Players should not have gone into that code.
They're breaking the EULA that they have in the
beginning of every f**king game. You cannot
tamper with the code. If somebody tried to
steal cable f**king television or steal a f**king
music disc they would be prosecuted. Or if you
pirated a movie. But if you go and you break
into somebody’s sacred f**king code and you
tamper with it so you can expose something
the developer had locked away that’s f**king
bullshit. That’s total f**king bullshit.

The OFLC RC San Andreas because they
considered Hot Coffee to be controversial

content in the game that they hadn’t been
shown at time of review.

PW: But it wasn’t in the f**king game! It was
locked away!

I guess the fact that it was on the disc made
them consider it was in the game.

PW: Bullshit. The bottom line is that it wasn’t in
the game. It was locked out. There’s no way for
you with a normal, conventional PlayStation

to be able to play the game and unlock Hot
Coffee. There’s no cheat code that unlocks Hot
Coffee. You have to go in and use some sort

of tampering device to sniff around and find
something and unlock it. Those people should
have gone to gaol for it. | feel really bad. San
Andreas is one of the best f**king games of last
year. A huge inspirational source for us making
an open world game. That was bullshit. | have
a major problem with it. There's not going to
be any content in Scarface that’s locked away
and hidden. You'll see everything we have. It's
all on screen.

DB: We've learned from a lot of mistakes that
other games have made. We made sure we did
a lot of research on open world games.

PW: You didn’t feel like we pulled any punches
with what we showed, right?

Hell no.

PW: (laughs) In addition to not pulling any
punches, do you feel like Tony Montana? That's
the thing. Nothing that we do, we’re not trying
to be controversial, we're trying to be true to
the IP.

DB: We work too closely with Universal not

to. They see everything. We have such a great
relationship with them and we want to keep it

going.

It’s nice to see with a license title that it’s not
just a case of someone buying a license and
slapping a game on it.

PW: | think if we had just wanted to license slap
we would have come out last year. The fact that
we have a company that committed not only to
giving the game more time but doubling the
size of the development team. Literally taking
two development teams and putting them
together, you know. I'm not talking about, you
know, the f**king EA Horde where you just put
300 people on a f**king game to get it out the
door. We did it and said we were going to do

it for a full year. That is echoed throughout the
game. Dan can probably talk about gameplay
better than I can.

DB: Initially we looked at a lot of other games
in the open world genre. One thing that a lot
of people have problems with play wise is
targeting. Combat mechanics. So, since this is
a third person game, we looked at other third
person games that are popular, that people
love and specifically at their targeting. We
looked at Mercenaries and SOCOM and stuff
like that and we considered targeting for the
newbie player all the way to the hardcore guy
and we said let’s take some of these things
that will appeal to a new player and a more
hardcore/advanced player and we really took
a great lock on system and combined it with
a little analogue movement so you don’t feel
like you're just locking and firing, locking and
firing. You can lock, move around, fire be more
advanced and then you can have a total free
look system that doesn’t have any snap-to or
anything. It’s player control all the time and
there’s a heavy reward for playing that way.
You have a total hybrid system keyed towards
both sides.

How early in development was the decision
made to have Tony’s verbal abuse and taunts
involved in gameplay?

DB: Taunts have been in from the get-go. It's
something that has been a huge staple in the
game and we’ve plotted out even more and
added in more taunts. It doesn’t get tired.
You just want to keep taunting the whole way
through.

PW: I've said before, we don’t have a taunt
button. We have a f**k you button. It may not
always say “f*"k you” but you know if it’s Tony
what he’s conveying is basically “f**k you”.
DB: "F**k you”

PW: And that’s the real difference. I've even
tried to convince them (Radical) to remove the
taunt button and just call it a f*k you button
because that’s what it’s all about. Tony just
really giving it to everybody.

DB: He’s Tony f**king Montana baby, that
about says it all. <+

YOU CARRYING? - Yowd think that a country that not only had a terrorist bombing on a train in the
very recent past as well as having their very own terrorist organisation prone to the occasional act of
violence, the ETA, would have some pretty stringent airport security. Such is not the case. Any of you

who have travelled to a Visa Waiver country will be familiar with the forms you need to fill in to enter
a country where you put down how you came in, what flight, what carrier, your place of residence in
the country and you tick a little box saying that if you screw up on their turf they will bone you local
style. We got one of them on the plane but this was the first indication that security may be a little
lax. The form appeared to be photocopied and a little off centre at that. “Ok”, thinks I, “maybe they
ran out of the good ones” but apparently not. We hit the ground and clear customs in five minutes
flat. The old guy manning the Passport Control booth never looks at my passport, he simply opens it
to the middle and stamps it. It was lucky that the laser printer sign sticky-taped to the booth told me
to walk on through and collect my bags otherwise I wouldn’t have known. The trip out was exactly
the same. After a few days in Malaga I realised why the authorities didn’t care for airport security

— if there was a bomb on a plane it would only blow up the residents of Malaga — middle aged Brit
imports who are busy trying to relive their childhood, mostly at the top of their lungs.
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THE ELDER
SCROLLS IV:

OBLIVION
After all the hype,

can Oblivion live
up to expectations?

E ]
RHReviewrs -

Game Theory

SEAMUS BYRNE

Next-gen discs already dead

Could it be that Sony's
biggest regret in the
coming disc format war is
having pushed yet another
proprietary format out with
the PSP2 UMD has been a
maijor kick in the pants for
Sony. Recent news indicates
many movie studios will
disappear from the UMD
space very soon, as it's believed they've all
been losing money on the format. Was it only
obvious to everyone on the consumption side
of the equation2 Which genius thought we'd
like to pay DVD prices for a single-platform
disc with nothing special to show for it¢ We can
only hope UMD will stand as an historic low-
point in the corporate copyright mania of the
noughties...

The thing about UMD is that its failure is
timed right here on the cusp of Sony’s big push
for high-definition supremacy. In a Reuters
story on the subject, there is a quote from a
‘high-ranking exec’ at Universal saying, “It's
awful. Sales are near zilch. It's another Sony
bomb — like Blu-Ray.” Ouch! Universal has
an exclusive agreement with HD-DVD, so they
have a vested interest in dissing Blu-Ray any
chance they get. But there is no mistaking the
ammunition is there. UMD makes Sony look
bad to the people they need most going into
the Blu-Ray launch — the movie studios. Not to
mention the gullible users who actually thought
it would work as a movie format.

For Sony, Blu-Ray is the heart of their next
gen console because they need it to be the
platform on which their control of the next
generation of movie viewing is based.

Good news for Sony. Global tech research
firm Forrester backed Blu-Ray for the win back
in September. It has more support, better
capacity, better copyright control, and PS3 will

give a superior install base. Bad news. Forrester
believe this will be a pyrrhic victory. The years
of delays have made general consumers
nervous to buy in on something that won't

have everything they want available to it. Early
adopters are already looking ahead to even
more advanced formats, like holographic media
that will boast Terabyte storage. Add to this our
investment in DVD libraries. I'm quite happy to
keep watching mine, thanks very much. DVDs
may not be high-def, but they still look better
on an HD screen than on an SD, so we aren’t
entirely going to be walking in the dark ages.
DVD has delivered an excellent intersection of
storage, quality and price. Like the recent slow
down in PC upgrades, when most consumers
are happy with what they’ve got, they feel no
need to buy again.

