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THE FATE OF 1WO CIVILIZATIONS IS IN YOUR HANDS. 

www.L A1RTHEG AM E.com 

Take the r eins of a battle-trained dragon and ride with the Asylians 

against legions of Mokai soldiers. Fight your way through this war-torn 

world using the SIXAXIS~ wireless controller as you savagely battle 

across both land and sky. The world is burning. People are dying. And 

for either civil ization to survive, a hero must rise from t he ashes. 
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~I" for updated rating 
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. : .. j::.: • • • People Who Actually Get Paid To Play Video Games 

VIDEO GAMES HAVE 
TO GROW UP 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

I remember the simpler times, when video games were this 
wonderful new technology that let me play games on my 
TV. In the beginning it was simple: two paddles and a dot 
that was volleyed back and forth. No ESRB. No watchdog 
groups. It was all about gamers making games, and gamers 
playing them. 

Boy, have the times changed. At the time I write this, 
there will be a giant story on NBC Dateline about the 
American Medical Association's investigation into video 
games as an addiction. The ESRB has just asked game 
companies to pull various game trailers off the Internet that 
don't adhere to previously unheard-of standards. Chalk it up 
as one of the many challenges that seem to come to the 
surface daily in the modern day world of video games. The 
chorus of miscommunication and misunderstanding is a 
constant that doesn't seem to have an end in sight 

Of course, it's rare that anything that comes to the sur
face in the mainstream media or Congress or corporate 
America in general about video games is positive. And 
sadly, the infancy of the video game industry is most cer
tainly to blame. 

No one wants to talk about the good things - the cama
raderie that comes from playing games with your friends 
and loved ones both on and offline, or the improvement in 
problem solving and dexterity that you attain from navigat
ing video games' numerous challenges. It's about the chil
dren we are polluting. or the adult content that is growing 
a legion of murderous zombies who can't tell the difference 
between right and wrong. 

And there is no end in sight. Xbox 360 will bring 
Xbox 720, PlayStation 3 will bring PlayStation 4, and Wii 
will spawn Uss or whatever crazy title Nintendo dreams up. 
With each step forward in the evolution of gaming technol
ogy we will be faced with a new set of problems staring us 
right in the face unless the industry grows up and starts to 
show people why gaming is the greatest form of entertain
ment this planet has seen to date. 

For all the headaches and government hearings that 
gaming brings, I feel that sometimes people forget that 
gaming also brings joy and entertainment from exploring 
never-before-seen worlds - or from dodging that speeding 
bulle~ or jumping that building in a single bound. I believe 
games give people hope, and an escape from the day to 
day world that grinds forward whether we want it to or not. 

I'm a gamer and always will be. I just can't wait for the 
day when that means something positive to the world at 
large, rather than the counter-culture caricature that every
one seems to currently embrace. Only when we finally get 
through all the growing pains and obstacles in gaming's 
path will we finally return to the wonder years of old. Just 
like music yearns to be just about the music, I dream of a 
day when gaming is just about the games. 

Cheers, 

And >> and ameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, Driving, 
First-Person Shoote~ Interests: Entourage, Muse, Shellac, Nine Inch 
Nails, The Current NASCAR Season Wrth Gordon Pwning All Dislikes: 
The Cover5 In Guitar Hero Rocks The '80s Ive Gose To Awful And 
The Game Lacks A Ton Of '80s Music That Could Have Made It Great 
(Missed Opportunity Activision - Especially With Rock Band Looking 
So Impressive) Current Favorite Games: World Of Waraaft, The 
Darkness, BioShock 
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Reiner >> relner@oamelnformer.com 

Hancle: The Raging Gamer bpel1ise: RPGs. 111:tion First-l't>oo1 Shoot~ Strategy, Spo,1s, 
Fighting lnlfflsts: E3 Predictions (PS3 Price Drop, New Nintendo Handheld, Halo Steals 
The Show), Transforrner.s (I've Been Reenacting This Film In My Backyard For Deaides). 
Hasbro's McQuarrie Concept Star Wa~ Figures Dislilcts: Blockbuster Ripping The Bird 
To HD-DVD Owners, The Plot For Indiana Jones 4, The Lack Of V10leoce Against Col'6 
In Today's Video Games Cumnt Fawrilt Games: The Darkness, Grand Theft Auto rv. 
BioShock, Forza Motorsport 2, NCAA Football 08, Persona 3, Geometiy Wa~: Galaxies 

Matt>> matt@gameinformer.com 
Handle: The Original Gamer Expertise: Fi~t-Person Shoote~. Action/Platform, Action/ 

.... -...-.- , Adventure, Action/Sports Interests: Auoss The Great Divide: The Story Of The Band In 
America By Barney Hosl(yns, Thomas Jefferson Slave Apartments - Bait & Switch, Ocean's 13, 
Dairy Queen's New Waffle Crisp Blizzard Dislikes: Wattle Crisp Blizzard Dissenters. How 
Expensive Weights Ive, Not Being Able To Get Back On A Decent Sleep Schedule Since Korea 
Current Favorite Games: Brain Age: Train Your Brain In Minutes A Day, Planet Puzzle 
League, BioShock, Guitar Hero Encore: Rocks The '80s 

Kato >> kato@oameinformer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/Platform 
Interests: "Whipping PC1St" By The Allman Brothe~ Band, Ben's Hard-Hitting Journal-
istic Style To Everyday Conversations - Asking The Tough Questions Like "Is She A Big 
Womanr, V,va Hate, Cheese & Figs, Junior Leaving DEi Dislikes: The Anaheim Ducks, 
Feeling Like You're Living Inside A Giant Xeroxed Cotton Ball, That Joe Likes To Abuse Retail 
& Other Service Employees, The Growing Power Of Hendrick Current Favorite Games: 
All-Pro Football 2KB, NCAA Football 08, Dirt, SimCity DS 

Adam>> adam@oameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi™•Person Shooters, Fighting 
Interests: Clyptonamicon By Neal Stephenson, Chiropractice, Finally Finding A Wi1 For My 
Home, Figuring Out Why My Router Was Being Such A Piece, Bicyding, Ml-5 Dislikes: People 
Who Don't Bother To Spell-Check Themselves On The Internet (You'd Think I'd Just Let It Slide 
By Now, But No), Spending Two Hou~ In AA,/ One Store, Losing Expensive Electronics To 
Cat Compulsions Current Favorite Games: Puzzle Quest. World Of Warcraft, Super Paper 
Mario, The Legend Of Zelda: Twilight Princess, Baldu(s Gate II: Shadows Of /vnn 

Joe>> ioe@gameinformer.com 
Hancle: The Real American Gamer Expertise: RPGs. Adventure, Action, Strategy, Puzzle 
Interests: Battles/or Calactico C#ny Didn't Anyone Tell Me This Show Was So Awesome?), 
Super Classy Tuxedo T-Shirts, Saying "I'm Sorry" (Best Lie Ever), The High Brought Low 
Dislikes: TV Shows Pulling The "One Year Later" Cop-Out To Create Conflicts, "Carry Me 
Home," DOA: Dead Or Alive (And I Liked Ghost Rider!), People Who Think Snape Is A Bad 
Guy (Pay Attention!) Current Favorite Games: BioShock, Blue Dragon, Heavenly Sword, 
Persona 3, Guitar Hero II, Darkside~ 

Miller>> miller@oameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs. Action/Adventure, Platform, 
Fi™-Person Shooters, Music, Puzzle Interests: My Unhealthy Obsession Wrth The New 
Transforme~ Toys, Painting Mishaps CNny Is My Brother The Color Red?). The Secret Room 
In The Company Basement (It Will Be Ou~!) Dislikes: Online Passport Expediting Services. 
Mowing Grass (Can't You, Like, Stop Growing?), No Parking At The Airport Current 
Favorite Games: Prototype, Pac-Man Championship Edition, Bully, Prince Of Pe~ia Oassic, 
Super Paper Mario 

Bertz >> mattbertz@oameinformer.com 
Handlt: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, 
Strategy Interests: The Right Of The Conchords, 9-1 I pm Happy Hours, The 5-0proncis Final 
Episode Backlash (Settle Down You Blood Mongers!), The Last King Of Scotland Dislikes: 
Comcast Screwing Everyone Wrth The NFL Network, The Slow IPTV Rollout (Please Save 
Me From Comcast!), No Draft In All-Pro Football 2K8's Online League Mode Current 
Favorite Games: NCAA Football 08, BioShock, The Darkness, Guitar Hero II 

Ben >> ben@oameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPG5. 
l'tatlorm, Suivival Horror, Fi™·Person Shooters Interests: Stumbling On Happiness By Daniel 
Gilbert, Sentences: The Lile Of M.F. Grimm, My New Plan: To Write A Deadpool Movie, 
Actioneer - Pirate Auctions Dislikes: Fantastic Four: Rise Of The Silver Surfer (And That 
None Of My Friends Wanted To Go See It). The Malt Lady, Trying To Come Up With A List 
Of Things I Dislike Every Month Current Favorite Games: Planet Puzzle League, Forza 

• Moto~port 2, Guitar Hero II, Final Fantasy XII, Quake, Tomb Raider Annive~ry 

Bryan >> bryan@oameinformer.com 
Handlt: The Game(s Advocate Expertise: Action/Adventure, RPGs, Survival Horror, 
First-Person Shoote~. Rhythm Interests: Skeleto~ (Ben's Term For Those Extra Oips After 
Movie Credits). Beooo/1, Hard Boiled Dislikes: Strict Public Urination Laws (Man Has Been 
Free To Go Wherever He Wants For Thousands Of Years, Why Do We Now Have To Find A 
Fast Food Place Or A Bank To Take Care Of Business When There's A Perfectly Good Patch 
Of Grass Everywhere?) Current Favorite Games: Rock Band, Guitar Hero Ill, Dirt, Sim 
City DS, BioShock, Blue Dragon 
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• : .: The Readers Strike Back 

