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

WHY ISN'T THERE 
ANYTHING I LIKE? 

I know I work at a video game magazine, and I realize 

that I am supposed to know anything and everything 

about video games that there is to know. But there is 

one thing that has always escaped me, my personal 

video game Achilles' heel if you will. And that elusive 

monster is the video game peripheral. 

Every time I head to my local game shop to get a 

new keyboard, mouse, joypad, or headset there is 

always something wrong with them. These are the 

tools of the trade, yet all too often - at least in my 

opinion - you either use the pack-in control pad or you 

use nothing at all. There is obviously something wrong 

if a video gamer can't get the tools they need to play. 

Would a golfer put up with less-than-perfect clubs? I 

think not 

So here and now I am going to lay it all out. I hereby 

begin my journey to find the greatest keyboard, mouse, 

wireless joypad, or whatever over the next six months. 

And if there isn't one ... well, I don't know what I'm 

going to do, but it will most likely involve a glue gun, 

fire crackers, some duct tape, and a six story building. 

So anyone out there in the great wide open, the 

gauntlet has been thrown down. I want to know what 

you think are the best peripherals out there that money 

can buy. My email inbox is yours to assault. Either we 

work together and solve this thing, or I'm going to have 

to create a Game Informer line of game products. I 

simply don't have the time to write this column and 

create game products, and I know that is something 

you simply can't live without. 

Enjoy the issue. 

Cheers, 

if 
Andy>> andv@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platlorm, 
Driving, Fim-Person Shooters Interests: Behind The Mark On Guitar 
Hero, 30 Rod<., My New Dell 24-lnch Widescreen Monitor (I Love 
Gaming in 1900x1200) Dislikes: When The Cable Company Changes 
All Your Channels The Second You Finally Learn Them, That Movie 
Companies Are Charging Way Too Much For Blu-Ray And HD-DVD 
Movies (I Want To Watch It In HD But The Price Gouging Has To Stop) 
Current Favorite Games: World Of Warcraft: The Burning Crusade, 
Guitar Hero I And II, Virtua Fighter 5, Final Fantasy XII, Crackdown 
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Reiner >> reiner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Action, Fim-Person Shooters, Strategy, 
Sports, Fighting Interests: Finally Getting Around To Watching Six Feet Under And Reading 
Wheel Of Time, Xbox 360's IPTV (My Precious), Ninjatology, Atlus Dusk Dislikes: George 
RR Martin Dragging H~ Feet On The Release Of A Donce With Dragons, Neighbors That 
Complain That My Surround Sound Sounds Like a Space Shuttle Launch, Buying A New 
House Current Favorite Games: Crackdown, Motor5torm, Blue Dragon, NBA Street 
Homecourt, Def Jam: Icon, Metal Gear Solid: Portal Ops, MLB 2K7 

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

1 Adventure, Action/Sports Interests: The New Season Of 24, Children Of Men, The Devil's 
f' Horn: The Story Of The Saxophone By Michael Segell, Practicing Qigong Dislikes: RIP 

James Brown, Weird Warm-Then·Freezing Weather (Pick One!), Not Eating Right As Much 
As I Should, "Surges" Current Favorite Games: Ratchet & Oank: Size Matters, Guitar 
Hero II, NBA Street Homecourt, Gears Of War 

Kato >> kato@gameintormer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/Platlorm 
Interests: The Code - Ross Bernstein's Book About Enforcers And Fighting In The NHL. 
The End Of The Glen Mason Era, Nine Black Alps - Everything Is, Driving Billy Slowly 
Insane Dislikes: The Japanese Blue Dragon's Awful Music (There's Only One Iron Maiden), 
Bobby Knigh~ Nick Saban, Pretty Girls Make Graves, Spaz Rock Like Mars Volta And Mike 
Patton, Shawne Merriman's Lights Out Dance (See Spaz) Current Favorite Games: The 
~ Kuuduk, Mumbly Peg, Winning Eleven: Pro Evolution Soccer 2007 

Adam>> adam@gameintormer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi151-Person Shooters, Fighting 
Interests: Replacing My Crap Gear With Fat Loot From Outland, Photek - Form & Fundion, 
Aphex Twin - Seleded Ambient Works, Playing On A Server With Neither Lag Nor Queues, 
My New Kitty (He's Adorable, But Smelly) Dislikes: Sharding Gear That I Worked Hard For, 
Finding New People To Play WoW With, Trying To F,x New Kitty's Health Problems (Turns 
Out He Doesn't Love Going To The Vet) Current Favorite Games: World Of Warcralt: The 
Burning Crusade, MLB 2K7, The Elder Scrolls IV: Oblivion, Castlevania: Portrait Of Ruin 

Joe >> joe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puzzle 
Interests: Pixel & Sprite (Matt's Imaginary Webcomic), M/.5, Playing "Co-Op" (I.e. Shooting 

' My Teammate), HBO Making A Song Of Ice And Fire Into A TV Show (Ganey Brown As 
The Hound - Make It Happen!) Dislikes: Bryan Making Fun Of Soundwave (He's Not 
iTunes Compatible), The Mysterious Reappearance Of Reiner 2KS, Naked Blood Elf Dancers, 
Zombie Nation Current Favorite Games: Star Wars: The Force Unleashed, God Of War II, 
Crackdown, World Of Warcraft: The Burning Crusade, The Legend Of Zelda: Twilight Princess 

Miller>> miller@gameintormer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, Plat
form, Fi151-Person Shooters Interests: The End Of Mid-Season TV Breaks, The Eberron 
Campaign Setting (So They're Basically Like Giant Sentient Robots?), The End Of Twilight 
Princess, Chopin Nocturnes Dislikes: Having To Send In My Xbox 360 For Repairs Twice 
In One Month, The Exaggerated Price of Heated Bathroom Tile Current Favorite Games: 
Conan, Excite Truck, The Legend Of Zelda: Twilight Princess, Gears Of War, Guitar Hero 

Bertz >> mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, 
Strategy Interests: The Return Of Rome, Assy McGee, CES Tech Goodness, Countdown 
To Crys~. IPTV On Xbox 360, Old Bob Dylan Footage On You Tube Dislikes: Sub-Zero 
Temperatures, Comcast DVR, Football Offseason, In & Out Burger Hours In Vegas (It's 
Vegas, Stay Open!), The Destruction Of The Far Cry Franchise Current Favorite Games: 1 Rainbow Six Vegas, GRAW 2, Medieval II: Total War, Castlevania: Portrait Of Ruin 

Ben>> ben@gameintormer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platlorm, Survival Horror, First-Person Shooters Interests: Marvel's Civil War, Hot Chocolate, 
Not Getting Arrested During My Holiday Trip Back Home, My Fake Marriage To Keira Knightley 
Dislikes: Being Subject To A Certain Someone's Sandwich Propaganda (i.e. Joe), People Who 
Think Intellectual Writing Like Tales From The Greyhound Is Pretentious Crap Before Reading 
It (I.e. Joe), Joe (I.e. Joe), Watermelon Seeds Current Favorite Games: Marvel: Ultimate 

• Alliance, Guitar Hero II, The Elder Scrolls IV: Oblivion, Dead Rising, Lumines II 

Bryan >> bryan@gameinformer.com 
Handle: The Game(s Advocate Expertise: Action/Adventure, RPGs, Survival Horror, 
First-Person Shooters, Rhythm Interests: New Guitar Hero Songs, The Good, The Bad And 
The Queen -Kingdom Of Doom, Corey Haim "Me, Myself, And 1• On You Tube Dislikes: 
Creating Miis For Female Friends (So How Fat Would You Like To Be?), Having To Buy 
Another Version Of Guitar Hero II, Having To Remember People's Birthdays During Mii 
Creation, Mushroom & Swiss Current Favorite Games: GRAW 2, Resistance: Fall Of Man, 
Gears Of War, Excite Truck 
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JAYNE IS A GIRL'S NAME 
I just finished issue 165 and couldn't help but to 
agree that Firefly is the number one license that 
deserves to be a game. After I read the article, 
I went online and discovered that a MMORPG 
based on the series was announced to be in 
development, and scheduled to release in 2008. 
It seems like a strange coincidence that you guys 
were just a little ahead of the curve on that - did 
an inside source tip you off? I can't wait until 
this game comes out so we can all be "big damn 
heroes, sir.· 

Chadd Reed 
Vancouver, WA 

■ We do often hear whispers and rumors 
about what's going on in the industry (see 
the Loose Talk section on page 32), but this 
is a situation where we were just as sur
prised and excited as you. We hope things 
tum out well for this project. but a bunch 
of nerds wanting something really bad 
isn't a guarantee for success. If it were, the 
Star Wars holiday special would have been 
released on DVD long ago. 

GOOF OF THE YEAR? 
How did Zelda win game of the year? When I 
turned to the editors' picks, more than half of you 
didn't even have the game in your top 10. I'm 
just curious how it was decided, since so many 
of you weren't giving it love. Especially when 
Oblivion seemed to be the biggest hit with every
one. It looks like The Elder Scrolls might have got
ten hosed to me. 

Chris Losby 
Via msn.com 

I do have an issue with your choice for Game of 
the Year in issue 165. It's not that The Legend 
of Zelda doesn't deserve it, but I am concerned 
with how you arrived at your choice. Looking at 

the editors' top 1 0 picks, it is apparent that Zelda 
is not the winner. It only topped one person's 
list, and it only found its way onto four lists total. 
Assigning weights to each spot on the lists ( 10 
points to # 1, 9 to #2, etc) shows that a number 
of games topped Zelda. Oblivion comes out as 
# 1, FF XII as #2, Okami as #3, Gears of War as 
#4, and Zelda as #5. No matter how you slice it, 
Zelda was not the Game of the Year . 

Ryan Pawloski 
Via msn.com 

■ Our Game of the Year is decided in a dis
cussion among all editors, not by plugging 
numbers into an equation. If you prefer to 
use the mathematical approach, here's the 
only number that really matters: 10. The 
Legend of Zelda: Twilight Princess' score of 
10/ 10 was higher than any other title's in 
2006, not to mention the unparalleled qual
ity that a perfect score implies. This flawless 
rating - along with the crowds that formed 
around Andy's and Reiner's desks as they 
were reviewing Zelda - was enough for us to 
unanimously select it to receive the Game of 
the Year award. So, why didn't it appear on 
more editors' lists? The answer is simple and 
disappointingly devoid of conspiracy. Issue 
165 went to print in November, just days 
after the Wii released. Since we didn't get 
advance copies of the game from Nintendo, 
not all of the editors had a chance to play it 
before compiling their top 1 O. In the months 
since, more of us have had the chance to 
beat Twilight Princess, and we still stand by 
our GOTY decision 100 percent 

DON'T TRY THIS AT HOME 
I recently read a story about how Wii controller 
straps are breaking and sending the controller fly
ing. That alone is stupid. But then I heard the part 
of how the controllers are supposedly smashing 
into TVs and breaking the screen. This is absolute 

■ Whether or not PS3 sales •tanked" is • debatable point. but there is 
an easy answer to your question. No, Resistance and Heavenly SWord 
-•t come to Xbox 360. They are both Sony-owned properties, and 
Sony probably isn't going give its competitors the biggest titles being 
used to sell PSls. This is the same reason that you'll never see Halo 
on WI~ or The Legend of Zelda for Xbox 360- These flagship titles are 
the property of their respective publishers, and they are the ones used 
as leverage to influence gamers' purchasing decisions. It's true that 
more high-profile games have been making multiplatfonn moves (like 
The Elder Saolls N: Oblivion and Assassin's Creed), but you can basi
cally count on a titles published by Sony, Miaosoft. or Nintendo to 
remain exdusive. Oh, this is also the reason why a four-player co-op 
shooter starring Samus. Master Chief, Jak. and Mario isn't going hap
pen - just don't tell Bryan_ He draws the most adorable, aude little 
pictures of how that game might look! 

crap. There is no way a plastic controller would 
break a screen. To prove it, I dare you to take 
a Wii remote and throw it as hard as you can 
against your TV, several times. The remote is going 
to break before the TV. 

Alex Everhart 
Via msn.com 

■ Attention readers: Do not do this. Alex 
here is either trying to trick you into break
ing your television sets, or he owns some 
kind titanium-infused screen. As a general 
rule, repeatedly throwing expensive elec
tronics against other expensive electronics 
only results in sadness ... and sparks. 

NEW TO YOU 
I've been playing my way though Final Fantasy 
XII, and I have noticed that every Esper you get is 
new to the series. To be honest, I feel extremely 
ripped-off by not being able to summon my favor
ites like 8ahamut or lfrit and watch them beat a 
boss into a bloody pulp. 

Beau Bellatty 
Via hotmail.com 

■ It is sad to see the many classic sum-
mons missing, but their replacements aren't 
actually newcomers to the Final Fantasy 
franchise. Many of the beasts made previ
ous appearances as enemies and summons 
in either Final Fantasy Tactics for PSone 
or Final Fantasy Tactics Advance on GBA. 
Others are actually named after final bosses 
from the 8- and 16-bit games in the series, 
like Chaos and Zeromus. It might be tough 
to play through a whole Final Fantasy 
game without watching Bahamut perform 
Megaflare, but on the whole, FF Xll's crop of 
summons beats out losers like Bismarck and 
the Magus Sisters any day. 

Send your commenls lo Gilne Informer. Snail Mail. Gilne Informer Magazme • Attn. Dear GI • n4 NOl1fl Rrst St, 41h Floor • Minneapolis. MN 55401 Email. deargi@gameinlormer.com 
l2 GAME INFORMER 



LucKY LUCKY i()y ... 

~V'-'f t Y'lfl ~fl'-'~~~1 



FLAMING THE FLAME-BROILED 
Are people actually playing those stupid games 
from Burger King? Are we really going to put our 
Xbox 3605 through misery just so we can play 
a four-dollar piece of garbage publicity? I don't 
know about you, but I would rather play games 
like Crackdown and Ra1nbox Six Vegas. I honestly 
thought Sneak King was a fake parody game at 
first. It's that bad. 

Johnny Bruce 
Shawsv,lle, VA 

■ Someone must be playing them. According 
to Burger King, the restaurant sold 2 million 
copies in the first four weeks. While that fig
ure does lump all three games together, it's 
still a pretty impressive number. Too bad the 
games aren't equally impressive. Bare-bones 
diversions like Sneak King may be usher-
ing in a new kind of product into the video 
game arena - the "so bad it's good" game. 
In the film industry, movies that fall into that 
category can amass a huge cult following 
(like Spider-Man director Sam Raimi's Evil 
Dead), and up until the BK titles, the video 
game industry hadn't seen an analog. When 
you think about it, paying S4 for an hour or 
two of hilarity is a decent bargain. Plus, if 
you're really into the "sneak up on people 
and deliver sandwiches" subgenre, Sneak 
King is pretty much your only option. 

IT'S CALLED "ALTERNATE 
HISTORY" 
In Issue 164, a Resistance: Fall of Man advertise
ment says that the setting of the game Is the year 
1951. However, when you review 1he game, you 
claim that World War II never happened. Someone 
over there needs to brush up on 1he1r history, 
because WWII ended in 194 5, six years before 1he 
game even begins! 

Nick Vitale 
Warren. OH 

■ One of the great things about video games 
is that they allow us to explore worlds that 
aren't bound by the cold, ruthless facts of 
history. In reality, yes, World War II ended 
in 194S. However, according to the fictional 
premise of Resistance: Fall of Man, the key 
events of the war as we know it never hap
pened because humanity has been wrapped 
up battling the Chimera, not each other. 
When the game begins in 1951, this conflict 
has already been going on for decades, 
which overwrites the time period in which 
World War II would have taken place. 
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JOHN DODSON 
Standing in front of 
a glowing T riforce is 
guaranteed to make 
you 78 percent more 
majestic 

DEVAN REY-
SOLOS 

Classic strat
egy. Put your 
expendable, 

annoying sol
diers in front 

so they absorb 
the initial 

assault Go 
for it Captain 

Cannon 
Fodder! 

CHERYL VOGT 
They found mushrooms and pills, but they picked 
him up on an anonymous tip that he was licking 
Toads 

FERNIE ALMEIDA 

Enter the Game 
lnfom,e, Envelope 
An Contest. All you 
need to do ,s draw, 
pain~ scratch. spit, 0< 
C.Jlllt! the best dam 
envelope art you C.Jn 
think of and send rt to 
us. Please include your 
name, phone number, 
and return address 
on the back of die 
envelope. If you're the 
monthly winner, we'll 
feature your work in 
GI and you'll receive a 
Video game prize lr0<n 
the Game lnf0<mer 
vauh. 

S.nd to: 
Game lnfom,e, 
Envelope An Contest 
n4 1st St N. 4th 
F1oo, 
Mpls. MN S5401 

Unrealistic! We all know that Snake would 
rather eat a Chocobo than ride one 

J. CHOULNARD 
"Must...play ... 
Trauma Center!" 



.Y'lu ~v, tM, t'l\J~ 

.Y'lu -6\~ b'l *~YtMr~i 

1\~b Y'lfl'tt tAY tM, '~''· 



T 
he Slamdance Film Festival has made its name 
by showcasing up-and-coming filmmakers such 
as Christopher Nolan (Memento), and has since 
extended its patronage to independent video 
game developers via its Slamdance Guerilla 
Gamemaker Contest But this year's festivities 

have turned controversial due to the festival's removal of 
Danny Ledonne's Super Columbine Massacre RPG! - a first 
for the festival. What started out as a celebration of indepen
dent gaming turned into an examination of video games as 
art, and offered us a look at the state of our nation almost 
eight years after the Columbine tragedy. 

In early January, news broke that Slamdance had removed 
the game from its contest amid protest from some of the 
other participants and the gaming community at large. 
Despite this, the organization stood firm and stated that 
the game would not be re-instated. By this time, several 
competition finalists - induding thatgamecompany's flOw (a 
title which will also appear for download on the PlayStation 
Network) - had withdrawn their work in protest just weeks 
away from the final competition. 

Game Informer tried to contact festival organizers to 
speak about this matter several times, 
but received no response. However, 
Slamdance did release a statement that 
said it feared a lawsuit "This is not a case 
of Slamdance lacking courage, sponsor 
disapproval of showing Danny's game, 
or wanting to control freedom of expres
sion. Simply and practically, Slamdance 
can't afford to take on the scope of this 
potential loss by showing the game to 
the public." 

The decision to pull the game was 
made by president and co-founder Peter 
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The Game In Question 
Super Columbine RPG! puts players in the roles of 
Columbine shooters Eric Harris and Dylan Klebold 
as they shoot up the school via the game's simple 
graphics created with the game RPG Maker. The 
game follows the same timeline as the events 
themselves - including the pair's own suicide, and 
even uses dialogue between Harris and Klebold as 
recorded in their journals and video messages. 

Some have attacked the game for its lack of 
compassion regarding the even~ angry that such a 
tragedy has been reduced to a video game adven-

Baxter, against the wishes of ture - particularly when creator Danny Ledonne's arise, I could easily have 
Sam Roberts, Slamdance's use of simple and cute graphics is juxtaposed against re-programmed the game 
game competition manager. In grisly reality. in time for the festival, and 
an intelView with the Salt Lake Ironically, whereas Harris and Klebold found a that would be a non-issue." 
Tribune, Baxter insinuates that twisted inspiration in Doom - a connection that Ledonne also says that he 
SCMRPG!'s use of licensed some believe requires a condemnation of video offered to have the game 
music was the legal specter games themselves, perhaps those playing SCMRPG! only available to mature 
that he feared. However, will find this particular video game as a vehicle to audiences. 
Game Informer spoke to think about the Columbine massacre. SCMRPG! cre- Interestingly enough, 
the game's creator, Danny ator Danny Ledonne says that by forcing players into Ledonne's game had not 
Ledonne, who described the the roles of the killers and making them live through only made it through a 
arguments for the game's dis- the events of that day, he is aiming to make people panel of Slamdance judges 
missal as "circumspect" confront Harris and Klebold's horrific actions in a to the finals, but the organi-

"Back in October, I explicitly more personal manner. zation itself actually contact-
mentioned to Sam [Roberts] • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • ed him to enter the game in 
that this game contains many pre-existing sources, because the first place, specifically because as Ledonne was told, of 
this game is a conglomeration of existing media that's been "its unique and compelling contribution to gaming~ Ledonne 
put together as a social commentary. Sam took two days to says he never had any conversations with Baxter before the 
look into i~ he got back to me, and assured me that it con- game got pulled. 
stituted fair use for social criticism, and that it would not be Tracy Fullerton, assistant professor at USC's Interactive 
a problem. If ever along this path, I was notified that music Media Division, pulled the school's sponsorship of the com-
licensing or any of the other minor copyright issues were to petition in protest over Slamdance's move and worked to 

get the game re-instated. As a sponsor, 
Fullerton told us that she never had an 
inkling that the organization would make 
such a move. "There was no discussion 
of, Well, we' re only going to have this kind 
of game or that kind of game'. 1/v'hen we 
[Fullerton and Slamdance game competi· 
lion manager Sam Roberts] talked about 
the Guerilla Gamemaker contest the idea 
of it was to be a celebration of indepen
dent media and games in the same way 
that Slamdance itself is a celebration of 
independent film. This has never hap-



pened in the film component of the Slamdance festival. 
Never. And they've screened some pretty provocative work. 
Kudos to them for that That's one of the few places you can 
see that kind of work. To have that kind of double standard 
between games and film is one of our issues~ For instance, 
within this year's film entries, edgy work can be seen in the 
satire Murder Party, where artists kill people for grant money. 

"Content of the game aside," explains Ledonne, "what 
Tracy and others have rightly taken issue with, is that this is 
a game that was first asked to be submitted - but that's less 
consequential than the fact that it was reviewed by a quali
fied jury to be selected as a finalist in the competition. And 
one person - later, for reasons that are amorphous to me 
because they keep changing - decided to pull the game. 
That can happen, in my opinion, to any film, any kind of 
media that gets put into this forum. The precedent that it sets 
is that if someone is pressured to remove something based 
on its conten~ whether it's misunderstood or misconstrued, 
that it will be ejected from this kind of festival, and that's 
something that's unhealthy'.' 

Despite the fact that the game has been pulled, Ledonne 
is keeping his eye on the big picture. "I am not viewing Peter 
Baxter as an adversary, and I know the press really wants 
to create that dynamic, but I think there are larger issues 
at hand. Peter and I have spoken about this, and we both 
recognize that we want to see independent games published 
and developed that look at these issues." 

One of those issues is whether video games as a medium 
deserve to be protected as art "It's a fundamental issue of 
freedom of expression," says Fullerton. "Games really need to 
be thought of in the same way as something as film." If that 
were so, such double standards as those often applied to 
video games would cease. 

Another is a deeper, more important question that deals 
with the controversy that has surrounded the game itself: 
Is this country ready to deal with Columbine yet? Ledonne 
himself is not·sure if we've gotten to the point He says he's 
even gotten a letter from one anonymous student who now 
attends Columbine who told him that the environment at the 
school in which the tragedy occurred hasn't changed. In a 
country where we may not have fully faced up to the realities 
that Columbine forcefully brought to our attention, Ledonne 
wonders if the introspection that his game encourages will 
ever occur. "This game, frankly, may be either a bit ahead of 
its time, or there may be no time for this game, depending 
on how our culture will view serious games in the next five 
or ten years." 

This game, frankly, may be either a bit ahead of 
its time, or there may be no time for this game, 
depending on how our culture wlll view serious 
games in the next five or tan years. 

- Super Columbine Massacre RPG! creator Danny Ledonne 
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DATA FILE 
More News You Can Use 

ROCXSTAR CO-FOUNDER 
QUITS BAND 
Roastlr co-foood<r and managing diredo< 
Teny Donovan has left the company. Donovan 
was~ on ltave from the company since 
the fal of last year, and parent axnpany Take
Two says that Donovan's duties have already 
bttnacCIUlledfor. 

ZlJNEGAMING 
ina,asing talc lrom Microsoft points lo the 
company offering games on its lune po<t,ble 
music pla'je'. Although it is unknown what 
kinds of games wil be available on the unit, it11 
be inleresta,g lo Stt ii and how these might 
- with your PC and Xbox 360. 

Last a AdMsion pided up the Guitar Hero 
ic,,,se. but MTV signed the lranchises' devel
oper, Karmonix. Now that AdMsion has the 
series sans the S1udio that mad< it, the publisher 
is putti,g its A-team on the job: N_, The 
Tony -~ has started advertising fo, 
employnm positions for the franchise, indud
ing a PlaySlalion 3 graphics engineer. AdMsion 
has also appiod and rectived patent, for the 
...,,., ·GuilarVlain. and "Drum vo1an· 

RARFS NEW ERA 
Ra<t's Stamp,r Brothers have left the company 
aftor 20 ""1"-The brolherl """"1Wthe 
company for rMr 20 years, lrom Blast Co,ps 
and Killer lnslinct to Grabbed by the Ghoulies 
and Viva Pillala. The Stampffi say that they are 
going lo-"other opportunities", but what 
these may be oobody knows yet For more on 
Rare. ched out Classic GI on page 111. 

THE DAY THE MUSIC DIED 
wcasArts and Kl.ju ...,e leaming up for a game 
alled Traxion on the PSP. The game would have 
let yoo take your own MP3s and use lhem as 
the basis for...,. ------:p 
20 minigames. 
Sacly, howeYer, 
the proje<1 has 
CO<neloan 
abrupt halt. K14U 
has released a 
statement saying 
that boCh it and 
wcasArts have 
mutualy agreed 
loendMwf<on 
the game. 
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lllll!!mD 
THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

UGLY 

GOOD 
Konami is l')ing f01Ward with 
_,,,_titles in """'°""""L 
induding a Winning E1eYen for 
!ht PSJ and foor new \',Ii t~les, 
two sports titl<s and a "music 
simulation game.• 

BAD 
Ayoooaboyinl!lah(or is hta 
man now1) re«ntly discov<red 
hardal<t pomoiraphy on his 
Xbox J60 copy ol EA's Maddtn 
NFL rn. Authorilits say that !ht 
gamt appta11 to havt bttn 
fil<IOf'/ staled, and lh<y art CUf· 
rtntly inffltigadng !ht situatlon. 

BAD 
capcorn has got Hollywood SIMS 
and dollar signs in its fl"S. Tht 
Japanese company is looking 
to stcurt mowit lktnsts for its 
games in order to rtcoup mort 
moot'/ o11 o1 u.. risina cost o1 
ntXl-gtndtvtlopm,nl. We hopt 
a company lit<t capcorn - "11kh 
is known to, its SUf>90rl of 
hardco,t gamt11 _ _,,, fo,get 
its roots afttr • night out with 
Lindsay, Britnty, and Paris. 

A 28-year-<>ld woman in C.lifomia died in a local radio contest called "Hold Your Wtt fo, a Wii," Tht contest 
calltd fo, peoplt to drink large amounts of watt< with the winner being the one who could hold off going to 
!ht bathroom !ht longest. Afttr competing. !ht woman was found dead in he< home of wait< intoxication. 
Oby, maybe wt'vt made sornt bad puns about !ht Wii, but at least they nevtr lcilltd anyont. Ytt. 

GOOD 
Ninttndo OS ownt11 will get a chanet 
to play John carmack's formerly 
cellphone-only title Ores and Elv.s. 
Although no concrete rtltast date has 
bttn announced, carmack has said 
he's interested in doing a version for 
!ht sysltrn. 
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GOOD 
Just when we lhooght we couldn, be any mo,e excited f0< WIii 
\\light's Spore, EA announctd that experimental music ltgend 
Brian Eno has bttn ~gntd to do !ht music fo, !ht PC tide. Eno, 
who aeated !ht ambient music genrt with his album Music for 
Airpo,ts and is famous fo, his wort as a playtr and producer 
on albums by David Bowie. U2, Roxy Music, and !ht Talking 
Heads, is aealinj a "generati,t" score that will morph and 
change depending on !ht on-<attn action. 