Back with Forrester, what it sees as the big
trend (and no doubt you do too) is digital media
stored on general storage formats. The future is
downloads, not discs you buy in a store.

Following the theme, what has worked for
the PSP is the Memory Stick Duo. It may be
another proprietary format, but it has a far
wider base of use and it is a tabula rasa. You
compress your own library to suit your own
preferences. Sony may not be happy about
it, but without it the PSP would be doing it
very tough.

On the future death of discs, Peter Moore at
Microsoft may have said it best. “Whether it’s
5,10, 15, 20 years from now, the concept of
driving to the store to buy a plastic disc with
data on it and driving back and popping it in
the drive will be ridiculous.”

We'll get some more fanfare once Blu-Ray
and HD-DVD officially arrive, but there’s a good
chance they could both be dead by the end of
the decade. Digital evolution is only getting
faster, and for those who go too slow their time
may already be past.

THE HYPER SCORING SYSTEM - What's it all about in a literal sense?

These would be
games that score
zero fo forty-nine

percent.

Odds are these Gee, ya think
are games that these games
score fifty to fifly-  might score sixty

nine percent. to sixty-nine?

| dare say these
titles get a score
from seventy to
seventy-nine.

Yep, you guessed
it. Scores from
eighty to eighty-
nine percent.

Ninety percent or
more in score are
the hallmarks of
these games.
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Context is a strange thing. A great
part of Chibi-Robo’s charm comes
® ® from the garbled speech and
musical sound effects, which, on occasion,
distinctly remind us of Killer 7. Creepy.

Chibi-Robo

TIM HENDERSON still hasn't cleaned his room...

Sitting there on a store

shelf, displaying a running
pose with a power chord carried
overhead, Chibi-Robo doesn’t
much look like a game that will
revolutionise either your life or have
a massive impact on the industry.
It looks like a quiet little game that
may simply be content with making
your day a bit brighter. Well, there’s
nothing particularly misleading
with appearances here, because
Chibi-Robo is just that. Prepare
to have your pants charmed off
you while still keeping them on.

NUTS & BOLTS

The core narrative premise of
Chibi-Robo opens upon Jenny
Sanderson’s eighth birthday
party. Young Jenny is convinced
that she’s a frog, and although
this little issue of hers may be the
most random one in the game,
her parents also have their own
troubles. Mr. Sanderson is an out
of work slob, and Mrs. Sanderson
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lives in a constant state of
frustration and financial panic.
Chibi, a miniature robot capable of
jamming ludicrous amounts of stuff
into his head, arrives at the party
as an overpriced gift, and the little
guy is just what this dysfunctional
family needs. Chibi, you see, is a
robot that was designed (along
with his talkative manager, Telly
Vision) with the primary objective
of making people happy. This
becomes the ultimate goal in the
game; to rise through the rankings
of Chibi-Robos the world over to
eventually attain the coveted status
of Super Chibi-Robo. To do this you
will need to amass happy points,
which can be done at the leisure
of the player by keeping the house
clean, dealing with family issues,
or getting involved with a series of
toys ranging from a love troubled
chew toy to insecure army eggs, all
of whom also have their own issues.
The pace of Chibi-Robo is almost
forcefully relaxed, and trying to

Exactly who owns that toothbrush?

[up] A very Akira moment

plough through the game’s central
storyline may well prove to be an
exercise in frustration. Although
puzzles in Chibi-Robo are inherently
simple, they arise as you come
across them and it is much easier
to just wander the house and allow
yourself to gradually stumble
across answers as you go, rather
than specifically seeking them out.
Progression in the game is handled
in a way that will work wonderfully
for some, but will feel restricting
for others. Chibi-Robo runs off
restricted battery power, and must
plug himself in and recharge at
power outlets whenever his power
begins to run low. This plug does
feel like it's dragging behind him
when he runs, but it can be carried
overhead, although the speed

[up] Like a tiny Ultra-Man

boost isn't that great. Get enough
happy points, however, and your
ranking will go up, and at certain
intervals this will result in a battery
upgrade. Logically, as Chibi’s power
increases those areas that were
visible, but always seemed out of
reach, gradually become accessible.

CURSE YOU, SECOND LEFT FOOT!
On a technical level, Chibi-Robo is
the visual equal of the GameCube
games you were playing two or
more years ago. It’s not throwing
around a huge number of
polygons, all of the effects used
are quite straightforward, and the
clean and colourful textures, while
nice, are a little lacking in detail.
Thankfully, what Chibi-Robo lacks
in technical merits it makes up



for with design and consistency,
as well as an easily manipulated
camera. Both Chibi and Telly
appear genuinely cute, and the
world they inhabit is well contained
with a steady visual standard
that assures that no aspect of
the game looks out of place,
and that no area looks notably
better or worse than any other.

In the audio department
Chibi also delivers, as being the
charming little blighter that he
is, Chibi-Robo has a distinctly
musical beat to his step. In fact,
the game is basically devoid of
traditional sound effects and
instead applies a variety of musical
notes and chords. Be it digging
in the dirt or scrubbing away at
an oil stain, everything comes
with a pleasantly unconventional
pitch that extends as far as the
characters and their garbled
speech. The music is simple and
well suited to the location and
scenario at hand, although it
does have a habit of cutting out
at night for no apparent reason.

Chibi-Robo’s goal of making
people happy does not completely
lack opposition, and he will at times
have to battle with the Spydors;

What the hell is wrong with that kids face?

THERE'S A ROUGH GEM WITH A SOLID SENSE OF
HUMOUR IN HERE FOR THE MORE PATIENT GAMER

small, spider-like robots with

a grudge against all the Chibi-
Robos of the world. Never fear,
though, as Chibi has a number

of items at his disposal to help
with his housework, ranging from
Mr. Sanderson’s stain-removing
toothbrush through to the Chibi
Blaster, which will quickly render
these spindly fiends to scrap metal.
This is rather handy actually, as
Chibi needs scrap metal in order to
build utility bots (ladders, bridges,
and teleport pads that seem to
cause as much clutter as any of the
trash you may pick up around the
house) in order to improve access
to various areas. The teleport pads,
in particular, are useful as the
game is broken into selectable 5,
10, or 15 minute blocks and Chibi
will return to his own little Chibi
House at the end of each of these,
meaning that being able to skip
past a flight of stirs can at times
seem vital. No doubt this time cycle
will annoy some people, and there
is little to redeem this, although

some convenience is made up for
with the game’s costumes, some
of which change how characters
relate to you, and a couple that
do things like transporting you
straight back to the Chibi-House
or turning day into night.

A game like Chibi-Robo will no
doubt pass over many people’s
heads in spite of its charm. The
thought of doing housework and
helping people out may just seem
weird to some people who would
rather buy a game where they
get shot at instead. But there’s
a rough gem with a solid sense
of humour in here for the more
patient gamer with a taste for
things that are a little different. It's
not the sort of game that offers an
immediate sense of challenge, and
it does feel a little more tedious
after the first ten hours, but with
its offbeat humour and unique
perspective on scale, Chibi-Robo
will inject a new sense of adventure
into the mundane for anyone
willing to give it a fair go. %%

CATEGORY: Adventure
PLAYERS: 1
DEVELOPER: Skip
PUBLISHER: Nintendo
PRICE: $TBA
RATING: TBA
AVAILABLE: TBA

HYPER VERDICT:

PLUS: Utterly charming and very
relaxed.