GI COMMUNtrY ---...... -~. -1111, 
1s-.11ooyClll,
oft-issooslacilctllt ...,_,_, 
TliE QUESTION; 
llffl YN -,,,.nff.,, Ill, _,_, 
I thought It "'1S greoL The 
garnep/<1f""' smooth as -, 
lhe "'""'5 ..,. flOIX.to/Jlt 

,rnp«M(/.andlhen,w
.... ....,,.., (sp,/.t(JfM<Jdt, 
OflyOl>t1/ lr'11cobadtlltl•""' 
only mt r,aly good map III lhe 
beta, thoogh 

aza,119 

Yeah • lil'l/)f(NN many ol the 
map: loult, Ill Ho/a 1 (/tit /ht 
ovto-om). andp/aysmott 
It• Halo Cl 1he amount 
ol rustomuablt cp/lOOS lot 
CUS/om games~,,,,,,,.. &ing,t 
has tMly /efJmtd from tht,t 
mi,tokes 

Apocahdoot 

■ 1111102 

I ""511? Hcottd by 4 but I am 

"1mfflllct lfTl/)less,d '""· tht 
n,wmap,and- and 
rm ,../Jotg/od they btought 
bod the assovlt nllt. l couldn't 
sh<xt tht feei,ng that.""' JUSI 
lri.t Halo 1. lhoogh. • ""'cld,'t 
Slffll d/f""1l enough 

chaos87 

h feels""• rm p/a),ng Halo 1 
ol ovet agalfl, exc,pl w,th mo,, 
bloom 

Tourn,y-Tyme 

t i<M L # tokes tht besJ 
~ from Halo and Halo 
1 and com/wJes thtm ID atot• 
tht most bolan<.ed mult,pkry,, 
th<Ne...,seenl111S1Wl!II 
Bung1tteleosed mc,e than 
tt,,,,maps. 

neoblu,t,at 

I pe1'0flOly don l play betas 
al any bnd tam JUSI go,,g ID 

- IOI the gom, to aim, out I 
woold ,_ buy Ctoclu/cwr, JUSI 
for o beta ol Halo J when I con 
playHo/ol 

Gamefr..Ull 

Ooyou Willll to mate yoi. VOl(e 

hurdlw.ighin'""'--" 

-~""""'"""' 

HERO HATER 
I know it's late to be 
complaining about this, 
but seeing how Guitar 
Hero has cornered the 
nation's market on music 
games, I have to say 
something. I'm tired of 
everyone talking to me 
about how new and 
awesome Guitar Hero 
is. GuitarFreaks, the 
Japanese arcade origi
nal, came out in 1998! 
Harrnonix just ripped 
off the controller. Also, 
everyone tells me it's 
the hardest music game 
ever, but Beatrnania IIDX 

songs clock in at over • Konami's Beatmania 
1,000 notes per minute 
with seven buttons and a turntable. Guitar Hero 
doesn't even track your score right; you either 
hit a note or you don't, with no way to judge 
accuracy. Now everyone 1s getting all excited 
about this newfangled ·sand Hero· game, when 
GuitarFreaks, Keyboardrnania, and DrurnMania 
(other games soon to be ripped off) cou ld all 
link together back in 2002 - at home or in an 
arcade. Oh, and you should go online and watch 
videos of people playing V on Beatrnania IIDX. 
It makes •Freebird" look like Pac-Man. 

Brendan Der 
via hotmail 

■ You are correct to point out that several 
of Guitar Hero's distinguishing features are 
not totally original, but that doesn't make 
the game any less worthy of the attention 
it has received. Being a successful game 
isn't always about doing something first; 
sometimes it is more important to do it 
well. Guitar Hero took the idea of a guitar
like peripheral, put together a track list 
that's easy to love, and brought it to home 
consoles to be enjoyed by gamers of all 
skill levels. This kind of accessibility is really 
where Guitar Hero shines. Konami's titles 
like GuitarFreaks and Beatmania may use 
similar concepts, but they don't have the 
same pick-up-and-play appeal. They are 
much better suited for the hardcore rhythm 
game enthusiast. 

THE WAITING GAME 
What is up with the big delays in Nintendo devel
opment? The company was once the pinnacle of 
gamin& but even its faithful fans are beginning 
to criticize its lack of interesting games. Sure, we 
had Twilight Princess at the launch of the Wii, 
but large gaps between games like Super Smash 
Brothers Brawl, Metroid Prime 3, and Super 
Mario Galaxy only leaves garners hungry for long 
periods of time. 

Victor Luo 
Monterey Park, CA 

■ Interestingly, this problem isn't unique to 
Nintendo; Sony and Microsoft also have sig-

nificant gaps between the releases of their 
first-party games. The big difference is that 
the PS3 and 360 have stronger third-party 
support right now, so there isn't a noticeable 
drought. It's okay if you're not playing Halo 
3 or Heavenly Sword, since there are games 
like Dirt and BioShock to tide you over. 
When the only big games you have to look 
forward to involve Mario, Link, and Samus, 
then you are subject to Nintendo's calcu
lated game rationing. 

GOOD REPORTING 
I recently replayed Hitrnan: Blood Money, and I 
noticed that in the post-mission newspaper after 

TOP FIVE: 
"And so the final gate to Oblivion 
was shut." - Michael Hinte 

"I'm not so sure pyrotherapy is 
going to help this guy.' - Bryce Kinney 

iust two more Poe souls and I'll be 
drinking fairy tears all the way to the bank." 

- Matt Borges 

"The Chadster just painted this endzone:' 
- Eric Woods 

iack be nimble, Jack be quick. Jack got bent 
over by my flaming hand trick." - Jorge Ramirez 

Agent 47's first hit, 
there is a small article in 
the bottom left corner. 
The article reports that 
two criminals escaped 
custody in a prison bus 
crash. One is described 
as a mercenary involved 
with a group called 
"the Seven," and the 
other is said to be a 
medicated psychopath. 
Isn't this a reference to 
Kane and Lynch? Wasn't 
Hitrnan released before 
that game was even 
announced? 

Charles Prioleau 
New Rochelle, NY 

■ Great catch, Charles! 
Hilman: Blood Money 

came out in May 2006, while Kane & Lynch 
wasn't unveiled until our August 2006 
cover. This is the coolest Easter egg we've 
seen in a long time. If developers can start 
dropping in-game hints about future proj
ects, gamers may want to start paying more 
attention to all of those seemingly mean
ingless bits of information scattered around 
their virtual worlds. 

DOWN IN THE VALLEY 
I loved your article on the Uncanny Valley in issue 
170. It shed great light on the challenges game 
developers face when they focus on recreat-
ing realistic human figures. I feel as though, at 

BOTTOM FIVE: 
"Tum your head and cough" 

•u. phone balls" 

"That's what she said!" 

"[anything referencing Lindsay Lohan)" 

"You've got the touch! You've got the power!" 

Send yoor comments lo Game Informer Snail Mail: Game Informer Maga,ine • Attn: Dear GI • 724 North Firsl SI., 41h Floor • Minneapolis. MN 55401 Email: deargi@gameinformer.com 
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the very best, graphics on today's consoles are 
only capable of reaching (not overcoming) the 
Uncanny Valley. I feel that developers who are 
more focused on impressing us with their realistic 
characters may be missing the boat. With future 
technology's inevitable increase in processing 
power, and with a lot more effort, characters in 
games may have the facial animation and Al 
to truly convince us that they are real, and the 
Uncanny Valley issues will no longer hold them 
back. But I don't see it happening in this genera
tion of gaming. For now, the focus should just be 
creating characters that gamers can empathize 
with, which can be done with even simple iconic 
visuals like a Mii. 

Jonathan Holmes 
Via email 

■ Thanks for the observations, Jonathan. 
Just because current technology prevents 
us from seeing virtual characters as com
pletely real doesn't mean that developers 
should stop trying, though. We can all agree 
that Gears of War wouldn't have been 
the same if it had used a Mii version of 
Marcus Fenix. The key is to find the middle 
ground where characters are real enough 
for gamers to connect with, but not disturb
ingly so. If every game just used LEGO men 
until developers could create perfect human 
simulations, we'd have many long years of 
protagonists smiling vacantly. 

ANOTHER REINER 
Ever since your cover story on Grand Theft Auto 
IV, I have been getting pounded with ICQ mes
sages from people wanting to ask me questions 
about the game. There certainly seem to be 
some downsides to the Internet these days; too 
many people seem to be figuring out how to find 
a contact for a person without knowing who's 
behind the name. I don't suppose your executive 
editor Andrew Reiner would be willing to change 
his name? I didn't think so. Oh, well. Perhaps I'll 
just start messing with people when they send 
me their requests. Better yet, I'll just start handing 
them your email address so you can filter through 
all of the broken English that I keep waking up to. 

Andrew Reiner 
Via email 

■ Whoa! Apparently the GI staff members 
have doppelgangers! Oh, wait .. .it's just 
a normal guy who also happens to be 
named "Andrew Reiner:• Seriously, why 
would you want to bother this nice man? 
Our email addresses are right in the maga
zine! Please use those before resorting to 
some kind of Internet divination to track us 
down. You don't want to end up talking to 
Doppelganger Bryan Vore - he'd just as soon 
tear your throat out than look at you. 

PREDICTION 
How awesome would Pokemon Snap be on 
the DS!? 

Michael Maurer 
Via yahoo.com 

You mean the game where you don't col-
lect Pokemon or battle with them, but just 
take their pictures? On a scale of awesome
ness, that would probably fall somewhere 
between a monorail-riding game and one 
about pants-hemming. 

Enter the Game Informer Reade< 
Art Contest All you need to do is 
draw, pain, saatdi. spit. or carve 
the best dam art you can think of 
and send it to us. Please include 
your name, phone number, 
and return address. ~ you're the 
monthly winner, we11 feature 
your work in GI and you'll receive 
a video game prize from the 
Game Informer vault All entries 
become the property of Game 
Informer and can't be returned. 