■ Your 160 Guide blades will be 
superimposed on your telev1s1on 
broc1dcasl allowmg you to chat with 
your friends while you watch TV 





connect ten 

2 "Master of Puppets" -
Metallica 
Album: Master of Puppets (1986) 
The raging title track from Metallica's thrash masterpiece, 
"Master of Puppets" on expert mode would make your 
puny fingers cry. From the breakneck opening through 
the last whiplash rhythm lick, we can't think of a song 
that seems better suited for Guitar Hero. The dramatic 
middle movement even provides lyrical necx:lassical 
action for good measure. For those of our readers too 
young to remember Metallica's glory days, this song will 
show you why those therapy-addled d-bags from the Some K~nd of Monster 9ocumentary 
used to be the greatest band in the land. Of course, given their m~ney-grubbmg ways, the 
millionaire metal merchants would probably demand part ownership of the Gurtar Hero 
brand just to license the track. 
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Here it is, the grand
daddy of all classic rock 
anthems. Led Zeppelin, 
the most epic of all the 
'70s rock legends, cre
ated the most epic of 
songs in uStailway to 
Heaven.'.' Guitar god 
Jimmy Page, who is the 
inspiration for Guitar 
Hero H's Clive Winston 
character, is all over the 

place on this track, 
which helped cre
ate the template for 
the modem power 
ballad. The delicate 

·~> acoustic work of 
the intro gradually 
gives way to Zep's 
elephantine stomp 
in the climax. and 

along the way you'll get 
to play along to one of 
the most memorably 
tuneful solos in his-
tory. We still don't know 
what the heck a ubustle 
in your hedgerow" is 
or why the May Queen 
needs a uspring clean," 
but uStairway to Heaven" 
was made for the Guitar 
Hero treatment 

3 "Back in Black" - AC/DC 
Album: Back in Black ( 1980) 
AC/DC have mined their singularly simple vein of 
rock for three decades, their skill in crafting catchy 
riffs exceeded only by their knack for naughty double 
entrendre. Since AC/OCs rock is as hard as it comes -
even Harrnonix's founder Alex Rigopulos picks them 
as his number one wish for Guitar Hero Ill on page 
38 - it would be a sin not to include the band on this 
list "Back in Black,• off the album of the same name, 
remains their signature song, as the strutting main riff 
(one of the best ever) provides the foundation for resi- . . 
dent cra-ry Angus Young to launch into one of h,s trademark scrawling solos. Guitar Hero 111 
NEEDS this song - period. Forget the noose, 'cuz it never dies. 



4 "Layla" - Eric Clapton 
(Derek and the Dominos) 
Album: Layla and Other Assorted 
Love Songs (1970) 
The opening lick in 'Layla' might be the most instantly 
identifiable guitar part in history, thanks in part to a 
famous '80s TV commercial for Freedom Rock, a 
dassic rock CD compilation. Eric dapton is so well 
regarded by guitarists his nickname is 'God,' and he 
demonstrates his skills all over this seven-minute track. 
k, brilliant as Slowhand's searing leads are, he's nearly 
upstaged on this track by another guitar legend, Duane Allman of the Allman Brothers, 
whose soaring slide guitar spars with Clapton throughout. and adds a graceful touch to the 
stately coda. It's a near perfect Guitar Hero song. even if it was written to steal away the 
wife of his best friend (Patty Boyd, the wife of the Beatles' George Harrison). 

6 "Wanted Dead or Alive -
Bon Jovi 
Album: Slippery When Wet (1986) 
You might not know it now, but Son Jovi pretty much 
ruled the Earth for a couple years in the late '80s. 
'Wanted Dead or Alive,' off their blockbuster album 
Slippery When Wet, takes the hoary guitarist-as-gunsling
er metaphor to ridiculously brilliant heights. A live staple 
for the band to this day, it was a SpaghettiO's western 
for a generation of pop-metal fans drunk on Bud Light 
and Aquanet Throughout the song. guitarist Ritchie 
Sambora displays the chops that got him in Heather Locklears pants, dispensing crunching 
power chords, smokin' solos, and Spanish-flavored acoustic work in proper measure. A cru
cial Guitar Hero track, to be sure. 

8 "Cult of Personality" -
Living Colour 
Album: Vivid (1988) 
An oddity in the world of '80s metal not only for being 
African-American, but also for their refined chops and 
soulful songwriting. Living Colour broke into the main
stream with 'Cult of Personality,' a scorching rock track 
built on a monstrous, off-kilter rhythm riff. Lead guitarist 
Vernon Reid, whose background induded work with left
field jau icons Ronald Shannon Jackson and John Zorn, 
was a technical powerhouse, and he delivers a brain
bending solo on this track. Reid's mix of metal velocity, 
strange modal tonalities, and good old-fashioned whammy bar abuse seem ideal for Guitar 
Hero, and we'd jump at the chance to get to wrap our hands around this scorcher. 

10 "Venus" -
Television 
Album: Marquee 
Moon (1977) 
Lead by swanlike dandy Tom Verlaine, 
Television stood out in the early NYC 
punk scene like a rose growing in the 
sewer. Although not commercially suc
cessful, Verlaine and co-lead guitarist 
Richard Uoyd redefined electric guitar 
playing for a generation of underground 

5 "Outshined" -
Soundgarden 
Album: Badmotorfinger ( 1991) 
Though crucial to the early '90s grunge scene, 
Soundgarden's real achievement was flying the flag 
of longhaired, bare-chested dinosaur rock in a decade 
where alternative music favored sulking over guitar 
solos. "1lile pretty-boy singer Chris Cornell scored all 
the chicks, bearded caveman guitarist -Kim Thayil laid 
down the heaviest riffs this side of Black Sabbath, drag
ging '70s rock kicking and screaming into the modem 
era. 'Outshined' features some of his best rhythm and 
lead work, as he stomps all over the track like a wooly mammoth. Even now, it sounds like 
sweat, cheap beer, and flannel. Bonus points for coining the term 'feeling Minnesota,' an 
emotion we live with f!-Jery day. Sigh. 

7 "One-Armed Scissor" -
At the Drive-In 
Album: Relationship of 
Command (2000) 
Led by be-afro'ed frontmen Cedric Bixler and Omar 
Rodriguez (who later formed Mars Volta), At The Drive
In took lessons learned from early '90s post-hardcore 
artists like Fugazi and Jawbox, and created a new, barn
storming breed of emo-punk. Their major label debut, 
Relationship of Command, was hugely influential on a 
ton of bands that have 500,000+ Myspace friends, and 
'One-Armed Scissor' perfectly captures the things that made ATDI great: careening energy, 
anthemic choruses, and complex timing riffs played with machine-tuned chops. This song 
has it all, from delicate picking to churning rhythm work. 

9 "12:51 " - The Strokes 
Album: Room on Fire (2003) 
New York heroes the Strokes hit the mainstream in the 
early part of the decade with a sleek, precise take on 
new w~. Although their instant success and wealthy 
backgrounds rankled indie kinds (the acidic punk 
website Buddyhead dubbed them 'four-car garage 
rock"), the band's catchy songs won them legions of 
converts. Although 'Last Night' off their debut album 
was a bigger hit, '12:51' from the follow-up seems like 
a perfect match for Guitar Hero, with its infectious mel
ody and flashy, laser-light show guitar lines (yes, that's a 
guitar, not a keyboard). This coolly hip song rocks without breaking a sweat or a smile. 

HONORABLE MENTIONS 
"Eruption" - Van Halen 

"Raining Blood" - Slayer 
"Foo/in" - Def Leppard 

"Fabricoh" - Archers of Loaf 
"Helicopter" - Bloc Party 
"The One I Love• - REM 

We're Not Gonna Take It" - Twisted Sister 
"My Sharona" - The Knack 

"Epic" - Faith No More 
"Le(s Co Crazy" - Prince 

We still don't 
know what the 

heck a "bustle in 
your hedgerow" 

is or why the May 
Queen needs a 

"spring clean," . .. 

artists, and their influence can be heard in f!-Jerything from Sonic Youth to 
Modest Mouse. 'Venus,' from their dassic debut Marquee Moon, features 
tightly cascading spirals of lead guitar, as elegant as modem architecture. 
Television proves some guitar heroes prefer cardigans to spandex. 

"Airbag" - Radiohead 
•po/ice Truck" - Dead Kennedys 

·cherub Rock" - Smashing Pumpkins 
•Mississippi Queen" - Mountain 

"Aenima" - Tool 
'White Wedding" - Billy Idol 

,his Charming Man" - The Smiths 
"Roat On" - Modest Mouse 
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PRE-OATHERIRG OF DEVELOPERS 
Mike Wilson and Hany Miller first met 'Nhile working at the 
Dlal--up \Mcie Area Networic Gaming Operation, better known 
as DINANGO, in 1995. The early gaming network based out 
of Houston was known for its online multiplayer support of 
Doom. The two became quick friends, but Mike's new job as 
VP of marketing at id Software complicated things. "Well, it 
was nice kn01Mng you, but now that you're moving to Dallas 
I probably won't see you much anymore, so good luck in the 
future; Miller remembers. 'VVcMI, was I wrong~ 

It wasn't long before Miller moved to Dallas as well to 
become CEO of a new developer named Rrtual (then known 
as Hipnotic Interactive). Around that time, Wilson left id after 
the company decided that it didn't want to self-publish any
more, and he helped found Ion Storm, another Dallas-based 
developer. The Texan CEOs kept in dose contact and shared 
battle stories that come with shaping up a new development 
house. Dunng this time, the first thoughts of the Gathering of 
Developers strategy started to simmer. The original plan for 
Ion Storm, according to Wilson, was to develop and publish 
their own games. Hovvever, the hype built up around the stu
dio was too much to pass up for one ma)Of publisher. 

"Somewhere 1n between leaving id and starting at Ion 
Storm I took a four-oay vacation and rt had turned into a 
seven-title deal with Eidos; says Wilson. Wrth the indepen
dent vision he had for the company now out of reach, Wilson 
started to conSlder his opbons. It wasn't long before he 
started having conversations with Miller about 'Nhat eventually 
would become Gathenng of Developers. The two wanted to 
start a publ1Sh1ng company that catered to small developers 
and avotded all of the red tape of a large corporation. But 
even the best ideas need a healthy infusion of cash to get off 
of the ground. Fortunately, they had an open ear with Take
Two founder Ryan Brant 

GOD OPENS FOR BUSINESS 
"[Brant] wrote us a check for $5 million to start our company, 
and that was bigger than [Take-Two's] 'Nhole IPO at the bme," 
says Wilson. "They weren't even listed on NASDAQ. He knew 
that all they needed was some conteni and he really bet the 
farm on us~ That kind of money always has strings attached, 
however, and lvliller and Wilson had to make some conces
sions that would eventually come back to haunt them. 

Take-Two got a partial stake in the company, North 
Amencan distribution rights, and all of the console rights, 
'Nhich meant that GOD would only be releasing games on 
PC. AddrtJonally, Miller and Wilson offered partial ownership 
to the five developers who got on board with GOD on the 
ground floor: Epic, 3D Realms, Terminal Reality, Pop Top, 
and Ritual. 

Members of these studios would serve on GOD's devel
opment board, 'Nhich would help to find potential leads on 
up-and-<0ming developers and the games they were working 
on. Once GOD decided on a game to publish, they made it 
a point to trust the developer's instincts and stayed hands-off 
during production. Developers got to keep the rights to their 
intellectual property (still a rarity 1n the industry) and were 
given healthy royalty rates that increased at certain sales mile
stones. Miller and Wilson also made sure that GOD remained 
small (around 12 people before selling to Take-Two) to keep 
overhead low and allow them to pounce on new games with 
little red tape. 

GOD debuted in 1998 and published its first hit, Railroad 
Tycoon II, within a matter of several months. Pop Top's train 
strategy game took off, selling over a million copies and 
seemingly proving that the concept was golden. But titles 
were sparse after that and games released throughout the 
next year failed to have much of an impact. GOD was sign
ing games like Tropico, Stronghold, and Max Payne, but they 
were running out of money very quickly. In May of 2000, 
Take-Two bought Gathering of Developers for $30 million. 

THE GODGAMES ERA 
1t was a pure heartbreak,• recalls Miller. 'We did not want to 
sell. &rt it was a reality of the times. 'Mien it happened it was 
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devastating to us~ GOD remained in Texas throughout the 
transition and changed its name to GodGames officially. The 
first string of titles released like KISS Psycho Circus and Heavy 
Metal FAK.K. 2 didn't do much to strengthen Take-Two's faith 
in letting Miller and Wilson do things their way. 

Wien we sold that was right around the time they were 
becoming a big company and they just kind of couldn't help 
themselves from putting all of these bureaucratic processes 
in place and taking the reason Hany and I were there oui • 
Wilson says. \Nhile GodGames' release of Tropico and Serious 
Sam in the spring of 2001 renewed some faith in the 
publishing label, the duo was slowly losing the passion that 
pushed them to start the company in the first place. Then the 
unthinkable happened. 

Doug Myres, an original Gathering of Developers founder, 
died suddenly and unexpectedly in May of 2001 from 
asthma. Myres was only 36. "You just don't think of asthma 
as that kind of thing. but we learned unfortunately that it hap
pens to a lot of people 'Nhen they develop it late," Wilson 
says. "Doug was our best friend and partner and when he 
passed away it was just the last straw. We were like, 'Okay, 
we're not going to waste any time doing something we don't 
really care about:" 

GodGames shipped their biggest game, Max Payne, in 
late July along with an announcement of the closure of their 
Texas offices and the departure of the founding team. Take
Two transitioned the label to New York and brought most of 
the remaining lineup to market over the next year. 

Wilson took part of the GodGames team to Austin to 
start an entirely DVD-based magazine called Substance TV 
that covered documentaries, music, and video games. Miller 
went to Hong Kong to work with En-Tranz Entertainmen~ an 
MMC-focused game publishing company, and brought some 
GodGames people along with him as well. He ended up liv
ing in Hong Kong for the next two years. But Miller returned 

to the States for a number of reasons entirely unrelated to 
the gaming business. "Early 2003 SARS hit Hong Kong.• 
Miller says. 'My son was due in late July/early August and 
SARS was in full effect. The whole city was dressed in plastic 
bags and face masks. So [my wife and I) decided it was prob
ably not a good idea to stay there. It was time to come back." 

GATHERING REDUX 
\Nhen Miller returned to the U.S. he took some time off to 
raise his family, and found that his old friend was now back 
with Take-Two. After seven issues Substance TV never really 
gained a foothold, so Wilson moved on to produce a docu
mentary titled Burning Mon: Beyond Block Rock. Around 
the same time (January 2003), then-CEO of Take-Two Kelly 
Sumner was appointed president of GodGames (yet again 
rebranded simply as "Gathering") and sought out Wilson to 
help revitalize the PC label. 

Upon returning to Take-Two, Wilson soon found out why 
he was taken back into the fold. It turns out that titles like 
Max Payne, Mafia, and Stronghold that Wilson and Miller had 
signed before their departure had made a decent chunk of 
change. "Kelly told me when I went back, 'Yeah, you guys did 
S 100 million [that first year] and then it did $250 million [the 
next year], and now we're shooting for $400 million,'" Wilson 
says. "I was like 'holy s-!'" 

The surprises didn't end there. Wien Wilson met with 
accounting. he found out that almost all of the GOD titles at 
least turned some profrt, •even KISS and Blair Witch, the ones 
we thought were huge disasters~ 

From 2003 to 2005 Gathering brought out several games 
in the Vietcong senes, Tropico 2: Pirate Cove, Railroad Tycoon 
3, and the infamous Guy Game. But Wilson still had trouble 
working within a corporate structure. "Unfortunately, I wasn't 
able to deliver much from the Take-Two side with that new 



Gathering label. They thought they wanted me to come back 
. and do it. but when it came down to actually signing those 

deals with the developers ... they had gotten accustomed to 
controlling eve,ything.' By early 2005, the Gathering label 
was phased out and Wilson focused on finishing the Burning 
Man documentary, which debuted that November at the AF! 
Film Festival. 

THE RISE OF GAMECOCK 
, Later that year Miller and Wilson started to get the gaming 
. bug again. The two began tossing around concepts and the 
• idea of forming a new independent publishing outfit slowly 

gained momentum. "After we left the industry and were able 
·' to come back and look at the positives and negatives of what 
: happened, we realized there were a lot more positives than 
'. negatives," said Miller. "That and a new cyde coming with 

the [advent oij next-gen consoles, it just felt like this was the 
1 right time~ 

"I'm not doing this because I need a job,' Wilson said. "I'm 
, doing this because I think it's a really good idea. I miss the 

industry. I miss the developers. It's a great business. I didn't 
feel that way when I lelt I felt like I never wanted to do it 

, again because of what I had just been through. But given 
; some retrospect and doing stuff in other entertainment busi
I nesses, this one's pretty damn good~ 

Miller and Wilson had learned from the previous structur· 
• ing problems that led to the sale of GOD. This time they 
would hit the pavement for 18 months searching for funding 
with absolutely zero ties to the gaming industry. "We wanted 
enough money to have a good lineup and really do a proper 
marketing job and be a real publisher and not a little pub
lisher,' said Wilson. "Finding money that wasn't from a game 

, publisher was really hard. Venture capitalists sniff around in 
this industry, but they don't bet on entertainment So we kept 

knocking on doors until we found the right people~ 
Once they secured enough funding, the duo has been 

quietly signing games since last August under the new ban
ner of Gamecock. 1,,\/ith the newfound freedom to control 
all business tactics, Miller and Wison now feel like they can 
finally deliver on the promise GOD made to developers nine 
years ago. And several of them have been patiently waiting 
for this moment 

Gamecock's starting lineup indudes Fury, Mushroom Men, 
Hero, Hail to the Chimp, and Insecticide. The genres range 
from MMO to beat 'em up to adventure to action to dun
geon crawler. The combined experience of these developers 
indudes team members from such well-known franchises as 
Halo, Gears of War, and classic LucasArts adventure games 
like Day of the Tentacle. Miller and Wilson still use a tried and 
true mix of gut instinct and a network of trusted friends in the 
gaming industry to decide on their lineup. 

"[Developers] know if we do greenlight anybody's game 
we're going to give them a great deal,' Wilson said. "That 
hasn't changed. It's still a very developer-friendly, high-royal
ties-with-high-sales type deal. We still are going to brand the 
developers first Not just to be nice. We happen to think that's 
the smart way to go for gamers to be able to figure out who 
their favorite developers are. Just like you have your favorite 
band or author or whatever. I don't think most people have 
a favorite book publishing company or record company. 
Nobodly goes, 'Man, Universal Pictures rock! I cannot wait for 
the next Universal movie:• 

The "developer first" mentality is actually one of the main 
reasons behind the new company's unusual title. "We don't 
even care if anybody knows it's our game, to be honest 
That's the basic idea of calling the company something goofy 
like Gamecock,' Wilson said. "One, we [want to] remember 
that it's not our brand that matters and, two, we want to have 
fun and lighten up the industry a little bit, because it's just 

such a bloocly serious business when it's supposed to be 
about games and fun~ 

But what do Gamecock's developers think of the publish
e(s philosophy? "We've spoken to all the majors. First of all, 
unless they can see a game like yours in the marketplace, 
they can't figure out hOIIII to do a sales projection, so it's hard 
to get a greenlight, • says Auran CEO Tony Hilliam, developer 
of Fury. "Next, if you convince them you kn0\111 what you're 
doing and they give you the greenlight. then they ask you 
for the IP 01111nership and 75 percent of all the revenues. It 
just doesn't make sense for us as we've taken all the risk 
to date. Finding Mike and Harry was a godsend. They let us 
keep the IP and they let us keep the majority of the revenues 
(because we are doing all the funding and taking most of the 
risk). On top of that. these guys really kn0\111 their games, and 
they can spot when something is new and exciting. So in the 
end it was a no--brainer to sign up with them~ 

Both men are confident that Gamecock can fill a niche 
that larger publishers can't maneuver in simply due to the 
daunting sales targets they have to hit to feed the corporate 
machine. "We take more chances because we're a smaller 
group,' said Miller. •our overhead's very I0\111. We can make 
very healthy profits off a game that big companies can't 
because the margins don't fit into their schedule. At the same 
time, we have titles that are going for a very broad audience. 
We'll be competing in that regard as well~ 

Only time 'Nill tell if Gamecock's strategy 'Nill succeed in 
the end. As their first titles hit the market this 'Minter, Miller 
and Wilson 'Nill finally get that chance to prove their long-sim
mering ideas in the real world. And gamers will be the final 
judge. "It's not a crusade this time to change the industry, it's 
more like taking advantage of the fact that it can't change," 
said Wilson. "But certainly if we do well we do have a chance 
to make a real impact" ■ ■ ■ 











LOOSE TALK 
Hot Gaming Gossip 

EA NOT READY 
FOR THE Wii? 
Allhouif,~ 
Ele<lronicMswasfnnand 
center ot lht Wi laund, with 
two games, loose Tai has 
heard that somt witlun lht 
rompany are ll'IIY that lht 
publisher didn, do mon, 
to support lht .. _,. 
platform. There has Mn 
bttn somt talk within EA that 
suuests that lht publisher 
was"""""'1atblincHidedby 
lht system's soccess. 

PS3 LOSES 
UNREAL 
EXCLUSIVE 
YhlenEIJl(showodolfUnreal 
Tournament 2«fl a Sony's 
E3pr,ssmnlerena,two 
yean IIO, many lhouaf,I • 
was• sood omen for lht 
PSl. - • howMr, loose 
Talk has leMnod that Sony's 
system does not in fact have 
lht exdusiYe on lht game's 
rmase. Unreal Tournament 
2007 will also show up day 
and date for lht PC and 
Xbox:l60. 

INDIANA 
JONES' 
SABBATICAL 
For lht lint lime in his life. 
Indiana Jones_,, bt there 
to saw, lht day. Tht fedora
- · hero's illesl Video 
gamt admttll-e (and his lint 
for lht nm-gen consoles) is 
now being pushed out from 
its original 2«fl ,.i. .... 
Delays in lht mo,ie 11e 
to btamt. 

360 PRICE DROP SOONER NEW 360 ON THE WAY? 
RATHER THAN LATER? 
Two industry analysts, Mid1ael Goodman of lht 
Yank,,, Group and Colin Sebastian of Lazard Capital 
Mart.t,, have spowtat,d rectntly that lht prier of 
lht Xbox :l60 will drop by S 100 bdore Christmas. 

lheM,ta,ryN,ws'O..,Tabhashi hasdamed 
that Microsoft is~. --cl lht Xbox 
l60. This edition. codenamed Zephyr. - f•-· 
an HDMI port and• 120 GB hard drM - ollhougt, 
tis not known if lht HDO-.ld bt sold s,parat,lr. 
loose Tai has ht.vd ilsown nmors aboot lhos n,w 

Xbox:l60, andwe-,-">s IU-...cemtnt 
during CES, wllid, cid not end up,_,.._ 

Cdsantlff5ldttrlolfmaiusa~arf .. 1btol...,_ 

NAME THAT GAME 
Test Your Sight 

lmllatJon o lht SIIUft!I fonn cl flaaery, tu 
somttrnes a company's lawye,s don) IMlltfS,.. 
dlhatw,,ylhogam,Of)pNl<donlhtOdjss,y 
2. HowtYtr, Atrl,v.llolhtnhadlhtt>dlJSNO 
homt-<.i.as. oW1tS to Pac-Man. sued and won 10 
,..,. prorumon cl lhos btlt beaus, • f<lt • was 
100 smiar 10 Pac-Man This O dtspie lht fa<! that 
this monlh's game differed l!orn Nama>'s dasSIC 
tJtle " that • had things SU<h as a maze crnuw 
and random maze,. 

32 GAME INFORMER 

What hap
pens if you 
lose your 
downloaded 
content? 
We checked 
each next
gen system 
to find out 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
KEVIN FRANE 
Producer, Sq1 
(Shining Force EXA) 

1 The legfflcl of 
Zelda- NES 

2Chrono 
Triger - SNES 

3 Final Fantasy X - PSl 

4 Metroid - NES 

5 Final Fantasy 
VI - SNES 

READER 
SHARNA WILTZ 
Chicago, IL 

1 Grand Theft Auto: 
San Andreas - PSl 

2 Shenmut 2 - Xbox 

5 Grand Tbtft Auto: 
Viet City - PSl 

4 Hunter. tht 
Rtdoning - Xbox 

5 Jade Empire - Xbox 

Send Top FNeS and a photo of you,se/f to: 

Game Informer Magazmef[op Five 
TI4 N 1st St 4th A 

Mmneapolis, MN 55401-9022 
ema~: toplive@gamemlormer.com 

( attach d,grtal pKJ:ure) 

TOP TEN 
lists ... Everybody loves lists ... 

Top 1 O Yoda Lines That 
You've Never Heard 
10 When 900-years-old you reach, relief, Preparation 

H spells 

9 Make me look fa~ does this blouse? 

a That's \mat she said 

7 A million republic credits. you may have already won 

6 Applebees. Old Navy Performance Reece. U2. A Jedi 

craves not these things 

s Begin with my pants, you will 

4 In the bask~ it puts the lotJon 

3 Begun, this pillow fight has! 

2 Fear leads to suffer ... wait ... fear leads to hate ... no, 

wrong that is 

1 Murder, she wrote 

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

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

Call (800) 649-3211 today! 
LOOK AT ALL YOU GET: 
• ALL NEW Advanced Ab Station with Built-in 

Lumbar Support for Increased Comfort 
• Built-in LatTower and Squat Station 
• Adjustable Upright Seating and 

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

• 100% Satisfaction Guarantee• 
• Leg Attachment Included 

The Bowflex Xtreme• SE Home Gym 
with New Advanced Ab Station 

ORDER NOW and pay just $2O/month! PLUS get a 

FREE Machine Mat! You save $99! 
Not ready to order? Request a FREE information-kit DVD today. 

CALL 800.649.3211 or order online at 
www.BowflexWeb.com 

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

Before 
251 lbs. 

After 6 weeks 
2101bs. 

Alex Bejarano 
lost 41 pounds 
in just 6 weeks I' 

~ 
BOIIIIFLEX 

Be Strong. Be Fit. Be Bowflex. 

CALL 800.649.3211 
www.BowflexWeb.com 

•0n eppro..-.d Bowftex- crtdit card purdlises. The 1dvtrtistd p.aymant is based on 
a promocional rninirrun l)lymtnt of 1.5" of purchase price. Tha amount of your total 
Minimum Monthly Peymel'll wl depend on additional purchases and account balances. See 
C.rdholder Agrtement and Oisclosurt Statement for details. tux1% Satisfaction Guarantee 
includes Y refund of pu,chast pric1, lt.sa shipping and handling. C.I for complete details. 
t1ndMdual rtsuks may vary. Participants' results based on ~ the Bowft,,:e home gym 
and the ~Fast Fat L.os.s NO'# prog,1m included in thl OWl'lt(s manual C2007 N1utikls, Inc. 
Al rights restf\"td. ~ int Bowfltx logo, Bowflex Xtrema, end Power Rod 1r1 either 
regi:mred tr1dtm1J'U Of tr1dematb of N1utiJs, Inc. BFMG0596 OJ17GAMEINFPULLO 



TOP COPS 
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BRODDERICK: They're called accesso
ries, honey. They're supposed to pull an 
outfit together, not BE the outfit 

VOROBEV: Elton John's seael son. 

WALPOLE: Gitaroo's look says rt all - his 
grandmother bought him this outfit for 
Christmas and his mother made htm 
wear it to school. As a result. Darth Vader 
art off hts left hand and now he's forced 
to wear a Power Glove. Gttaroo Man 
swears revenge. 

THE FLUFFER: F- mg bulls-. rm not 
going to rip on G,taroo Man. 

They made a 

CAMMY 
GRAMZON: Are those camouflage panty 
hose or are her legs molding? 

VOROBEV: Two words: Cammy toe. 

ARNOLD: With those lusaous tree trunk 
thighs I would suggest some loose fitting 
pants, not dothes that accent your fabu
lous, bootylioous self. 

THE FWFFER: Sergeant Slaughter looks 
good after the sex change operation. 

MERRYWEATHER: The phrase 'If you've 
got it. flaunt ,t' wasn't refemng lo plague 
lesions, honey. 

THE HUFFER: I'm not sure what's 
worse. That he's wearing a one-piece 
body suit. or that he put on hts under
wear last 

BRODDERICK: You know you're 1n 
trouble when you look hke this and Santa 
Claus won't even let you in the door. 

ARMSTRONG: What is that belt even 
holding up? Certainly not his dignity. 

WALPOLE: Link wants his clothes back. 

BRUCE: What time is it? Time for you lo 
prance to the gym. 