‘get’ it,
VISUALS | SOUND |GAMEPLRY
80 | 82| 84

OVERALL

An enjuyable game, but we
want the actual robot!
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D cure Discase
@ cure poison

Spell effectivencss: 95%

The Elder S

You wake inside a prison cell,

uncertain of how you came
to be there. You just start to get
your bearings when Emperor Uriel
Septim, voiced by Patrick ‘make it
so’ Stewart, appears, honour guard
in tow. He feels you're important
- he’s seen you in his dreams - and
when your small party is ambushed
he beseeches you in his dying breath
to find Martin, his illegitimate son
(voiced by Sean ‘Boromir’ Bean),
before dark forces deal a similar fate

to the one and only heir to the throne.

On top of all this, Gates of Oblivion,
portals to another plane where evil
Daedra Princes dwell, are appearing
throughout the province of Cyrodiil
and the onus is on you to rectify the
situation. Thus begins your journey
of high adventure and discovery.

PASSING THE SMELL TEST
The Elder Scrolls IV: Oblivion is,
in a word, gorgeous. Patterned
tiles and stonework, rugs, carved
furniture, intricate weapons and
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armour — every single object is
incredibly detailed. And it’s not just
the pretty items and architecture;
outside, forests and undulating
hills provide moments of surreal
beauty, especially when influenced
by dynamic weather effects and
the day/night cycle. Of course,

we all know that graphics alone
aren’t enough if the gameplay
stinks. Thankfully, Oblivion doesn’t
stink. In fact, if | were to carry

the metaphor further, Oblivion
would be the sweetest olfactory
experience you could imagine.

The Elder Scrolls 11l: Morrowind
was a great RPG in many respects but
it suffered from a relatively empty,
static world. Oblivion sticks with
Morrowind’s open-world approach
yet manages to fill it to the brim
with quests, creatures and uber loot.
The much-touted Radiant Al system
gives NPCs 24/7 schedules. Enter a
town at night and the townsfolk are
likely to be asleep; waltz through the
streets during daylight hours and

crolls IV

DYLAN BURNS graduates to Oblivion Boffin...

Once you've discovered
b ® @ an areq, you can travel
there instantly via the map. But
even with this time saver, you'll still
be hooked for a long, long time.

% % P Quick travel is very handy.
33

[up] Like icy ruinsg This game’s for you!

you'll see people on various errands
and catch snippets of conversation,
some of which will be centered on
quests. If you learn about a new
topic, you can ask about it and
investigate. This system is fluid and
natural, although conversations
- which are all fully voiced - can
sound rather like gibberish. Some
path finding issues aside, Radiant
Al certainly succeeds in its goal of
making NPCs seem more active.
You’ll feel that the gears of the world
really are turning, even if you aren’t
there to witness events, especially
if you stumble across unscripted
fights or other strange shenanigans.
Quests are compelling, well
written and, most importantly,

Oblivion

p] Like ruins on fire? etc.

heaps of fun. The beauty of Oblivion

is that you can really tailor how

you play. Perhaps you prefer

stealth over full-on brain bashing,

or like to balance both magic and

brawn - it’s up to you. Leveling

up is accomplished by actually

using abilities (divided into major

and minor skills) rather than an

XP system, so that your character

evolves to suite your playing style.
Combat is an intense and

visceral experience and is a marked

improvement over Morrowind’s hit-

and-miss affair. Spells are accessible

via quick buttons and it’s now

possible to defend with a shield and

roll off some devastating magic.

Realistic physics also contribute




in a big way; thousands of objects
in the game can be picked up or
manipulated and bodies will roll
down slopes or fly away from your
killing blows in spectacular fashion.
The game world is massive (at
least three times that of Morrowind)
but thankfully your compass shows
areas of interest such as camps,
ruins and shrines, as well as your
current mission objective(s).
Compass icons will constantly tease
you with their existence so expect
to be distracted - a lot. It’s so easy
to get lost for hours exploring ruins
and caves and you'll experience a
real dichotomy between internal and
external environments. Outside it is
bright, verdant and lush, conducive
to happy quest getting. The dark,
depressing and claustrophobic
dungeons, on the other hand, speak
to the tomb raider in you and call
for cautious investigation lest you

THE GEARS OF THE WORLD REALLY ARE TURNING,
EVEN IF YOU RREN'T THERE TO WITNESS EVENTS

become impaled by the nasty traps
or nefarious denizens therein.

HORSEPLAY
Disappointingly, the inclusion
of horses feels almost tacked on.
Control of your mount is not fluid
and despite providing a faster
means of travel they’re a pain to
dismount when ambushed. Also it’s
somewhat unrealistic that merchants
will not buy stolen goods (they
don’t even show up in your sell
list), forcing you to join the Thieves
Guild if you wish to pursue a life of
filching. And how the hell would a
guard know that | stole a horse when
I did it miles away, or days ago?
Graphical pop up can be quite

#2 MINI ME - There are two mini-games on offer: lockpicking and
persuasion. Lockpicking involves pushing tumblers upwards and clicking them

into place. It can be frustrating at first, but there’s an auto attempt option for the
uncoordinated. For persuasion, you need to complete four social interactions -
admire, boast, joke and coerce - to improve a person’s disposition. Each person
will like one, love one, dislike one and hate one. The trick is to judge the effect

of each action to net the greatest social gain.

noticeable and distant textures tend
to look a little ugly in comparison,
but it’s a small price to pay for the
sheer beauty that envelops you. The
leveling system of the game is also
interesting: enemies and loot will
spawn in relation to your level so that
you're constantly fighting against
creatures with sting. Admittedly it
can be frustrating to receive an arse-
whooping in a dungeon that you
found easy the first time through,
but the flipside is that you're

always in the thick of things and it
becomes worth your while to revisit
explored areas on the off chance

of scoring some esoteric items.

Even with these few issues, Oblivion
shines through the critical mist pretty
much unscathed. After all, no game
is perfect, right? So was the
long wait finally worth
it? Was it ever! Oblivion
is a fantastic game
that will be enjoyed
for years to come
and is a massive title
in every sense. %<

Obscene! Put some rags on!

XBOX 360 / PC

CATEGORY: RPG

PLAYERS: 1

DEVELOPER: Bethesda Softworks
PUBLISHER: Take-Two

PRICE: $89.95 (PC), $99.95 (360)
RATING: M

AVAILABLE: Now

Role playing heaven
on a stick.
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Plot advancements are revealed through
cheesy Channel 7 news reports. No
sign of Darryl Summers thank god.

3

You can't actually chop a fire out

One of the harsher drinking games around

Urban Chaos: RIOT RESPONSE

CAM SHEA racks up the headshots

Riot Response is the game that

Black should have been. It
takes an approach that balances fun
and skill, arcade and realism, with
gameplay that’s at once tried and
true, but at the same time sporting
enough new twists to hook you in.
Most importantly, it's a game with
plenty of stats and challenges that
will have you playing through levels
multiple times. In short, it’s not
going to change the world, but it’s
a whole heap of fun along the way.

NICK MASON REPORTING FOR
DUTY SIR

You are Nick Mason, a member of
the controversial new T-Zero law
enforcement unit. You're the last
line of defence in a city on the brink
of destruction, as well as being the
first to be blamed if something goes
wrong. It’s a politically charged set-
up, but fortunately the gameplay is
all about putting holes in no good
punks and rescuing civilians.