Send lo: 
Game Informer 
Reader Art Contest 
724 l stStN., 
4th Floor 
Mpls, MN 55401 

PABLO H. RIVAS 
It's Black Cat 

wearing a Mario 
hat using a 

Wavebird to play 
her Xbox with 

"Xbox 360" writ
ten on it Makes 

perfect sense 

STEVE BARTON 
A locust in the rain. Incidentally, "l ocust in 
the Rain" would be an awesome album title 

DARRELL FLOYD 
If Kratos ever saw this 
picture of him looking all 
artsy and thoughtful, he'd 
be seriously ticked off 

ROBIN 
BEAUREGARD 
Shinobi acci
dentally threw 
his white ninja 
suit in the wash 
with his reds. 
Also, his bosom 
grew 

BARRY H. 
CHANDLER II 
Hold on ... 
none of these 
agents have 
dreadlocks? Isn't 
that, you know, 
not "extreme" 
enough? 
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Y 
ou've probably heard a lot about 
Halo developer Bungie's early title 
Marathon, and now this seminal 
Macintosh game from 1992 will 
be hitting Xbox Live Arcade as a 
downloadable title for all to enjoy 

this summer. 
The game (at 134MB in size) is being 

handled by Mac games/apps developer 
Freeverse, and the studio has been working on 
the project since last September. This game 
will be available in both standard and high
definition versions (720p ), and will cost 800 
points. Apart from Marathon's improved look, 
Freeverse has built its engine from scratch 
and thrown in some extra goodies, induding 
Leaderboards and Achievements. All of the 
Achievements can be earned cooperatively and 
there is also one viral Achievement You can 
even get one if you kill a member of Bungie. 
net's Seventh Column. Marathon supports 
eight-player Live, LAN, and splitscreen for all 
game types, including co-op. 

Game Informer talked to project lead and 
producer Bruce Morrison, who assured us that 
Freeverse is making Marathon all you remem
ber it to be. "Marathon, to the Mac gamer, is 
like the Holy Grail, so you gotta treat it righ~ 
and I think we do. Old fans of the series will 
feel right at home.· 

For more about Marathon, check out our 
Classic GI article on the series on page 108. 
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How did resurrecting Marathon come about? 
We've been friends with a lot of the Bungie guys for many years, 
when they were Mac guys. I actually play World of Warcraft with 
them and that's how it all started. I was in a Wow game with the 
community leader, and I said, "You guys should really do a Live 
Arcade game~ And he said, "Well, we'd like to do Marathon, but 
we don't have time," so I said, "We'd do it!" 

The game obviously looks improved. What kinds of 
tweaks have you guys been making? 
Tons of tweaks. We didn't want to just bring it to Live as some of 
the ports have happened. We wanted to give it a true experi
ence. Lots of small things. For instance, we constantly run 
at 60 frames per second. The original game ran at 30. 
So we had to rewire all the internal logic to work at 60 
fps. We offer 720p widescreen. We redesigned the in
game HUD to take advantage of this, so the original 
game actually hid part of the screen so we opened 
that back up. You can look up and down a little [more] 
and it doesn't distort because of the widescreen view
ing angle. We've redrawn every graphic in the game in 
full color, full [resolution]. We're not just scaling it up; 
it's brand-new artwork. We mapped the controls so it 
all makes sense, removing the controls that were very 
Mac-centric and putting in 360-specific items. 

Is there anything you had to make concessions on? 
There's only one thing we had to cut ~ and that's film 
support We couldn't do full film support because you only 
get like 10MB of user space for each profile, so we couldn't 
really guarantee the film space, and I think this is what 
Bungie is going through with Halo 3. We came up with 
a brand-new networking layer and it doesn't work with films. 

Would you guys do the other Marathon games? 
We would. The early design docs we toyed around with putting 
Infinity inside of this one, but then we realized that it would not 
be as fun as if Infinity was its own game. We would like to do it. 
I think a lot of it comes down to, "Is there room for it on Live? 
Are people really accepting to it?" So if they are, we're really 
game for it. 
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Tell us about how Brash started. 
We struck the idea of a video game publisher who really specialized in 
bnnging to life theatncal-based properties. No one really specializes in 
it. It's considered an afterthought for most publishers, so we felt that 
we could really carve out a really strong niche in the marketplace. 

You've already partnered with the major movie studios. Was 
it difficult getting them on board? 
It's not as if we were putting together a true 
start-up, per se. Sooy percent of our team is pro
duction, and every single one of those producers 
have not only been involved 1n tnple-A video 
game developmeni but has been involved 
in video games that are based on theatncal 
releases such as Chron,cJes of Riddick, The 
Thmg, Hulk. So, I think as far as credibility was 
concerned, we went into this with industry veter
ans, and we knew most of the studio individuals 
from the licensing group, so the comfort level 
was there from the onset. They also happen to 
like the idea - because it's their own idea - that 
you go out and find the best development team 
that's suited to develop a particular property 
~nstead of a publisher just assigning a game to 
an internal studio]. 

We hear a lot from developers that the one 
thing they don't have when making movie games is time, and 
that this negatively affects the titles they make. How will a 
Brash-published game be able to ensure quality in the face 
of movie-enforced deadlines? 
Under a traditional publishing model, that's usually the case, but 
because of the way we're set up, our development schedules are 
a lot tighter than traditional publishers. But that doesn't mean we're 
spending less time or less focus on these games. We have games on 
our slate that go out until 2010. So we've been able to go out there 
and talk to the studios and really identify which titles in their portfolio 
can best be translated to video games two years out, three years out 

But also, because of the way we're set up, and because we're 
only working with teams that are very much familiar with a particular 
type of genre, game, and audience, and who are already have the 
capability in technology and on platforms, there's very little - if any -
learning curve when a licensor is dealing with Brash. So there's no 
second-guessing when you're wondering if they can deliver on time, 
and you automatically save yourself five or six months because you 

have a team sitting around trying to figure something out. One of the 
fundamental things for our company is 'zero learning curve." 

Many gamers would argue that we don't need more 
licensed games; we need more original titles. What do you 
say to the argument that movie games don't need funding, 
original IPs do? 

Well, I think there are two parts to that equation. 
First and foremost, the dollars we spend on those 
studios to develop our licensed properties are 
enabling them to go off and develop their own 
proJects on the side as well. It's funding the stu
dios - that's the most important element The sec
ond part to that question is, I think that the reason 
people are looking for original content is exactly 
to your point: in the pasi historically, they've been 
more fun. They've been more innovative. But if you 
bring back the fun and innovation to licensed prop
erties, what's the difference? At the end of the day, 
you spend $59 dollars to get a great experience. 

You currently have 40 licenses and a dozen 
games in production. What's the distribution 
of those titles among your developers? 
It's spread out over half a dozen developers. And 

@ that is predicated on slate deals we do with devel-
opment teams. We take in consideration their com

petencies, so there might be a title in development with one team 
because they have experience on the 360 or the PS3, and there's 
another team that has handheld experience that might be working 
on the same project as well. 

Will there be • mix of genres and demographics that your 
games cover? 
We're building a portfolio. With any portfolio you want to be diverse 
in your approach. There are certain genres we'll have a focus on over 
others, and there are certain genres we just won't get into, but it's 
going to be right across the board in terms of demographics. I think 
we have to get away from a niche approach while not losing quality. 

Your focus is clearly movie-related titles. Do you have plans 
for original IPs in the future? 
Sure. That's not something we rule out 
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" he worst part of this business is that publish-
ers think developers are out to saew them and 
developers think publishers are out to saew them.• 
Paranoia. Power. Money. These are all common 
themes in game development Unfortunately, they 
take away from everyone's primary goal: making a 
good game. Game Informer talked to people on 

both sides of the equation - some who could only do so anonymously - to shed 
light on the behind-the-scenes battles that go on in game development between 
publishers and developers, and to discuss how this traditionally at-odds relation
ship can be fixed for the betterment of the games that we play. 

On the face of i~ the relationship between developers and publishers is simple: 
Publishers give developers an advance payment and the promise of back-end 
royalties to create a game, with payments doled out at agreed-upon milestones as 
the project progresses. These milestones, which vary in length, could involve any
thing from demonstrating how an in-game feature might work ( even if it lacks any 
Al, art, etc.) to providing a playable preview build for a press demonstration. 

In practice, while milestones are important in guiding developmen~ mapping 
out years' worth of work is a fool's errand. "I've never worked on a project where 
from the beginning to the end, we knew what the product was we wanted, and at 
the end sat back and said, That's exactly the product we started to create," says 
producer on the publisher's side Pete Wanat Not only are features being added 

and dropped, but technology is changing and a host of problems can derail the 
project from day to day. Unfortunately, s- happens - and that's also the moment 
it hits the fan, because if you don't deliver on a milestone you don't get paid. 

Developers' need for cash from publishers puts them in desperate situations. 
It can cause them to sell off the rights of the intellectual property they've cre-
ated to the publisher, accept bad royalty rates, or be bought out by publishers 
(where autonomy is exchanged for survival). Often, financial demands create a 
situation ripe for bad choices. Multiple developers told us that studios often take 
projects that they know they can't finish simply to get money from a publisher. 
They gamble that the publisher will give them more time - even if the publisher 
doesn't like the game - because of the money already invested. This only leads to 
bad games and mistrust 

Developers' monetary demands also lead to bad competition between devel
opers, since publishers often look for a studio to make a game that fills a certain 
need in the publishers' portfolio. In this case, external developers might have to 
outbid each other for a project - one which they might know they can't fulfill to 
expectation - and as the fee for work gets lower and lower, so does the promise 
of quality. One anonymous developer we talked to thinks that under certain cir
cumstances made-to-order titles are bad for the industry. "There is a little secret 
society in every publisher that says, 'Here is a game we're going to do. We're try
ing to hit a marketing window, and we don't care how bad it is. We're just trying to 
sell to those people'. I believe that these destroy our industry.• 

Is Ga.me Developmeal a 
Gooperalive Or Go,npelilive Game? 
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oney is the root of all evil. Said one developer, 
"Someone once told me the Golden Rule 
really is, Toe guy with the gold makes the 
rules'." Scott Miller, 3D Realms co-founder, 
states it just as plainly. "The dirty secret is: 
Publishers control developers through pay
ments. Rockstar was paying Human Head so 

late on the milestones payments [in the early days of Prey] that 3D 
Realms was jumping in to help Human Head because they had payroll 
to meet [Rockstar] even said to us, '[You're] taking over the control [we] 
have over developers'. Nasty stuff like that happens all the time.· For its 
part, 3D Realms is helping its fellow developers by offering creative and 
financial assistance on projects. 