BAD DUDES 
ARNOLD: Wonder Twin powers, activate! Shape 
of ... mullet men! Form of ... breakdancing 
gloves! 

WALPOLE: This is what men who beat 
their husbands wear. 

ORANGEBEARD: Are you a bad enough 
dude to rescue these fashion disasters? 
Even Frank Stallone wouldn't rock these 
outfits, fellas. 

BRua: There's only one thing more powerful 
than Ralph Macchio - that's two Ralph Macchios! 

BRODDERICK: This must have been just before 
the slap fight 

CAPTAIN FALCON 
ARMSTRONG: Captain Falcon may think 
he's Captain Fabulous, but it would take 
more than a few Captain Morgans to get 
the ladies to fall for his shtick. 

WALPOLE: "Taxi!!! Take me to Planet 
Fashion immediately!" 

BRODDERICK:That's an awfully tiny gun 
at his hip. Good thing most people will 
be too distracted by the nipple buttons 
to notice. 

ORANGEBEARD: Never trust a proctolo
gist who dresses like this. 

GRAMZON: What's a man compensating 
for when his little sports car can hit the 
finish line in ten seconds flat? 

VOLDO 
ARNOLD: Madonna did this years ago, 
END IT! 

GRAMZON: Who called Satan's gar
dener? 

MERRYWEATHER: That is 5000000 

Battle Arena Toshinden ago! 

ORANGEBEARD: Mike Piazza's nut cup 
really completes this look. 

THE FLUFFER: Actually, I don't see 
what's wrong with this. 

TIDUS 
ARMSTRONG: If you're going to start 
sewing your own dothes, start with 
something simple - like a cape. Also, be 
sure you aren't asleep. 

GRAMZON: So that's where my basket
ball hoop went 

ORANGEBEARD: I'm not sure about 
Meg Ryan's new look. 

ARNOLD: Kris Kross is coming back! 
One pant leg up and one down ... Jump, 
Jump! 

MERRYWEATHER: It's like twelve bad 
outfits in one. 



connect interview 

CAREER HIGHLIGHTS 

► Leaming The Tune 
N lba<>P<Jlosilllendsptual, 0, 
0, 5"'ooli1MITas•-ol ... 1ht COfr4lUltr Music Group 

inlht!dlool'spffltlglcJus 
Mtdai..b. 

► The F'irst Gig 
II) Aion&""'1&.nEgozy,1 folow 0, 
0, MIT~ lba<>P<Jlos slaru ... Hannonao.. company d<Yaled 

tocrtalq ,_,computtf· 
basedmusicntNfacos. 

► Digital Shredding 
00 The company rtltas<, 11S tir,t 0, 
0, P<odud. The Axt: ritans o1 ... Classoc Rod. The pt'OSriffl 

alowed_,toimpr..,,. 
...,. famous rodt '°"" us,ng I 
keyboard,......., or l(IY5bcl 

► Catching the Beat ... 
C) 
C) 
N 

Nowlorusedon
Hannona rtltas<s Frequency 
lorthtPlayStabon 2. The 
tochno-oritnted rhy1lvn gam, 
,.,,,, much pra,s, lrom <J'lbG, 
but ,dis poorly, 

► TheRemix 
~ Harmona ,e1e.,., Amplrtud, 
c:, lor PSl, a lollow-up to 
N Ffequ,ncy. Whilt 1ht gam, 

imprOll<S on Ffoqu,ncy., 
many re,pe<ts. • does not tar, 
anyl,ett.,otrdai. 

► SingOut! 
a 
~ 

In pil1n<Mp""" Japan,,, 
pooisherKonami, Harmonox 
scores its tir,t 1111, lht SN1P'( 
titlt ICaraot, Rewiuuon, Thty 

go 00 to do thr .. """"' a/ 
1ht bdt lor Konami befort 
parting ways. 

► Charting Big 
in 
C) 
C) 
N 

Alona With~ 
mam/ptbishtr Rtd<lc!ano. 
Harmonox hits tht ~ 
wilt, tht-ik>l-fflOUlh smash 
GuitiwHero. 

► Another Smash 
co Slriking qurlly, Harmonu cong tinutsils,ucc,ssWld,•sttlar 
N stqUtl to Guitar Hero, adding 

bass and~ OH>p play, 
among other featurts. 

► Going Big 2006 
co Harmona, stil riding tht w ... 
g of Guitar Hero's""""· is 
N acquired by MTV, wher, ~ 

wil help rMJe lht TV &iant's 
gamtSdMsion. 
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PUL 
PRESIDENT AND CEO/HARMONIX 
>> Harmonix, which made amazing PSl music titles like Frequency, is enjoying the breakout success of Guitar Hero 

and Guitar Hero II. We sat down with company founder Alex Rigopulos to learn how the company has evolved over the 

years, and where it's headed in the future thanks to a new partnership with MTV. << 
Was Hannonix originally intended to be a 
game company? 
'v'.tien we started the company, we weren't thinking 
about video games at all. We considered ourselves 
an interactive music company. We wanted to solve 
the problem that we felt needed solving 1n the 
world. Making and playing mUStC tS this profoundly 
Pflul expenence. Tragically, very few people ever get 
access to that pleasure that comes from music mak
ing. Just about eveiybody tnes at some point 1n thetr 
life, whether that's piano lessons as a kid or guitar 
as a teen. But almost all thctSe people quit after SIX 

months because It's just too damn hard. We felt that 
we needed to invent new ways to let people who 
are not mUSKians have access to that very unique 
pleasure that comes from mUStC making. 

How did you transition into gaming? 
We had been doing these interadlve music proj-
ects for years. We were learning a lot of interesting 
lessons, but there was no business there. Then, 
something huge happened that altered the trajectoiy 
of our company. These new music games appeared 
1n Japan - the early games like PaRappa the Rapper, 
BeatMarna, and Dance Dance Revolubon. It was 
like the light bulb going off. Video games were the 

realized this was getting bigger than you 
imagined? 
It was sometime last winter. Vvtien we shipped 
Guitar Hero, we'd been playing it and felt that it was 
our best game, but we'd been so jaded .... In all our 
prior experience with games, there'd be a big [sales] 
spike at Chnstmas and then the floor falls out In the 
case of Guitar Hero, the sales kept growing e.ieiy 
month after the holidays, which was veiy unusual. 
We started to see things on YouTube, people vid
eotaping themselves playing the game and posting 
the videos. It was starting to take on that feel of a 
phenomenon. That was the point when we realized 
that we had something special. 

Do you think that the rock soundtrack helped 
it be more successful than Amplitude and 
Frequency, which focused more on techno 
and dance music? 
It was a number of factors coming together. One 
is tha~ for the first time, we got to combine the 
lessons [we learned] from Frequency and Karaoke 
Revolution. From Karaoke, we learned a way of 
positioning a concept for a game that was imme
diately understandable and appealing. Bu~ [Wtth 
Guitar Hero] we were actually able to infuse the 

What's the one song or band you'd really love 
to get in Guitar Hero II that you didn't? 
I would say the number one requested band that 
e.ieiyone is always begging for is AC/DC. It's such a 
natural fit 

You've recently been acquired by MTV. You 
just had your biggest success as an indepen
dent; why did you decide to become part of a 
bigger company? 
With the success of Guitar Hero, we had gotten to a 
point where we could start doing the sorts of things 
we'd been trying to do for years. To do that right was 
going to require a powerful partner. MTV had been 
looking for the right opportunity to move into the 
video game space, but they didn't want to get into 
fighting games or sports games or other things that 
didn't really resonate with their brand. I think, with 
Harmonix, they saw a real opportunity to move into 
the space and do something important. 

Now that Activision and Neversoft are 
doing Guitar Hero Ill, what's the future for 
Hannonix? 
We have a number of new things in the works that 
are beyond the scope of Guitar Hero that we're 

[We] are developing products that allow people 
to consume their music not just as passive listeners, 

but as active participants. 
media through which we could accomplish what we 
were trying to do as a company. So, we redirected 
the company to focus on music games exdusively 
and started building the first prototype of what was 
to become Frequency. [We] brought it to Sony and 
they got excited about it 

Frequency and Amplitude got great reviews 
aaoss the board, but probably weren't the 
breakout hits that you'd hoped for. 
Not at all. Those games won all kinds of awards, got 
great reviews, and we sort of had this youthful naive
te about it We thought we had an addictive game 
and a big publisher, so of course these games are 
going to be successful. Then, they went out the door 
and sold quite terribly. That was a humbling experi
ence for us, because we learned that it's not enough 
to make a really addictive game. You need to make 
a game that is superficially attractive to someone 
that hasn't e.ien tried it yet. ... The problem with 
Frequency and Amplitude was that you look at a 
saeenshot and read a description of the games and 
you'd still have no idea of what the game was. 

Guitar Hero has become a pop culture phe
nomenon. Was there a moment when you 

hyper-addictive gameplay that we had created 
with the earlier games. Furthermore, exactly as you 
said, Frequency and Amplitude were underground 
music - it wasn't mass-market music. Adding a 
rock soundtrack made a huge difference. The final 
thing is the controller. Vvtien you put that controller 
in your hand, it really adds to the suspension of 
disbelief you have when you' re playing. All those 
factors together, as well as what I sense as a sort of 
general widespread resurgence of the popularity of 
rock in this country, all combined [to make Guitar 
Hero a hit]. 

How difficult is it to deal with the licensing of 
music for these games? 
For Guitar Hero, it was tremendously difficult 
because no one had heard of RedOctane or 
Harmonix. Getting the record companies and the 
music publishers to give us the time of day was 
pretty challenging. Fortunately, we were able to 
assemble a soundtrack we were proud of. The sec
ond time around, many of the bands that wouldn't 
return our phone calls the first time suddenly had 
an interest 

excited about. [Online] is an area of great interest 
to us. 

Do you see the evolution of music games 
moving towards people actually creating 
music as opposed to just mimicking it? 
Yes. That is our roots, actual musical creativity as 
opposed to just performance. Ideas about ways that 
we might integrate that into gaming are something 
that's been brewing here for many years and it's 
definitely somewhere I'd like to take it 

What's the future for Hannonix? 
Well, speaking veiy generally, the direction I see 
the world headed in is one where music gaming 
becomes just a natural extension of what music 
entertainment is. Five years from now, when a new 
album comes out by your favorite artist. playing with 
that music in the context of an interactive experience 
is going to be a natural way you expect to consume 
that music. A big part of Harmonix's long-term plan 
is de.ieloping products that allow people to con
sume their music not just as passive listeners but as 
active participants in the music making. We're trying 
to implement that idea on a large scale over the 
next five years. 
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Wii REMOTE 
CHARGE STATION 
Manufacturer: Nyko 
Website: www.nyko.com 
List Price: $29.99 

Since Nintendo doesn't seem interested in making rechargeable 

Wii remote batteries, we have to look elsewhere. A couple of other 

companies have some similar things in the works, but we like these 

Nyko batteries. The base station holds up to two remotes at once, 

and the batteries are reported to offer up to 25 hours of gameplay. As 

an added bonus, the back of the battery is a rubberized grip, so you 

can stop listening to your friends whine about how the remote keeps 

slipping out of their hands when they play tennis. 

Elll 
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SUPER MULTI BLUE PLAYER BH100 
Manufacturer: LG Website: www.lge.com 
List Price: $1 ,199 
HD-DVD? Blu-ray? Who can decide anymore? 
Certainly the movie industry can't, so why 
should you have to? The BH 100 supports 
both formats, and it will upscale all your 
standard DVDs to a 1080i resolution. With 
all these movies to watch, who has time to 
make decisions? 

.. 
GOO OF WAR 
KRATOS FIGURES 
Manufacturer: NECA 
Website: www.necaonline.com 
List Price: $14.99 
Looks like March is going to be a good month for angry people. Not only 
will Sony be releasing their hotly anticipated God of War II for PS2, but 
NECA will launch two Kratos figures. Both figures are 7" tall; one comes 
with sweeping chains of fire, and the other features Kratos in his Golden 
Fleece Armor from GOW II. These bad boys won't be out until March, but 
you can preorder them at www.comerstorecomics.com. 

-
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CORDLESS PS3 
MEDIABOARD 
Manufacturer: Logitech Website: www.logitech.com List Price: $79.99 
Who actually likes the cellphone-like text entering system on the PS3? 
For crying out loud it's ridiculous. Thank goodness for Logitech. With the 
MediaBoard you can easily communicate with the PlayStation Network. Not 
only is this board lightweight and cordless, but since it comes with a built-in 
touchpad you won't need to buy an extra mouse. 

--ULTRASHARP 
2707WFP 
Manufacturer: Dell Website: www.dell.com List Price: $1,399 
We've been liking Dell's monitors recently, and the 
2707WFP is the hottest one yet. The 27-inch monitor and 
sweet adjustable stand look almost like a sci-fi sculpture, but 
you'll be admiring its pixels more. Dell'.s Tru color technology 
offers up 920/o of the color gamut, meaning HD games and 
movies look amazing on its 1920 x 1200 screen. 

IIIIIml 

iPhone 
Manufacturer: Apple 
Website: www.apple.com/iphone 
List Price: $499.99 (4GB) 
$599.99 (8GB) 

An 8GB iPod = $250. A smartphone with 

G5M technology and Bluetooth = $300. A 

mobile internet-ready computer that runs OS 

X = $700. Getting all that on one sleek new 

device= pricele - well, actually it's $600 and 

includes a two-year contract with Cingular, 

but that's still a pretty good deal. Everyone's 

talking about Apple's new gadget and we 

understand why. We cannot wait to check out 

its "revolutionary" new touch screen for our

selves when it launches this June. 

IIIIIml 

2.1 CORDLESS 
SPEAKER SYSTEM 
Manufacturer: Klipsch Website: www.klipsch.com 
List Price: $1,200 
The CS-700 provides a fantastic 2. 1-<hannel surround 
sound experience, but that's not what makes it cool. What 
makes it cool is that it's also wireless. This whole system 
includes a wireless 200-watt subwoofer, a DVD player, FM 
tuner, and probably its most exciting feature is the ability to 
wirelessly transmit to other Klipsch's RoomGroove music 
streamers to create a wire-free, multi-room speaker system. 
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T 
he landscape of gaming is chang· 
ing. The perception of gamers being 
unmotivated, basement-<lwelling 
introverts really doesn't stick any more. 
That's not to say that the couch will no 
longer be a gamer's best friend, but 

the consoles of today are delivering experiences 
that push these once-titled armchair sloths to be 
social, competitive, and even physical. It's a differ· 
ent era. It's a time where we get our daily exercise 
from games that utilize motion-based technology. 
It's a time where we make new friends within a 
game's online community. And believe it or not, 
it's a time where a set of numbers could win the 
console war. 

Like a ninja in the brush, Xbox 360's Achieve
ment Points are quickly and ever so quietly 
having a great effect over where the consumer 
dollar goes in this next-gen battle. In a nutshell, 
Achievement Points are marks of excellence that 
gamers can earn by completing specific tasks in 
the games they play. For example, in the game 
call of Duty 3, players can earn 100 Achievement 
Points for completing a level without firing a shot 
In Rainbow Six Vegas you can earn 60 Points for 
completing all of the Terrorist Hunt missions in co
op play. As Gears of War's producer Clifty B puts 
it, Achievements are "nerd aed." 

At first glance, these points would appear to 
have no value. You can't cash them in. They don't 
affect the games you play. They would appear to 
exist simply to measure the size of each gamer's 
ego. True enough, part of the allure surrounding 
Achievements has to do with puffing your chest 
up and showing the gaming community how 
skilled you are. I've spent many hours looking 
through the points that other players have racked 
up. Just by looking at the points, I can separate 
hardcore gamers from casual, see what genres 
specific players prefer, and break down skill 
levels. For instance, one player may have only 
earned 200-plus points in Gears of War, which 

is mostly dedicated to completing the game on 
the casual difficulty. On the other hand, you may 
find someone who has close to 1,000 points, and 
has snagged the highly coveted points for killing 
10,000 players online. 

The key words that need to be expressed are 
"highly coveted." When someone on your friend 
list achieves such a feat, you want to earn it as 
well. It's very similar to wanting to beat the high 
score in an arcade game, or more currently, to 
obtain the rare items in a game like World of 
Warcraft. I have many friends who have spent 
weeks of their life questing in WoW for a new 
sword that, oddly enough, isn't nearly as power· 
ful as their current weapon. They want it simply 
because it's rare. Gaming today is very much 
about status, and how you measure up against 
other players. 

To some people, Achievement Points may seem 
like a bunch of meaningless numbers, but to the 
people that truly understand what they are, and 
what value they actually have, they've become 
a game in themselves. Players are logging extra 
time into games just to raise their Gamerscore. 
A game that someone might have beaten and 
shelved in a day could conceivably be played for 
weeks depending on how diverse and difficult its 
Achievements are to earn. Achievement Points 
are not just there for status, they add longevity 
to games. 

So how exactly could all of this affect the 
console battle? One key area is software sales. 
Multi-system releases like Madden and Grand 
Theft Auto hold more weight on Xbox 360 simply 
because the Achievement Points add value to 
them. You get more out of these games on Xbox 
360 from the challenges and sense of accom· 
plishment that these Points add. Rushing for 200 
yards in a game on PlayStation 3 does nothing for 
you. If you do this on Xbox 360, you raise your 
Gamerscore by 100. If a game is identical on both 
Xbox 360 and PlayStation 3, there's no reason 

why gamers who own both systems shouldn't 
choose it for Xbox 360. It's just common sense 
that you want more bang for your buck. 

Questing to unlock new Achievements is an 
addiction. I spent over five hours in Rainbow Six 
Vegas just to add the "kill 10 players in online 
matches without dying" mark to my profile. 
I've also found myself compelled to earn the 
Achievement in Dig Dug for clearing out all of the 
dirt on a level. Achievements definitely change the 
way you play your games. 

They are also playing a large role in whether 
or not people invest in other consoles. Would 
you believe that people would rather play Open 
Season on Xbox 360 than The Legend of Zelda: 
Twilight Princess on Wii simply because Open 
Season gets them points? It's happening more 
than you would think. Gamers are going out and 
purchasing games that they normally wouldn't 
even think of touching. 

Achievements have become a large part of what 
next-gen gaming is all about. Sony and Nintendo 
need to implement similar systems to make their 
consoles attractive to the entire gaming nation. 
There's a chance that Achievements could be a 
fad that eventually disappears, but as someone 
who finds himself hopelessly addicted to these 
digits, and finds himself competing with friends for 
the most points, I only see them having a larger 
role in the future of games. What would happen if 
Microsoft eventually decided to reward players for 
milestones with free arcade games or coupons for 
in-store purchases? 

Our instinct to show off our skills is a power• 
ful one, and Achievements perfectly play to this. 
Sony and Nintendo would be wise to learn from 
Microsoft's innovations or risk losing the console 
war. ■■■ 

The views and opinions expressed on this page are slrictly those of lhe 
aulhor and nol oocessarily lhose of Game Informer Magazine or its staff. 

If you work in the industry and would like lo share your opinion, contact senior editor Matt Helgeson at malt@gameinformer.com. 
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We asked project director Robert 
Huebner about the almost 
unavoidable comparisons to Sony's 
blockbuster game. He had this 
to say: 'God of War was a cool 
game and did a good job of giving 
a really visceral combat experience 
with a fairly limited set of player fight 
tactics. The comba~ especially with the-_. ___ _ 
chain blades, was very flashy and fun, 
but not as deep as what we are trying to 
achieve here. A better example of the depth 
of combat we' re shooting for is probably the 
Ninja Gaiden series. We still want to be visceral, especially 
when it comes to killing moves and gore - things that 
are very Conan - but we don't want to shortchange the 
player when it comes to the depth and complexity of the 
combat rules set.' And as for the two protagonists? ' In 
terms of attitude, they are polar opposites. Kratos seems 
very somber or morose (with good reason, naturally), 
but Conan is really not a very introspective guy. He 
absolutely loves life, power, and women. He generally 
doesn't kill from anger or rage, but because these 
people are trying to prevent him from fully enjoy
ing life as he sees fit In Conan's eyes, I think 
all the carnage and violence is really not his 
fault; his victims just got between him and his 
women, gold, freedom .. . take your pick.' 
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XBOX 360 

Mercenaries 2: 
World in Flames 
> STYLE 1 OR 2·PIAY£R ACTION (ONLINE MULTlPIAVER IBA) > PUBLISHER TBO > DEVELOPER PANDEMIC 
> REUASE SUMMER 

SOLDIERS OF FORTUNE 

M 
ercenaries 2 was a standout sur
prise at last years E3. Taking the 
already fun ideas of its first game, 
Pandemic IS advancing the scope 

and style of the Mercenaries brand with some 
massive upgrades to the existing formula. 
This time, Venezuela has erupted into a war 
zone, and everyone wants in on the action. 
You, as the unscrupulous hired gun, get to 
try and tum the tide in the direction of the 
highest bidder. 

The new cooperative mode is perhaps 
the most exciting addition to the formula, 
allowing either split-5creen or online friends 
to partner up and cause the most damage 
possible. Not unlike the newly releasing 
Crackdown, Mercenaries 2 will reward clever 
cooperative problem solving. One player 
might airlift the other into a trouble spot by 
helicopter, or both players might sneak in on 
opposite sides of a secure area so that one 

68 GAME INFORMER 

can distract the enemy while the other 
completes an objective. 

Beyond exciting options for playing with 
a buddy, we've gleaned a few other new 
details about this hotly anticipated follow-up. 
A wide range of cool vehicles are all use
able wherever you find them in the world. 
The multiple tank types lead the way with 
their explosive firepov,er; the Mantis Battle 
Tank has the full spread of weaponry from a 
105mm rifled cannon to a .50 cal machine 
gun, while the La Rana Tank sports a 20mm 
rotary cannon to mow down enemy infantry. 
For those more interested in an attack from 
above, the Endriago helicopter with its mini
gun and rocket pods shouldn't disappoint 
Even the seas aren't safe from enterprising 
mercenaries, since the Omen speedboat 
is equipped with both forward and rear
mounted machine gun turrets. Tack on 
army jeeps, motorcycles, and a weaponized 

dune buggy, and the vehicle 
portion of World in Rames 
shouldn't disappoint 

We've also heard that in 
addition to the guerilla fighters 
and oil company clients that 
have already been revealed, 
the game will include a take 
on modem pirates, presum
ably as another group to 
join up with. Whoever your 
employer, the game has also 
added the ability to capture 
and/or rescue people from dangerous situ
ations. On the technical side, Pandemic has 
taken full advantage of next-gen graphical 
options to make the entire game wortd view
able from any location - no fog effects will 
aeate an artificial draw distance as you drive 
and fly around the wartom battle zone. 

Embracing its role as a no-holds-barred 

catharsis of explosions and freedom, 
Mercenaries 2 is on track to provide an 
escapist thrill to surmount even its most 
ambitious competitors. It shouldn't be too 
long until we can get our hands on an earty 
version of the game so we can let you know 
if the game plays as fun as it looks. ■ ■ ■ 





■ The MULE is tough, but it 
can't take damage forever. 

C 
aptain Scott Mitchell is 
turning into some kind of 
extreme quasi-futuristic ver
sion of Jack Bauer - except 

if he had a show it would be called 
72 instead of 24. lhe Ghost Squad 
leader is thrust into another three-day 
conflict almost immediately after the 
end of the first game. We got the 
chance to play both single and multi
player elements since our cover story 
last December, and are happy to say 
that things are coming along nicely. 

GRAW 2 begins with a kiss-ass 
jeep driver lauding Scott's achieve
ments from the first game to catch 
players up on the story. A brief series 
of VR missions refamiliarizes the 
GRAW control scheme and intro
duces a few new concepts. Here the 
developers show off the new time
lapse mechanic. Near the beginning 
of the first mission the instructor 
tweaks a few settings, causing the 
sun to dart to a new point in the sky 
and light and shadow to dance and 

stretch beautifully across the environ
ment lhis is likely the only time we'll 
see such a drastic change in lightin& 
but the normal gradual movement of 
the sun will only help sell the realism 
in the rest of the game. 

lhe new full command view is 
surprisingly more than a cosmetic 
upgrade when put into practice. 
Holding down the right bumper 
on the Xbox 360 will bring up the 
blue-tinged view from one of your 
squadmates. You can't move the 
character directly, but you can look 
around and click on a destination 
for the squad. We used this tactic 
to sandwich a group of enemies in 
between Scott and the Ghost Squad, 
and proceeded to tear them apart 
with great efficiency. 

lhis hands-on approach works 
great for flying drones and the new 
MULE as well. Instead of only being 
able to select destinations on the 
overworld map when moving the 
drone, players can now enjoy a 



full-screen top-down view. Here 
it's easy to swoop down, scan for 
some trademark red diamond 
enemy targets, and fly out of firing 
range. The MULE works smoothly 
as well, serving as a controllable 
form of mobile cover that's also 
a full-scale armory. This allows 
players to switch freely back and 
forth between assault rifles, rocket 
launchers, sniper rifles, and the like 
with ease. No more scrounging 
for lame enemy guns when you're 
done blowing up tanks with the 
rocket launcher. 

Weapon selection is now handled 
with a quick press of the A button 
combined with the d-pad instead 

of the clumsy menu scrolling of the 
first game. One new weapon at 
your disposal, the satchel charge, 
provides a nice stealthy alternative 
to blowing up armored vehicles. 
Rather than blasting tanks with rock
ets from afar, players can sneak up 
to them, toss a charge under the 
chassis, run off, and detonate it at 
will. Magnificent explosions ensue. 

Multiplayer returns with new 
maps and six new co-op stages. 
You'll be able to fight in such 
locations as a train station, a 
rocky nature area, warehouses, 
a flooded village, and even the 
Panama Canal. Classic team and 
solo outings return, including 

Elimination, Territory, Objective, 
and Battle. Just like before, a slew 
of achievements will lure players 
into marathon face-offs. Whether 
you're trying to get 500 kills or win 
an hour-long co-op Defend match, 
GRAW 2 allows players to track 
their progress towards completing 
multiplayer achievements via an in
game menu. 

Despite a few bugs present in 
our preview disc, GRAW 2's new 
gameplay elements and exceptional 
graphical polish has us pretty dam 
excited. Luckily for gamers, Scott 
Mitchell will be coming off R&R 
very soon. ■ ■ ■ 







PLAYSTATION 3 I XBOX 360 I PC 

Frontlines: Fuel of War 
> STYLE I-PLAYER ACTION (MULTI PLAYER TBA) > PU BUSHER THQ > DEVELOPER KAOS STUDIOS> RELEASE FAU 

KNOW YOUR ROLE 

T 
hough we just took an inside 
look at Frontlines in last month's 
issue, some new info has sur
faced that warrants a second 

glance. Most notably, publisher THQ 
announced that the title is coming to 
PlayStation 3 along with the Xbox 360 
and PC. Beyond that, developer Kaos 
decided to let us in on some new multi
player details that make Frontlines sound 
better than ever. 

The core of Frontlines' signature 
multiplayer is in utilizing teamwork to 
achieve objectives and move the front
line forward. From what Kaos tells us 
about its internal multiplayer testing, that 
design is already working beautifully. 
"'Inherent teamwork' is an extremely 
noticeable change to people's playstyle 
that emerges from the Frontlines game 

mechanic," observes Dave 
Votypka, design director 
at Kaos. "Because it takes 
a coordinated effort of 
offense and defense in 
order to control several 
objectives at once - which 
is required to move the 
front forward and push 
the enemy back - players 
quickly realize this and 
begin to make conscious choices to 
coordinate efforts between teammates.• 
In other words, it doesn't matter how 
"133t" your skills with a sniper rifle are; 
you're going to lose to the team with 
stronger strategy and teamwork. 

Frontlines multiplayer also has gamers 
choosing Roles and Loadouts that 
determine what equipment and abili-

ties they'll have access to on the 
battlefield. These will evolve 
during the course of a single 
match. "Character growth is more 
about specializing and achieving 
new military equipment rather 
than core stats," explains Votypka. 
"Each time you spawn, you have 
the choice of which Loadout ( col
lection of weapons) to use, and 

which Role (weapon or technology spe
cializations) to pair with your Loadout. 
It is within the Roles that the upgrading 
takes place~ This way, you'll be able to 
choose what's needed at that particu
lar time - like spawning with a rocket 
launcher when enemy vehicles threaten 
your base - as well as evolve your skills 
according to your preferred playstyle. 