As we mentioned in the preview
you're equipped with an awesomely
indestructible riot shield, which
opens up your defensive options
nicely — you no longer need to
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move from cover to cover, can use
it as a melee weapon and can even
throw grenades from behind it.
From the outset you’ll also have a
Taser — always handy for bringing
in enemies alive... or burning them
to a crisp if so inclined, and very
early on you'll pick up a Thermal
Breather which allows you to see

in dark or smoky environments.

It’s a good set of options and

the gameplay is nicely balanced
between out and out action and
slightly slower paced sections where
you’re working alongside medics
and firemen to rescue people.

Each mission has a number of
regularly updated Objectives to
be completed, but it’s the Special
Objectives that you'll be paying
most attention to. These involve
getting a certain number of
headshots or non-lethal arrests,
finding gang masks and doing
the entire level without dying.
Each of these will net you medals,
and the more medals you collect,
the more you can level up. Say
hello to increased clip sizes, a
better riot shield, more powerful
weapons, body armour and so

on. It's a great system as it’s very
clear when you’ll get your next
upgrade so you'll always be going
back to earlier missions to just

get that last medal so you can

go into the newest mission with
better abilities. While collecting
gang masks may not sound that
exciting, getting 30 headshots most
definitely is and requires a different
style of play through the level.

The final Special Objective in
each mission is to take in the gang
leader alive. Do this and you'll
unlock optional timed missions.
Finish these quickly enough and
you'll be awarded a modified and
very cool weapon (announced in a
hilariously over the top voice) for
use in the rest of the game. These
missions are really the gravy on top
as they require plenty of practice
before you'll be able to efficiently
and mercilessly power your way
through within the time limit. All up
there are 204 medals to earn in the
game and 55 rewards. Gee, sounds
a lot like what Black promised to be
doesn’t it? Do yourself a favour and
get this instead. It's nowhere near as
pretty, but it's a better game. <<

PS2 / XBOX

CATEGORY: FPS

PLAYERS: 1-2

DEVELOPER: Rocksteady Studios
PUBLISHER: Eidos

PRICE: $99.95

RATING: MA15+

AVAILABLE: May 26

HYPER VERDICT:

PLUS: Headshot challenges, timed
_ missions, good fun.

MINUS: Not the preftiest game in
the world, clichéd bad guys.
SOUND | GAMEPLRY

OVERALL

A bit of a diamond in the
rough this one...



Body armour is for the weak

Rogue Trooper

ooper drop pods
are very, very cool, if
somewhat impractical.

DANIEL WILKS’ personality has been implanted in a keyboard

Based around the cult

2000AD comic of the same
name, Rogue Trooper is one of the
most fun, unpretentious shooters
to come around in a while. Players
take the role of Rogue, a blue,
genetically engineered soldier
battling (along with other blue
genetically engineered soldiers)
against numerically superior
enemies on Nu-Earth. That’s about
the size of it. There is a plot about
a toxin that can kill the troopers,
even though they are meant to be
immune to all conventional toxins,
some evil villainy and the like
but the action is what carries the
game. With no frills attached, the
action does the job ably enough.

WHEN THE CHIPS ARE DOWN
Played in third person, Rogue
Trooper is a rather pared back
experience. There isn’t really
anything in the game you haven’t
seen before but the execution is
solid enough that you shouldn’t
care. The action, for the most

part is run and gun, occasionally
taking shelter behind cover to lob
a grenade, take a few potshots

or blindly fire over your head

to make the enemies duck. The
range of enemies isn't huge but
the Al is competent and the levels
well designed with a number of
set-pieces and choke points.

The only real point of difference
between Rogue Trooper and
numerous other 3rd person shooters
is powerups/weapons. Instead of
looting gear off downed enemies,
Rogue, after a few missions, has
harvested the personality chips
from a number of his comrades and
placed them in his gun, backpack
and helmet. Once chipped, Rogue’s
standard gear becomes far more
useful. Not only do they talk and
give the occasional bit of useful
advice, they gain abilities that
will be used throughout the game.
The chipped gun adds a slight
auto-aim feature. This does not
make the game simply a matter
of holding the trigger down and
waiting for the gun to snap to the
next target but rather a little tweak
in accuracy that lets you be a bit
sloppier with aiming; something
that comes in handy when facing
multiple enemies. It can also be

placed as a sentry gun. A chipped
backpack, by far the most useful
of the upgraded abilities, allows
Rogue to salvage gear and scrap
from downed enemies to be stored
and later synthesised into ammo,
health packs, new weapons,
weapon upgrades and the like.
Finally, the upgraded helmet
allows the player to hack into
computers and control panels.

In keeping with the rest of the
game, the graphics and sound are
both decent, functional and fairly
unspectacular. The character models
are good as are the animations
and the majority of cutscenes
are well rendered. Sometimes the
hardest thing in the world to do is
describe something that is good
but unspectacular as there are only
so many words that describe that
“above average but uninspired”
feeling. Rogue Trooper is one such
game. It’s good, not great, fun
but not memorable, decent but
workmanlike, clever but uninspired.
Is it worth your money? Sure. Is
it worth going out of your way
to get? Well, unless you're a fan
of the comic, not really. <<

Future Pintos still explode for no reason

REVIEW

PS2 / XBOX / PC

CATEGORY: Shooter
PLAYERS: 1-4
DEVELOPER: Rebellion
PUBLISHER: Eidos
PRICE: $99.95
RATING: M15+
AVAILABLE: Now

HYPER VERDICT:
. PLUS: Fun, clever upgrades, reliable.

Well worth a look for fans
of the comic.
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Galactic Civilizations II:

Gather round and DANIEL STAINES vill tell you a story

The Terran Alliance can go to
hell. Duplicitous scumbags.
You know that they did? Let
me tell you what they did.

A TALE OF TREACHERY
There | was with five A-grade
planets in the bag. | had a booming
economy, a strong research
sector and a steadily growing
fleet of capital-class attack ships.
Everybody in the galaxy was my
friend — especially the Terrans.
With their sound ethical values and
emphasis on trade, the Terrans
seemed like the only race I could
trust. That's why | listened when
they suggested we destroy the Yor.
Don’t get me wrong: the Yor
Collective and | were never very
close. They were aggressive and
militaristic and our shared borders
were becoming a source of constant
tension. The Terrans argued that
they were a growing threat that
had to be confronted before it
was too late. | agreed. With our
combined forces, the war would
be quick and decisive. We'd be
home by Christmas and have a
few new planets for presents.
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E B B Gal Civllis available for direct

It didn’t work out that way. The
Terrans didn’t declare war. What
they did was watch while the Yor
and | decimated each other in a
long and very expensive war of
attrition. When | asked the Terran
leader to help, he smugly informed
me that he couldn’t spare a single
ship. What a load of bollocks.
Can’t spare a ship? | could see
that he had destroyers and troop
transports positioned all along my
borders. What could he possibly
—oh. Crap. CRAPPING CRAP IT.

I never stood a chance.
Weakened beyond recovery
by my fight with the Yor, my
colonies fell quickly to the Terran
onslaught. | had been thoroughly
duped: goaded into war and
then completely obliterated by
an empire | believed to be my
ally. And that’s when | realised
— Galactic Civilizations Il may
just be the best 4X-style strategy
game I've ever played.

I'm not saying that it’s better
than Civ IV. What I'm saying is that
I like it more. It offers a different
kind of experience: shallower
and less polished, but also more

. || download online for $61, as well

b as in retail for only $69.95.