Naturally, the money that publishers pour into a project entitles them 
to have some say. These suggestions can run the gamut of good, bad, 
and ugly. 'When Prey was being developed early on it was actually a 
Rockstar-label game," explains Miller. "At the time, Metroid Prime was 
going to be released, and they had the whole visor thing, and this pro
ducer [from Rockstar] said, Well, the visor is going to be a big thing for 
Metroid, and we should have a visor for Prey'. And it didn't fit anything 
to do with the game at all. So it ended up where we were rejecting all 
these crary ideas, and for that reason along with some others, Rockstar 
ended up dropping the game because we were too hard to work with." 

The headaches that developers have to put up with involving money, 
creativity, control, and time, the publishers have in the form of risking 
millions and millions of dollars. While we've illustrated how develop-
ers can be hamstrung by the milestone process, this common form of 
development doesn't help publishers either. They have to commit a 
large sum of money up front to a project that everyone knows might not 
be any good, has too short a schedule to being with, or could change 
substantially by the time it releases. It's like paying several million dollars 
for a single lottery ticket 

Sometimes publishers' fears are wholly justified. Wanat told us a hor
ror story - which he says happens all the time - of a developer who 
took the money from a publisher for a project Unfortunately, little prog
ress was being made on it Suspicious, Wanat investigated and discov
ered that the developer was letting his game idle while it was using the 
publisher's money to fund a secret project it was working on all along. 
It wasn't until Wanat sent out an associate producer to literally oversee 
day-to-day operations (through a series of surprise visits) that work was 
completed on Wanat's project. 

At this year's GDC Burning Mad rant session, Lee Jacobson, vice 
president of business acquisitions at Midway Games, told the crowd of 
developers some of his own experiences. One tale involved a studio 
head that kept $300,000 in milestone money for himself and then 
told his own employees that Midway never sent it Jacobson also told a 
story of a visit to a developer who said it had devoted two teams to his 
project Jacobson met the first team and then went to lunch. When he 
came back to meet the second one, he realized that it was made up of 
a bunch of members from the first team who were pretending to be dif
ferent people by wearing different clothes. 

Publishers' worries about developers are reflective of their need 
to focus on the bottom line. Plenty of publishers are publicly traded 
companies, and are therefore beholden to the people who own their 
stock - people who demand consistent profit growth. The vicious circle 
of needing to sell more and more copies - not only to pay back the 
initial advance the developer was given, but to placate shareholders - is 
strong. Mike \1\/ilson, CEO of publisher Gamecock, says it's a never-end
ing trap. "They have to perpetually show growing profits to their share
holders, and to do that they have to sell more games. No amount of 
profit will ever be enough." 

The pressure of meeting a release date - right or wrong - leads 
everyone to some very unfortunate situations. If it's a movie-based 
game, you can't miss the film's launch, and there's also more than 
just the development schedule to worry about. "Nobody ever wants 
to push out a release date," says Wanat "People get pissed. You are 
not making a game in a vacuum~ Publishers' strengths are providing 
marketing, sales, PR, and distribution/ retail support for developers, 
and these usually start working on the behalf of a title a year out. 
Wanat says delays at this stage are "somewhar acceptable, but 
when it happens six or three months out, that's when a 
serious ripple effect occurs that places the work the 
publisher puts in at risk. 

While every game would benefit from shipping only when it's 
ready, there are times when push comes to shove and the game 
gets hurried out the door. Titles that are sent out prematurely or are 
running late often skimp on bug-testing and other quality assurance 
practices that occur later in development. "The money people are like, 
'[Quality Assurance] doesn't make us any money,'" explains one pro
ducer. "'Shipping this game and selling it to people makes us money. 
[Developers] being happy after the fact doesn't make us money:· 
Many developers told us this stage is crucial because it's when a game 
comes together and gets polish - which often separates the good titles 
from the bad. 

One developer we spoke to said they once had to intentionally sabo
tage their own product as it was about to be released to gain valuable 
QA. time. The title had major problems, but the publisher didn't care. 
Knowing that the game was about to ship out to stores and that there 
was no time for a proper fix, the developer submitted the final version 
of the title and inserted a game-halting bug that forced the publisher to 
give the developer more time to solve the original issues. 

One of the keys to solving these fundamental development problems 
and creating an environment between publisher and developer that is 
less acrimonious and conducive to great games is thankfully simple: 
communication. Communication replaces fear and paranoia with under
standing, trust, and respect. To a person, the developers we talked to 
felt that the more both sides knew about the other the better. Liquid 
Entertainment's Ed Del Castillo says that the situation is improving as 
more people from the development side go over to publishing, allowing 
a better understanding of what goes on. •1 wish there was a publisher/ 
developer exchange program," he told us. "The guys at Codemasters 
were in development before. They get it" 

Better communication can make stressful situations like the mile
stone process a little easier. It allows developers to be more honest 
about deadlines and the ability to become more creative with their 
ideas because the publisher trusts the developer's vision, has a better 
understanding of how to achieve ii and is more flexible in how to make 
it happen. On the flip side, developers would understand the business 
realities the publisher faces. A closer relationship like this already exists 
between good publishers and developers, as well as between publish
ers and their internal studios, where the publisher isn't treated as just a 
bank, but a partner. 

Part of this communication has to include working with the publisher's 
marketing department as soon as possible. In this way, a developer can 
sell the marketing professionals their vision of the game so they can turn 
around and sell it to others. "A lot of people are like, 'We need to hide 
from big, bad marketing'. Bulls- . Marketing's a part of the process. Rope 
them in early if you want them to be greai" observes Wanat. 

Gamecock's Mike \1\/ilson is in total agreement. "A marketing depart
ment should be just slightly behind the developer itself in 
knowing where the game is at and where it's headed. 
The simplest idea of just playing the game 
often times just never happens." Marketing 
can also prevent a developer from get
ting tunnel vision on an expendable 
feature, for example. 
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connect feature 

eveloper Clinton Keith is a proponent of an iterative 
game development method known as "Scrum," 
which, in his opinion, fosters better communication 
and changes the typical development cycle entirely. 
Scrum focuses on creating playable, full-featured 
game releases from the beginning. This is in con
trast to traditional development, where all the mov

ing parts aren't interacting with each other until near the end. Scrum 
allows publishers to see a more fleshed-out version of a game earlier 
(and thus mitigate risk), and offers flexibility to a developer. Instead of 
trying to decide what a game is on paper at the beginning of the cycle 
and adhering to that throughout development, Scrum aims to let the 
game itself show where it needs to go. 

Keith says that Scrum is a revolution that actually occurred a long 
time ago - with Nintendo. "I've worked first-party with Nintendo, and 
they refuse to read anything you send them. We worked with Miyamoto 
at Angel Studios, and he would just show up once every three months 
and look over your shoulder and give you a couple poorly pronounced 
English sentences, but it was really pure wisdom. Basically, they'd pay 
you for another three months and then go away. A lot of times, he'd 
say, 'Find the fun: And so, that kind of became our motto~ 

Wny doesn't everyone use Scrum? Like any process, it's simply not 
for everyone. Ironically, failure is a huge part of the method, because 
if you can't execute i~ Keith says you'll find out right away. First of all, 
it's better to find out your game's not fun early on and not a couple 
months before its release. "By failing fast on an idea you can preserve 
the relationship [with a publisher] rather than someone being upset 
about losing eight million dollars. Maybe half a million dollars was spent 
with a small team prototyping an idea and proving themselves, and they 
can go onto a different idea, preserve the relationship and not lose that 
much money.' 

Of course, if a developer didn't have to rely on a publishers money 
in the first place, then many of their problems would solve themselves. 
Developers could take their time making a game since milestones 
wouldn't be as important. BioWare and Pandemic used cash from 
venture capitalists Elevation Partners to fuse into one big super studio, 
while Brash Entertainment is entering the industry with capital from 
equity firms (see page 16 for more). There doesn't seem to be any one 
golden road to financial independence, but right now there is a lot of 
outside money trying to find its way into the game industry. 

Another possible route is to change the advance-against-royalties 
model. With more evenly dispersed payments, developers wouldn't 
have to worry about not getting money after a project ships because 
there are no royalties - which is already common, as many games don't 
turn a profit as it is. Not having to worry about there being no light at 
the end of the tunnel creates incentive for studios, stability, and less of a 
feast-or-famine situation. 

Method Games' Michael John, who was the lead design on PSP's 
Daxter (working with Ready at Dawn) says that change can also happen 
on the individual level. John advocates that more developers become 
free agents like him, selling their experience and skills to studios on a 
project-to-project basis. This would mean that studios wouldn't have to 
spend their money reserves to retain valued employees between proj
ects when the publisher milestone money is not coming in. 

With studios being able to operate on lower overhead costs at the 
beginning of a project (adding free agents as they need), publishers 
won't have to risk such an initial investment to jumpstart a project. 
"People say, 'Publishers never take risks,' explains John. "Well, you know 
what? That's because you're giving them a really, really bad bet~ For 
their part, individual developers like John can pick and choose the proj
ects they want to work on and avoid the office politics. John has already 
signed on for God of War: Chains of Olympus for the PSP. 

The future of game development has to look different than it does 
today. In fact, major change is already happening. Publishers and 
developers are refining their methods to remove the pitfalls and para
noia of the process and trying to ensure that the games we play are 
fun. And as Wanat succinctly puts it, "That's the only litmus test that I 
give a s- about.' ■ ■ ■ 
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Randle: 
wuLFe79 

Age: 
27 

Hometown: 
Richmond, 
Indiana. 