With at least 32 players in a match 
(Kaos wouldn't confirm more than that, 
but kept teasing us with hints at "32+ 
players"), Frontlines is poised to step 
up to the level of Rainbow Six Vegas 
and Gears of War on the next-gen 
stage. Kaos' pedigree (Battlefield 194 2: 
Desert Combat, Battlefield 2) has us 
bouncing in anticipation of seeing how 
it stacks up. ■ ■ ■ 





PLAYSTATION 3 

Heavenly Sword 
> STYLE 1-PIAYER ACTION > PUBUSHER SONY COMPUTER ENTERTAINMENT> DMLOPER NINJA THEORY 
> REUASE JUNE 2007 

SICK AS HELL 

I t's probably a good thing that God of 
War II is coming out on PS2; it wouldn't 
want the competition from this game 
on the PS3. Okay, so you're tired of 

hearing Healleflly Sword compared to God 
of War, and that's fair because Heavenly 
Sword is really its cmn game. Its stcxy is stan
dard fantasy fare: It's up to the main charac
ter, Nariko, to take up the Healleflly Sword 
and alleflge the deaths of her clan. 

Visually, Nariko might be hot enough to 
cook bacon. Her hair twirls around her as 
she spins like a tornado of death, and her 
dothing flaps along in the breeze. The envi
ronments are built to match. Tables, chairs, 
and pottery will shatter and splinter as 
enemies are thrcmn into them Unfike most 
games, all the little pieces remain to dutter 
the battlefield, leaving a general sense that 
war just happened. 

Nariko has an extensive list of combos 

and reversals at her disposal. She breaks 
legs and kicks enemies across the battle
field. She jumps on enemies' heads and 
snaps their necks with her legs before 
sending them into the air and slicing them 
apart with her sword. The game isn't gory, 
and that's fine because it has it own brand 
of brutality. In one move, Nariko grabs an 
enemy with her chained hook blades ( one 
of her weapon's many forms) and then 
whips them at a group of enemies or twirls 
them around in a spin attack. Nariko can 
also pick up the enemies' weapons and use 
them as deadly projectiles, but weapons 
aren't the only things she can throw. Nariko 
can pick up several items lying around 
the environment and take out chains of 
enemies with one carefully aimed shot 
You will actually have some limited control 
over whatever you throw, and the camera 
switches to a behind-the-projectile view and 

even follows its path. 
There is some strategy to which weapon 

you choose to use. Some enemies are 
easier to take out with the sword, but there 
are some pretty cool combos and nifty ways 
to kill guys with the chained hooks too. A 
meter measures your successful combos 
and attacks, and when it is full Nariko can 
unleash a powerful and very artsy special 
attack. And speaking of artsy, the camera 
angles are cinematic and add to the game's 
visual flare. 

~ - -~--=--
The enemies can be pretty vicious, 

especially as wave after wave of troops con
tinue to increase in number. Your foes seem 
to attack better in groups, and will provide a 
formidable challenge. The one boss battle 
we've seen ended in a timed button press
ing minigame, and we suspect that this will 
be a standard feature throughout the game. 

So will Heavenly Sword make us forget 
about that other game? Well, probably not 
but at least we'll have another exciting action 
game to look forward to this year. ■ ■ ■ 
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Guitar Hero II 
> STYLE I OR 2-PLAYER MUSIC> PUBLISHER REDOCTANE > DMLOPER HARMON IX > RELEASE MARCH 

NEW SONGS IN LESS THAN A YEAR 

S 
ee that list over there. That's all 
the new songs available on this 
version of Guitar Hero II. All right 
Now that we have the most 

important information out of the way, 
let's continue. The above songs will be 
sprinkled throughout the normal setlist 
or the store to bring the total tally to 74 
tracks. But what does this mean for every
one who couldn't resist the PlayStation 2 
version this holiday season? 'We do have 
some plans that will keep all of the PS2 
owners very happy; assures associate 
producer Ted Lange. 

In addition to the new batch of 
included songs, Harmonix has also 
opened the door for downloadable tracks. 
These will be located in the actual in
game store for maximum impulse buying 
potential. We downloaded a sample 
track called "Rodgort' (Trogdor spelled 
backwards) and barely had to wait before 
we were playing Strong Bad's ode to 
dragons. RedOctane says it will probably 
do a mix of single song downloads and 
bundles of tracks, but won't confirm pack
ages or prices specifically. Themes and 
picture packs will also be available. 

As reported previously, the new Gibson 
X-plorer controller is disappointingly wired. 
It turns out this is more due to red tape 
than anything else. "Yeah, Microsoft IS 

holding tight to their wireless compo
nents. We are currently talking to them 
about letting us make a wireless guitar 
controller," confirms Lange. 

Even though the new controller 
includes a headset jack, Guitar Hero II will 
not support onhne multiplayer. But onhne 
leaderboards (separated by difficulty) 
will determine the real god of all guitar 
heroes. ■■■ 

Wow, you don't come across 
too many lions in the city. 
At least not this far from 

64th Street. 

I'm going to 
ignore that ... I need 

someone to help me 
learn the ropes of 

city life. 



I'm an SC - a nevr kind of Element, 
designed for the concrete jungle. 

I know the city inside and out. 
I'm your guy. 

~ 
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PSP 

Ratchet & Clank: 
Size Matters 
> STYU 1-PIAYER ACTION,IPIATFORM (UP TO 4-PlAYER VIAAO HOC OR INFRASTRUCTURE) 
> PUBLISHER SONY COMPUTER ENTERTAINMENT> DEVELOPER HIGH IMPACT GAMES 
> RElfASE FEBRUARY 13 

SONY'S DYNAMIC DUO GET SMALL 

F 
or our money, Sony's Ratchet & 
Clank series is one of the finest 
platforming franchises ever. For 
this reason, we've been very 

excited about the duo's first appear
ance on the PSP, which is releasing 
very soon. While not all console games 
can make the transition to a handheld 
platform, the high quality of Sony's 
Daxter gives us reason to hope. 

Based on our experience with a fairly 
polished build of the game, this hope 
is well placed. Developer High Impact 
Games, which indudes many veterans 
from Insomniac, has done a great 
job of recreating the colorful visuals 
and refined gameplay of the console 
games. While the lack of a second 
analog means no FPS-style control 
option, the traditional R&C mechanics 
work just fine without it 

The single-player saga follows our 
heroes through creatively designed 

levels on a quest to save a young girl 
named Luna from some evil robots. 
New twists include some space
shooter style solo Clank levels and 
new weapons that can swarm bees 
at enemies or make plants grow into 
bomb spawns or platforms. 

In keeping with Deadlocked, the last 
game in the series, Size Matters puts 
a big emphasis on multiplayer. Up to 
four players can duke it out in tradi
tional modes like deathmatch, team 
deathmatch, and capture the flag. A 
more interesting new mode is the Iron 
Lombox Challenge, which has level 
specific goals like loading cows into a 
giant meat truck or collecting power 
cells for your team. Of course, even 
the good old deathmatch isn't exactly 
"traditional" when you add this game's 
over-the-top weapons to the mix, so 
expect this to be one of the multiplayer 
highlights of 2007 on PSP. ■ ■ ■ 

Great. 
The first thing vre 

need to do is find a 
drugstore. I need some 

conditioner or my 
mane is going to get 

all frizzy. 

SC model ehown. C>2006 American Honda Motor Co. , I nc. 



S. T.A.L.K.E.R.: 
Shadow of Chernobyl 
> STYLE \·PLAYER ACTION (UP TO 32-PlAYER VIA INTERNET OR LAN) > PU BUSHER THQ > DMLOPER GSC GAMEWORLO 
> RELEASE MARCH 

FOR REAL THIS TIME 

I 
t says something about S.TALK.E.R'.s vast poten
tial that we're still excited about it after four years 
of unfulfilled promises and numerous delays. 
Publisher THQ recently sent us a playable copy 

of the game, and it's definitely in the home stretch 
of development. We're ready to take THQ at its word 
that S.TALK.E.R. will be spinning in your drives on or 
around the announced March release date. 

The game's main selling point (and reportedly the 
reason for its amazingly long development time) is 
the A-Life system. This feature is touted as giving 
S.T.A.L.K.E.R'.s enormous 300 square kilometer 
world a truly functional economy and structure of 
NPC interactions. If THQ's promises pan out, the 
Chernobyl area depicted here could put The Elder 
Scrolls to shame in terms of emergent gameplay 
possibilities and meaningful player freedom. 
Unfortunately, crash bugs and limited 
implementation in our build prevented 
us from seeing A-Life in action, but 
that's why this software hasn't 
been released yet. 

Aside from A-Life, the element 
that has us most excited is the 
tactical freedom in any given situ
ation. Stealthy, diplomatic, Rambo
style, or more creative approaches 
will pay off bigtime during your 
playtime with S.T.A.L.K.E.R.. The 
availability of interesting powers via 
radiation-born artifacts only adds 
more options. Forty to sixty hours 
of gameplay (according to THQ) 

and seven possible endings mean that you'll have 
plenty of opportunity to try out different tacks. 

Graphically, S.TAL.K.E.R. is no longer the belle 
of the ball. It's certainly not ugly, but three years of 
delays and new releases by the rest of the gaming 
industry have robbed this title of its cutting-edge 
status. And, frankly, the nuts-and-bolts action 
gameplay isn't anything special beyond the obvious 
entertainment value of a well-executed first-person 
shooter. Likewise, what we know of the multiplayer 
side of the game isn't very interesting - a small twist 
on capture-the-flag and some deathmatching aren't 
going to convince anyone of a purchase. However, 
if the single-player quest delivers on its many prom
ises, this will be a unique and immersive adventure 
that we'll gladly sink our teeth into. ■ ■ ■ 



·OMPANYilER 



Dawn of Mana 
> STYU I-Pl.AYER ACTION/RPG> PUBLISHER SQUARE ENIX 
> DMI.OPER SQUARE ENIX> REUASE MAY 

A NEW DAWN 

T 
he Mana games may not 
be runaway successes 
like Square Enix's flagship 
franchises, but they still hold 

many happy memories for RPG fans 
stretching back to the 16-bit era. 
Now that the series is being revived 
through the World of Mana project, 
those dedicated old-school fans will 
be surprised at the changes in store 
for the newest entry, Dawn of Mana. 

Coming this 'spring exclusively 
to PS2, Dawn of Mana appears to 
be more action-oriented than its 
predecessors. Taking place in a fully 
3D environmen~ the story puts 
players in control of a boy named 
Eldy and his childhood friend Faye 
as they fight against an army that 
has invaded their homeland. The 
centerpiece of the gameplay is 
Eldy's weapon - a whip. This tool is 
not only used for attacks, but also to 
grab onto objects and manipulate 
the environment to wipe out your 
enemies. To facilitate this kind of 
action, the game will be using a 
physics engine that allows for items 
and monsters to be flung around 
and crashed into each other. This 
approach will have better rewards 
than just jumping into the fray and 
mashing buttons, like more benefi
cial medals dropping after kills. 

This new style is a far cry from the 
more traditional action/RPG format 

associated with the Mana series, 
but the unique mixture of story and 
combat could prove to be an inter
esting new direction. After all, when 
~ comes to resurrecting respected 
games, no one does it better ( or 
more frequently) than Square 
Enix. ■■■ 





PLAYSTATION 3 I XBOX 360 

Virtua Tennis 3 
> STYlE I TO 4-PlAYER SPORTS (UP TO 4-PIAYER V1A XBOX LIVE) > PU BUSHER SEGA > DEVELOPER NIJ 
(PLAYSTATION 3), SUMO (XBOX 360) > RELEASE MARCH 20 

CHARGING THE NET 

A 
!though it's lost some ground to the 
excellent Top Spin series in recent 
years, Sega's Virtua Tennis is still con
sidered the premier tennis game of 

all time by many fans of the sport Now, the 
franchise is moving onto the powerful next
gen systems and hopes to recapture its wor1d 
title. We've been lucky enough to get our 
hands on a very polished, playable build of 
the game, and have been running it through 
its paces ever since. 

Based on what we've seen, your opinion 
about Virtua Tennis as a whole will be a 
strong indicator of how you feel about this 
third entry. Simply pu~ it doesn't really seem 
like much has changed. From the menus to 

the on-court action, nearly every aspea of 
the game is reminiscent of the past versions 
of the game. 

Your career, which can be played as a 
custOOHJeated male or female, works off 
a large global map and calendar system. As 
a pro, you rise through the ranks by taking 
part in training at the tennis academy, enter
ing tournaments, or improving your stats 
via Virtua Tennis's trademark minigames. 
Although some are repeated, like Pin 
Bowling. it seems that a good deal of the 
development effort on Virtua Tennis 3 has 
gone into creating new contests. Many 
are adaptations of past contests, like Prize 
Defender, in which you must protect vari-

ous items from the ball machines instead of 
breaking them. That said, there's definitely 
some creativity at play, especially in strange 
events like Feeding lime, where you hit the 
ball at large spools to keep hungry alligators 
from consuming the meat on the cou~ or 
Avalanche, which has you dodging gigantic 
tennis balls while catching as many apples 

falling down an indine 
as possible. 

Otherwise, it's the same S 11ighly competent racket 
action you expect The 
control scheme is the 
same, with a two-dick 
serve and face buttons 
for fla~ slice, and top spin 
returns. Despite the lack of 
innovation, Virtua Tennis's 
gameplay has always been 
its strongest as~ and 
we' re happy that the control 
is as tight and responsive 
as we expect While it won't 
blow you away visually, the 
character models transition 
between animations very 
fluidly, which adds to the 
responsive feel. Both ver-

sions of the game play similarly, but only the 
Xbox 360 edition will feature online play. The 
PS3 Virtua Tennis hopes to overcome this 
deficit by induding special Sixaxis control. 

The roster of pros is also very impressive, 
featuring some of the best-known players 
in the wor1d. Most important is the inclu
sion of the game's two most dominant 
and compelling players, Roger Federer and 
Rafael Nadal. Unfortunately, the structure of 
the career mode somewhat diminishes the 
impact of the pros, as they are unceremoni
ously dumped into low-level tournaments 
early in your progression, rather than being 
something that you build your way up to. 
Also, your wor1d ranking doesn't seem 
to take into account the quality of your 
opponents. For example, even after being 
undefeated through four individual tourna
ments, defeating Federer, Nadal, and Andy 
Roddick. and a doubles title with Federer as 
my partner, I was still only ranked 246 in the 
wor1d. Strange. 

We'll have to see if Virtua Tennis can win 
back some of the fans that enjoyed Top 
Spin's more realistic vision of pro tennis. 
The gameplay is definitely there - now 
Sega just needs to fine-tune the overall 
experience. ■■■ 



PLAYSTATION 3 

Formula One 
Championship Edition 
> STYU I OR 2-f'IAYER RACING (UP TO 11-l'IAYER VIA PIAYSWlON NETWORK) > PUBLISHER SONY COMPUTER 

ENTERTAINMENT > DMIDPER STUDIO LMRPOOl > RELEASE LATE FEBRUARY 

A FORMULA FOR SUCCESS? 

I t's certainly not unusual for a system to 
appear with a dutch of racing titles by 
its side. It's also not out of the ordinary 
for a Formula One game to come and 

go without leaving so much as a skid mark 
on the video game landscape in the U.S .. 
PlayStation 3's Formula One Championship 
Edition won't change the wood, but racing 
fans should be heartened by the fact that 
for once, this isn't the bare bones racer that 
usually comes and goes in the early life of a 
new console. 

Perhaps the most exciting aspect of 
this game - for both hardcore and casual 
racers - is the optional evaluation process 
that happens before races. This consists of 
a series of laps you'll run before qualifying 
that will help tune the car to the way you 
race. This evaluation covers areas like your 
cars suspension, downforce, balance, and 
camber. These are adjusted to your liking 
after you race a few trial laps. In this evalua
tion you'll also get to test out what your cars 
going to feel like with worn tires and a half 

1i1.---... 

fU.4:e 1 National Dr~ Control Poli~rt.nenhi_p for a On.19-Pree Aaerlca• 

tank of gas (which results in a lighter, more 
skittish car). Foonula One's career mode 
spans five seasons, and starts out with your 
created character participating in racing trials 
to garner a contract as either a first or second 
racer for various teams. From here you can 
participate in a full slate of timed practice, 

------

qualifying, and 
evaluation ses
sions before 
the race actu
ally begins. 

Foonula 
One btles are 
usually known 
for being fairly 
unforgiving, but 
we found that 
thlS title seems 
to straddle the 

rine between being too easy and too difficult 
One thing the game offers that helps in navi
gating those hairpin turns at high speeds is 
a real-time turn incficator. Instead of inform
ing you of an approaching sharp turn like in 
most racing games, Championship Edition's 
tum indicators will change colors depend-
ing on how you're handling the turn as you 
drive. If you've got a good grip on everything, 
it'll stay green. Go in too fast. and it'll tell 
you you're in trouble by quickly turning from 
green to yellow to red as you get more and 
more out of control. 

Maybe casual PlayStation 3 fans will take 
notice of this Formula One title because 
of the graphics, sense of speed, or the 11 • 
player online multiplayer. But perhaps they'll 
keep playing because this game seems to 
be a welkounded title balanced for racers of 
all stripes. ■ ■ ■ 

ct) 



Harker 
> STYl.E 1-MYER ACTION (MUIJlPlAYER TBA) > PUBLISHER TBA > DEVELOPER THE COUKTM > REI.EASE 2008 

DRACULA FOR THE BUFFY GENERATION 

T 
he story of Drarula never gets old. Fortunately for 
developer The Collective, the rlCeflSing rights cfid. 
The Collective is free to pillage Bram Stoker's gothic 
tale from the public domain, but that doesn't mean 

gamers will see a strict retelling in game form. Senior pro
ducer Nigel Cook says that Harker is more 'inspired" by the 
novel than anything else. 

-VVe are still keeping the key characters and the same era, 
while introducing new storyfines and plots: Cook reveals. 
"The biggest change is Jonathan Harker. In the book Harker 
is a timid solicitor who is in the wrong place at the wrong 
time. Our version of Harker is a man fueled with vengeance 
who is driven to punish and execute vampires to purge 
the bloodlines.• 

Harker is very much focused on visceral melee combat 
but don't expect to take down waves of enemies at a time. 

'Vampires in our game are 
not simply fodder types that 
can be killed with a single 
shot or blow: assures Cook. 
"Alone, or in small groups 
of two to five, vampires are 
intelligent creatures that adapt 
their behaviors using group 
Al. They are resilient and will 
do all they can to survive as 
Harker inflicts a series of what we call 'punisher' moves that 
essentially break down and weaken the vampires, eventu
ally incapacitating them enough to go in for an 'execution' 
move to finish them oW Stronger vampires even have the 
ability to transform into a demonic "feral" state as they get 
low on health to perform more damaging attacks. 

Players will have many 
classic vampire killing 
tools at their disposal 
aside from fisticuffs: 
wooden stakes, cross
bows, crosses, holy 
water, swords, knives, 
and guns. Environmental 
hazards like sunlight 
spikes, and even an 
old wine press serve as 
handy methods of dis
patching bloodsuckers. 

The reason Harker 
has such a vendetta 
against vampires is that 
one of them ( cough, 
Dracula, cough) put his 
wife, Mina, in a coma. 
The only way to break 
the curse is to take to 

the streets of Victorian Europe and kill the one that did it. 
But Jonathan isn't alone on his quest. Just like in the book, 
Mina's friend Lucy is bitten and transformed into a vampire 
that must be defeated - much to the chagrin of her three 
suitors. At least one of them, cowboy Quincey Morris, will 
be playable in parts of the game, while Dr. John Seward 
and (assumedly) Arthur Holmwood will assist in the quest 
somehow. Van Helsing hasn't been confirmed yet but 
Renfield will be reimagined as a scientist that succumbs to 
vampirism over time rather than an insane asylum inmate. 

Harker will use an upgraded version of The Collective's 
Slayer engine, which was coincidentally first implemented 
on their Buffy the Vampire Slayer game. The 2002 Xbox title 
gained a reputation for being a surprisingly good licensed 
title, and serves as an inspiration for the team this time 
around. "For Harker, we are building upon this foundation 
in a way that still provides a unique set of combat features 
and challenges, some of which weren't technically possible 
for us to offer players before, and makes the whole experi
ence far more intense and scary," says Cook. 

While Harker is being developed for PlayStation 3 and 
Xbox 360, The Collective isn't counting Nintendo out just 
yet 'We are also exploring the possibility of developing it 
on the Wii console, with the Wii controllers becoming the 
player's personal vampire killing tools." teases Cook. ■ ■ ■ 



XBOX 360 

Monster Madness: 
Battle for Suburbia 

> STYU I TO 4-PLAYcR ACTION (UP TO 1&-PLAYl:R VIA XBOX lM) > PUBLISHER SOUTH PEAK INTERACTM 
> DEVELOPER ARTIFICIAL STUDIOS/IMMERSION SOFTWARE & GRAPHICS> RELEASE SPRING NJ7 

STUPID FUN 

Z 
ack likes Carrie and he is going 
to tell her during their study time, 
but their friends keep interrupt-
ing. Boring. Then zombies attack. 

Yay! Look, if you want silly game features 
like "plot development' look elsewhere. 
Monster Madness: Battle for Suburbia is 
all about absurdities, and it can be pretty 
funny when it tries. Come on - you fight an 
undead Indian chief in Zach's backyard in 
the first level! 

Monster Madness harkens back to the 
arcade games of old when all that you 
and your buddies wanted to do was fight 
off lots and lots of enemies. To that end, 
up to three friends can jump in and play 
with you at any time. The game has an 
isometric, top-down perspective, and 
almost any object from the environment 
can be grabbed and used as a weapon. 
Each character has their own specialties 
and is better at using certain weapons, but 
you can also buy and create new weapons 
or items by collecting crystals and other 

junk that the monsters drop. There are also 
vehides that the characters can pilot such 
as hovercrafts, mechs, and UFOs. 

If you don't like playing with your bud
dies, you can always play against them. 
Aside from the offline four-player death
match, if you connect to Xbox Live you can 
jump into 16-player deathmatch, capture 
the fla& or king of the hill games. The 
multiplayer is very fast and can get pretty 
frantic, but watch out for deathtraps. 

The biggest problem we faced when 
playing the early version was the camera. 
Even in the single-player game, you can't 
move the camera around manually. The 
game has obviously been designed with 
multiplayer in mind, but it would be nice 
if the camera were tweaked a little more 
before the game launches sometime 
later this year. Still, any game that lets 
you use missile launchers, shotguns, and 
chainsaws to kill werewolves, mummies, 
vampires, and zombies can't be too bad. 
Right? ■■■ 
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I 
t's been several years since we last had a visit from the 
famed dinosaur hunter, but that wait is nearing an end 
with the looming anival of Propaganda's reinvention of 
Turck. A lot has happened with the title since we visited 

the development studio last year, so we pulled studio general 
manager Josh Holmes away from his game long enough this 
month to ask him a little bit about how the 
title is progressing. 

'VVhat we've really been focusing on is 
tuning and polishing the core experience, 
and making sure we're really paying off 
the combat and shooting experience with 
dinosaurs and humans - being able to use 
the dinosaurs as weapons and all the luring 
that we had put out there as our big key 
features," Holmes tells us. This new, darker 
Turck plays as a first-person action title with 
strong ties to everything from survival/horror 
to stealth games. As Joseph Turck, you'll 
be in unfamiliar territory on an alien plan
et - forced to juggle the assaulting armies of 

a dangerous former comrade and the prehistoric threats that 
are native to the landscape. As a central aspect of gameplay, 
Propaganda is integrating a complex luring mechanic into 
the mix, whereby players can attract the life-threatening 
attentions of a dinosaur and send it headlong into a group 
of human foes. 'Mth the combination of these dangerous 

creatures and an array of gritty futuristic weaponry, Turck is 
offered a chance to suivive the otherwise impossible odds 
stacked against him. 

vVhile giant guns, explosions, and roaring T-Rexes certainly 
form a big part of the action, the team is also spending a lot 
of time trying to give players some options for those who 

prefer subtlety. Holmes explains that every level is 
being built with the idea of induding small stealth 
pockets - areas where players can best utilize 
their knife or bow and arrow combo to silently 
drop the enemy. "'Mth the quiet kill system, we 
want to make sure you've got those strategic 
choices in gameplay," Holmes continues. "There's 
a lot of work that's gone into the stealth system 
on the Al side, making sure the Al has dynamic 
and intelligent responses to all the things you're 
doing in the world. • 

In addition to stealth actions, the game makers 
at Propaganda want to assure that when the 
bullets are gone and the fight is down to hand 
versus claw, the player still has options. "One of 



• 

• 

the things we're really trying to do is make it so that 
not only can the dinos initiate mauling and melee 
attacks with you, but that you're actually able to 
engage them in a similar fashion to finish them oW 
This newly announced approach seems to imply 
some up close and personal final kills, no doubt 
involving cool techniques like mounting dinosaurs to 
get near enough for a killing strike. 

The multiplayer component also continues to 
progress, with the announcement that the game will 
include at the very least 16 player matches. Unlike 
a standard deathmatch, the online competitions 
in Turok will include a new element - that of the 
furious dinosaurs that will randomly move through 
multiplayer stages. Like in single-player, gamers will 
be able to draw those giant reptiles out to tear their 
opponents to pieces. 'You get these fundamental 
choices - you might have an area that you can move 
through quickly on the ground, but it's infested with 
dinosaurs, but then you've got these raised ledges 
that are elevated from the ground and therefore safe 
from the dinosaurs, but of course they're exposing 
you to enemy fire," Holmes explains. It's innovative 
approaches to gameplay like this that may elevate 
Turok from the standard fare of shooters coming our 
way in the upcoming months. Of course, only time 
will tell if the dino hunter is ready for the big leagues 
once again. ■■■ 
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. : • • .. i .. • •:. We Play The Crap So You Don't Have To 

Def Jam: Icon 

Never, ever forpt 
from. lhe 
NBASlleet 
wistfully looks 
that NBA as 
Mrvina up vicious jams In the - " 
said heroes is also important in this 
first next-gen treatment in the over
the-top basketball franchise. 8-ball 
players may not know how to brawt 
or throw a punch, but this game will 
show you that smooth ankle-brellcir'I 
moves, refined Glmlbl nh I rn, 111111 
nasty dunks .. always be I sight 
ID see. 

Vlrtua Fighter 5 

t8· ~ ~ 8 
~----WarioWare: Smooth Moves Crackdown 

Our crack (or crackhead, we can 

never decide which) review team 
rates games in a number of cat
egories to help you sort out the 
great from the stuff you'll hate. 
Most games are reviewed by 

THE SCORING SYSTEM > Concept: Wiat new ideas the game brings to the table and how 
well old ideas are presented. 

two staff members, and you will 
find both their opinions on each 
review. To make things a little 
easier we have put together some 
definitions of what the numbers 
mean, what we look for in a 
game, and also a cheat sheet so 
the newbies can understand our 
advanced video game jargon. It is 
important to note that the Game 
of the Month is determined only 
by the main review score, not an 
average of the two opinions. 

94 GAME INFORMER 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A truly elite btle that 1s nea,1y perfect 1n i,,ery way. This SOO<e is given 
out rarely and mdtcates a game that cannot be m,ssed. 

Superb. Just shy of gaming nirvana, this SCO<e IS a high recommendation because 
the game ~ IS head-and-shouidefs alxNe us competruon. 

Very Good. lnnovatNe, but perhaps not the nght choice for eve,yone. This SOO<e 
indicates that there are many good things to be had. but arguably so. 

Average. The game's features may v.ak, but are nothing that ever, casual playe,,; 
haven't seen before. A decent game from beginning to end. 

Limrted Appeal. Although there may be fans of games receiving this SOO<e, many will 
be left yearning for a more rewardlng game expenence. 

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

Bad. 'Ml1le some things may worl< as planned, the majority of this title either 
malfunctions to varying degrees or it is so dull that the game falls short as a whole. 

Painful. If there ,s anything that's redeeming 1n a game of this caliber, it's buried 
beneath agoniz,ng gameplay and uneven execution in its features or theme. 

Broken. Basically unplayable. This game IS so 1nsuffioent 1n execution that any value 
would be demied in extremely sman quantJties, ~ at all. 

Figrin D'an and the Modal Nodes. Sucks ever, worse than Matchbox 20. 