If only it could transform into a robot

LOROS

AVAILABLE ON:

accessible and exciting. It’s the
kind of game where — thanks
to some wonderfully flexible
mechanics and insidiously clever
Al — stories like the above are
commonplace. That’s why I told
you that little tale: it encapsulates
everything I love about this game.
Well, almost everything. One
aspect of Gal Civ Il that doesn’t
come across in that story of Terran
treachery is the huge extent
to which it encourages player
expression. Almost everything
you could want to change is
changeable: your race, your flag,
your stats, your leader’s portrait
— THE DESIGN OF YOUR SHIPS.
Oh, man, designing your own
ships and seeing them fly into
battle is just rad. My ships are
all abominations of course, but
still — they’re MY abominations.
So, in conclusion: Gal Civ
Il'is totally great. It’s
cheap, it's engrossing
and it doesn’t have
any copy protection.
If you own a PC, there
isn’t a single good
reason not to buy it. <%

CATEGORY: Strategy
PLAYERS: 1

DEVELOPER: Stardock
PUBLISHER: Auran Games
PRICE: $69.95

RATING: G

AVAILABLE: Now

HYPFR VERDIC ; :
 PLUS: Incredibly deep and
engrossing.
y goodbye to all your
or otherwise.

Exemplary strategy
gaming... in SPAAACE!
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I Not all cover is safe! Crates and
the like can be destroyed, so pick
obijects to hide behind carefully...

The tank manual is smaller than expected

He's got some freakishly long fingers

Full Spectrum Warrior: ten HamMers

MARCH STEPNIK recommends a good hardware store...

You know the background,

right? Pandemic and THQ were
commissioned by the US Army to
create a military training simulator,
with Full Spectrum Warrior ending up
as the public and commercial offshoot
of their labour. And that end result
was pretty damn satisfying; a squad-
based tactical action game where
you didn’t actually directly shoot at
your adversary. FSW offered a more
cerebral approach to hostile skirmishes
where the adoption of correct military
procedure (read: the worship of
ample cover) was rewarded with
virtual survival. There were problems
to be sure, but the overall effort was
a remarkably refreshing take on the
more traditional, first-person military
shooter which succeeded in putting
you on the frontline of a seemingly
authentic US Army-based operation.

Ten Hammers doesn’t rewrite

the FSW rulebook. The basics are
all here and intact (in particular
the game-defining, essential and
effortless use of cover to protect
your squad), although there have
been some welcome additions and
tweaks. You can now directly aim
and fire at opponents (although
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you’ll find yourself falling back to
the generally more effective order-
based system — manual-aiming
leaves you in many cases vulnerable
to enemy fire), you can control
vehicles (like a nice big tank which
packs a shredder of a machine gun
and a gutsy cannon), it’s now easier
to switch between and issue orders
to multiple teams, and you can now
climb staircases and engage in fire-
fights from a higher vantage point.
Multiplayer fans are the other big
winners with this sequel. The co-op
mode is back in more polished form,
but this time around you can also
actually take part in battles against
another player. These adversarial
missions have been well thought out
too — coalition forces may have access
to superior fire power and support,
but the insurgents have strength
in numbers and are more nimble
footed. It's rewarding, particularly
if your opponent has mastered the
rather complex controls of FSW.

A BIT FLAT?

For all the well-conceived additions
in Ten Hammers, the same main
issues that held-back the first game

surface in the sequel. This is a
hardcore strategy game which isn’t
exactly pickup and play, and for
better or for worse, the levels are
highly repetitive. There just isn’t

a lot of variety in play in FSW.

One of Ten Hammers’ most obvious
gameplay problems is a good
example of the inflexibility the game
displays to events outside of its strict,
tactical canon. Newly implemented
direct-fire capabilities or not, the
game was designed to be played-
out with middle-distance skirmishes
rather than anything else. So when
you stumble across an enemy in
close quarters, it’s a real scramble
to issue controls to take out your
enemy and usually results in a fatal
wound to your squad. With some
powerful weaponry at the ready,
this fumbling just kills the well-
conceived atmosphere of the game.

Still, FSW is a rewarding
experience for military-enthusiasts
who don’t mind trading in a
relatively steep learming curve and
a general lack of direct control
for some realistic and challenging
fire fights. Ten Hammers is a good
sequel — just not a brilliant one. <<

PS2 / XBOX / PC

CATEGORY: Strategy Action
PLAYERS: 1-Multi
DEVELOPER: Pandemic
PUBLISHER: THQ

PRICE: $79.95

RATING: MA 15+
AVAILABLE: Now

HYPER VERDICT:
PLUS: Engaging factics, high

immersion factor

MINUS: Cheesy story, difficulty.

SOUND | GRMEPLRY

80 | 76
OVERALL

A safe sequel, but worth a
look nonetheless.
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SOCOM 3 sells for $129.95
if you want the headset.

Well do ya? Do ya?

iidhx30/30 B x5

SOCOM 3: us NAVY SEALS

ED DAWSON ploys a less than advanced warfighter

As our story opens, a nasty

North African dictator is
shooting an American diplomat in
the head. Whoops! There’s going to
be some kind of response to that. It’s
the Navy SEALs, and a continuation of
the traditional run-and-gun action
that the SOCOM series is known for.

SHIFTING GEARS

Driveable vehicles make a big
entrance into the series, with your
Taliban-type foes driving Toyota utes
with mounted heavy machine guns.
Your team on the other hand has
access to Humvees, desert buggies
and SOCS patrol boats, which are
just decked out to the max with
multiple miniguns and a grenade
launcher. Vehicles can be used in
online multiplayer games too.

In one of the early missions, your
team is hammering through the
desert in two Humvees. Assisting a
local resistance force, you destroy a
military convoy that rumbles down
the road. This is a great scene, with
intense shooting action. Sadly, the
mood is ruined by awful bugs as
you realise there is no way to make
your squad get back into the two

vehicles and follow you on to the
next objective. You're reduced to
one vehicle from that point on. It's
a tragi-comic state of affairs and
deeply regrettable as other elements
of the game are really quite polished.
SOCOM 3 essentially plays like
many military shooter games from the
late 90s. You'll rarely be allowed to
take an alternative route to an enemy
position. As soon as you stray only a
short distance off the beaten track,
sometimes as little as thirty metres or
so, the game warns you that you're
leaving the mission area. Even though
you can still fight from that position
and you're still in danger. You're
basically forced to take the simplistic
front-way in on most missions.
Further restrictions became
evident in our encounter with a tank.
Reading the mission briefing, we
knew there was going to be enemy
armour. So we equipped our team
with AT-4 rocket launchers. Peeking
out from cover, as the tank rained
bullets and shells in our direction,
we hit it a number of times with
anti-tank rockets. It seemed totally
invulnerable. Apparently the only
way to kill it is to use the laser

designator to call in an airstrike,
even though we’re loaded to the
gullets with anti-tank rockets. This
old-fashioned state of affairs is sadly
typical of many aspects of the game.
In 2006, we seriously expect better.

Al'is a mixed bag. On the one
hand enemy Al is very good: when
you fire at them and it’s a near
miss, they will immediately go to
ground or run to cover. They will
then run between cover points to
advance on you or crawl forward,
trying to remain out of sight.