Rivals: 

Game Informer is scouring the leaderboards in search of top 
gamers to find the best of the best. uncovering the person 
behind the handle, and learning his or her strategies. So 

le b3nzor 
Pa.ra.digmShift89 
ia.mchris4life 
Kov if you get a pesky message over Xbox Live or PlayStation 

Network from CiamelnformerMag. please don't delete it. You 
could be the next featured gamer. 

GetThere 1 Time 
PrlestREA 

Accomplishments: 
Number one total career score on the Guitar Hero II Xbox Live leaderboards. 
Currently the top player on 17 songs and is in the top 10 on most of the rest 

Life Outside of Guitar Bero: 
Bners was born and raised in Port Elizabeth, South Africa, and moved to 
the U.S. to pursue job opportunities in computer programming and web 
development. He's also classically trained to rock your socks off in both 
guitar and piano. 

Origin of Skills: 
•1 was one of the sad people who got [Guitar Hero 
1] pretty much the day it was released and played 
it for about six months obsessively, and then put it 
down having five-starred everything on Expert." Briers 
says. •1 wasn't really ever thinking I'd pick it up again, 
but I ended up playing in a tournament at GenCon in 
Indianapolis. I won the tournament fairly decisively, so I 
figured that I might as well start playing again.• 

Favorite Tracks: 

Practice Time: 
"When [Guitar Hero 11] came out I took a day off work and played for 17 
hours, which is a little sad; Briers says. Now he averages three to four hours 
every weeknight, but takes the weekends off to head out of town. 

Blowing It: 
•1 can still recall on the 360 I was playing through all of the songs the first time 
around and on "Bad Reputation• I got everything. including the insanely quick 
solo, and then I missed the very last note. I was just mortified," Briers says. 

What's So Great About 
Guitar Hero? 
"For me it's definitely not the sense of rocking out," Briers 
says. •1 have a very musical background and what I love 
about guitar hero is it tests your rhythm, but it scores you . 
It's nice to have an objective criteria of how well you're 
playing your 'instrument:" 

Other Games: 

YY2, Laid to Rest, Hanger 18 ■ Search "'wuHe· on YouTube to watch 
David Briers own over 30 songs 

'I've tried Beatmania, but it's so ... I didn't like the learning 
curve on that I specifically did not enjoy the song choices 
they made; Briers says. 'I've seen videos of some of the 
top Beatmania players and it makes mine and my friends' 

Biggest Thorn in His Side: 
"I've still got a good 100,000 points that I can get from Misirlou alone, which 
is my weakest song by a substantial margin," Briers says. 

The Key to Leveraging Star Power: 
Briers explains, "When a new game comes out, the only way to do it is to play 
through the song a few times, find out where the star power sections are, and 
figure out where you're going to hit the most notes and not overlap another 
star power. [It's] trial and error. Eventually, when people have figured out what 
works best, they post that information on ScoreHero.com.' 

Guitar Hero accomplishments look fairly mundane in comparison [laughs]." 
Non-music favorites include World of Warcraft and Half-Life 2. 

What Songs Should Be in the New Guitar Games? 
Briers would love to see songs from groups like Immortal and Opeth, his 
favorite band. "I'd also like to see an actually black metal song since they have 
the character Lars, who is a black metal creation, but they don't have any 
songs for him to play, franklt ■ ■ ■ 





connect feature 
ti ;r :: 

.. i/ -· 

(continued below) 

Our destination is Seoul's Olympic Park, the sprawling grounds an event that typifies the new South Korea, a sporting festival of 
Ht to host the 1988 Summer Games. The '88 Olympics were a a very different kind. The 2007 Blizzard Worldwide Invitational, 

major event in Korean history, envisioned as a coming-out party held in two large former Olympic stadiums, is an event that eel-
for the rapidly modernizing nation. As it happened, political unrest ebrates the very special bond shared between one of America's 
surn,unding the games resulted In South Korea's transformation most respected development houses and the world's most devoted 
from a military dictatorship to a democratic republic. fans of video games. Over the two days of the event. more than 

So it's appropriate that the Olympic Park Is now playing host to 60,000 gamers patiently wait in line to watch professional gaming 
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competitions, participate in open tournaments, and - most impor
tantly - witness the first public showing of StarCraft II, the sequel 
to the game that helped kick Korea's gaming market into overdrive 
nearly 1 0 years ago. 

Standing in the Olympic Gymnastics stadium, it's quickly appar
ent that the debut of StarCraft II will be quite unlike anything 
we've ever seen before. A crowd of around 10,000 has filled the 
arena, and is politely sitting through endless loops of footage from 
World of Warcraft playing on the giant screens above 
and to the side of the stage. The elaborate staging and 
light rigs looks like they should be playing host to a 
rock concert rather than a game announcement. which 
in the U.S. are more frequently conduded in a confer
ence room filled with a handful of journalists. 

As TV crews record the event for posterity, the crowd 
cheers while several of Blizzard's best-known execu
tives and developers are introduced (later in the week
end, Blizzard autograph signings are mobbed with 
fans). A few pro gamers who will compete in the tour
naments come onstage under a hail of pyrotechnics to 
take a pledge of sportsmanship. Soon came the main 
event. a real-time demo of StarCraft II, which was met 
with enthusiastic applause by the assembled crowd. 
Wrapping up the opening ceremonies were concerts 
by Korean pop stars Lee Hyolee (essentially the 
Korean version of a pre-insanity Britney Spears). B-
Boy Maximum Crew (a breakdancing/hip-hop group), 
and Super Junior (a 1 l-member boy band), who lip-synched their 
hits to deafening shrieks from the younger attendees. 

Over the course of the next two days, we'd see evidence of 
Korea's love of gaming at every tum. Long lines of gamers wait to 
buy Blizzard merchandise. Rapt crowds watch every move of the 
StarCraft and Warcraft Ill matches taking place throughout the 
day. Contest winners go for rides in a giant World of Warcraft hot 
air balloon. Basically, it's a two-day El convention held for three 
games, the most popular of which was released in 1998. No, we're 
not in Kansas anymore. 
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The national Pa~time 
\/Vhile the scale of the Worldwide Invitational is 
impressive, the thing that struck us most during the 
week we spent in Seoul is just how intertwined 
video games are into the everyday life of Koreans. 
As successful and beloved as video games have 
become in Japan, Europe, and the U.S., the level of 
mass acceptance that they have achieved in Korea 
is unprecedented. 

"Now it's like the movie industry," observes 
NCsoft PR manager Min Jisun. "We don't ask, 'Do 
you go to movies?' we just ask, 'What kind of mov
ies do you like?' The question used to be 'Do you 
play online games?' back in the 19905 - but now 
we ask 'What kind of games do you enjoy?' We 
assume now. It's one of the leisure [activities] of 
our culture.• 

A small but telling example of this phenomenon 
occurred when we ate dinner at a basement res
taurant in Seoul, one of the thousands of similar 
establishments that litter the labyrinthine alleys that 
cut through the city's larger blocks. Our host Rudy, 
a gracious man in his mid-SOs who has owned the 
restaurant for years, sat with us as we ate, explain
ing the menu and the traditional Korean dishes we 
were sampling. During the course of our conversa
tion, he asked us why we were in Seoul, and we 
replied that we had been at the Olympic grounds. 
Instantly, Rudy lit up, interjecting - "Ah, StarCraft 
II!" adding, •1 wish I could have gone~ We asked 
if he played StarCraft and he said, "Not so much 
anymore. I used to ... I'm not very good anymore~ 
Listening to 
him, it's easy 
to imagine a 
man of similar 
age in the U.S. 
lamenting the 
state of his 
golf game. 

Although 
the bread and 
circuses of the 
professional 
gaming events 
are certainly a 
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major part of the industry's appeal, the daily lives 
of gamers in Korea take place in the hugely popu
lar "PC bangs.• Bangs are similar to cybercafes in 
the U.S., offering people pay-to-play gaming at rea
sonable rates - usually between 1,000 and 2,000 
Korean won an hour (the equivalent of one to 
two U.S. dollars). Unlike in the U.S., where cyber
cafes have become a relic of a time before most 
of us had a decent Internet connection, bangs 
remain the dominant method of gaming in Korea. 
Currently, it's estimated that there are over 20,000 
in operation throughout the country. Touring Seoul, 
it's not hard to believe this figure, as nearly every 
other block seemed to house a bang of some sort 

At the Rodeo PC Cafe, located in a trendy 
Seoul shopping district, owner Lee Young Seouk 
presides over 64 computer stations, each featuring 
a high-end PC and flatscreen monitor hooked up 
to a broadband connection. For his loyal clientele, 
Seouk provides top of the line computers that 
are regularly updated with all the patches and 
expansions. The place is remarkably clean, and he 
offers the expected snacks and soft drinks. Most 
of Korea's popular PC titles are already pre-loaded 
into the machines, including StarCraft, World of 
Waraaft, Lineage, Sudden Attack (a Korean first
person shooter), and Kart Riders (a casual racing 
title that appeals to younger gamers). 

"We have three peak times. From 
5 to 7p.m., 10 to 11 p.m., and also 
around 2a.m.," says Seouk. "Usually 
in the daytime, there are lots of 

students, but in the nighttime it's older people 
because they just finished work. [There are] lots of 
university students in this area.• 

Unlike the gaming scene in the U.S., the Korean 
gaming market is much more evenly divided 
along gender lines. Seouk estimates that a full 
40 percent of his customers are female, a figure 
confirmed by NCsoft's Jisun Min, who says that the 
company's long-running Lineage MMO series also 
gamers a large percentage of female gamers. 

The bangs also point to the fact that the scene 
is much more social than it is in the U.S., where 
gaming is often blamed for cutting its users off 
from the outside world. Groups of friends frequent
ly come to the bangs together, although in recent 
years more have begun to play at home. 