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

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

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

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

> Replay Value 

Hl&h - You11 still be popping this game in five yea~ from now. 

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

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

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

low - You11 quit playing before you compleie the game. 



Maelstrom 

This II where GI breaks down multi plat
form games So whenever you set- this 
logo, there II important multi system mfor 
mat1on reiardmg that product 

Content suitable 
only for adults. 

Diddy Kong Racing 

For our newer readers, here is a glossary of terms and aaonyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 
1080i -Aresouion specfic,bor\ used for HOTV. 

1080i smds for resokJtion of 1920xl080 pixels. 
The 't" means !hat the wleo 5 bore net1aced 

410p - ProgresslYe scaroog. this or,,or, ("p"
progres,,,e), creates a piat,e ~...., cloli>le 
the scan ines of a oonvenuonal intettaced 
piat,e, 480i (, • ilterlaced), to create a 
noticeably sha,per image. The 480p image 
offers 1-.gher ptcture resolul>On and eiminates 
wtualy al motJon ar11facts ., a 640x480 pixel 
resdution ~ 

720p -A resoluoon ,pecmc,llOn used for HOTV. 
~ smds for resoluoon of I280x720 pixels. 
The ·p· means !hat the wleo 5 ., progre55M! 
fonnat 

ildiool - A tenn we use for games ike Devil May 
uyandliewnfulJoe 

ad hoc - A type of w,reless mnnec1lOn !hat 
amects you 'Mth other players " your 
immediate vionrty 

- -A tenn we use for games ike M)st 
and Escape From Monkey Island 

Al - Ar1ificial lntel,gence. Usuaiti used 10 refer 
10 how...- the computer reacts 10 a l>.Jman 
opponent 
_, -"'1 effect that smJates the ""1. blured 

<jo,, of bngt,t lijll reflecmg off of sufaces 

board - A term we use for games Ike Jeoparctil 
and Mano Party 

col shodins - A tednque used lo create 3D 
rendered oqedS that resemble -
animation eels 

Chod,/llrld/Ev.,. - Terms we use for Ben v.t.en 
we are too lazy 10 remember his real name,, ,or 
just to be jerks 

a - Electronic Entertamment E,po. The v.orid's 
largest mnvention for wleo games 

ftshdnl - A term we use for games Ike Mortal 
Karbat and Dead or /\i,e 

fint-,.,ty - A game made by a oonsole 
manufacn.e(s ntemal development teams 

~ for rts own system 
FMV - Ful Motion \ldeo. lJ5ualy refers to an 

animated CG rutscene 
FPS - Frames Per Seccnd How many anmation 

frames happen il one second Also used lo 
denote First·Pelson Shoc;ers ike Halo, Doom. 
and call of Duty 
"-* - The frames of animation used to 

create the illUSIOO of rr,oyement 

- -A game's menus and optlOnS 
GIA- Game 8o-f Adv.wl! 
GC - Gameui>e 

HIJIV - High Demtion TekM5oon 
infTISlrudure - A type of w,reless connect>on 

that uses the Internet 10 a,mect ...t, other 
players - ~ distances 

isometric: - 11vee-q.Jarters top down """· ike 
StarCraft or BaldU!'s Gate: Dalk Mance 

ISP - Internet Service l'towler. The oompany that 
pro,-ides you 'Mth access to the ln1emet 

Jaaies -Grapl-ical ines !hat are iagged v.llen 
they should be straight 

LAN - Local />lea Netv.alt ~ computers 
or 0lOSOles togemer W1llwl a smal space 10 
ala,, CDrm1UlicatJon between !hem, P!O'IICles 
laS1, smiltaneous 8"1l"fllay 

MMO -Maswel-/ MultlplayerO<h. lJ5ualy 
applied 10 role-jllay,ng btles, we use this term for 
games 'Mth pers,stent, mulb-uset- online worlds 
ike Eve,Ques! and Worid of Waraaft 

molion blur - Phantom frames fobv an ooiect 
to give the impression of reahstic speed 

nonnol mopping - A graphical technique ITT 
which a hHes sl<in containilg 3D informabon, 
revealed by light reflecting off the surface. 5 
,mpped aroood a low-<es model 

NPC - NorH'fayer Character. Those people 
and aeatues you see wandenng aroood 

:• reviews 

il games that are not bore <Ilnlrolled by aaual 
oomans 

po,tide effects - Thongs ike sn-de or sparks 
created " real-tme 

platfo,m -A term we use for games ike Sq,er 
Mano and Clash BandK:oot 

pop-up - \',\,en objects orween suddenti, 
appear, typicalti, due 10 poor draw distance 

PS2 - Sony PlayStabon 2 
puule - A term we use for games ike Tetris and 

Pltjof'op 
racing -A term we use for games ike c.an 

Tll1Sm0 and Mano Kan 
RPG -~ Game. A game !hat ll1YONe5 

charaaer l11p<0IIOfTlOll dvoughooledingand 
spencing po,ntS, A term we use for games kl<e 
Fi,a1 Fantasy and xenosaga 
_, - A term we use for games i1<e llcaruga 

andGradius 
spom - A term we use for games hke 

Madden Nfl 
m-.i, - A term we use for games like La 

PIJcelle and Front MISSIOrl 
lhinl-pat1y - Sometlw,g made for a oonsole by a 

oompany other than the oonsole manufacn.er 
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PLAYSTATION 3 I XBOX 360 

Def Jam: Icon 
> STYLE 1 OR 2-PlAYER FIGHTING (2-PlAYER VIA PLAYSTATION NETWORK OR XBOX LIVE)> PUBLISHER ELECTRONIC ARTS 
> DMLOPER EA CHICAGO> RELEASE MARCH 6 > ESRB M 

OH YOU MAD 'CAUSE l'M STYLIN' ON YOU 

I 'II say this about Def Jam Icon: it's definitely a 
game of rap's present. While the first titles in 
the series gave some dap to old school leg
ends like Slick Rick, Flavor Rav, and lce-T, Icon 

steps to the plate with a roster of current heroes 
like Young Jeezy, Mike Jones, and Dipset capo Jim 
Jones. The game's new, revamped career mode 
also reflects the fundamental truth about hip-hop in 
2007: this is a business, and you've got to balance 
street credibility and good music while managing 
your assets in an intelligent manner. Throw your 
hands in the air and wave 'em like you just don't 
care? Sorry, dude, I'm too busy setting royalty rates 
and marketing budgets. 

Icon puts you in the shoes of a young, up-and
coming record company executive trying to make 
a name for yourself in the industry. In past games, 
Def Jam's career mode felt more like window 
dressing than a real experience, and EA Chicago 
has gone a long way to adding depth to the "Build 
a Label" mode. With your home computer and 
mobile device, you'll have to balance relationships 
between artists, lawyers, finicky females, and even 
a few shady politicians as you look to mine plati
num and gold on the sales charts. As you advance, 
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you'll get updates on your progress through actual 
BET News updates, and see your label's bottom 
line finances on you computer. It's quite addic
tive, although the larger cutscenes and story seem 
to advance the same no matter what decisions 
you make. 

The improved career mode goes hand-in-hand 
with the game's amazing presentation. The graph
ics - especially in the detailed environments - are 
some of the best I've seen in a fighting game 
to date. The levels also feature a high degree of 
interactivity, allowing you to trash the arena until 
it's a flaming pile of rubble. The great soundtrack 
is also incorporated into gameplay by allowing you 
to "mix' the soundtrack in real-time, scratching the 
track until you cause explosions and other pre
scripted events. Learning Lo use the environment 
to your advantage is key, as you can easily turn the 
tide of a match by throwing your opponent into 
an explosive point, then using your "air DJ" skills to 
send him flying through the air. I appreciate the fact 
that EA Chicago tried to do something unique with 
the music, as it's such a large draw of this franchise. 

Unfortunately, the least accomplished part of the 
Icon is the most important: the gameplay itself. The 

developers attempted to incorporate Fight Night
style analog moves into the usual button mashing, 
to mixed results. While normal attacks are done 
with the face buttons, grapples, special moves, 
blocks, and music mixing are all done with the ana
logs, resulting in a control scheme that sometimes 
feels muddled and confusing. While it's awesome 
when you throw your opponent into a wall of 
speakers, to explode the PA, too often the control 
feels sluggish and unresponsive - especially the 
evades, which work approximately half the time. 
As the difficulty increases, these frustrations mount 
considerably, making me wonder if there were too 
many functions assigned to the analog sticks. 

In addition, after awhile the recycled environ
ments and repetitive battles start to feel like a 
chore rather than a reward. While I applaud the 
risks that were taken with this game, and can see 
the great potential in this new direction, Def Jam 
still needs a great deal of polish before it can be 
one of the premier fighters on the next-gen con
soles. Icon will definitely provide you with some 
exhilarating moments, but there's a lot of unreal
ized promise here that will hopefully be fulfilled in 
the next game.-MATT 

BOTTOM 7 75 
LINE • 

> Concept A rcmvem,on of 
the popular hip-hop br.mer, 
v.ith a tocally new app,oach to 
the career mode. mUSIC, and 
gamepfay 

> Graphks: S.mply unbehev
abfe. The detailed backgrounds 
and explosNe effects dazzle 
the eye 
> Sound: It's cerufied l,ve street 
ban&ffi all around. Even better, 
the music actually figures into 
thegamcplay 

> Playability: Icon tries to 
incOIJ)Olatc analog control cle
ments ol Flght Night into lhe 
brawler, v.ith mixed results 

> Enttrtainmtnt: Amazing pre
sentation and flawed gamcplay 
make for a title that shov.s much 
promise 

> Roplay Val~: Moderately 
High 

Second Opinion 7.7S 

Oef Jam: Icon could jusl as 
easily be btled Suge Knight 
Simulator 2007. ~ sign 
and promote artJSIS dunng 
the day and beat down 
suckas al mght Character 
models look exactly like 
the real Ide rappers they're 
based on, and their move
ments are inaed1bly ldetlke 
(albeit exaggerated). Sli!ges 
and the hazards contained 
therein show off a unique 
look as they bounce around 
to the beat. and are fun 
to destroy lhroughout the 
COUISe of the fight I also 
found it SUll)llSingly sat· 
isfying to perform some 
mid-fight DJ scratching to 
switch the song 0'lel' to my 
rustom tract Despite how 
fun this fighting system is 
to ~ al oot. rt even
tually becomes "the thing 
you do to see what hap
pens next in the story.· EXs 
attempt to inject Fight Night 
irm Del Jam doesn't really 
'Mrt in the end. The analog 
control scheme is slow and 
unresponsive against more 
challenging foes, and you 
really can't get INiay with 
not using the HUD. I really 
liked the unique record label 
management mechanic. 
but aH of that cash roll-
ing in made rt way too 
easy to buy even the most 
pinpin' bling. - BRYAN 
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:• reviews 

PLAYSTATI0N 3 I XB0X 360 

Major League Baseball 2K7 
> STYLE 1 OR 2-PIAYER SPORTS (2-f'IAYER VIA XBOX lNE OR PIAYSTATION NETWORK) > PUBLISHER 2K SPORTS 
> DEVELOPER KUSH GAMES> RELEASE MARCH 5 > ESRB E 

LIFE OF THE GAME 

W 
ith the winds of change sweeping across 
the entire league, the upcoming season 
is shaping up to be one of the most 
exciting ever. The identities of most of 

the teams have changed, and thanks to the power
ful scent of money, eveiyone is a likely contender. 
The San Francisco Giants paid a king's ransom to 
add Barry Zito to their rotation. The Chicago Cubs 
are hoping that Alfonso Soriano can earn the team a 
nev., nickname other than "Doormat of the National 
League.• The Boston Red Sox fori(ed out an unprec
edented $5 1 . 1 million for the exdusive negotiating 
rights with Seibu Lions star Daisuke Matsuzaka. We 
even saw the lowly Kansas City Royals open its pock
etbook to overpriced free agents. 

The nev., face of the league can also be seen 
in MLB 2K7, thanks to drastically improved graph
ics. I've always been of the mind that visuals don't 
really make a game, but in this case they really do. 
A baseball game has never looked this good, and 
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you really do gain something by seeing such a high 
level of visual authenticity. In last yea(s game, lchiro 
appeared to be Caucasian. In this yea(s game, you'd 
swear that you were seeing him through a live HD 
llldeo stream. Developer Kush Games has captured 
the exact likeness of almost every key player that 
either steps up to the plate or takes to the mound. 

Having a player look exactly right is only the start; 
most of their motions have been captured as well. 
When Nomar Garciaparra steps out of the box, 
he goes through his routine of adjusting both bat
ting gloves. You can't help but feel intimidated by 
Dontrelle Willis' wild wind up and delivery. You'll also 
see signature home run celebrations, waggles, and 
mannerisms. Zoom cams cut in to show the remark
able details on the faces, and replays constantly 
show off the amazing animations. 

The gameplay is built on the same engine as last 
year. Rather than going back to the drawing board 
to rework the pitching or batting mechanics, Kush 
has simply smoothed out the rough edges. This 
has led to a better playing, yet largely familiar game. 
Fielders no longer move like drunken bums, the 
batting motion is less choppy, and the pitch velocity 
now has some heat behind it It plays quite well, but 
it's still a ways away from perfect Tracking down fly 
balls feels just righ~ but I still can't seem to wrap my 
glove around ground balls. The transition between 
the pitching viev., and fielding still leads to disorienta
tion and a pause that would help you get to hard 
hit grounders. You mostly have to rely on position
ing and CPU assistance to get to a screamer. There 

really is nothing to timing hops, either. 
On another note, even if you are throwing a gem 

of a game, your pitcher tires far too quickly. Breaking 
balls quit falling off of tables mid-game, and you 
usually are forced to tum to the bullpen - even 
in low pitch shutouts - around the seventh or 
eighth inning. 

The front end of the game would appear to be 
excavated from an archeological dig. The Crib is the 
same from years pa~ and Franchise mode offers 
little nev., other than ticket prices. Online is largely 
unchanged as well, but this game still boasts one of 
the best online leagues out there. 

MLB 2K7 is certainly a better game, but most of 
the nev., content is of the visual variety. I can't stress 
enough how impressive this aspect of the game is. It 
captures the look, sound, and feel of the game better 
than anything that you've seen before.-REINER 

//je, 

f ~t·n tl11fu,_:h ttw %0 wrs1on boJ\f\ A( hlt'Vl'menh. Uw PS3 geb 

proµ, (or 11, nllllton-bd'>t>d \'o\H1).!lll): lh1, 111P(h,rn1<. is des1~nrd 

tor thrn ... t rnntion-,. but I found thJt you CJl1 lllJke true swings 
nrht' ~-tiu under\t,ind 1t1, \t.'n,1!Mty Hoth ver1,1ons otter some

th1n~ :~fl'dt, \\h1ch mJkt.•S Tht' Edw• J ID\\ up 

BOTTOM 8 5 
LINE • 

> Concept Realism is fMifY· 
thing. This yea(s game hones in 
on this aspect and hammers it 
rN<f the fence 

> Graphics: So l~efike that 
people will think you are watch· 
ing a real game. The wind on 
the jerseys, player details, and 
animations are some of the best 
in the biz 

> Sollnd: You'll hear fans mak
ing comments about players, 
and the ambient nocse is great 
Joe M0<gan has nothing of inter· 
est to say, however 

> Playability: The same 
respectable play as last year, 
with ~ight changes to batting 
and fielding 

> Entertainment: 1rs a little 
sloppy in key areas. but it's still 
an immensely enjoyable play 

> Replay V•lue: High 

Second Opinion 8.5 

Luckily for basebaU fans. 2K 
Spam has made good use 
ol its third-party exclusivity 
with Major League Basd>all. 
The developer has taken its 
solid core ol baseball simula
tion and layered a genuinetf 
nexl1!'fl preseooition on top 
for the 2K7 edilion. In most 
cases, player models are 
mprl59iely dose to the ath
letes' real-life appearances, 
putting the ~Is on par 
With the best sportS games 
to date. This is the title we've 
been waiting f0< lo satisfy our 
digital baseball needs fOf the 
rurrent crop of machines. It's 
not Without some flaws - Jon 
MIiiet' and Joe Morgan are 
somehow even m0<e painful 
to listen to than in the real 
l\llrld, mediocre pitchers like 
Gil Meche are entirely too 
able to paint the come!S, and 
starter5 tire f¥ too quickly. 
However, the franchise is 
definitely headed ,n the 
nght dorection.- ADAM 



PLAYSTATION 3 I XBOX 360 

NBA Street Homecourt 
> STYLE I TO 4-PIAYER ACTION/SPORTS (2-PIAYER VIA XBOX lM OR PIA¥STATION NETWORK) > PUBLISHER EA BIG a:,~~~ 
> D£VE1DPER EA CNWJA > RELEASE FEBRUAR'f 19 (XBOX 360), MARCH 6 (PSJ) > ESRB E 

GIMME THE ROCK! 

E 
A has taken some criticism 
recently for the declining 
quality of its sports franchises. 
However, when the company 

devotes itself to getting something 
righ~ like it has with the Fight Night 
franchise, it can still deliver some very 
impressive work. The truth in this 
statement is evident in NBA Street 
Homecou~ a dramatic reinvention 
of the company's popular street 
ball series. 

While the basic control will be 
familiar to fans, the formula has been 
overhauled into something more 
intuitive and complex. Ball handling 
tricks are now timing sensitive. This 
allows you to speed up your dribble 
for a killer crossover, or do a slick 
hesitation move. You can also string 
together combos that lead to some 
ankle-snapping breaks to the basket 
Dunking has also been reinvigorated; 
you can quickly snap the ball off to a 
teammate, then jump to the basket 
for a sweet alley oop opportunity. 
Alternately, you can launch off a 
teammate's shoulders for impressive 
jump-off dunks. By letting go of the 
button at the last possible second, 
you'll perform an amazing 'double 
dunk", which scores two baskets in 
succession. Of course, hold it down 

too long and you'll get nothing but 
rim and give up possession. 

This sort of risk/reward dynamic 
has been carried over to the 
Gamebreakers, which can now tum 
the tide for either squad. Basically, 
whoever initiates the sequence docks 
the opposing team one point. Then, 
by pulling off tricks, you can build up 
your meter for a three-point score. 
However, if they steal the ball, they'll 
not only win back the point they lost, 
but score themselves. 

This gameplay package is wrapped 
around a stellar career mode that lets 
your created player recruit real pros to 
your team as you travel to a number 
of real-world courts, many of which 
are from the hometowns of actual 
pros. There's a number of different 
contests, like tournaments, shots-only, 
and dunks-only games. 

While all these features give 
Homecourt the depth it needs, the 
real revelation here is something 
that's hard to describe in words: it 
just feels right Although it's certainly 
challenging, after a few hours of 
practice you'll be putting Lebron 
to shame. For a pasty shut-in like 
myse~. that's a fantasy every bit as 
powerful as anything in Oblivion 
or Zelda.-MATT 

BOTTOM 8 75 
LINE ■ 

> Concept The ml next-gen 
appearance of one of the best 
l'MlO-IJadilion spor1S series Ml 

> Graphics: rd give the nod to 
the 360 in terms of visuals, but 
either wi lhis game features great 
texturing. character models. and 
jaw<lroppingly smoolh animations 

> Sound: A great soundtrack fea
tunng some under-~. old
school R&B influenced hip-hop 

> Playability: The new ckilbling 
mechanics are superb and the 
enti'e gameplay package is tuned 
to perledlon 

> Entertainmont: With a better 
career mode. new gameplay 
depth, and a stelar roster of sta<s. 
this street baller outshiles its more 
serious counte,parts 

> Replay Value: ~ 

E.Ks lM! franchise has been 
so down in the dumps 
receody, rm not joking 
l\tlen I say that this is the 
best basked>alf game in lhe 
publisher's lineup. And who 
could argue wili1 that when 
Homecourt is a fun, flwd, 
and fast-paced b-ball game 
!hat makes you chudle 
Wllh ~ alley oop Horei Jar 
dim? One thing !hat makes 
this p()55ille is the balanoog 
olthe Garnebreakfrs. which 
are neilher badbreaters nor 
SIR things like in NFL Slreel. 
The one hq-iJp I have is 
111111 when I wned to ciri, 
IUIM!IOUSlinesmyguys 
didlav-iJP5illtrad.Having 
separale ~ for shoot
ing and dim could be an 
e//9/ fix for this. I personally 
wrud have liked more Tiger 
~ aeale-a-<harac
ter customizalion, but this 
..ie delM!IS for !hose looking 
for a good 5treet ba!kelball 
game. Think ol «this-,. 
Nier gelling SIIJig by Live. 
playing Homecollt is like 
gelling YIJII' hands on NBKs 
old leather bal.-lCA'JO 

XBOX 360 I PL.AYSTATION 2 

Winning Eleven: 
Pro Evolution Soccer 2007 
> STYU t TO 4-PIAYER SPORTS (360), I TO 8-PlAYER (PS2) (UP TO 8-PlAYER VIA PS2 ONLINE OR 
2-PIAYER VIA XBOX LIVE) > PUIUSH£II KONAMI > DEVELOPEII KONAMI > IIEUASE FEBRUARY 6 
>ESII E 

WHAT EVOLUTION? 

F 
or this first next-gen installment in the famed 
soccer series, Konami has taken a page from 
developer Visual Concepts' book - keep last 
generation's engine in place and don't make 

any sudden moves. Xbox 360 owners can be happy 
that what they are getting is no watered-down ver
sion of Vv'inning Eleven, but they are also stuck with a 
franchise that has changed little in recent years. 

One welcome difference in this year from last 
is that refs call far fewer fouls for conta~ instead 
letting players play through a little bump and run. 
This is a small change, but a very welcome one, 
since there are less stoppages in play. A quick start 
after fouls has also been added to keep things 
flowing. Beyond tha~ I found little new, with the 
Master League career simulator still as deep and dry 
as ever. 

As solid as the 360 edition is, as a longtime player 
I still prefer the PS2 version. Even on a rain-soaked 
pitch, it feels faster, and the d-pad controls feel 
tighter. Of course, if you' re new to the franchise or 
only an occasional player, I don't think you'll have 
too many complaints while playing on the 360. 
It even feels comfortable when playing with the 
analog stick, which is a nod to Konami's work on 
player animations and physics. Unfortunately, the 
feature sets between the versions aren't the same. 
The 360 version does not have all the training 
options of the PS2 one, which is too bad consider
ing that some might be getting their first taste of the 
franchise on their 360. 

I'm usually not much of a graphics snob, but I 
think it's an area that Konami needs to invest in (not 
that the 360 version looks bad). 'Mth the soccer 
itsett generating few complaints from me, it's these 
sort of amenities that the company is going to have 
to shore up. Because when EA and its FIFA series 
gets its act together, there will be little room for 
Vv'inning Eleven unless it learns to wow people from 
year to year. --KATO 

BOTTOM 8 
LINE 

> CNCept With soccer balls 51111 
being round, there is llttle here 
that's different 

> Gnpl,ks: There's not a lot 
lhat separates either 'lelSIOO 

graphically 

> s..d: This must be where 
Blltish commentdtOO go when 
they get too ·uppity" to com
menlate golf 

>PlayllllMy: Ther!<lJCbon 
of fouls, thankfully, ._,, that 
there are fewer stoppages 

> Eaat f 1 Stl flnla. 
mentaly sound. but 11 di-e need 
of some new ideas 

> lep1ay v.lue: Moderately 
H~ 

Second Opinion B 

Winning BeYen has rarely 
looked as good as Ar,\ wilh 
thepossille~ol 
some emertt arimalion. 
Konami's graduation ID the 
next generation manains 
111111 s1a1uS quo. R also main

lalllS ~ dormancr on the 
field Wllh better gameplay 
andmorereaislic~ 
soo:er 1han ts c0111)E11-
1Dr. Beyond COll1)alisons 
to other socrer effons, this 
inslalmert ~ more ol 
the same as last year 11 

many resardls. so this mav 
be a IU(hase more for 
!hose MIO want a 360 ver
SIOfl ollh«IMlllle SOCCl!r 
game 1han !hose peren-
nial PS2 player5, MIO may 
as well stick with last ye;,/s 
effort lnaddclor\ I'm pmty 
~ It's lime for lCorlal'll ID 
graduate to some decffl 
licensed music - ll""ric 
lhumpin' heals ju5I donl cu 
it anymore.-MIUO 
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PLAYSTATION 3 

Virtua Fighter 5 
FAN SERVICE WITHOUT ONLINE SERVICE 

I t has always been my opinion that the 
Virtua Fighter series is the most intense 
and balanced of all the 3D fighters on the 
market Its control scheme is intuitive, its 

pacing perfect, and its depth unmatched. This 
entry even introduces two new characters in 
El Blaze and Eileen, who are fine additions to 
the always growing character list 
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That said, I am extremely disappointed 
with this by-the-numbers port of 

the fantastic arcade game. It's on 
PlayStation 3, so having great looking 
graphics isn't so much of a feat as 
an expectation. 

Outside of delivering on what is 
expected, VF 5 doesn't do much. 
\Nhile I would be upset if this game 
didn't have Vs or the Quest mode, the 

inclusion of these modes doesn't really put 
this game over Virtua Fighter 4 Evolution in 
terms of options. 

Even worse, thlS game doesn't offer an 
online component Now generally, I am not 
one to take a title to the woodshed simply 
because it lacks the ability to go online, but 
in the world of fighting games this is abso
lutely necessary, especially on Sony's new 
hardware. Now whether Sega or Sony is to 
blame for the lack of an online component 
is unknown, but when a game offers a very 
basic single-player experience like VF 5 does, 
the online portion is required to let people 
play this game the way it is intended - against 
a human opponent either on your couch 
or online. 

Complaints aside, Virtua Fighter 5 is an 

outstanding fighting game. Customizing your 
characters is fun, playing against your friends 
is a blast, and the Quest mode will most 
certainly pass a lot of hours if you enjoy the 
Virtua Fighter franchise. \Nhile I would love to 
give this a higher score, its lack of online play 
and dearth of innovation hurts its entertain
ment value. Fans will enjoy i~ but there isn't 
much else here.-ANDY 

BOTTOM 8 
LINE 

> Concept Improve on lhe 
greatest 3D fighting game eve, 
made (at leil5I Ill th,s reviewe,'s 
humble op,mon) 

> Graphics: lhe character 
faces loolt funny at bmes, but 
without a doubt lhe graph,cs a1e 
outs1andmg 

> Sound: Ifs that perfect m~ of 
bad rod anthems that I so eniO'f 
from my fighting games 

> Playability: Ifs about as 
arcade perfect as you can get. 
Even better if you use a nKe joy
stkk to con1plete the experience 

> Entertainment: F0< fans of 
Vinua F',ghter, this sequel deliv• 

ers. but lhe lack of onllne play 
huns its long term value 

> Replay Value: Moderate 

The first next-gen mstal~ 
ment of the Virtua Fighter 
franchise has a lot lo f111e 
up to, and rt both does and 
doesn't meet all the e,q>ec
latJOnS laid on this storied 
series The good new.; is 
that VF 5 IS as bgh~ pol 
!Shed, and balanced of a 
release as even the most 
rabid of fans could ask for. 
Combat is smooth and f~ 
and the 1111~ Quest 
mode (though admllledy 
ve,y SIITlilar to that ol VF 4) 
IS the best Sll1gje-player 
expenence ,n the genre. tt 
an ileratJOn oo the dassK 
style o1 figoong games is all 
you ask, Virtua fighter 5 WIN 
tafce good c.ve ol you. On 
the other hand. the lack of 
onfme play is a sad ormssion 
for a PlayStabOn 3 llde. and 
the basic gameplay formula 
hasn't changed a btt. Even 
so, I wouldn't hesitate to rec
ommend 10 any fighter fan 
or PS3 owner - It's not often 
that you see core mechan
ics as wefHmplernerrted as 
they are here. and that itself 
makes for a ve,y errtertain
,ng game.-AO.W 



PLAYSTATION 2 

MVP 07 NCAA 
Baseball 
> STYlf I OR 2-PlAYER SPORTS (2-PlAYER VIA PlAYSTATION 2 ONLINE) 
> PUBLISHER EA SPORTS > DMWPER EA CANADA 
> RELEASE FEBRUARY 6 > ESRB E 

AS EXCITING AS AN EXAM 

A 
fter setting the stage last 
year with a game that 
turned many non-believ
ers into college baseball 

fans, Electronic Arts really did 
nothing to entice players to come 
back for a second season. There 
just isn't any depth or liveliness 
to the experience. It's much like 
living in Iowa. 