On the other hand, your friendlies’
Al is woeful by comparison. You'll
wish the enemies were on your team,
as your buddies repeatedly fail to hit
someone standing three feet away.
Over and over, you'll turn around to
find an enemy standing inside your
squad, pouring bullets into the team,
while nobody tries to stop him. When
you place explosives, they sometimes
don’t move away in time. Which
results in them attacking you. They
also lag behind when you’re moving
on foot, such that you'll often have to
defeat frontal enemies on your own.
It can be very tempting to obliterate
them all with a HE grenade. <<

This game lacks the Hyper seal of approval

‘JP_L!_,[LH
JESTER
DEADFARN

PS2

CATEGORY: FPS

PLAYERS: 1-32

DEVELOPER: Zipper Interactive
PUBLISHER: Sony

PRICE: $99.95

RATING: MA 15+
AVAILABLE: Now

HYPER VERDICT:

PLUS: Vehicles added to single and
multiplayer game.

MINUS: Tragic Al, old-fashioned
game design, mediocre effects.

VISUALS | SOUND |GRAMEPLRY
60 | 50 | 65

OVERALL

War is hell. As are average
war games...
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Film references fly thick
and fast so try to catch

¥ as many as you can.

DANIEL WILKS vill refrain from making monkey spanking references

Cam just came back from Japan

and brought with him quite
possibly the most awesome thing that
was ever awesome. How awesome
you ask? Well, think of how awesome
Breakdance 2: Electric Boogaloo and
Gymkata are and then multiply that
by the power of chimp. A young
chimp, an ugly dog and their slightly
pervy looking owner going on
adventures like buying a cheesecake
for a little girl only to have it smashed
when the dog gets excited by a ball
and runs off, making the chimp all
sad is quite possibly the greatest
entertainment the DVD format has to
offer. It also proves that anything is
better with monkeys. Imagine how
dull the DVD would be without the
chimp — it would just be a pervy
Japanese man and his ugly dog
buying a cake. That's not fun at all.
Unless you're a pervy dog and cake
fancier and we're pretty sure there’s
a Japanese DVD out there for you.

PAN AND JAMES

Ape Escape 3 is a lot of fun. Because
it has monkeys. Lots of monkeys.
They have escaped and you need
to catch them. In this third game in

68 HYPER»

the franchise, the evil Specter has
taken over television so each of the
levels is themed around a movie or
genre. These film parodies are at
once incredibly childish but rather
funny; it’s hard not to chuckle at
the title “Monday the 16th” for
instance. Gameplay remains the
same as it was in the beginning of
the franchise with players running
around capturing apes to progress
to the next level and defeat a

boss at the end of the stage. The
controls revolve around using

the left thumbstick for movement
and the right for combat with the
character attacking in the direction
the thumbstick is pushed. Unlike
other analogue combat games like
the dull Death by Degrees or
undercooked but potentially

good Rise to Honor, Ape ‘

Escape 3 keeps the controls
simple with no convoluted
combos to learn; instead it
usually takes a few swipes

to take out an enemy and
one well timed swing to catch
an escaped ape. Aside from the
monkey netting and combat,
Ape Escape features a number

of gadgets to aid gameplay ranging
from the Dash Hoop, a hula-style-
hoop that allows you to charge
short distances and a Slingshot
to hit distant targets. There are
a host of unlockables to discover
throughout the game ranging from
a brilliantly simian (and surprisingly
faithful) Metal Gear Solid game
through to the odd and slightly
disturbing Simian Cinema clips.
The only new addition to
Ape Escape 3 are costumes
— special powers that are unlocked
transforming you into different
film characters/stereotypes that
have special attacks needed to
defeat the bosses at the end of the
stages. Unfortunately most of the
boss encounters require a specific
costume to be worn, such as a
knight (costume) facing off
against a dragon so players
aren’t given a lot of choice
when it comes to use. Still, the
addition of costumes does
add an extra dimension
to the franchise and
points in the right
direction for the next
inevitable sequel. %<

One of the Inland Knights makes an appearance

PS2

CATEGORY: Monkey action
PLAYERS: 1

DEVELOPER: Sony
PUBLISHER: Sony

PRICE: $79.95

RATING: G

AVAILABLE: Now

HYPER VERDICT:

PLUS: Monkeys, funny and
charming, great controls.

MINUS: Not much new stuff. ,

VISUALS | SOUND |GAMEPLAY

86|83 83
OVERALL

Spank the Monkey - damnit,
couldn't resist
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HANDHELD REVIEWS

[up] New infra-brown radar tech

jJunters

Most people are aware
that when the Nintendo DS
launched over a year ago the system
came with a free demo of Metroid
Prime: Hunters, dubbed “First
Strike”. This short taste of things

to come quickly demonstrated

the Metroid Prime series, as seen

on the DS, playing more like a
traditional first-person shooter on
the PC than either of the GameCube
incarnations. After what has
definitely been a long wait for

some, Metroid Prime: Hunters has
finally made its way to the DS and

is everything one could expect,

and possibly a little more. After the
demo demonstrated that this unique
control scheme could easily work

the biggest question mark hovering
above Hunters during development,
was if it would provide a solid play
experience. The answer is without

a doubt 'yes’, with the biggest
surprise being the inclusion of an
equally fantastic multiplayer mode.
Hunters’ many achievements are due
to not only the fact that it seamlessly
utilises every aspect of the Nintendo

70 HYPER»

standout shooter for a handheld
device, but also because it features
the fantastic production values
and depth the series is known for.

THE HUNT IS ON

Those who played the demo will be
familiar with the control setup on
offer here and its interpretation of
the staple PC ‘mouse and keyboard’
interface. In Hunters the stylus

is used to look and aim (i.e. the
‘mouse’) with both the d-pad

and face buttons used to walk

and strafe (the ‘keyboard’), and
although it will take some quite

a while to get used to it (circle
strafing in particular) - the setup
unquestionably works. When you
compare this to the control scheme
seen in the GameCube titles, it
becomes clear that the overall
dynamics of the game will have

to be changed to accommodate
them. The most notable change
comes from the precision controls,
which in essence would render the
simple pattern based ‘follow and

DS and in doing so becomes the first

shoot’ setup that the series is known
for, somewhat redundant. As a
result the game has made several
changes to the core Metroid Prime
gameplay, as seen most notably
in the single-player component.
For example when facing some
familiar creatures players may find
themselves fending off not only
multiple targets but spawn hubs
too, clearly implemented to increase
the intensity of even the small fire
fights, and keep players constantly
moving. On the other side of that
spectrum players will also face
against humanoid foes (such as
bounty hunters) that display more
advanced Al and deathmatch-style
maneuverability, providing many
heated head-to-head encounters
not seen in the series thus far.
Story-wise the game starts off
extremely vague as all players know
is that Samus is tracking a beacon
to uncover “the ultimate power”.
So once again you find yourself
off collecting ancient artifacts
on different alien worlds with the
difference here being that Samus

isn’t the
only bounty hunter
on this scavenger/
treasure hunt. This
aspect in particular
adds a new dynamic
to the back tracking
and exploration aspects
of the game, as artifacts
can be stolen and in turn,
retrieved. As seen in other
Prime titles your scan visor
is once again used to reveal
elements of the story, yet
with Hunters, it seems like it
takes a lot longer to figure
out exactly what's going on.