"It's not just a game. It's a community for 
people," comments Min. "Usually, the gamers don't 
just meet online, they usually get in touch with 
people offline. They go for drinks or go to movies 
together. It's a group of friends.· 

To service the social demands of the gaming 
scene, Seouk (as well as most bangs in Seoul) 
offer up "love seats," small couches in front of one 
computer for friends or couples that want to game 
together. Some of the most prestigious bangs take 
reservations for couples that want to have a date 
night playing Lineage or WoW together. 



A new Breed of han 
The PC bang phenomenon has grown hand in 
hand with another: the massive popularity of 
professional video gaming. Although professional 
competitions are becoming more successful in 
America and Europe, nowhere on Earth have ·e
sports" reached the level they have in Korea. There 
are several popular Korean gaming leagues, most 
notably the World Cyber Games (a worldwide 
event that was started by a Korean company) and 
the Korean Pro Gaming League. Pro gaming events 
regularly draw tens of thousands of spectators, and 
feature flashy pyrotechnic production values more 
associated with professional wrestling than real
time strategy. In fact, pro gaming has reached such 
status in Korea that a major new urban develop
ment in Seoul. the Gaebong Residential Area (to 
be completed in 2009), is set to include a large 
new e-sports arena in addition to housing. shop
ping. and arts centers. This major investment in 
infrastructure shows just how serious 
Korea is about professional gaming. 
akin to a U.S. city investing in a new 
pro football arena. 

Much of its popularity is due to the 
one thing that still eludes the fast
growing U.S. e-sports industry: regular 
and highly rated television broadcasts. 
While some U.S. organizations have 
recently made some inroads into TY, 
Korea boasts not one but two 24-hour 
cable networks devoted solely to video 
games, OnGameNet and MBCgame. 

OnGameNet general manager 
Hyeon Su Lee has been around since 
the inception of the network in 2000, making 
him one of the pioneers in e-sports broadcast-
ing. Started by the Korean media giant OnMedia 
(which owns 10 television channels), OnGameNet 
is the first network devoted solely to video games 
in the world. 

'We tested if it would work." recalls Lee. 'We 
aired 30 minutes a day of the Korean Pro Gaming 
League [on another network], and at that time we 
got very good audience attention. So, in 2000, we 
decided to open OnGameNet• 

OnGameNet draws audiences of up to a mil
lion viewers at a time (keep in mind that the 
entire population of South Korea is only 46 million 

people), made up of predominantly 13- to 29-
year-old males. Professional matches and tourna
ments make up the majority of the programming. 
but OnGameNet also broadcasts general gaming 
news as well as publisher-sponsored previews of 
new products. 

Like professional sports coverage in the U.S., 
OnGameNet has learned how to make the light
ning fast action onsaeen palatable to mainstream 
audiences. Excitable announcing crews break down 
the movements in a StarCraft match in gripping 
fashion, spitting out commentary like over-caf
feinated auctioneers. Tournament highlights are 
shown with quick. MTV-style editing to triumphant 
modern-rock soundtracks. canny producers also 
discovered that building interest in the stories and 
personalities of the pros themselves was crucial to 
gaining widespread appeal. 

"In promoting the pro gamers, we make the 'real 
story' programs." says Lee. 'Vve tell Yoon Yueng 
Lee's [a popular pro] story; he only has a mother 

because his father passed away. We 
try to make it a human story. Also, we 
can recor&what happens backstage, 
what the pro gamers are doing. We 
record their normal lives at home. Our 
target is 13- to 29-year olds. At that 
age they are very na'ive and innocent 
so they are easily moved when they 
see what pro gamers face every day." 

This media exposure has succeeded 
in turning professional gamers into a 
curious new breed of teen idol. The 
pros, almost without exception, tend to 
be sligh~ cherubic boys between 16 
and 22 years old who favor the asym

metrical, bangs-forward haircuts worn by MTV-style 
emo bands. During competitions, they are decked 
out in ostentatious uniforms, which range from 
white, F 1 racing-style jumpsuits adorned with spon
sor badges to flashy, ersatz military costumes. 

The best of the pros have followings that rival 
those of pop stars. Some of the better-known 
gamers even have fan clubs that hold weekly 
meetings. Standing in back of the Olympic sta
dium, we watched as one sheepish pro gamer was 
surrounded by a gaggle of female admirers, who 
giggled as they hung on his every word. 

Speaking with top StarCraft player Jae-Yoon 
Ma backstage at the Invitational, he seemed a bit 
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embarrassed by all the fuss. ·1 get a lot of fan let
ters and presents. Some of them are handmade." 
Ma says. "These days, I don't like to go around 
by myself. When the guys see me they say 'Hey, 
that's Jae-Yoon Ma'. But if the girls find out that 
it's me, they'll run to me. I don't hang around by 
myself anymore.• 

Ma, who at 2 l has been a pro gamer since he 
was 18, says he enjoys the lifestyle, but some
times feels overwhelmed by the demands of 
the pro gaming circuit, which often demands as 
much as eight hours of practice a day. During the 
offseason, pro teams are frequently sequestered 
in camps, where they live in barracks and train all 
day and night. 

"[When I started], l was a high school studen~ • 
Ma remembers. "At that time, it was really fun, 
but after I became a pro gamer I had to practice 
a lot every day and I got into lots of tournaments. 
(I was] captured by a tight schedule. I'm a little bit 
tired. But when I win I feel happy, and especially 
these days I feel good." 

Respect for pro gaming extends to the highest 
levels of society and government as evidenced by 
the creation of a pro gaming team sponsored by 
Korea's Air Force. All Korean men must perform 
mandatory military service of 24 to 27 months once 
they reach a certain age. This had led to several 
pro gamers, including Yo Han Lin (the "Michael 
Jordan" of pro gaming. according to OnGameNet's 
Hyeon Su Lee), being forced into early retirement 
Responding to fan complaints ( and perhaps sens
ing a great marketing opportunity), the Air Force 
relented and allowed their enlisted pro gamers to 
compete for a military team while continuing to 
complete their military service. k. far as gaming has 
come in America, it's hard to imagine a private in 
the Army being released from regular duty because 
they were really good at Counter-Strike. 
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The HiHory of an fxplo~ion 
As gaming has grown in popularity, so has Korea's 
game industry. NCsoft, which is celebrabng i1s 10-
year anniversary this year, has transformed itself 
from a small startup to v,.,or1dv.,de corporabon, 
due in large part to the hugely successful MMOs 
Lineage and Lineage II. Currently, the company 
occupies parts of four buildings In Seoul's "Tehran 
Valley" district, the center of Korea's th~ng infor
mation technology sector (The name "Tehran 
Valley" comes from Tehran Road, named in cel
ebration of an agreement between Iran and Korea 
many years ago, which runs through that area of 
the city). The company, now grown to over 1,500 
employees, is building its own high-nse that will 
accommodate all its employees under one roof. 
Although NCsoft Is the best-known Korean com
pany In the States, Korea IS home to Oller 3,CXXl 
gaming companies, 1ndud1ng NCsoft's dosest rival, 
Webzen, and casual game giant Nexon. Analysts 
have recently predicted that Korea's game market 
w,II surpass two b1lhon dollars m 2007. 

The Korean game marke~ although large, Is also 
extremely different from those m the U.S., Japan, 
and Europe, most remarkably In the fact that 
it's grown up from almost nothing In the course 
of 1 O years. It's also notable in that it's entirely 
dominated by PC onhne gaming - consoles make 
up for a small lraebon of sales. The reasons for 
this are h1stoncal, and bear the influence of the 
important political and cultural forces w,th1n Korea 
that created a fertile ground for an explosion of 
PC gaming. 

In the mid-19905, the Korean governmen~ 
eager to place Itself at the center of the new 
information-age economy, invested huge amounts 
of money into broadband Internet infrastructure. 
Korea's dense populauon, nearly half of which 
is located in and around Seoul, made 11 ideal for 
wiring lightning-fast networks on a mass scale. By 
199B, a good deal of the country had access to a 
high-speed connection. Today, 0\/ef 90 percent of 
Korea gets a 3 Mbps Internet connection for less 
than $20 a month. 

Consoles, which take a large share of the market 
in most of the other major gaming countries, have 
traditionally been a non-entity in Korea, due to 
long-standing tensions between Korea and Japan. 
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Until 1998, Korea had a ban on Japanese cultural 
products, induding games. The only way that 
Japanese consoles could enter the market was to 
be licensed to a Korean distributor. Although the 
NES and SNES were released as the "Comboy" 
and -Super Comboy." a general hostility towards 
Japanese-made products meant that consoles 
never really gained a foothold In Korea. 

Given the dimate that existed in 1998 - a rap
idly growing economy, huge broadband penetra
tion, and limited exposure to game consoles - it's 
perhaps no sulj)rise that PC gaming found a rabid 
following In Korea as quickly as 11 did. However, 
the fuse on this powder keg was ht by a couple of 
massive hits that released around the same time -
Blizzard's StarCraft and NCSoft's Lineage. 

Blizzard COO Paul Sams recalls those heady 
bmes: "(StarCraft] released In 1998. The first year 
In Korea 11 did pretty well; 11 was a strong product 
But 11 wasn't unbl 1999 that It blew up .. and 
started this incredible phenomenon in Korea. It 
was the birth of the game rooms, after the launch 
of StarCraft. There are 20,CXXl game rooms in 
Korea now. If you speak to anyone here, most of 
them w,II tell you that rt was StarCraft that started 
the boom of the game rooms.• 

~tule StarCraft established Blizzard with a whole 
new audience, Lineage, a homegrown product, 
helped make the MMO Korea's most popu-
lar genre. While 11 was a bit archalC com
pared to some Western MMOs, the game 
was a huge hit In Korea, peaking at nearly 
three million subscribers at a lime when 
EverQuest (the most successful MMO in the 
U.S. at the time) bragged about topping the 
500,CXXl mark. Although the company's own 
I.Jneage II and Blizzard's blockbuster World of 

Warcraft have cut into the original's appeal, Lineage 
still has over 1 .3 million active users worldwide. 