The tiny morsels that have 
been implemented do lead to 
a better game as a whole, but 
it's not too far from what was 
offered last season. The new 
Rock and Fire pitching mechanic 
is a nice addition. To hurl a ball 
toward the plate you must now 
pull the right analog stick back 
and then slinging it forward to 
release the ball. It has a nice feel 
to ii and demands great con
centration from the player. This 
new system does a better job of 
mimicking the skill required to 
paint the corners, and also allows 
players to guard against stealing 
by shortening their delivery. 

Outside of this, the reminder of 
the new content is sprinkled to 
the side. There are more school 
teams and conferences, some 
authentic stadiums (but still 
not enough), and customizable 
content such as jerseys, teams, 
and stadiums. The customizable 
content isn't particularly deep, 
but I do like how EA imple
mented all of the Major League 
fence dimensions into the 
stadium creation. 

The majority of the game 
remains largely unchanged. 
It's a solid game, but unlike 
EA's successful college football 
game, it doesn't deliver content 
that draws you into the experi
ence. It's great for multiplayer 
games, but the barebones 
season does little to keep play
ers glued.-REINER 

BOTTOM 7 
LINE 

> Concept: E.A:s sophomore 
release shows slight improve
menls on the field, but the 
franchise options haven't grown 
in anyway 

> Graphics: The new stadiums 
definrte!y help in giving the visu
a~ some variety. While showcas
ing Huid animations, the bland 
texturing is painful on the f¥5. 
The crowds are a~ eyesores 

> Sound: Mike Patrick and Kyle 
Pet= are back and once 
again qurte entertaining. The 
front-End fight music is festive, 
but wears on you alter a few 
minutes 

> Playability: Batting and 
prtching are handled excep
tionally well. Fielding is still a 
brt rough 

> Entertainment Great for 
online or versus matches. but 
the fantasy content needs legs 

> Replay Value: Moderately 
Low 

Second Opinion 7 

When EA c.amed lhe Triple 
Play franchise and laundted 
MVP, it w.is a high point for 
baseball sirrulalion. Analog 
corool and lhe deplh that 
game15 associate wilh an EA 
Spol1s litle took lhe genre to 
lhe next level Unforturaely, 
lhis yea's ganie does nolh
ing at al to ~ over 
previous entries. The Rod 
and r.e analog pitching is 
no beal!r or more nabJ'ill 
than lhe golf-swing luting 
of lhe past. and lhroMlg to 
lhe bases wilh lhe new right 
stick-based mnlrol is decid
ect/ ilOOe. YtW! a Dynasty 
mode that's no more than a 
bland series of menus and 
wilh none of lhe peoonality 
of actual mlege basebal. 
WPismerelyooaslilg 
along for 200l-ADAM 

PS2 QUICKIES 

PS2 

Arthur And The 
Invisibles 
> STYU 1-PIAYER ACTION > PUBUSHEI ATARI 
> DE1/BOHII ETAANGES UBELlULES 
> llfl.WEJANUARY 9 > ESRII ElO<-

Ill 
I was pleasantly sur
prised with Arthur and 
the Invisibles. It steals 
acrobatic fighting and 

platfom,ing elements from Price of 
Persia and contextual button pressing 
finrshers from God of War. Players will 
also notice decent productJon values 
and a good bit of gameplay variety - but 
Arthu(s got a few problems to deal with. 
Copious amounts of mundane block 
pushing. light beam aiming. and slashing 
through weeds really kill the pacing of 
the game to the point that it feels artifi
cially inflated. And the constant barrage 
of high-pitched voice work couldn't be 
more annoying-BRYAN 

PS2 

The Shield 
> STYLE l·PIAYER ACTION > PU8USHEI ASP\'R 
> DE1/BOHII POINTOf"1EW 
> IW.WE JANUARY 16 > ESRII M 

• 

I find it easy to list off 
my problems with lhe 
Shield. lhe story - while 
it might have made 

a decent 1V drama - is poorty paced 
and too action-<leprived for a game. 
During the shooting sections, Vies head 
obscures a third of the screen, making 
thrs bresome element even more irk
some. Unclear mission objectives leave 
little leeway for error. Worst of all, the 
game is glitchy; I phased through a few 
walls and got gunned down after get
bng stuck behind some invisible cover. 
lhere is even live-action "porn• playing 
on 1Vs throughout the game. Waii actu
ally maybe that last one wasn't so bad. 
Sadly, even a couple pixilated g-strings 
can't save this bad 1V cash-in.-BEN 

. . 

.• reviews 

PLAYSTATION 2 

Ghost Rider 
> STYlf 1-PlAYER ACTION > PUBLISHER 2K GAMES> DEVEWPER CLIMAX> RELEASE FEBRUARY 13 
> ESRB T 

DUDE OF WAR 

I cannot stress enough how nakedly Ghost Rider rips 
off_ God of War. The controls are exactly the same 
(with the exception of the slightly different special 
moves). The upgrade system is nearly identical. The 

combat feels incredibly similar, except that it's somewhat 
lagg1er and less responsive. None of the exceedingly 
minor variances from the God of War formula make an 
appreciable difference. Only the Hellbike levels differ in 
any meaningful way, and those are leagues \NOrse than 
the shockingly derivative main game anyway. 

Ghost_Ridefs vastly lower stable of enemy types 
and environments, along with the overall dunkiness 
and lack of execution present in the combai make a 
surprisingly large difference in the game's entertainment 
value. Slashing my way through hundreds of identical 
enemies using brawler mechanics that I've seen done 
better just didn't grab me. Still, I did wreck a whole lot 
of dudes with some over-the-top attacks, and that's 
worth something. 

Ancillary elements like the terrible bike levels and 
comic book-styled cutscenes don't factor much into 
Ghost Ridefs entertainment value. It's a decent brawler 
that doesn't do anything new or interesting. and it stars 
a skeleton on fire. I'll gladly take it over yet another col
lect-a-then platformer.-ADAM 

BOTTOM 6 75 
LINE ■ 

> Concept: Like God of War, 
but wrth a Haming skeleton on a 
motorcycle 

> Graphics: Like God of War, 
but uglier and less varied 

> Sound: Like God of War, but 
wrth a mere few repetitive back
ground songs 

> Playability: Like God of War, 
but less responsive 

> Entertainment: Unlike God 
of War, this is totally derivative 
and dunky in spots. but manages 
to be passable nonetheless 

> Replay Value: Low 

Second Opinion 5.5 

b looks like Spawn finally 
has someone to keep him 
company in video game 
hell. Ghost Rider is about 
as ooinspired as a game 
can get Think of it as the 
Flaming Turd edition of God 
of Wat. k plays almost iden
tically, only minus lhe thrills 
and arry form of compel
ling contl!nt. In all fairness, 
this game does ftmion 
quite well. The lightning
quick chain combos are 
also quite pleasing to the 
~ The game just doesn't 
~ a soul The lifeless 
level~repeli!Ne 
enemy WiM5, and miser
able molDrlyde driving add 
up to create an e,q>erielKe 
that is about as much fun 
as setting your own head 
on fire.-REINER 
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Wii 

WarioWare: 
Smooth Moves 
> STYU l TO 12-Pl.AYER ACTION > PUIUSIIO NINTENDO > DEVELOPEII INTELLIGENT SYSTEMS 
> ll£UASE JANUARY 16 > ESIB E 10+ 

PLACE TIRED PHALLUS RELATED JOKE HERE 

W 
as the \/\Iii created 
for WarioWare, 
or the other way 
around? The world 

may never know, but it doesn't 
take more than a couple 
minutes to realize how perfect 
the fit is. The endless waving 
of the \/\Iii remote that accom
panies every part of Smooth 
Moves makes you feel excited, 
surprised, and more than a 
little stupid. It also happens 
to make you and your friends 
laugh pretty much non-stop for 
an hour or two, and that may 
very well be worth the price 
of admission. 

Let me get my gripes out of 
the way so I don't have to end 
on a bad note. This game's 
short - I mean really short. To 
"beat" ii we're talking about a 
couple hours tops. In addition, 
the little character plotlines take 
that step beyond ridiculous to 
be flat out inane. Neither of 
these complaints, however, 
should stop you from playing 
this game. 

Like its earlier cousins, this 
latest WarioWare game tasks 
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players with a constant string of 
tiny games, often as simple as 
one button press or swing of 
the remote. It's their rapid-fire 
switch-up that makes the game 
enjoyable. This time, the \/\Iii 
allows for a new dynamic - dif
ferent ways of holding the 
remote called forms that play
ers switch between for each 
microgame. Each of these 
forms is introduced with an 
amusing Deep Thoughts by 
Jock Hond)t-sfyle anecdote, 
and offers even more variety to 
a game that is already all about 
the change-up. 

While it's fun to trade off 
turns with a friend, Nintendo 
has also been kind enough to 
indude some fun multiplayer 
options. Like \/\Iii Sports, you get 
to use your Mii in the game as 
well. Most importantly, Smooth 
Moves offers perhaps the only 
opportunity you might have to 
see your dad/girlfriend/ uppity 
roommate act like they have 
an elephant trunk and do gyrat
ing hula-hoop routines. You 
have fun with that-MIUfR 

BOTTOM 7 75 
LINE • 

> C--,t Make you~ look 
like an idoot - !here's more, but 
ihal's lhe general gJSl 

> r.n,t,lcs: Simple arnmatJons 
and blocky characters ser,e lheu 
pufJJOS", but don't ,mpress 

>Solm: Franbc lllUSIC~ as 
cOOS1ant and non-stop as lhe 
m,aogames lhemselYes 

> Pllyallay: It's a lestameflt 
10 good design lhat almost MfY 
microgame ~ so inlllllive 

> Elm11I I1t Incredibly 
funny and excitmg - for about 
an hour 

> lleplly Vllue: Moderately 
High 

Second Opinion 7.5 

I love this game's outra
geous spectades and enjoy
able bite-size gamepldy, but 
I can1 shake the feeling !hat 
« was CIMed solely for the 
PIIJ)05e of making me look 
like a fool Case in point, the 
game asked me to hold the 
lffllOle next to my nose to 
mimic an elephant. Why not 
jusl pii an flashing sign OYer 
my head !hat reads "loser"? 
My time willl the game was 
sllOft ('/OU can complete 
MfY Slage in an hour or 
two), but I Old find myself 
laughing hysterically OYel' 

the inventive usages for the 
remote. The uninspired boss 
ballles hold this Wario back 
from being one of the best. 
!>ti the comedic motion
sensing gameplay 15 worth 
a look.-REINER 

Wii 

Far Cry Vengeance 
> STYU I OR 2-PIAYER ACTION > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTREAL 
> REl.fASE DECEMBER 12 > ESRB M 

CRYING ITSELF TO SLEEP 

I 
know the Nintendo party 
line stresses gameplay 
over graphics, but taking 
a majestic title like Far Cry 

and giving it the \/\Iii treatment 
is like getting your Ferrari tuned 
up by a guy who normally 
works on Chevy Impalas. It 
doesn't make much sense to 
port a franchise known for its 
amazing visuals, open-t!nded 
action, and dynamic enemy Al 
to a system lacking the power 
to achieve any of the above on 
the scale accomplished by the 
original game. 

In Far Cry Vengeance, we 
find hero Jack Carver in a 
familiar situation - chasing the 
kind of ladies who put him in 
sticky situations involving guns, 
mercenaries, and the occa
sional supernatural bloodbath. 
This time the culprit is Kade, 
a saucy minx who sweet-talks 
carver into helping her on 
a heist The story should be 
familiar to anyone who played 
Far Cry Instincts Evolution for 
Xbox, as Vengeance borrows 
heavily from this title. 

Graphically, Ubisoft may 
have been aiming for a hazy 
tropical aes
thetic with 
Vengeance, 
but it comes 
off looking 
more like a 
blurry vacation 
picture taken 
with a dispos
able camera. 
Outside of 
an occasional 

Toucan Sam appear
ance, the jungles 
feel lifeless, with the 
only motion being 
the horrible pop-up 
foliage that's a prod
uct of the laughable 
draw distance. 

The gameplay also betrays 
the sensibilities of the original 
game. Far Cry was all about 
open-t!nded gameplay - navi
gating the islands any way you 
please and trying to outsmart 
the savvy mercenaries just 
waiting to lodge a bullet into 
your skull. 11\/ith Vengeance, we 
get a linear game designed 
around walking down dirt 
paths and shooting the mind
less enemies largely unaware 
of your existence. 

To make the bastardization 
complete, Vengeance also 
trades Far Cry's online multi
player for a sad split-screen 
offering. We hope Ubisoft 
Montreal uses this game as a 
lesson in rushed developmeni 
because Far Cry Vengeance is 
in no way indicative of the stu
dio's talent or the franchise's 
worth.- BERTZ 

BOTTOM 4 5 
LINE • 

> Con<ept Take lhe Far CJy 
franch~. strangle ( 10 death, 
and release its ldeless corpse 
on lheWii 

> Graphics: Stevie Wonder 1511'1 
missing much with th~ game 

> Sound: A plane full of scream
ing babies sounds better lhan 
th~ playback loop of archived 
sound effects 

> Playability: Conlrols siand up 
well on the Wii - easily lhe best 
part of lhe game 

> Entertainment: Feels like 
going 10 the Treasure Island 
Resort after returning from lhe 
Bahamas 

> Replay Val11t: Low 

Second Opinion 4.75 

Har Cly~ good for one 
thing. it makes me want a 
good FPS for the Wi. I can 
see how the Wii conlrols 
make for a ~eat shooter. It 
just hasn't been pulled off 
yet Far Cly's biggest problem 
isn't its minor control issues, 
Its terrible draw distance, or 
linear gameplay. The thing 
really that killed Far Cry for 
me was the Al. Enemies 
wander off, ignore fallen 
cornrades, and even stare 
into c~ It makes me sad 
because I know .Aiat could 
have been. -BEN 



XBOX 360 

Crackdown 
> STYLE I-PLAYER ACTION (2-PI.AYERVIA XBOX LIVE) > PU BUSHER MICROSOFT 
> DEVELOPER REAL TIME WORLDS> RELEASE FEBRUARY 20 > ESRB M 

EXPANDING THE OPEN WORLD GENRE 

C 
rackdown begins with a glorious ban& and 
continues to produce praiseworthy bedlam 
until the final bullet is fired. The sound of 
automatic weaponry is constant a city block 

isn't complete without a car smoldering in ruin, and 
if you are truly lucky, you may see a flaming corpse 
soaring through the air like a comet twinkling in the 
night sky. These sights and sounds are fairly common 
to the open world genre, but Crackdown's adrena
line-charged gameplay paints them in a light that you 
haven't seen before. It's these larger-than-life thrills 
that make this game an explosive play. 

It starts out with the chaos that you would only 
see by obtaining a five-star rating in Grand Theft 
Auto. The game doesn't peacefully begin like most 
open world games. It's pure insanity. And it's wicked 
fun. With martial law sweeping across the city, the 
government has been forced to unveil its top-secret 
super soldier program. Part Robocop, part Incredible 
Hulk, you are a genetically enhanced crime fighter 
designed to take a beatin& dish out punishment 
and more importantly, evolve to meet the challenge 

at hand. Evolution is 
the key to the thrills 
that Crackdown deliv
ers. Every bullet that 
you fire, every car that 
you lift and throw, and 
every thug that you splatter on the windshield of 
your truck has a purpose, as every action rewards 
the player with experience. From the outset of the 
game, you are already the strongest person walking 
the streets of Pacific City. You only become more 
of a dominating force as the game unfolds. At the 
beginnin& your jumping skill is impressive for a 
basketball player. After your agility levels rise a few 
times, you'll be leaping over buildings with a single 
bound. This system affects everything. Your firearms 
will become more precise, you'll be able to lift more 
weight and certain vehicles will even transform to 
become more efficient. 

The game allows players to assassinate with style. 
Wny would you just fire a rocket launcher blast at 
a car when you can pick up the vehicle, hurl it high 

into the sky, then fire rocket 
launcher blasts at it to 
keep it airborne for seven 
seconds? Wny would you 
enter a complex from the 
front door when you can 
scale the side of the build
in& then rain hell upon 
a gang lord from a safe 
distance? Crackdown's 
gameplay is over-the-top 
and crafted remarkably 
well. You never have to fuss 
with the controls, and you 
always feel like you are in 

■ Leveling up your powers 
moves at an incredibly quick 
pace. Within a matter of hours, 
you c.an max out any skill 

complete control of any situation. 
The goal of the game -and yes, there is only one 

goal to complete - is to eliminate all of the major 
players within each of the gangs. This is an area 
where Crackdown both excels and fails. It's a great 
feeling knowing that you have complete freedom to 
run amok in a vast city, but at the same time, you 
really don't feel like you are a part of something. 
The lack of structure definitely hurts the game, but 
it's not nearly enough to kill it The excitement that 
it delivers is far too great to deny. This is a sandbox 
experience that has an incredibly strong gameplay 
pulse. If you enjoy spending time with open world 
games just to see how much insanity you can 
create, you'll love Crackdown. 

This game is great fun for one player, but it also 
scores high marks for its entertaining co-op play. 
With a super-powered friend at your side, you can 
team up and tackle gangs together, or as Joe and 
I experienced, blow each other away for hours on 
end. Nothing says friendship like a car to the face. 
Crackdown isn't a slouch in the Achievement depart
ment either. In fact I'll go as far to reward this game 
with the best list of Achievements since Dead Rising. 
Juggling corpses, vehicular acrobatics, and rampag
ing are factored in. My favorite is to shoot and kill 
five gang members in a single jump while airborne. 

The experience basically boils down to the 
Incredible Hulk thrashing about in a kiddy pool. You 
have so much power and potential, but it's set in a 
shallow frame.-REINER 

:• reviews 

BOTTOM 8 5 
LINE • 

> Concept: Move <Ne!, 

Robocop! Take a sea~ Captain 
America' Crackdown's super 
hef(}·powered crime fighting ~ 
addictive and packed with amaz
ing feats 

> Graphics: The comic book 
visual style M'I as striking as 
you would hope. It's bland, 
but backed up by some great 
explosions 

> Sound: The soundtrad, which 
boasts CNef 100 tracks, M't as 
mainstream as GTA, but it frts 
well with the action. Also, hats off 
to the Foley artists fo, the thump
ing surround sound effects 

> Playability: The gameplay fits 
like a glove, and allows playefs to 
perfo,m mighty actions with ease 

> Entortainrnent: II doesn't 
offer a slOf'/ o, much of a m~
sion structure, but its rernarlcable 
gameplay outweighs these 
shortcomings 

> Replay Value: Moderately 
High 

Missions have never been 
my favorite part of open 
wortd games. rd much 
rather wa~ on passers-by 
than escort some bozo to a 
nisflldub, and Crackdown 
is finally rewarding me for 
being so easily distracted. I 
run over thugs, and my driv
ing improves. I beat chumps 
to death, and I get stronger. 
This sense of progression 
IS what gM!S Crackdown 
its umque ldentrty; every
thing you do has a purpose, 
and no destrucwe impulse 
is wasted. Approaching 
the scattered gang king-
pins puts your skills to the 
test no matter how you 
dMop your character, 
and the fact that you can 
play the whole game co-op 
over Xbox I.Ne only adds 
lo your opllons. My big-
gest complaint is thal when 
these elements aren't an 
dicking. Crackdown sulf~ 
from its lack of structure. 
A greater selection of side 
tasks would have helped, 
as would a setting with 
more personality. The wor1d 
may be visually distinctive, 
but the three gangs are 
populated solely by ethnic 
stereotypes. and there's no 
biting humor like one might 
find in GTA. h needs more 
deplh to really make waves, 
but Crackdown's massive 
destruction and over-the-
lop heroics are perfect for 
pure entertainment- JOE 
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XBOX360 

Bullet Witch 
> STYlE l·PIAYER ACTION > PUBLISHER ATARI > D£YElOPER (AW,.> REUASE FEBRUARY 27 > ESRB M 

STRANGE BREW 

A 
contingent of disfigured 
gun-toting ghouls is shooting 
at me, a giant floating brain 
is telekinetically whipping 

cars, and two tanks block any forward 
progress. Just when my defeat seems 
unavoidable, a flock of ravens swoops 
in and tries to tear my enemies apart 
While they are distracted, I motion to 
the sky, which suddenly grows dark 
and rumbles with electricity. Seconds 
later, a flash of lightning reduces 
everything to smoking rubble, leaving 
me free to resume my unholy hunt 

If you pick out a fe,,v isolated 
moments, it is possible to make Bullet 
Witch sound cool. Scenarios like the 
one just desaibed do happen during 
the course of the game, but they 
aren't representative of the whole 
experience. A more realistic account 
of how the game actually proceeds 
would read something like this: I see 
some enemies, and I shoot them 
with my gun. Then I hit a barrier. I 
run around searching for enemies 
to shoot so the barrier disappears. 
Sometimes I fight a boss. 

The combination of gunplay 
and magic has potential, but the 
way Bullet Witch melds them 
is extremely uneven. The spell 
interface is so dunky that it pre
vents any of your cool powers 
from naturally flowing into the 
action, so the gameplay basically 
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becomes a repetitive gunfest with too 
fe,,v enemy types. When situations 
arise that let you take advantage of 
your supemaural abilities, they just 
seem staged. The aftermath of a 
lightning strike or meteor shower may 
look awesome, but these powers are 
really only practical under specific 
circumstances. 

Occasional spikes of excitement in 
the otherwise average missions keep 
Bullet Witch from being a complete 
waste of time. It's always cool to hurl 
a piece of wreckage into a group of 
baddies, and upgrading your gun to 
indude different firing mocles adds 
a little bit of depth to the combat 
I can't deny that the enemies look 
pretty cool, but the levels they inhabit 
are poorly designed and boring. 

With a better magic system and 
more intuitive combat interface, this 
game could have delivered a lot of 
thrills. As it is, there is so much mind
less shooting and wandering in Bullet 
Witch that when you actually are 
having fun, it feels accidental.- JOE 

BOTTOM 6 5 
LINE • 

> ea.,pt Siring together a 
handful of cool moments with a 
bunch of unremarkable shooting 

> Graplllcs: Decent character 
models and enemy designs. but 
!hey seem out ol place in the 
ugly envirooment 

> Sound: ArKia's ally, Maxwell 
Cougar, sounds just as dumb 
as he looks. Maybe even dumber 

> Playabiily. Using magic. the 
game's big draw, is awkward and 
unreliable. The gun cootrols are 
fairly standard, but work fine 

> Ell..., I t Just barely 
crosses the lhfeshold of being 
fun enough 10 keep pl.?/i1g 

> Replay ,,_, Moderately 
Low 

Second Opinion 6 

There are witches that mix 
herbs in wdrons. and there 
are witches that summon 
lightni1g !ilDnnS to deslroy 
tanks. For lhe most part. 
&jetWitch embodies lhe 
deslrudNe 1rails al lhe - 
In a typical ball1e, )001 see 
c:as f1wilg down Slreeti, 
raven-; tearing flesh from 
foes, and blood spewwig 
from tlwee-5llxy gians. The 
chaos a,tany brings abcu 
a sadistic ,in. but it's too 
bad that you1 feel Ile a fool 
whie ooleashing hel upon 
your enemy. The aarneplay 
is as unfriencly as can be. 
making players struggle WIil 
menus just to cast a speft. "6 
fruslrating as this is. lhe one 
area that viii realy make \00 
w.n to see lhis wildl lxrn 
is lhe ~ -The touchy 
targeting and lame selection 
al arms make it in-.,ossille 
to run and gm WIil effec. 
INelJaCe. Thispme's~ 
is also an embarrassment 
to lhe wor1d al stDrylellilg. 
Suffice it ID say, this wildl is a 
real bitdt-REINER 

XBOX 360 I PC 

Battlestations: Midway 
> STYlE ! ·PLAYER ACTION/STRATEGY (UP TO 8-PLAYER W,. XBOX LIVE) > PUBLISHER EIDOS 
> DMLOPER EIDOS > REIIASE JANUARY 30 > ESRB T 

YOU SANK MY BATTLESHIP 

P 
icture this fantasy scenario. You buy 
Battlestations: Midway, bring it home, 
throw the disc in, and expect to blow 
the crap out of some battleships. The 

game's first three missions start out simply 
enough with a nice mix of PT boat, destroyer, 
and fighter plane sections. Then you're suddenly 
in control of an aircraft carrier with absolutely no 
clue how to dispatch units, restock planes once 
they drop their one bomb, or decipher a host of 
other logistical problems. After fumbling around 
with the buttons for a while, you gain a slight 
grasp of what's going on. But by that time, the 
enemy fleet has taken a huge hole out of your 
hull and it's game over. In the post-mission stats, 
the game points out that you just wasted 40 
minutes of your life. 

So you quit to the main menu and decide 
to give the tutorial a shot. After over an hour 
of listening to a salty southern commander tell 
you how to control and direct every vehicle in 
your fleet, you can then head back into battle. 
My guess is that most people will be ready for 
a snack break at this point. With some further 
practice, devoted gamers will eventually be call· 
ing the shots RTS-style via an overhead map, hot 
swapping direct control among ships, subma· 
rines, and planes, and assigning crew members 
to repair the engine or put out a fire. It's a mix 
of exciting and oveiwhelming as you try to 
maintain what feels like 50 pots boiling over at 
different times. 

Is all of the effort worth it? Not for the cheesy 
and prevalent cutscenes (will protagonist Henry 
Walker ever pay his buddy Donald that ten bucks 
he owes?). But if you like large-scale, lengthy, 
tension-filled multiplayer matches that will ignite 
the strategy lobe of your mind, Battlestations: 
Midway be could right up your alley. It's much 
more enjoyable to manage a smaller section of 
the fleet while your friends control the rest And 
it's twice as intense to sink a ship when you know 
a real person was at the helm. 
The single player campaign and 
vehicle-specific bonus missions will 
get you prepared for this elemeni 
I just wish it could stand on its own 
rather than seNe as a glorified boot 
camp for multplayer.-BRYAN 

BOTTOM 6 5 
LINE • 

> Concept: Fight your wt 
through WWll-era South Pacific 
from Pearl Harbor to Jhe battle 
at Midway 

> Graphics: Ship detail and 
water effects are impressive. 
Oiaracter models could use 
someworx 

> Sound: Jrs no Call of Duly 2 

> Playability: The steep 
learning rurve will tum many 
gamers off 

> Entortainmtnt: Multiplayer 
~ the strongest element here if 
that's whai you're looking for 

> Replay Valut: Moderale 

Second Opinion 5.75 

'M1l!ll \00 breathe a sigh 
ol relief as your deslroyer 
sinks lo lhe bottom al the 
Pacific, the game )OO're play· 
ing probably isn't offering a 
compelling e,q>erience. In 
faa, I would racher be peel
ing potatoes in lhe galleys 
than deal with lhe mediocre 
gamep1ay offered on lhe ship 
dedt al this naval sim. Mer 
trudging through lhe 11 train
ing missions, \00 may decide 
to go A'WCX. instead of com
manding figl1er squadrons. 
soomarines. and baaleships 
in this <MIWhelming 'Mlr1d 
War II actiooySl!ategy hybrid. 
Multipla'yoer matdles fare 
rooch better, as \00 are only 
responsible for a smaller 
section ol lhe f1eel, btd 
SIi wasn1 enou;i to make 
me enlist for a second tour 
al duly.-BERl'Z 



PC 

Maelstrom 
> STYLE 1-PIAYER STRATEGY (UP TO 6-PLAYER VIA INTERNET OR LAN)> PUBLISHER CODEMASTERS > DEVELOPER KD VISION 
> RELEASE FEBRUARY 20 > ESRB T 

GOTTA WALK BEFORE YOU CAN RUN 

W 
hy do game developers keep doing this 
to me? They show off cool ideas that 
could bust open a stale genre, and then 
fail utterly to create a fun game around 

them. Maelstrom is infuriating in this way. Weather, 
temperature, and terraforming are all painstakingly 
modeled to have actual game effects. You can 
drown the enemy, take advantage of storms or 
clear skies in different ways, and set things on fire 
with incendiary weapons. What you can't do is con
trol your units, build a base, or capture resources 
without dealing with a truly horrific number of bugs 
and broken implementations. 