From the outset the
presentation is fantastic,
with great pre-rendered
cinematics that utilise both screens
as well as an in-depth game specific
interface available whenever
you're in Samus’s space craft. With
the game taking place in various
locales much like in previous titles
(industrial, barren, volcanic and
so forth) each location in most
instances needs to be flown to,



[up] Cue Cthon

KILLS
g

meaning that your ship acts as

the main hub for the game and

the only place where the game

can be saved. For Metroid Prime
veterans this difference will be
instantly noticeable, providing

a large disconnection between
locations making the incremental
flow and exploration that the series
is known for feel less seamless.

In fact, in what may be due to
hardware restrictions, a few of the
key environments found in the game
are incredibly linear, and this is
pretty remarkable coming from a
Metroid game. However the various
visors, beam weapons and morph
ball functionality have all been
implemented well with everything
(including the movement area)
mapped intuitively to the touch
screen. Morph ball environments
and puzzles can be found scattered

Want to play against
| | Kosta online? | think
@ @ his handle is something
like “Whedon Lover” or “Firefly
Fetishist”... you'll work it out.

throughout the game and their

natural inclusion and execution help

bridge this title to the Prime series.

QUAKETASTIC!

Hunters is the most visually
impressive 3D title to hit the DS yet,
with art direction taken directly from
the superb GameCube installments
providing environments that,
although quite low in terms of
polygon counts, are extremely
impressive in terms of design and
construction. But with the precision
control scheme, the focus is less
about exploration and discovery
(often you may find yourself
forgetting to scan objects), both
hallmarks of the Prime series,

with a shift towards run and gun
shooting as seen in the increased
pace and intensity of the battles.
But where the console titles failed
quite miserably, that being in the
multiplayer department, Hunters
excels. Supporting up to eight
players offline, and up to four
online, the multiplayer mode in
Hunters can be compared, and
favorably too, to the multiplayer
seen in the seminal Quake IIl for PC.
A huge call we know, but what will
come across as the biggest surprise

is the fact that you're playing such a
fantastic multiplayer deathmatch on
a handheld. No doubt the success of
this mode boils down to the control
scheme, and with multiple characters
(each with their own strengths and
weaknesses) and arenas to choose
from, this portion of the game is just
as fleshed out as the adventure mode
—if not more so. As well as tracking
a large number of statistics the
online portion includes some simple
chat functionality, implemented
through the DS microphone, that lets
players communicate with those that
are in their friends list via voice. The
multiplayer mode adds incredible
amounts of re-playability to the
title and thanks to the precision
control scheme it has helped elevate
the Metroid franchise
into the realm of other
great online shooters,
and made it the
handheld equivalent
of Unreal Tournament
and Quake.

Kosta Andreadis

PLAYERS WILL ALSO FACE OFF AGRINST BOUNTY
HUNTERS, THAT DISPLAY MORE ADVANCED Al

AVAILABLE ON:
DS

CATEGORY: FPS

PLAYERS: 1-8

DEVELOPER: Nintendo Software
Technology

PUBLISHER: Nintendo

PRICE: $69.95

RATING: M15+

AVAILABLE: May 25
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HOENDHELD REVIEWS

After being kidnapped a
ludicrous number of times

by Bowser and others, it seems that
Princess Peach finally got around to
installing that security system, or at
the very least hired a bodyguard.
With this newfound protection it
seems that Bowser has decided to
shift gears and go straight to the
source and kidnap Mario, which
sees the pink dress wearing blonde
(and dare I say, “hottie”) from the
Mario series embark on a quest to

Super Princess Peach

save, as irony would have it, Mario.

Now, Nintendo aren’t exactly
slouches when it comes to side-
scrolling platformers and Peach is
indeed another great example of
their intuitive level design, however
with Peach at the helm the in-game
palette is colourful to say the least,
even for a Mario title and whereas
Mario himself was a sprite little
plumber, Peach is far more dainty
so the overall pace of the game is
brought down a couple of notches to
incorporate her ‘floaty’ movement.
Right off the bat players will
immediately recognise the staple
Nintendo gameplay, albeit slowed
down, and to be quite honest the
first half of the game is extremely
easy and not all that varied once
you get the hang of her abilities.

As this is a DS title the touch
screen does come into play a fair
bit, as players get to control the four
distinct moods of Princess Peach
for limited periods at a time. For
example, if you activate the sad
emoticon (or “blue heart thingy”) to
make Peach cry, her tears can make
certain plants grow, or you could
activate the angry emoticon to engulf
the princess in flames allowing you to
burn certain obstacles in your path.

All of these elements
of course come into
play throughout the
course of the game but whenever
they’re necessary their requirement
is telegraphed way in advance,
making their inclusion not all that
special. Super Princess Peach is far
from being a bad game or even a
bad platformer, it’s actually quite
enjoyable and there are plenty of
bonus goodies to unlock, including
some great mini-games but as a new
platformer coming from Nintendo,
it can only be put under the highest
of scrutiny, and as a result Super
Princess Peach is good, but not great.
Kosta Andreadis

AVAILABLE ON:
DS ;

CATEGORY: Platformer
PLAYERS: 1
DEVELOPER: Nintendo
PUBLISHER: Nintendo
PRICE: $69.95
RATING: G
AVAILABLE: Now

Age of Empires: THE AGE OF KINGS

To try and make Age of

Empires ‘work’ as a handheld
title must have been a pretty
daunting task, especially when
you consider how recognisable the
series’ gameplay has become over
the years. Developer Backbone was
wise to look at the one handheld
strategy series that has grown from
strength to strength in the handheld
world, and used that as a template
to bring Age of Empires: The Age of
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Kings to Nintendo DS. That series
of course is Advance Wars and it’s
surprising how well Age of Empires
works as a turn-based title.

Okay, so gone is the real-time
nature of the PC version, replaced by
a turn based system that manages to
implement all the main features that
the series is known for. For example,
advancing your civilisation through
the ages is handled quite intuitively
with players being able to research
one technology per day (turn).
Structure and unit production
is handled in the same fashion
with construction and training
each taking a day to complete.
Combat itself is quite similar to
Advance Wars where unit types and
battles form an almost chess-like
relationship with spear men being
good against cavalry and so forth.
But, with the implementation of
staple PC RTS elements such as
upgrading armour, technologies
and various unit types, Age of Kings
is definitely more complicated than
the almost simplistic nature of the
combat found in Advance Wars.

As the title suggests the game’s
civilisations and setting takes
place during the middle ages with
players able to control Japanese,

English, French and Persian troops
with the campaign in particular
following historical conflicts such
as the French (led by Joan of Arc)
fighting an English invasion. The
campaign mode is lengthy, difficult,
and rewarding with numerous
bonus items available for purchase
such as new units and maps.
Multiplayer is naturally included,
but unfortunately doesn’t include
an online mode which would have
been fantastic if implemented.
But, as it stands, Age of Empires
turned out exceptionally well on
DS and is a must buy for strategy
fans and those that were (and still
are) enamored with Advance Wars.
Kosta Andreadis

AVAILABLE ON:
DS

SOUND

83
OVERALL

GAMEPLRY

86

VISURLS

CATEGORY: Strategy

PLAYERS: 1-2

DEVELOPER: Backbone/Ensemble Studios
PUBLISHER: Majesco

PRICE: $TBA

RATING: G

AVAILABLE: TBA




axter

Welcome one and all to

the best platformer the PSP
currently has to offer. Forget all
those rubbish console ports and
slapdash efforts that have been
piling up on retail shelves, this is a
game developed from the ground
up exclusively for PSP and it shows.
It's also a new title in the acclaimed
Jak & Daxter series, developed by
Ready at Dawn, a new studio whose
head is a former Naughty Dog
member. We've shaken the Hyper
Magic Eightball and it told us “all

signs point to fun”, and indeed it is.