If anything. the success of the Korean gaming 
industry has been so total that many native com
panies are being forced to look towards other mar
kets for growth opportunities. "People think that 
the Korean market has grown full." said NCSoft's 
Min J1sun. "There's no room for more revenue, so 
we had to think about going outside. We went to 
North America and other Asian countries~ 

They are also keeping an eye towards what's 
likely to be this century's largest new gaming mar
ket - China. Though currently hamstrung by exces
sive government regulation of the Internet and 
widespread software piracy ( or, as Min Jisun dip
lomatically puts it, 'China is a very tricky country"), 
it's likely the country China will most resemble in 
terms of gaming tastes is Korea. 

•1 think probably the biggest growth market is 
China," states Paul Sams. "When you have the 
size of population they have there, we've only 
scratched the surface. There's a lot of potential. I 
can tell you that it's absolutely a PC market. There 
are some consoles trickling In, but it's a PC mar
ket When people tell you that PC Is dying. you 
can look at them and tell them they're wrong. It's 
not happening.· 



loo~in~ Toward t~e future 
As a visiting g9mer in Korea, it's hard not to be 
envious of what the country's gamers, develop
ers, and publishers have managed to achieve in 
such a short time. The sheer love of gaming that 
permeates Korean culture is evident from the most 
modest PC bang to the largest stadium matches. 
As the country with the world's highest broadband 
penetration, the online future that Microsoft and 
Sony are now touting for U.S. gamers is an every
day reality here. Perhaps more importantly, where 
in the U.S. games often serve to isolate us from 
one another, Korean gaming is a force that unites 
people both online and in real-world gatherings 
both large and small. 

Can it happen here? The odds seem against 
ii but many in the U.S. are betting that profes
sional gaming and more television coverage can 
help take the industry to even greater heights of 
acceptance. Already several of the major pro gam
ing leagues in the U.S. have made inroads with 
television. With time, perhaps an audience that 
appreciates watching games being played as well 
as playing them can develop on a mass scale. As 
for online gaming, the u.s:s broadband penetration 
rate (which is set to hit 50 percent of households 
by the end of 2007, as opposed to Korea's much 
lauded 90 percent) will have to dramatically 
improve before online gaming truly becomes the 
national pastime. 

•1·m not sure it's going to be an exact kind 
of duplication," comments Blizzard's Paul Sams. 
'There's a lot of competition in North America; 
you have the NFL and the NBA and a lot of things 
people spend a lot of time focusing on. [Our] 
heroes happen to be sports figures. Here in Korea, 
the heroes are the gaming champions. But I do 
think that it can be very successful. We've been in 
conversations with a number of major household 
name broadcasting companies. I think the time is 
soon in North America and Blizzard will absolutely 
be a part of it. ... I don't know if it will replicate 
Korea, where it's a cultural phenomenon, but I 
think it will become very significant." 

Here's to hoping, because after our time spent 
in the Korean gaming scene, you can't help but 
get the sense that - in Seoul, at least - the future 
is now. ■■■ 
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LOOSE TALK 
Hot Gaming Gossip 

Up ll'llil now, Sony has bttn vaa,,t lboli-• would hM an achiMmtnt systtm for lht PloySlabon l 
ll'llilw lo"-on lht Xbox l60. Now, '1owMr, I.Dose Tai< has_, prool lhat pm,s <°"""I out lhis holiday 
will hM od-,u. lit"-on lht Xbox l60. an kon will pop up whtn you win one. ond lht r<qLWtmOf'lls 

lot lhtst 15-ytt-unnamtd ""-'ntnU will latlr bt lht iamt ~ bodl systtmS. Grvtn Sony's hand><Jlf 
lppfOO(h to third paroe. ifs ooiu-, W lhtst will be mondalOry for al PSl pm,s go,na -cl. 

NEW PSP STILL IN THE WORKS 
GalTlffl hM bttn Maring aboot a PSP rede,ign for a whil,, and when Sony 
droppod lht price ol lht handheld a cooplt ol months •ao. k was assumed 

•• Iha! this WIS what wt'd actually bttn Marini aboot. Now, lht rumors ol 1 

n,w PSP .,. onct ..... llyin1 due to a rtctntly discoffltd paltnt for I PSP 
with I ll,p 1Crttn lhat's lht sarnt sizt as !ht CU<Ttnt sattn. Thts PSP w,1 Ilsa 
indudt phont Sffi!Ct, ond I.Dose Tai< has Mard that this updattd handheld 
will be rtltastd IO promolt God ol War: Chaons ol Olympus. which comtS 

out th~ winl,r. 

THE PS3 PRICE DROP 
(NO REALLY!) 
Sony has bttn publody conltnlplabna • price drop for lht 
Pl,yStat,on 3, ond I.Dose Talk has Mard somt ddails on lht 
matttr. A choapor vmion ol lht systtm will a>mt out for 
$399 - s 100 choapor than lht rurrtnt 20GB modtl Tot thins 
o. lhis n,w PSl wil hM a 40GB ha<d drivt (Ytrsus lht 60GB 
modtl for $599), bul ~ will not hM badwards compalibility. 
W. hM not Mard of a rtltast datt for th~ n,w systtm 
(allhougl, wt txptct an annoonctrntnt at EJ), and lhtrt ~ no 
,_, as lo whethtf lht $499 vmion win rtmain on shttvts. 

UNLUCKY FF 
NUMBER XIII? 
W.'rt al wondtring what ftnal 
Fnasy XI II ~ going lo be ikt 
whtn wt finally get ~ in our 
hands - 1Mlich may be later rathtr 
than sooner. -d ~ that lht 
game's a mess right now, and 
lht loaluation proctSS itstll ~ 
aptcltd IO takt a lul ytar. This ~ 
lboli tfvtt months longtr than 
usual Stting IS how lht Barnt 

lik<ly-,, CDmt out in~ 
ll'llil lht tnd ol nm year at lht 
tariiesl, ~ lool<s Iii<• wt'rt in for 
a long wait 

Col some mm Wol Emol us at /oosetalt@gamedoone,.rom and .. , be al""' 

NAME THAT GAME 
Test Your Sight 

Mf0ttt.1MIO's Sttn The Color ol Mon<y, Mdr1Jn ScMese's bnbanl 
lolow up tai< ol Fast Eddie Ftlson (from The Hustler), wdf surely 
know this month's Name That Game. Th6 lop,dov,,, arcade stod 
car tJ1le has you oscap,ng cop cars and avooding oncornmg traffic 
while you lry 10 avoid running out of gas or getting lhrtt speeding 
ud<ets. In lht movie, Torn Cruise's character Vinctnt can't stop play, 
,ng lht game, saying lhat ,n lht future, !host who are aood at lh6 
btlt wil get "110 West Pooni. 
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NHL ENFORCERS 
FIGHT, FIGHT, FIGHT! 
NHL Commissioner Gary Bettman may be doing his best to run the league into the ground, 
but at least lK Sports and Electronic Arts are doing their best to make video game hockey 
a viable product. Both franchises have shown improvements and added features that fans 
will welcome. 

NHL 2K8 
(2K Sports) 
PlayStation 3/Xbox 360/ 
PlayStation 2 
If you can't beat 'em, join 'em. 
This series is now introducing 
skill moves on its right analog 
stick, and this is one part of 
what the franchise is call· 
ing Signature Style. This not 
only entails animations and 
dekes, but work has also been 
done on providing accurate 
player faces and equipment. 
Depth has been added to the 
September game's Franchise 
mode, goalies have been 
beefed up in every aspect, and 
2KB even introduces a brand
new face-off system created 
with input from Joe Thornton. 

NHL08 
(Electronic Arts) 
PlayStation 3/Xbox 360/PlayStation 2/PC 
Last year saw the introduction of stick moves 
via the right analog, while the rest of the game 
took a back seat. Now, the team is working on 
fundamentals such as better skating and Al for 
this game's fall release. Your players will tum 
differently - using either crossovers for wide 
turns or their edges for quicker cuts - depend
ing on how you move the left analog stick. 
Dekeing is more involved thanks to a modifier 
button for your right analog moves, and you 
can now move the puck into free space around 
players, giving you more license to improvise 
and maneuver past defenders. 



GET YOUR 5 FREE BLU-RAY HIGH DEFINITION MOVIES BY MAIL 

1 
> 
I[ 2 g, 
w <' 
O s 

1. Buy: ONE eligible Blu-ray Disc9 player (see list beloY,?. OleCk ONE below. 
0 SonyBOP-S1 0 SonyBOP-S300/J01 0 PLll'STAOONe3 0~DMP-ll011Jt 

0f'lnaoonlc DMP•8011JtA 0PhlpslD'!laXll:l7 O~BOP-94111 
D Samu,g 80-f'1000 D Samu,g 80-P1200 

2. Choose 5 movies. Check ONLY ONE from each category below. 
BVHE will choose Blu-ray Disc titles at its discretion when selectlon submitted Is lncon-ect, 
Incomplete or illegible. 

■1111- · -- · - ■-!Jllll 

■T11lllallln.Job ■-- · - ■o..r.Aljods 
■11,aollhellnp ■°'""11166 ■Tho~2 ■si-ie, 
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3. Complete this original certlficate and mail it with the following: 
- 1l1e original UPC code located on the outside of the plaier package. 
- cash regls1er receipt from )'01.f elgillle Blu-ray player ptl'Chase Imprinted with store name and 

dated - 7n/07 thrOl9l 9/YY07 with ptl'Chase price drded. (photocopies acceptable). 