The most basic command in just about any RTS 
is the attack-move. This tells your units to move 
to a location and attack any hostiles they see 
en route. Sounds simple, right? In pretty much 
every RTS for the last 10 years, it is - but not in 
Maelstrom. Groups will often split up and take 
wildly divergent paths to reach their objectives, 
which opens your forces up to being picked off 
piecemeal. Frequently, I watched three out of a 
dozen or more units engage the enemy while my 
remaining troops milled about doing nothing de
spite repeated attack orders. The only way I was 
able to get any measure 
of obedience out of my 
troops was to break them 
into tiny squads - three 
or four units apiece - and 
give each of them new 
specific attack orders every 
time their target dropped. 
k, you can probably imag
ine, this is an incredibly irri
tating way to play an RTS. 

Just to be very clear, 
I'm not talking about my 
units being stymied by 

blocked paths or weird sight lines. I've logged 
more hours than I care to think about playing 
real-time strategy titles; I know very well how to 
deal with those common problems. These issues 
go far beyond anything that players could be 
reasonably expected to compensate for. At times, 
Maelstrom borders on unplayable. 

Maelstrom has other problems beyond the 
impossibility of controlling your armies (an admit
tedly insurmountable problem in an RTS). The 
rules for placing buildings during base construction 
are inconsisteni and make planning a base layout 
incredibly difficult. Stealth abilities are horribly 
implemented; since there's 
no feedback on units' detec
tion radiuses or your visibility, 
you can't stay hidden with 
any degree of reliability. The 
list of Maelstrom's annoy
ances, large and small, goes 
on and on. 

The ideas present here -
physics modeling of nearly 
everything onscreen, the use 
of heat and cold to affect the 

world, even possessing heroes in a third-person 
action style - are great I would love to play a com
petent game that encompasses these creative and 
unusual concepts. Unfortunately, Maelstrom is not 
that RTS. There's absolutely no reason to put up 
with the frustration of doing the simplest of tasks in 
order to check out the futuristic abilities that you'll 
eventually command here.- ADAM 

BOTTOM 4 
LINE 

> Concept Make an RT5 
arOUld aa,y ideas ike ter
rafonmg and ternperalure, bot 
forget to make lhe basic RTS 
ftncllons wort 

> Grapllics: lhs IS pretty 
~ tu you ...,·1 need 
,_ shorts Of anythr,g 

> Sound: Wirf do I only hear 
lhe battle....,, rm zoomed 
Wif'/'1? 

> Playallility: The controls are 
surprisingly av.tward fo, camera 
roovement and unit-ability usage 

>~ Dealingv.ith 
al lhe bugs and b<ol<en ele
menls suds al"( loo out of this 

> Ropl,y V-: low 

Second Opinion 4.25 

l.ooulg for the good 
pod,lllMaeislron11Sa 
lot lie looblg for a SlraW 
Ill a neede Slaa. Nol only 
are they hard to find. but 
you're goong to do a lot of 
ne!ll1lllenl Cl&lllg as you 
search. The gorgeou5 lllUSK, 

clever tenaform,ng, and 
inque faClions..,. _ 

be en,oyed by any but the 
most 5lubbom and masoch
lSllc gamer, Ewryone else 
wi disgustedy 11m off the 
aame•anholnwilh 
the~plC!d CMlipaiipl. 
allj5lnal lroop palhlincq. 
andimlpMi1ncr.The 
~aren, going to SM 
lhe day eilher - it c1oesn, 
look li!niJle. but other rmnt 
RTS Pll'5 Oll5q> it by a 
mie. bentheSOIRI qi 
fails to maid, lhe emst 
saire. wilh well \'Oiceover 
and bacly nBUed baale 
50IRI effeds. The roncepl 
of this RTS had me eicih!d 
from the moment I first 
heard atw 11; the lf11)ie
merlallon IS a letdown from 
beginning to end. - MILLER 
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NINTENDO OS 

Diddy Kong Racing 
> STYU I ~YER RACING (UP TO 8-PlAYER VIA WIRELESS OR SINGlf CARD DOWNLOAD) 
> PUBLISHER NINTENDO> DEVBOPER RARE > REllASE FEBRUARY 5 > ESRB E 

BEEN THERE, RACED THAT 

T 
his is not just a remake of a forgettable N64 
game; it feels like a remake of every kart 
racing game I can recall. That's not to say 
that Diddy is incapable of showing you a 

good time; the little monkey does succeed at deliv
ering a good bit of variety. Unfortunately, none of it 
has the magic supplied by the much better Mario 
Kart, and the game starts feeling less like a drive to 
the finish and more like a time waster. 

The best part of Diddy Kong Racing comes in the 
first hour, when there are consistently new things to 
see. During this time you're introduced to the three 
vehicle types you'll be driving: The car does nothing 
you wouldn't expect, the plane (the most fun of the 
three) can steer up and down in addition to side to 
side, and the awkward hovercraft floats around on 
land or water. In those early minutes you're also get
ting to explore the island and winning pretty much 
every race you encounter. The balloon 
popping game also shows up pretty 
early - a sort of track-shooter 
where your magic carpet floats 
along a prescribed course 
as you break balloons with 
your stylus. 

The rinse-and-repeat approach that 
follows is what pulls Diddy Kong Racing 
down. The races never get more inter
esting. but they do get pretty hard, 
and the poorly structured vehicle 
upgrade system doesn't help 
matters any. It doesn't become 
genuinely fast or frantic, and the 
"adventure• game promise turns 
out to be a sham that hides a pretty 
linear progression. Add on the fact that this 
is a title that very definitely shows its roots as a 
game from the '90s in terms of visuals and audio, 
and the whole show comes out as a mediocre 
pastime for newly minted racing garners, and not 
much rnore.-MILLER 
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BOTTOM 7 
LINE 

> Concept Race 11 btg lazy 
orcles m lhts upda1e to !he N64 
Idle of !he same name 

> Graphi<s: You did read N64 in 
!he last line, didn'I you? 

> Sound: Did I menlloo N64 
anyv.liere recenllyl 

> Playability: The simplistic 
con~ols usually wor1< rJ/Jtf for !he 
GIi' and plane levels. but !hat hov
ercraft could sure use some wor1< 

> Entortainmfflt Slow and 
~mplistic, it's hard 10 imagine 
spending 100 much lime with a 
game !hat's not even dose to as 
fun as !he OS Kart racer already 
on !he marl<et 

> Replay Villue: low 

(Jickt,, Kong Racing does ils 
best to add some irun5t to 
lhe CJIJkhety old kart-racing 
gem. a 51',le ol game lhal's 
prelly much been nnq 
on flnteS SIU lhe PSooe{ 
N64 era. To a large~ 
• succeeds. v.ttile il's nice 
to have lhe real-line maps, 
rm glad that they actualy 
figlnd some Wllf to lllCOf
porare lhe l0uch screen and 
microphone irm gameplay 
wilh lhe novel starting line 
mechanics. I also like 1he 
variety ol 'lehide types. Mn 
ii 1he IKMmafts feel exactly 
like 1he cars IMlh ~ con
lrol. In 1he end, this is exactly 
what you expect -wel 
done racilg. Slil. fol me. 
this entire genre feels a 
bl stale.-MATT 

PSP QUICKIES 

PSP 

The Legend of 
Heroes Ill: Song 
of the Ocean 
> STYU !·Pl.AYER ROLH'tAYING GAME 
> l'UIUSHUI NAMCO BANOAI 
> D(Vlw,u NAMCO BANOAI 
> tlElWl JANUARI' 23 > ESH EK>+ 

II 
This is the third game 
in this senes I've 
played in a little over a 
year, so it's not terribly 

surprising that The Legend of Heroes 
Ill is nearly identical to the other 
recent entries. The st01Y may be new, 
but the boring battle system and frus
trating quests are all too familiar. Its 
simplicity is cham1ing at points ( espe
cially in the dialogue), but ultimately 
isn't enough to salvage the whole 
game. Legend of Heroes Ill might be 
worth a look if you liked the last two, 
but here's the problem: If you played 
those, you probably don't need your 
hand held through yet another intro
ductory RPG.-JOE 

PSP 

Monster Kingdom 
Jewel Summoner 
> STYU 1-l'lAYER ROLH'tAYING GAME 
> l'UIUSHUI AJl.US> D(Vlw,u GAIA 

11
1 couldn't come up 
with a more generic 
name for an anime
styled video game than 

"Monster Kingdom Jewel Summoner" 
if I tried. Unfortunately, there isn't 
much here that's any more interesting 
or novel than the title. The characters, 
dialogue, and plot are all about as 
engrossing as rurKJf-the-mill fanfic, 
and the battle system is as boring a 
tum-based snoozefest as I've seen in 
years. On the plus side, nothing's really 
broken or horrible in this RPG, and 
each of the major heroes has some 
kind of glaring aesthetic blunder to 
make fun of. From the biggest faux
hawk in history to tan lines that ltagaki 
would be ashamed to put on one of his 
characters, there's at least some shal
low amusement to be had by mocking 
these hapless digital rejects. - ADAM 

NINTENDO OS 

Hotel Dusk: Room 215 
> STYU I-PLAYER ADVENTURE > PUBLISHER NINTENDO 
> DEVBOPER CING > REllASE JANUARY 22 > ESRB T 

PRETTY VACANT 

T 
he same people who 
brought us Trace Memory 
developed Hotel Dusk. 
and although similarly 

charming at times, this game 
stumbles in the same way that 
most adventure titles do. 

Oftentimes, it doesn't feel like 
you are playing the game so 
much as you are participating 
in a trial and error laboratory 
experiment. While solving some 
of the game's puzzles can pro
vide some warming •eureka!" 
moments, most of the time the 
path is so linear that the game 
isn't as much about challenging 
your wits as it is about checking 
basic, low-level brain functions. 
Getting through it is a lot like 
walking: Once you put one foot 
forward the rest sorts itself out 
without much thought. 

Despite its linearity, Hotel Dusk 
at least advances the genre in 
its own ways. The touch screen 
is handy for taking notes, and 
garners will enjoy how well 
the excellent script has been 
localized. Hell, it's got more 
personality than 90 percent of 
games, period. However, two 
things in particular bug me about 
Hotel Dusk's design. Some of its 
game-ending scenarios are too 
arbitrary to avoid. Also, when you 
go back in to replay your surprise 
faux pas, the game ignores 
your saves and sends you back 
to a further checkpoin~ which 
is annoying. unnecessary, and 
time consuming. 

This game has a hotel full of 
strangers with secrets, which 
might just be enough to get you 
to stick around to 
hear them all. But 
perhaps you'll 
want to skip the 
ambiance and 
go somewhere 
with fresher 
towels.-KATO 

BOTTOM 7 
LINE 

> Concept A hotel full of dirty 
little secrets? Al least !he sheets 
are dean 

> Graphics: The art style per
mits emotive character sketches 
that stop short of Phoen~ 
Wright-esque exaggeralion 

> Sound: It's a hotel. Of course 
the m~c ~ bad and never
ending 

> Play•bility: Can fall into the 
repetnive trap !hat plagues most 
adventure games 

> Entortainment: The fun 
wears off, but sometimes you 
just gotta find out v.rnt's going 
to happen 

> Replay Value: low 

Second Opinion 6. 75 

I thought that this game 
was great .. .at putting me 
to sleep. Zing! Okay, that 
joke was lame. But ser~ 
ously, this game's repeti
hve smooth jazzy music 
and slow dialogue had 
my eyelids rolling down 
more than once. Some of 
the puzzles aren't intuitive, 
but what really bugged me 
was that you could ~ the 
wrong thing and lose the 
game five minutes later. I 
lite the idea that your con
versations have real COit
sequences, but somellmeS 
you don't know you're get
ting into trouble. StaM!d 
adventure game fans might 
dig this, but it certainly isn't 
for everyone. - BEN 



PSP 

Valhalla Knights 
> 5TYlE l·PlAYER ROLE-PlAYING GAME (2-PlAYERVIA AD HOC) > PUBLISHER XSEED GAMES > DEVELOPER MARVELOUS INTERACTIVE 
> REUASE MARCH 6 > ESRB EIO+ 

A FAILING GRADE 

W 
hen you think about it, tradi
tional multiple choice tests offer 
a certain degree of freedom. 
Technically, you are free to 

choose any of the answers presented. Of 
course, only one is actually correct. Valhalla 
Knights is constructed in a similar way; it 
gives players the illusion of choice, but all 
the while it is smugly checking their actions 
against some invisible answer key and penal
izing them for every misstep. 

The game opens with the hero waking 
up in a small inn with (groan) no memory 
of the past. The story goes downhill from 
there. There are quests that comprise the 
critical path, but the gameplay is really about 
embarking on various peripheral errands 
that you take from guilds. Unfortunately, 
these quests are uniformly stupid; they 
send you slogging through repetitive areas 
that you've already seen. Sometimes you'll 
have to go through the same dungeon three 
times to complete all the tasks, since you 
can only do one 
at a time. They're 
not really even 
optional, since you 
need the rewards 
like gold and new 
party members to 
keep progressing. 

The general 
structure is annoy
ing, but it's really 
the obtuse design 
that ensures that 
every second you 

play Valhalla Knights is irritating. If you don't 
immediately spend your first 500 dollars on 
a new party member instead of items, you'll 
run into problems on the very first quest. If 
you don't level up a certain way (by increas
ing subclasses as well your main job), you'll 
never get strong enough to proceed. These 
are things that are never explained - the 
player is just left to try and try until they get 
it right. It's like a grueling SO-hour game of 
20 questions. 

Any praise I can give Valhalla Knights 
seems pretty futile in light of its fundamen
tal failings, but I will say that the option to 
customize your party members is cool, and 
I like the system for tweaking their combat 
behaviors. The game also has multiplayer 
functionality (co-op and versus), but that 
would require more than one person to 
think "Hey, I should play some Valhalla 
Knights," and I'm too much of an optimist to 
believe that I live in a world like that.- JOE 

BOTTOM 4 5 
LINE ■ 

> Concept: Mash a bunch of 
boring queslS together, but not 
wilh much effort 

> Graphics: Some character 
designs are nea~ bul lhe 
emironmenlS are indislinct and 
repelitive 

> Sound: Generic epic fanlasy. 
Actually, !hat's ~nd of a cool 
band name. Thefr music couldn'I 
be much worse ihan lhis. Woo! 
Generic Epic Fantasy Tour '07! 

> Playability: Apart from ram
panl camera issues, 1he ~mple 
con1rols function well 

> Entenainment: 11 ~·1 involv
ing, ii ~·1 clever, and it certainly 
~•1tun 

> Replay Value: Low 

Second Opinion 5.5 

Am I swimming too hard 
against the tide to be so 
ticked off at the endless 
flow of tired story and 
gamep\4y concepts that 
make up this forsett,ble 
advtnture? We're going 
to keep seeing amnesiac 
heroes fiat,ting endless 
experience-grind battles in 
lifeless fantasy w0llds no 
matter what I ~ here. But 
I'm still going to do my part 
and tell you that this is 1101 
worth your time. There are 
so many great rolei>laving 
titles out there these days, 
this temble one should 
never have seen the light 
of day. The game's model· 
ately interesting party and 
character upsrade system 
is not enough to justify 
the mindless level design 
and feeble storytelling 
at its core. If you eat that 
nasty sludge the cafeteria 
is serving today, don't be 
surprised when you get 
the same tomooow. The 
same is true with games. 
Demand better. -MILLER 

I get it ............... 
You I re hanging upside-down i 

because you're demonstrating 
a Visual metaphor. 

......-- Your inverted _____,,,.. 
position articulates how 

your utilitarian, ultra-stylish 
design is going to turn the 

automobile mrld on its head. 

@2006 American Honda Motor Co., Inc . 
SC model shown. 
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,- .. '· .,, '" .· ·. . 1 
TOP 20 - • • .:· • ... ) 

' . 
Listings Based Upon NPD Data For December 2006 Based On Units Sold • • -· 

TOP 10 JAPAN 
Rank Tille System 

Dragon Qunt Monsters: Joker OS 

Rank Tille LMo. System Sc0<e Release Pnce 
WU Sports Wil 

Hajlmete No WU Wii 

1 Gears of War 1 360 9.5 11·06 $61 New Super Merlo Bros. OS 

Adult c-n Sense Training OS 

2 Madden NFL 07 7 PS2 8.25 08-06 $55 
OS Training for Adults: Work Your Brain 2 OS 

Animal Crossing: WIid World OS 

Pokimon Diamond OS 

3 Guitar Hero II w/Guitar 4 PS2 9 11-06 $79 
Hoshl No Kirby OS 

I Pok6mon Pearl OS 

4 The Legend of Zelda: 
N/A GC 10 11 -06 $49 

Twilight Princess 

5 The Legend of Zelda: 
3 Wii 10 11 -06 $50 

Twilight Princess 

6 WWE Smackdown Vs. 
5 PS2 8.75 11-06 $59 

RAW 2007 
TOP 10 GI 

Rank TIiie L, Mo. Syslem 

7 New Super Mario Bros. 16 OS 9.25 05-06 $39 
World of W■rcraft: 

N/A PC The Burnln Crusade 
TIie Legend of Zelda: Wii lwlll ht Prlncm 

8 Call of Duty 3 N/A 360 8.5 11-06 $40 2 360 

N/A 360 

9 Yoshi's Island OS 18 OS 8.25 11-06 $30 
N/A PS3 

3 PSP 

4 PS2 

10 Call of Duty 3 N/A PS3 8.75 11-06 $31 
6 360 

8 OS 

11 Final Fantasy XII 2 PS2 9.25 11-06 $39 

12 Nintendogs: 
9 OS N/A 10-06 $40 

Dalmatian & Friends 

13 Tom Clancy's Rainbow 
N/A 360 9.5 11-06 $40 

Six Vegas 
ThesutrsFMJlltPicb 

14 Brain Age: Train Your 
N/A OS 8.25 04-06 $40 

Brain In Minutes a Day 
TOP 10 PC 

Rank Tille L. Mo. Price 

TIie SIN 2: Pets 2 $28 

15 Need for Speed: Carbon 8 PS2 8.5 11-06 $39 
World DI Wan:raft 3 $22 

TIie Sim 2 8 $39 

MedllYIII II: Total War 4 $47 

16 Thrillville N/A PS2 7.75 11-06 $39 TIie Sims 2: Glamour Life Stuft N/A $18 

flight Slm■lator X Del111 7 $65 

17 Tony Hawk's Project 8 N/A PS2 9 11-06 $43 
TIie Sims 2: HappJ llolldaJ Stuff N/A $16 

Battlefleld 2142 5 $44 

Deal or No Deal N/A $17 

18 Madden NFL 07 N/A 360 8.25 08-06 $57 
I cars: Radiator Springs Adwentures N/A $18 

19 NBA Live 07 N/A PS2 7.5 09-06 $30 

20 Mario Kart OS N/A OS 8.5 11-05 $35 
&stdOnMortiflhbSold 
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_ ARCHIVE 
PLAYSTATION 3 LEGO Sia< Wa~ 11: The ~ Trilogy 8 Oct-06 Mage Krugh, Apocalypse 6 Dec-06 
Blazing Angels: Squadrons of WMI Feb--07 
Call of Duty 3 8.75 J.v,-07 
F@ll N;gt,1 Round 3 9 i.n-07 
Full Au1o 2: Batrlelines 7.5 Jan-07 

Madden NFL 07 8.25 Oct-06 
Mar,,el: Ultimate Alliance 9.25 Dcc-06 
Mooal Kombat: Annageddoo 8.25 Dec-06 
NASCAR 07 7.75 Oct-06 

Medieval II: Total War 9.25 Jan-07 
NellerwinterNights2 8 Dec-06 
Para'Notid 7 Dec-06 
Phantasy Star Universe Jan-07 

Genj: Days of lhe Blade 6 Dec-06 
Madden NFL 07 7.75 Jan-07 

NBA07 7.5 NoY-06 
NBA 2K7 8 NoY-06 

ReseMlU Dogs 5.75 Jan-07 
SKt Meier's Ovhzaoon rv: Wariords 8 Sep-06 

Marvel: Uh1mate Alliance 9.25 Dec-06 
Mobile Sult Gundam: Crossfire 3.75 Dec-06 

NBA Live 07 7.5 NoY-06 
Need fo, Speed: Caobon 8.5 Dec-06 

Std Metet's RailrOilds! 8 Dec-06 
Stms 2: PelS, The 6 Dec-06 

NBA07 Dec-06 
NBA 2K7 8 Jan-07 
Need 101 Speed: Caobon 8.5 Dec-06 
NHL 2K7 8.25 J.v>-07 
Resistance: Fall of Man 9.5 Dec-06 
RidgeRacef 7 8 Dec-06 
Sonk lhe Hedgehog 6.75 Jan-07 
Tony Hawk's Project e 8.75 Jan-07 
Unlold Legends: Da<k Kmgdom 8.25 Jiv>-07 

NFL Streel 3 Feb--07 
NHL07 7.75 Oct-06 
NHL 2K7 6.75 Oct-06 

°"""' 9.5 Oct-06 
Phantasy Star Urwerse 6 i.n-07 
Resetv0< Dogs 5.75 Jan-07 
Rogue Galaxy 9 i.n-07 
Rule of Rose 6.25 Oct-06 
Samurai Wamors 2 6 NoY-06 
Scarface: The World IS Yours 8.5 NoY-06 

Star War; Empue at War: 
Fo,ces of ConuphOn 7.5 Dec-06 

Swo,d of lhe Stats 7.5 Sep-06 
Tiger Woods PGA Tour 07 8 NoY-06 
Warhammer 40,0CX): 

Dawn of Wat - Dark Crusade a75 Dec-06 
Warhamme,: Mark of Chaos 6.75 Jan-07 

NINTENDO OS 
a,.., Boost 

XBOX 360 Sega Geoes,s Col1ecl>On 8.5 Jan-07 

s~~~: 7.75 Dec-06 

Beta Wi!Ve/Gamma Wi!Ve 6 feb-07 
Break 'Em Aft 7.5 Sep-06 
Castlevama: Port@rt of RUii\ 9 J.v>-07 

Sims 2: PelS, The 6 Dec-06 OlidrenofMana 7.75 ~ 
SOCOM: U.S. Navy SfALs 

Combmed Assauh 6.5 Jan-07 
Conlact Oct-06 
Coob,gMama 65 Oct-06 

SOpranos: Road to Respect. The 6 Feb--07 Deep Labynnlh Oct-06 
Spy Huntet: NO'Nhere to Run 3 NoY-06 
Star Trek Encounlers 7.25 Jan-07 

Dfagon Quest Heroes: 
Rode!Slnne 8.25 Oct-06 

Tales of lhe Abyss 7.25 Nov-06 Ekte Beat Agents 675 Dec-06 
lhnlMlle 7.75 Dec-06 Final Fantisy Ill 8 Dec-06 

Call of Duly 3 8.5 Dec-06 
College Hoops 2K7 8 Feb--07 
Dead or Alive Xtreme 2 7.5 Jan-07 
Enchanted Arms 6 Oct-06 
Eragon 6.25 Feb--07 
F.EAR. 8.5 Dec-06 
FIFA Soccer 07 7.25 Dec-06 
Gears of War 9.5 Dec-06 
Godfather, The 7.75 Oct-06 
Just Cause 7.25 Oct-06 
LEGO Star Wars II: 

The Orig,nal Trilogy 8 Oct-06 
Lost P\anet: Extreme Cond1bon 8.25 Feb--07 
Madden NFL 07 7.75 Oct-06 
MafVel: Uhimate Alliance 9.25 Dec-06 
NBA 2K7 8.25 NoY-06 
NBA Live 07 5.25 Dec-06 
NCAA 07 Ma1d1 Madness 7.75 Feb--01 
Need for Speed: Caobon 8.5 Dec-06 
NHL07 7.25 Oct-06 
NHL 2K7 8.25 Oct-06 
Phantasy Star UnrvefSe 6 Jan-07 
Samurai Warriofs 2 6 NoY-06 
Sonk lhe Hedgehog 6.75 Jan-07 
Splinter Cell: Double Agent 9 Dcc-06 
S!ar Trek Legacy 7.75 Jan-07 
Supeiman Returns 6 Jan-07 
Test Dove Unlimited 8.25 NoY-06 
Tiger Woods PGA Tour 07 8 NoY-06 
Tom Clancy's Rambow Sex Vegas 9.5 Jiv>-07 
Tony Hawk's P<ojca 8 9 Dcc-06 
Ima Plt\ata 8 Jan-07 
W,J,/f, Smoddown vs. Raw 2007 8.75 Dec-06 

Tiger Woods PGA Tour 07 8 Nov-06 
Tokobot Plus; 

Mystenes of the Karakun 7.25 Dec-06 
ValkyneP<ofile2: 5'1mena 8 Oct-06 
WW€, Smackdown vs. Raw 2007 8.75 Dec-06 

GAMECUBE 
Anl Bui~, The 6.5 Feb--07 
Baten K.a1tos Ong1ns 7 NoY-06 
FIFA07 7.75 Oct-06 
Legend of Spym: 

A New Beg1nn1ng. The NoY-06 
LEGO Star Wars II: 

The Ongooal Tology 8 Oct-06 
Madden NFL 07 8.2S Oct-06 
Suns 2: PelS, The 6 Dcc-06 
Super Mookey Ball Advenlwe 4.75 Sep-06 

XBOX 
CapoornClass,cs 

Collecl>Onll:>fume2 7 Dec-06 
Destroy All Humans 2 8.5 NoY-06 
E,agon 625 Feb--07 
family Guy S.5 Jan-07 
FIFA 07 7.75 Oct-06 
Aal0ut2 7.5 Sep-06 
Just Cause 7.25 Oct-06 
Justice league Heroes 7.25 Dec-06 
Legend of Spyro: 

A New Begmning. The 7 NoY-06 
LEGO Sta, Wa,s 11: The ~ Tnogy 8 Oct-06 
Madden NFL 07 8.25 Oct-06 
Mar.d: Ullmlte All&ance 9.25 Dcc-06 
Mooal Kombal. Annageddoo 8.25 Dec-06 
NASCAR 07 7.75 Oct-06 
NBA 2K7 8 NoY-06 
NBA I.Ne 07 7.5 NoY-06 

Gu"4""f 7.75 Dec-06 
Ht H1 Puffy AmiYumi: 

The Gen,e and lhe Amp 5.75 Sep-06 
Ko,by Squeak Squad 7.75 Feb--07 
Konducua 6.25 Feb--07 
Mage Kn,ght: Desbny's Soldte, 4.5 Dec-06 
MagocalStars,gn 65 ~ 
Mano Hoops 3-on-3 65 Oct-06 
Maoo vs. Donkey Kong 2: 

Mmch of lhe M..., 6 NoY-06 
MechAssautt: Phantom War 7.75 Oct-06 
Mega Man zx 7 Oct-06 
Monste, House 6 Oct-06 
Phoen«Vmght 
Aa Attorney Justoce Fo, Al 8 Jan-07 

Pok<!mon M-,stery Dungeon: 
Blue Resrue Team 3 NoY-06 

Pok<!mon Range, 5 Dec-06 
Sawge: H""' 7.5 NoY-06 
sea, Fa, Command 8 Oct-06 
TouchlJeleclNe 6.75 NoY-06 
Yoshi's Island DS 8.25 Dec-06 

50 Cenl Bulfe1proof: 
G Unrt Edition 6.25 NoY-06 

Ace Combat)(; 
Slaesof Decep<,on 8.25 Dec-06 

Need lo, Speed: Caobon 8.5 Dec-06 

Anl Bui~. The 65 Feb--07 
Call of Duly 3 7.25 Jan-07 
Chicken Little; k.e 1n Action 7.25 Jan-07 
D<agonball Z Budol<.,, Tenkald,o 2 6 Feb--07 
Eleb,is 7 Jan-07 
Exole T,uck 7.75 Jan-07 
Legend of Zelda: 

Tw,1,g!,1 Princess, The 10 Jan-07 
Madden NFL 07 7.75 Jan-07 
Marvel: Ultimate Alliance 8.25 Jan-07 
Metal Slog Anlhology 7.5 Jan-07 
Rayman R.Mng Rabbods 8.5 Jan-07 
Red Sleef 7.5 Jan-07 
SpongeBob SquarePants: 