DAXTER ‘CHARMING’
MCSUAVE

Daxter takes place after the events
of The Precursor Legacy, when Jak
gets carted off to gaol and endures
all manner of cruel experiments.
While rescuing Jak is certainly at
the back of his mind, Daxter falls
into a job as a bug exterminator in
Haven City. Cue the usual platform
set-up: big hub city to explore,

levels to complete, dealies to collect.

Fortunately, if Daxter did indeed
have a last name (something like
McSuave), then his middle name
would certainly be ‘Charming’.
From the outset Daxter is a likeable
and well voiced character, with
first rate animations and well
produced cutscenes. Don’t fool
yourself, Daxter the game doesn’t

Later in the game Daxter gets

HENDHELD REVIEWS

What exactly is Daxter anyway?

a flame thrower attachment for
{ ) his bug spray, which is not only
useful for taking out enemies and hovering,
but also factors into some cool puzzles.

have the same visual detail as his
console counterparts, but this is up
there as one of the most impressive
looking PSP titles to date. Haven
City is large and bustling (although
there is a bit of slowdown), levels
have that colourful and vibrant
look that the first J€D game did,
and you’ll face off against some
pretty monstrous bosses.

While a very linear experience,
Daxter has a good ability set. He
can string together some pretty
decent attacks with his fly swatter,
can climb certain walls, crawl
through vents, use zip lines,
trampolines, vehicles and so on.
It's the bug spray, however, that is
most useful. Obviously ‘inspired’
by Super Mario Sunshine, this little
device allows you to spray bugs
(no surprises there), immobilising
them for the kill, but you can also
use it to hover for short periods,
and with regular recharge spots,
many of the movement puzzles in
the game are based around using
the hover ability. Fortunately,
Daxter controls really well —he’s
responsive and the analogue nub
works well. There are some niggles,
such as attack animations that
can take you straight off ledges
and into the abyss, but the very
generous checkpoint system
means that frustrations are few
and far between. The flipside,

however, is that Daxter as a whole
isn’t hugely challenging —it’s
not until a fair way in that the
difficulty starts to ramp up a little.
The story is also pretty non-
existent for the most part. You
finish a level and you go to the
next one. It’s not a huge problem,
but a little more flavour would
have been nice. Still, there are
some simple dream sequence
mini-games to play, such as a
spoof of the 100 Agent Smiths
fight scene from The Matrix II:
Neo’s Boogaloo which, while
not exactly enthralling, are still
quite amusing to check out.
Daxter is a great game for
platforming greenhorns, but
the veterans will probably get
the least out of it. Despite its
charm and polish there really
isn't that much that we haven't
seen before. It's certainly very
good, but the sense of déja vu
holds it back from a 90% score.
Cam Shea

PSP

CATEGORY: Platformer
PLAYERS: 1-4

DEVELOPER: Ready at Dawn
PUBLISHER: Sony

PRICE: $79.95

RATING: G

AVAILABLE: Now

VISUALS | SOUND |GAMEPLAY
88 88 | 83
OVERALL
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PoPoLoCrois

I'll say this at the outset; the best thing

about PoPoLoCrois is the name. Yell it out
in a crowded place (like a Korean BBQ during
a friend’s birthday dinner - sorry about that
Amos) with an exaggerated French accent and
you'll know the power of the word. Aside from
the rocking name, PoPoLoCrois is a fun but rather
standard little handheld RPG with a decent story,
some good controls and seriously muddled flow.

Players take the role of Pietro, a young prince
of Popolocrois, setting off to find a way to save
his mother from a coma so the land can defend
itself from an evil demony type guy. The story is
simple and charming but it is this same charming
simplicity that ultimately proves to be the
downfall of the game. The controls and combat
are very basic with a turn based system featuring
standard attacks, special attacks, magic and little
depth. In this sense it works as a ‘my first RPG’
type of experience but if you come to the game
looking for any real depth you will come away
sorely disappointed. The story necessitates a hell
of a lot of walking from one place to another as
well of a whole heap of backtracking — not such
a bad thing if you enjoy exploration but the
combination of very frequent random battles
and long load times when entering a new area
slow down the overall pace of the narrative to
a crawl. This may all sound very critical and for
the most part it is but on the whole PoPoLoCrois
isnt actually a bad game, it’s just too simple and
poorly paced to appeal to veterans of RPGs.
Daniel Wilks

PSP

CATEGORY: RPG / PLAYERS: 1 /
DEVELOPER: G-Artists / PUBLISHER: Agetec Inc /
PRICE: $79.95 / RATING: G / AVAILABLE: Now

VISUALS
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SOUND

68

OVERALL

70

GAMEPLRY

70
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Mario Smash Footbal
Let’s get one thing out of the way right

now. Mario Smash Football is WAY better
than Mario Baseball. Mario may be a sell-out but
at least this game is fun - think Sega Soccer Slam
(same developer actually) but less lumbering and
with excellent animations.

Smash Football seems like utter chaos at
first. Shells are getting fired all over the place,
the usually friendly denizens of the Mushroom
Kingdom are checking each other ruthlessly,
spectacular goals are being scored and every
so often a two storey high Bowser drops down
onto the pitch and starts breathing flames in
all directions. It’s chaos, but it’s actually pretty
easy to get into. All the basics are there — passes,
lobbed passes, shots on goal, chips, jinks, slide
tackles and body checks. Take a shot on goal and
you'll get an item. These can be used to clear a
path in front of you or as a last resort to stop an
opponent scoring. Checking an opposing player
without the ball, on the other hand, gives them an
item, but chances are you’ll find it hard to resist
checking Peach into the electrified fences around
the field and watching her sizzle. It’s also pretty
entertaining playing with friends and having them
knocking players aside to give you a clear run at
the goal. On top of this, each team has a Captain
who has access to a Super Shot. It takes a while to
wind up but if you get the timing right you’ll fire
the ball (and the goalie) into the back of the net
and score two goals. It's good fun, although the
Al is prone to cheating in the hardest cup, so you
may want to play 2 vs 2 to negate the Al.

In short, if you have four controllers, three friends
and a Cube, Smash Football is pretty good fun. Just
don’t expect to be playing it much on your own.

Cam Shea

AVAILABLE ON:

CATEGORY: Arcade Soccer / PLAYERS: 1-4 /
DEVELOPER: Next Level Games / PUBLISHER: Nintendo /
PRICE: $99.95 / RATING: PG / AVAILABLE: Now

VISURALS

SOUND

79

GAMEPLAY

OVERALL

78
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SOCOM: US Navy SEALS
Fireteam Bravo

SEALs’ “Sandman” and his trusty partner

“Lonestar” are two bad-assed American
military hombres, and they’re cleaning up the
world. As a two-man team, they can play any
role from sniper to heavy weapons specialist, with
silencers, thermal scopes and rocket launchers.

Your adventure takes you sequentially through
the dusty mountains of Chile, its capital then on
to Africa, and finally to Poland for the showdown.
Overall, the landscape and indoor environments are
adequately detailed, although a bit sparse in parts.

In its journey to PSP, SOCOM has retained many of
the staple military-shooter features that you would
expect to find. Weapons have multiple rates of fire.
You can now swim. Your NPC teammate follows
basic instructions. Crouching<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>