Creature from the Krusty Krab 6.75 Fe!>-07 
Super Monkey Ball: Banana Bhtz 6.75 Jan-07 
Super Swing Golf 8 Feb--07 
Tony Hawk's Downhill Jam 5 Jan-07 
Trauma Center: Second Opinion 8.5 Jan-07 
'Mi Sports 6.5 Jan-07 

NHL07 7.75 Oct-06 
NHL 2K7 6.75 Oct-06 
Painkiller:HellWars 7.75 Oct-06 
ReselVOlrDogs 5.75 J.v>-07 
Scarface: The INorid IS YOtJl"S 8.5 Nov-06 
Spy Hunter. Nowhere to Run 3 Nov-06 
Thnllv,lle 7.75 Dec-06 
Tiger Woods PGA Tour 07 8 NoY-06 

Age of Emp1res Ill: The Warchiefs 7 Dec-06 
Anl Bui~. The 6.5 Feb--07 
Battlef,eld 2142 8.5 Nov-06 
Ovelly: Rome 8 Sep-06 
(Dmpony of Hemes 9 Oct-06 
Da<k Messiah of Mogt,1 & Mag,c 9.25 Dec-06 
Dungeon Soege II: B,of<en Worid 7.5 Oct-06 
F.EAR.: &traction Poon 8 Dec-06 
CoothlC3 5 Feb--07 
Just Cause 7.25 Oct-06 
Heroes of Annihilated Empues 6 Feb--07 

Boonly Hounds 6.25 NoY-06 
Death Jr 2: Root of Evil 8.25 NoY-06 
Dungeon Stege: Throne of ~ 8 Jan-07 
OynaSly Wamoo ~ -2 5 Dec-06 
EA Replay 675 Dec-06 
i;..,,yExtendExtra 8.25 NoY-06 
Gangs of London 6 NoY-06 
Gitaroo Man IJYesl 9 Dec-06 
Godfalher. Mob Wa,s, The 4.5 NoY-06 
G<and Theft Auto: I.Ice Gty S1ones 8.5 Dec-06 
GunShowdow,i 7.75 Dec-06 
Gonpey 7.75 Dec-06 
Kdlzone: LiberabOO 7.25 NoY-06 
LoroRoco 7.5 Oct-06 
lummes U 9 Dec-06 
Medal of HonOI Heroes 675 Dec-06 
Merauy Meltdown 8 Sep-06 

Metal Gea, Solid: - Ops 9 Feb--07 
M""'l.lce 675 Oct-06 

PLAYSTATION 2 
Anl Bui~, The 6.5 Feb--07 
Al Tonehco: Melody of Elemia 6.75 Feb--07 
ATV Offroad Fury 4 7.5 Jan-07 
Bui~ 8.5 Dec-06 
capcom Classics Collect10n \Olume 2 7 Dcc-06 
Destroy All Humans 2 8.5 NoY-06 
dolhad//G.U. 11:>f. 1//Reb,nh 5.75 Dec-06 
Eragon 6.25 Feb--07 
Eureka Seven Vol 1: 

The New W.we 5.25 Oct-06 
,.,,,;~ Guy 5.5 Jan-07 
Fast and the Funous. 1he 6 NoY-06 
FIFA 07 7.75 Oct-06 

~r!s Mf:afe Magic V: 8 Feb--07 
LO<d of lhe Rong,: 

The Baille lo, Moddle-<,anh II -
R,e of lhe 'M1ch-Kmg The fe!>-07 

Mooal Kombat: Uncha<ned 8 Feb--07 
NCMfoolbol07 8.5 Sep-06 
Pirates of the Canbbean: 

Dead Man's Chest Sep-06 
Power SIOne Colledoon 7.75 NoY-06 
SOCOM: U.S. Navy SEAis 

Fwe Team Br.wo 2 7.5 J.v>-07 
Sontc R<vals 675 Feb--07 
Spectr~Souls 5.5 NoY-06 
Star Wars: lethal Alliance 6.5 Feb--07 
Tekken: Dark Resurrection 8.25 Sep-06 
Ultrnate Ghosts 'n Goblins 7.25 Oct-06 
Warharrmer: Battie for Alluma 7.5 Feb--07 
WTf 7 NoY-06 

Final Fantasy XII 9.25 Nov-06 
God Hand 6 NoY-06 
GurtarHe..-011 9 Dec-06 
Just Cause 7.2S Oct-06 
Jushce league Heroes 7.25 Dec-06 

GAME BOY ADVANCE 
Final Fantasy V Advance a Jao-07 
Summon Kn,ght 5'M><daan Story 2 7.25 Jan-07 
Yggd<a Urnon 7.25 Feb--07 

Legend of Spyro: 
A New Beginning, The Nov-06 
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Attentlota All Clieaten! 
Cheat codes, by their ve,y nature. ore in 
many coses buggier than Virginia in August. 
So, unless you don't mind re-doing those 70 
hours you put mto the latest game. do yourself 
o favor and bock up your save before using 
any codes. 

On o lighter note. you con send your codes 
to seaetoccess@gomeinformer.com for o 
chance to be featured here and Kin o prize! 

MULTI-SYSTEM 
Marvel Ultimate Alliance 
Last month we delivered the cheat codes for 
this massive Marvel team-up. This month, 
we thought we'd share the cool combination 
teams you can play for an extra stat boost 
When there are more than four characters, you 
can use whichever four you like. 

Agents of Shield/+S to all Resistances -
Captain America, Nick Fury, Spider-Woman, 
Wolverine 
Agile Warriors/lll'MI Reduced Energy 
Cost - Black Panther, Daredevil, Deadpool, 
Elektra, Spider-Man 
Air Force: +IS'lb Max Health - Human 
Torch, Ms. Marvel, Storm, and Thor 
Attemate ldentities/+5'111 Criticah - Ghost 
Rider (Western), Iron Man (War Machine), Ms. 
Marvel (Ventura), Spider-Woman (Secret Wars), 
Thor (Beta Ray 8111) 
Assassins/ +60Cl'o Credit Drop - Blade, 
Deadpool, Elektra, Wolverine 
Avengers / +S'l'o Damage - Captain America, 
l hor, Iron Man, Spider-Woman, Ms. Marvel 
Bad to the Bone/5'111 Damage Inflicted 
Goes to Health - Blade, Ghost Rider, Luke 
Cage, Wolverine 
Bruisers /+ 15 Sinking - Thing, Captain 
America, Luke Cage, Ms. Maivel 
C1assk Avengffl/+lS'lb Damage - Black 
Panther, Captain America, Iron Man, and Thor 
Dart Past/+5'111 XP - Blade, Elektra, Ghost 
Rider, Spider-Woman 
Oefenders/5% Damage inflicted goes to 
Health - Dr. Strange, Iceman, Luke Cage. 
Silver Surfer 
Double Date/+5 Health Regeneration -
Black Panther, Invisible Woman, Mr. Fantastic, 
Storm 
Fantastic Four/+20 Health Per Knockout -

Thing, Invisible Woman, Human Torch, and 
Mr. Fantastic 
Femme Fatale/+~ Damage - Ms. Maivel, 
Storm, Invisible Woman, Elektra, Spider-Woman 
Flashbad(/+lS'lb Max Health - Captain 
America (WWII), Daredevil (OriginaO, Ghost 
Rider (OriginaO, Iceman (OriginaO, lronMan 
(Oassic), Ms. Marvel (OriginaO, Wolverine 
(Oassic) 
Martial Altists/+ 15 Slriking - Black Panther, 
Captain America, Daredevil, Nick Fury 
Marvel Knights/~ Body, Strike, and 
Focus - Dr. Strange, Daredevil, Luke Cage. 
Spiderman, Black Panther 

Marvel Royalty/ +60'111 Cffltits Dropped -
Black Panther, Dr. Strange. Storm, Thor 
Natural Forces/S'lb Damage inflicted as 
Health Gain - Thor, Storm, Human Torch. 
Ice Man 
Nltural leaden/+5¥1 XP - Captain America, 
Dr. Strange, Mr. Fantastic, Nick Fury, Storm 
New Avengers/ +S'lb All Resistances -
Captain America, Luke Cage, Wolverine, Sptder
Man, Spider-Woman, Iron Man 
New Fantastic Four/ 15¥1 Max Energy -
Ghostrider, Luke Cage, Spider-Man, Wolverine 
Power Platoon/2ll'MI Energy per KO -
Silver Surfer, Iron Man, Ms. Marvel, Thor 
Rnen Ultimates/~ To All Suts - Silver 
Surfer, Deadpool, Thing, l11'11Sible Woman, 
Iceman 
Scorchers/+ lll'MI Reduced Power Cost -
Ghost Rider Human Torch, Storm, Thor 
SUpematural/+S Hulth Regen - Blade, Dr. 
Strange. Ghost Rider, Thor 
Think Tanks/ + lS'lb to Max Health - Iron 
Man, Spider-Man, Mr. FantaslK, Dr. Strange 
Weapon Spe<ialists/+~ Critbls - Blade, 
Captain America, Deadpool, Elektra, Nick Fury 
X-Men/+ lS'lb Maximum Energy - Colossus. 
Iceman, Storm, Wolverine 

'GI Drold' 
(location unkown - lost seen blowrng 

o giant hair dryer at the polar ice cops) 

DREAMERS WANTED 
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•:::::• • Where The Past Comes Alive 

UNLIMITED ENABLED 

Before the Beginning 
Rare actually grew out of another company founded by the Stampers. It was the late '70s 
and Chris Stamper was going to college at Loughborough University in Leicestershire, UK. 
\Nhile studying for a degree in physics and electronics, Chris decided to build a computer, 
because back then if you wanted a computer you had to do it yourself. The computer he 
built was an RCA CDP1802; at the time it was one of the fastest available. Chris' project was 
a success, and this experience pushed him to pursue a career working with computers. 

Chris dropped out of college at the age of 21 and started working for a game manufac
turing company, converting old arcade boards into the newest games. At the time the hot 
game was Galaxian. After two years, Chris got sick of not being in charge, and convinced 
his younger brother Tim to leave his technical design course. With the help of a few other 
friends they started Ultimate - Play The Game: a company devoted to making coin-op 
conversion kits. These kits were used to power up old arcade machines. For example, a kit 
might make the enemies in a game move faster. 

Ultimate also started making a few computer games for systems like the Sinclair 
Spectrum, and it had some moderate success (such as Jetpack, which sold 330,000 
units). But Ultimate was not to last. As the computer gaming 
market began to wane in the '80s, the Stampers realized that 
the future of videogames lay in a different breed of computers: 
machines called home videogame consoles. 
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Rising Star 

Change happens. Even when it's 
a rare thing. it's still inevitable. 
Recently, Rare co-founders and 
brothers Tim and Chris Stamper 
left the company they started 
over 20 years ago. Rare was sad 
to see them go, but the com
pany is now looking to its future 
under the umbrella of Microsoft 
Game Studios. Therefore, we 
thought this would be a good 
time to look back at the com
pany and what it has given the 
gaming community these last 
two decades. 

Ultimate could have been termed a success, but the Stampers weren't content to rest on 
their laurels. The Stampers began developing for the brand new Nintendo Entertainment 
System. Because of this big change in direction, they thought it best to change their 
company's image as well. They wanted a name that would show the world how great of 
a developer they were; they wanted people to know just how special - how rare - their 
company was. Thus Rareware was born. 

Rare produced about 60 games for the NES and Game Boy, from Slalom to Marble 
Madness, RC Pro-Am to Battletoads. After Rare's success with Donkey Kong Country on the 
SNES in 1994, Nintendo finally took notice and began investing in the company, allowing 
Rare to expand. Rare hit its stride during the N64's lifecycle when it produced beloved hits 
Blast Corps, GoldenEye, the Banjo-Kazooie games, Jet Force Gemini, and Conker's Bad Fur 
Day. It was also during this period that the company started developing under the simpli
fied name Rare. 

The rest is history. Of course, that isn't to say there hasn't been change. Rare is now 
owned by Microsoft and the Stamper brothers left in late 2006. But the company plows on 

into its future. \Nhat does that future hold? Read our Unlimited 
interview with production director Simon Farmer for a few hints. 

RARE DIGS 
This has been Rore·s HQ sil)(e 1999. Located near T..ycr~ 
Leiceslershire (o coonty in central England), this muhi-million 
pound fodlity took five years to design and buik/ in 01der to 
preser;e the charm of the /ocol londscope. Previously located 
in o converted /ormhcuse, Rore's new groonds ore fully 
londs!oped, and the building hos o Slate-of.the art climate 
management sys/em and plenty of room for the continually 
e,ponding company. 



Rare Gems 
• R.C. PRO-AM (NES) 
U.S. Release Date: February 1988 
Unlike other racers of its day, R.C. Pro-Am 
actually made ·good use of its isometric 
top-down view: you were racing remote
controlled vehicles. The game might also be 
notable for being the first car combat game. 
Players could not only upgrade their R.C.s 
with sticky tires and better engines, but they 
could also acquire missiles and bombs to 
disable their competition on the track. 

• DONKEY KONG COUNTRY (SNES) 
U.S. Release Date: November 25, 1994 
Rare's games have always tried to use the 
latest in graphics technology, and this was 
no exception. Not only was this the game 
that launched Rare into superstardom, it 
also received critical acclaim due to its use 
of pre-framed 3D graphics in a 2D world. 
This was one of the best-looking SNES 
games of its day. 

• KILLER INSTINCT (ARCADE) 
U.S. Release Date: Late 1994 
First released in the arcade, this was 
another Rare game known for its looks. 
The animated backgrounds were created 
using state-of-the-art 3D modeling tools. 
While this wasn't real-time rendering, for 
the time it gave an unparalleled 3D illusion. 
The characters in the game were all sprite
based, but it wasn't uncommon at the time 
for people to believe they were 3D renders. 

• BLAST CORPS (N64) 
U.S. Release Date: March 26, 1997 
With nearly a dozen destructive vehicles 
and trucks, two out-of-control advanced 
nuclear warheads, and an entire world's 
population in need of saving, there's just 
something manly about Rare's first truly 
good N64 game. Blast Corps was filled with 
loads of destruction and many great puz
zles, but Rare's greatest accomplishment 
with this game might have been keeping 
each of the 50+ levels unique. 

• BANJO-KAZOOIE & BANJO·TOOIE (N64) 
U.S. Release Date: May 31, 1998 & November 
19, 2000 
Banjo-Kazooie was originally marketed as 
the Donkey Kong Country for the N64, and 
received a fair amount of hype before its 
release. Both it and its sequel Banjo-Tooie 
are some of the best platformers for the 
system. Sure they play exactly like Super 
Mario 64, but is that really a problem? 

• CONKER'S BAO FUR DAY (N64) 
U.S. Release Date: March 5, 2001 
Not only was Conker a solid platformer at 
a time when the N64 was going into ana
phylactic shock for lack of good games, but 
it also had some pretty fun television com
mercials. Actually, mature humor was the 
game's main selling point. Tired of appear
ing in tame games like Diddy Kong Racing 
and his own kiddy GBC title, Conker let it all 
hang out. For example, to defeat some fire 
enemies he gets drunk and pees on them. 
Did we mention the mature humor? 

GAMEOGRAPHY 

19117 
• Slalom-NES 
• WiLlrds & Wanm- NES 

1911 

• Areopabon - NES 
• Jeopardy! - NES 
• R.C.Pro-Am-NES 
• \\l1ttl oH«tLtt - NES -• cailomoa Games - NES 
• Cobra Tnangje- NES 
• Holywood Squa,,s- NES 
• lroroword: WiLlrds & 

Wamocsll-NES 
• Jeopardy! Junor Ediion - NES 
• Jam Elways ()atabad: - NES 
• Joolio1 Ys. S..d: One 00 

One-NES 
• M.rblo ~ - NES 
• Sesame Sire<! 123 - NES 
• Sesame Slrttt NJ( - NES 
• s.nt Serw, - NES 
• Taboo- NES 
• \\l1ttl of Fulllle .krior 

Edllon - NES 
• v.to Framed Roger Rabbit - NES 
• WiLlrds & Wamon - NES 
• World Games - NES 
• WWfl',l"esdemna-NES 

1990 
• The Amamg Spder-Mai - Game 

Boy 
• Arch Rivals - NES 
• cabal-NES 
-~~-NES 
• Dooblo Dare - NES 
• W,zards & Wanm X: Fortress of 

Fear - Game Boy 
• Ivan 1ronman· Stewart's ~ 

Off Road - NES 
· Jeoparaj425dl~ 

Edibon-NES 
• Narc-NES 
·A~ oo Elm Slre<t-NES 
• Pin Bo1 - NES 
• Snakt Raalt 'N Rell - NES 
• Solar Jeonan: Hllt fo,- lhe Golden 

Warpshop-NES 
• ~ao..Bal-NES 
• fmeLo,-d - NES 
• \\l1ttl of For1ltt: Fariy 

Edibon - NES 
• WWf l',l"<Sd!Manla 

Oialengt- NES 

1991 
• Batdefoads - NES. ~ Genesis, 

Game Boy 
• Be<deiuoce - NES 
• Digger T. Rod: The legend of lhe 

lost Cly - NES 
• High Speed - NES 
• Pral<S! - NES 
• Sesame Sire<! NJ( & 123 - NES 
• Sneal:y Snakes- Game Boy 
- ~R.C.Pro-Am-Gamei!o'( 
• W,,f ~ - Game Boy 

1992 
• Be<deiuoce- Game Boy 
• ~ Pio-Am -~ 

Genesis 
• Damy Suliwn's Indy Heal - NES 
• R.C.Pro-Am ll - NES 
• WiLlrds & Wamon Ill - NES 

199] 
• Batdefoads -~ Game Gear 
• BaalelOad,/IJcu D,agon: 

The Ulmale Team - NES. ~ 
Genesis, ~ NES. Game Boy 

• Batdefoadsll 
Baalemanoacs -~ NES 

· Battleloadsin~, 
World - Game Boy 

UM, YOU FORGOT SOMfllllNG BIGI 

19M 
• BaUieloads - Arcade 
• Donkey Kong 

Country- Super NES 
• l(iller Instinct - Arcade 
• Monster Max - Game Boy 

lffl 
• Donkey Kong Coonby 2: IJlddy 

Kong's (luesl -~ NES 
• Donkey Kong L,nd - Game Boy 
· Kierlroln::l-~NES. 

Game Boy 

1996 
• Oookey Kong Country 

l : Doxie l(oog's Double 
Trouble-Super NES 

• Cookey Kong Land 2 - Game Boy 
• Kerl Gnffey Jr.'s Wiving 

lul - ~NES 
• Kier lroln::I 2 - Arcade 
• Kier lnstlla Gold - Ninlendo 64 

19'7 
• Blast Corps - Nintendo 64 
• IJlddy Kong Racing - Nintendo 64 
• Oookey Kong L,nd Ill - Game Boy 
• GoldenEye 007 - Nintendo 64 

1991 

• ~-- Ninlendo 64 

1999 
• Cookei's l'lxt.t Tales- Game 

BoyColo< 
• Dool:ey Kong 64 - Nintendo 64 
• lei Force Gemini - Nintendo 64 
• Midtey's Racing 

Advenlure - Game Boy Colo< -• Bar!o-Tooe - Nintendo 64 
• Donkey Kong Country- Game 

Boy Colo< 
• Mdey's Speedway 

USA - Nintendo 64 
• l'erf,a Dark- NlOlendo 64, Game 

Boy Colo< 

2001 
• Conkei's Bad Fur 

Oay - Nllllendo 64 
• Midtey's Speedway USA - Game 

BoyColo< 

2002 
• Siar Fox Advemres - Ninlendo 
c..meGbe 

200] 

• Ban,o-l(azoooe: Grunl'(s 
ReYenge - Game Boy Advance 

• Oookey Kong Country - Game 
Boy Advance 

• Grabbed by lhe Ghoolies - Xbo, 

20CM 
• Donkey Kong Cooniy 2 - Game 

Boy Advance 
• l's Mr. Panis - Game Boy Advance 
• Sabre \\\Jlf - Game Boy Advance 

2005 
• Bar"4() Pilot - Game Boy Advance 
• Conker. I.Ne and Reloaded - Xbo, 
• Donkey Kong Coonlry J - Game 

Boy Advance 
• !Cameo: Elernem of 
--Xbo,J60 

• l'erf,a Dark Ztro - Xbo, J60 

20CM 
• Viva Pilala - Xbo,J60 

Wondering why a certain double-0 agenl islll COYered here? Dool wony, we havenl forgotten about Rare's 
biggest hil Check back next month when we look back on one ol consoles" besl FPSs: GoldenEye. 

GREATEST GAME OF ALL TIME 
By Sl1ar·e Seeman 

I SUPER MARIO BROS. 2 
>FORMAT NES 
> PUBLISHER NINTENDO 

It's official; I am in love with this game. Many play
eis were disappointed with its revamped veggie 
throwing gameplay, but I prefer this installment 
This may very well have been the third game I 
ever played, and even now I'll pop it in the ol' 
NES from time to time. The music is wonderful, 
even on the I980's TV in my bedroom. For those 
of you who don't 
know, it's kind of 
ragtime-esque, and 
it's very memorable. 
The graphics were 
wonderful for the 
time, and it was basi
cally the first game 
to separate Mario 
and Luigi as their 
own people (Luigi is taller and can jump higher). 
It introduced Toad and the Princess as playable 
characteis for the first time, and they prove to be 
good platformers themselves. If you ask me, it 
had the most realistic graphics in the series' NES 
lffespan. There are only seven worlds, as opposed 
to the traditional eigh~ and only 20 individual, 
yet expansive, levels. World warping was more 
easily executed, and the ability to charge jump 
was added, too. The actual garneplay made huge 
changes from the original, but this was due to 
the fact that it was originally "Doki Doki Panic", a 
Japanese title. The Mario characteis were added 
for the US. release. The ·real Super Mario Bros. 
2" was called ihe Lost Levels" in the US., when 
it released on the SNES compilation Super Mario 
All Stars. The classic enemies such as goombas, 
koopas, and piranha plants are gone, but they've 
added a couple of welcome additions (namely, the 
shyguy, POW blod. and bol>-omb). You uproot 
turnips and peppers from the earth and throw 
them at enemies to kill them, or you could pidc 
up the enemies themselves, and throw them at 
others. The boss fights are grea~ but are repeated 
a few times, with the exception of Birdo at the end 
of every level. Wart's Castle is larger than Bowse(s 
in the original, and the final battle with Wart (who 
should totally be in Super Smash Bros. Brawl) 
proved to be the coolest battle in NES history. 
The fun level is extremely high, and it's just as fun 
now as it was the first time I played it Super Mario 
Bros. 2 is the Greatest Game of All Time. 

THIS MONTH IN GAMING HISTORY 

On March 16, 1999 Sony Online Entertainment 
released EverQuest with modest expectations. 
By the end of the year, it had surpassed Ultima 
Online - the leading competitor - in number of 
subscriptions. The number of social lives ruined 

continued to rise until 
mid-2004. At its peak 
EverQuest achieved a 
subscription base of 

,_,=-__, over 500,000, monu
mental for its time 
and still a milestone 
for online games. 
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... • •. • ... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: FEB .. 19 

• 
The Force is strong with you, young Padawan, but you are no Jedi yet. Read the full 
transcript of our Q&A with project lead Haden Blackman and check out how LucasArts 
creates new game technology with our pre-visualization video if you wish to gain 
entrance to the Jedi Academy. 

Star Wars Deathmatch 
Is Boba Fen more badass than Darth Maul? Could IG-88 
take on Chewbacca and win? Does Lando's moustache 
make him the automatic winner in any competition? Vote 
on your favorite Star Wars characters to see which stud 
from a galaxy far, far away rules them all. 

Rare and Priceless 
GI reminisces with Rare 
production director Simon 
Farmer about the glory days 
of GoldenEye 007, Perfect 
Dark, and 8anletoads. 

Barbarian At The Gate 
Conan is back, and this time he's not rocking an Austrian 
accent. Check out more screenshots of Conan and read 
our interview with the game's developers. 

ALSO ONLINE 
THIS MONTH: 
GI Online slips into 
Solid Snoke mode 
and issues stealth 
reports live from the 
Konomi press event 



..... OVER ••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• ......... . . 
:•:: .. :•: Give Up? Retire? 

VIDEO GAME TRIVIA 
Guitar fever is sweeping the industry! Guitar Hero II was one of the best-selling games during 
the holidays, and with the Xbox 360 version on the way it won't be slowing down soon. The 
idea for the game didn't just happen overnight, though - many other instruments must have 
been rejected before the developer settled on using a guitar. Answer these trivia questions to 
discover what lame kind of •hero• you could have become instead. 

1 Electronic Arts' Superman 
Returns has the Man of Steel 
fighting a variety of dastardly 
foes, but whom do you con
front in the final conflict of the 
game? 

A. Lex Luthor 
B. Bra1rnac 
C. Metallo 
D. A bunch of tornadoes 

3 This is a screen from an off
road racing game featuring the 
name and likeness of what driv
ing personality? 

A. Colin McRae 
B. Cole Trickle 
C. Dale Earnhardt Jr. 
D. Ivan Stewart 

4 Final Fantasy Chronicles for 
PSone had a slightly mislead
ing name, since one of the two 
games included wasn't from 
the Final Fantasy series. What 
was it? 

A. Chrono Trigger 
B. Secret of Mana 
C. Dragon Warrior VI 
D. Breath of Fire 

5 Do you remember the dorks 
of yesteryear? This dingus is 
Tom Hansen, and he was the 
star of the first blatant Resident 
Evil 4 rip-off. What was that 
game called? 

A. Cold Fear 
B. Cold Winter 
C. Cold Blood 
D. Zombies! 

6 True or False: Anyone who 
tries to convince you that Sony, 
Microsoft. or Nintendo are 
doomed is an idiol 

A. True 
B. False 
C. What if the person in question 

is a future version of myself? 

7 In Excite Truck, the Diamond 
cup in Super Excite mode is 
set in a unique location. Where 
does this race take place? 

A. The Mushroom Kingdom 
B. Space 
C. 8-bit Land 
D. Atlantis 

8 Some games are only memo
rable for their soundtracks. The 
mediocre side-scroller X-Kaliber 
2097 for SNES prominently fea
tured music by which of these 
techno groups? 

A. Information Society 
B. Coldcut 
C. 808 State 
D. Psykosonik 
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9 The phrase "Wise fwom your 
gwave• was made popular 
among gamers by a digitized 
voice in what Sega arcade title? 

A. Golden A:/.e 
B. Alien Syndrome 
C. Altered Beast 
D. Regulus 

10 Spacewar is considered by 
many as the first video game, 
but it is often overshadowed 
by its commercially released 
descendants. What popular 
arcade title does Spacewar 
most resemble? 

A. Space Invaders 
B. Asteroids 
C. Arkanoid 
D. Pong 
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BREAKDOWN 
1.8 Million copies of Madden 2007 for PS2 were sold in 2006 
according the NPD, which makes it the best-selling game of 
the year 

0% of gamers should be surprised by the above fact 

1,000 GamerPoints • one inch. Assuming that equation is cor
rect. how long is your 'GamerScore"? 

2 Million cop,es of the three Burger King Xbox/Xbox 360 games 
have been sold, according to a Microsoft statement Somewhere, 
a real game developer is oymg 

24•;. of Game Informer echtors hum off-key, as we discovered 
while compiling our Connect Top 10 (see page 22) 

* Trivia Score & Rank * 

0-1: 2-3: 
Aspllragus Hero Lile Mil Hero 

4-5: 6-7: 
Pin Flute Hero Diclpridoo Hero 

8-9: 10: 
008 Hero One Man Band Hero 

Video C.me Trimi Answers: I 02 B 3. 0 4. A 5. A 6. AOf C 7. B 8. D 9. C 10. B 





" .. .it simply rocks." 
-Game Informer 

" ... plays like a dream ... " 
-Games Radar 

" ... has been making us jump in all 
the right places .. ."' 

-GameSpot 

•• ... action packed ... " 
-IGN 

" Capcom has another winner on its hands." 
-Hardcore Gamer 

..... an action game on full throttle .. ."' 
-Play 

"Gorgeous graphics ... " 
-GamePro 

"It's an absolute stunner from start to finish ... " 
-TeamXbox 

" ... one lean, mean, addictive futuristic shootin' machine."' 
-Official Xbox Magazine~ 

'-( Animated Blood 
Mild Language 
Violence ~~ xoox 
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