4. Offer must be postmartted by 10/31 /07 

5. Mail to: Summer Blu-ray Offer, P.O.Box 410338, El Paso, TX 88541-0338 

Name: ___________ Tel: _ _____ _ 

Address:=,,..~,o~-- ~-- - - ------------
City: __________ State: _ ZIP: ___ _ 

Email Address..,.: _______________ _ 
Unit 1 redemption per household. Ofter valid, tnd puthun muse be madt. between Juty 1, 2007 and Seplamber 30. 2007 Al rec,.,eas must be~ bf Otlober 31. 2007 l.mll OM...,_.. pe, tfMq)t GtOlC) ~ .. void.Sae receipts ITM..III 
tmanlle from same state aaconsume, Midreu. Bli-ray Dilts wil nol bl malled to PO. bola. 0-=k wtlh ,a, locat l)Oll cffice kJr. street ...... on. right&.., - -....-Of.......,,.__~ not in compllanct wilh .... --al,. oller w\11 not 
be ICknowltdged o, returned. All soomlssions are Mqltt to "9ffflcation and NCOn1t the propertyol ~Yiu Horn1 El'llllrtlilWne (BVtE). ~ acan..on nc:u1n9 ia al~ lddr'INN or PO boxestoatJllll'lttkliilklnll 8't-f1Ycllcl may moll In 
Pf()IICUtjon. ~don. purd\ue, Nie o, tracle al 1h11 mall-in certiflc:ace o, l)tOOf-of•~ &lbl II on;lhlbllld BVHE,....,,. h righil i> wihnw o, modify...,..,.... al,- oftlN. Ultllity to, dMlcM p,oouct f'IONfflld under lhis oftll' wll be lrnbd 10 
~of the Blu-ray OilC by I Blu-rayaf the Sitra typeOI title. Ofter good in U.S.A. Ind lel _....,N10i Ind FPO&. Yaidwhenl p,d,bled.tamd o, rmtt:ti,d bf.._ P111ae IIDw-- to 11n WNks for ddvery BVHE wi1 ID be lltlla b lDll, 111a, mbdirtcted, 
mutllaled, lleglblt, lncompleteorpostage-duemail0tbsl,atolef'lordestro)'edproof-of•~chlletlb&.Vlid....,.~. - &yplr1idpltingal hl~)Glmay,.....ll)ICilloftlrsandWDnnldontrom~~DIICAsmdltioflpWtnm:. Please 
pr(Mdl)'OlM'tmail~IOrecelvthllnformltionvillemaat. Ootsney 

For complete details and order form, please visit BluraySavings.com 
It}.,~. ~-... ~ ,... .e. ~ LIONSGATE"" ~ ~ -~~ '5' ~._,,....,.-r,..-r,on. • SONY Panaonic ~ PHILIPS ..,. 



on the Wii and PlayStation 
2 versions of the title The 
game is also appearing on 
the PSP, but that version has 
not yet been submitted. 

Game Informer has not yet 
reviewed the game, so we 
cannot comment on ,ts con
tent. However, the statements 
surrounding the title present 
larger questions which will 
continue to surface in the 
future. The ESRB released a 
statement on behalf of presi 
dent Patricia Vance outlining 
the decision that said, ''The 
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[I 
In light of the "Hot Coffee• contr011ersy, 
it's no surpnse that Rockstar's Manhunt 
2 is being scrutinized. HaV1ng played 
three levels of the game, my impres

L..o-._ ..., sion was that it seems ,n line with the 
content of its predecessor (which received an M rat
ing). The Wii controls do add a gruesome new level 
of interactivity, which makes me wonder just how 
the ESRB evaluates new titles. Manhunt 2 is certainly 
grim; it's one of the most disturbing games ever 
made. Is it art? I think that all games are, and deserve 
protection as such. However, I think Rockstar's mis
leading and botched reaction to Hot Coffee has as 
much to do with this incident as the game itself. It 
looks likes video games' most daring company is 
learning that there are, indeed, limits after all.-MATT 

what they experience and the 
context of a title. Is a game 
more despicable if it forces 
you to do gruesome tasks or 
if your imagination leads you 
there? Whose fault is that? 
Such questions of context 
recall the old argument as 
to whether video games are 
indeed art, where the cre
ators' vision is theirs alone, 
and is only interpreted by the 
audience. If video games can
not be classified as art, then 
should they receive the same 
protections as artJ 

TOP FIVES --
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
DAVID RILEY KISS THESKULL 
Director, The NPD Group Seattle, Washington 

1 Tht ltgtnd of Ztlda: 

OUrina of Timt - N64 

2 Residtnt Evil 4 - GC 

3 Devil May Cry - PSl 

4 Advanced Dungeons & 

Drasons - lntttlivision 

5 Ultlma IV: Quest of tht 

Avatar - Commodore 64 

1 TWisted Mml - PSont 

2 Twisted Mt!al l - PSont 

3 TWisted Mtlal J - PSont 

4 Twisttd Mml 4 - PSone 

5 TWisted Mml: 

Blade - PSl 

Send Top Fives ond a photo of yourself to: 

Game Informer Magazine/Top Five 
724 N 1st St 41h Fl 

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

(attach digital picture) 

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

Top 10 Events at the 
Parallel Universe E3 
10 Duke Nukem team apologizes, admits "Yeah, we 

got nuthin'" 

9 Nintendo listens to what gamers want, announces 

Mario Hentai Dating Sim 

8 Microsoft press conference subdued, with no 

strained attempts at hipness 

7 Disappointing WoW revenue forces Blizzard to 

focus on its only remaining successful franchise: The 

Lost Vikings 

6 My Little Pony MMO (Miller is really pumped about 

this one) 

5 Bubsy denied entrance to Sony party (heard shout

ing "How does Kameo get in and I don't!?") 

4 Kaz Hirai plainly states 'We lose," then shuffles 

offstage 

3 GameCube relauch announced, dubbed 'Wii" 

2 Phantom wins best of show 

1 "Remember Gex? He's finally back!" 

Name That Game-. Sloder 







WEIRD DAMN 
Sonic gets respectability) C.nadian RPG ubtt-developer BioWare 
has announced that • is making a Sonic the Hedgehog RPG, due out 
!Ometime oot y,,ar for the Nintendo OS. d these guys can 1 make • 
good Sonic game, then n truly is a sign that Sonic'1 days art doot. 

Microsoh has paid $50 million for the exdusive rights lo publish two exdusivt Grand Theft 
Auto IV downloadable Xbox live episodes, the first of which will appear in March. This is more 
money than Take-Two has eamed on all of its Xbox 360 titles combined (SO million). Although 
the episodes' pricing hasn1 been announced, ludify they won1 cost you 2.1 million MaRdpface 
points apiece. 

UGLY GOOD 
In a story that setms to change with MfY month, the remake of Fml Fantasy VII appears to not 
be happening .. ,unless• does. In Japanese magazine Dorimoga, !<fies character designer Tetsuya 
Nomura said, "we're absolutely not making (such a game)." Howevtr, director Yoshinori Kitase, 
countered, "As long as there are people who want to make • and people who are waiting for it, wt 
don1 want to prodaim 'The End.· We want it. You want it. So make • alreadyt 

Director John Woo and game devttof)er Warren Spector art teaming 
up for a project called Ninja Gold, which wiH involve ninja in modern
day s,ttings - not pirates. The game will be one of the first for Spector', 
Junction Point Studio, but no releas, date or pladorms have been 
announced. Woo is also planning a film of the project. 

GOOD GOOD 
Nintendo of Europe has hired local 
ctltbs to pimp its More Brain Training 
OS tide on the continent. Although 
she's ~om Australia. Torn Cruise/ 
Scientology surviYor Nicole Kidman 
is one of the featured actresses. If 
you me<t her, now• looks Ike the 
two ol you finally have something 
in common. 

TKhnkal offKtrS at Sony have 
daimed that the PlayStation l's 
audio and visual quality coold be 
improved by 30 to 40 percent by 
further firmware updates. Sony has 
already uS<d lheS< to add features 
lo the system. 



connect interview 

CAREER HIGHLIGHTS 

► Family Business 
: Avodtogam,fanatic, 
0, Guolt!not. along with his bl'Olh
,... en V..... Chnl1ian, Gerard, 

and Claude, begins a compu1er 
ha<-• and !Oftwar• 
dostr-.btAlonbusiness 

► Ambitions 
CO -focused on,_ the 
~ Guillemols form Ubisoft. wf1ld, 
.... helped bnns io...,. vodto 

1....,toffanc•llwouat,a 

- of distnbulon 

► Creative Endeavors 
~ Guil1ernol begins to - at 
o, -,.ubtsof1•,.,1ema1 
,... studio dMsion (v,t11ch-,ld 

0l>ffl 11 1994), Under his 
dirKbon. theSIUdlosystern 
Mnlully .............. lhan 
1,000 people, and a ... ., such 
M frllnchnes IS Rayman and 
MonocoGnndPrut 

► Going Mobile 
g; 
0, ,... 

Semll1a gr ... opponunities 
II the mobile phone marltet, 

~lonnsGamtloft,a 
,_any deYoc,d to mobile 
and casual ganw,g 

► RampingUp 
~ Gameloft ........ its lint 
c, lineup of downloadable mobile 
N rames. Nol surprisingly, rt's 

he.wily-,hled wi1h lJbisolt 
p,opm,es. indudon1 Rayman, 
Pnnc• of ,..,..., and ....... of 
Tom CIM1cy gam,s 

► Sweet Succ:ess 
in = 
~ 

GanlOlofl wins live awards 
at the onnual Mobile Game 
FAQ-ds. and launches a 
huge hit II Kina Kong, which 
charts fvsh tn bolh Europe and 
the US. 

Gameloft announces Paris 
Hilton: Diamond Quesl. • 
puzzle 1arne lealuring the 
imaie of the infamous party 
girl Somdhing letb us lh~ 
"""'-•sequel 

► Primetime ..... 
= = N 

Along with the announcemenl 
of a 54 percent increase in 
revenue. Gametoft inks lwo 
m,giHUCCOSSful TV licenses, 
NBC's llffl><s and ABC's Lost 
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MICHE UIU.EMOT 
FOUNDER/CEO, GAMELOFT 

>> Since leaving Ubisoft, the company he helped found, Michel Guillemot has built the 

French firm Gameloft into a powerhouse in the mobile gaming business. We recently 

talked with him about the past, present, and future of the mobile space. << 

You've obviously had a lot of experience in 
console games at Ubisoft. What made you 
decide to make the leap into mobile gaming 
in 19997 
In the '80s, video games were sold at very inex
pensive prices to a very wide audience, including 
children and their parents. I was longing for that 
again. I saw that cell phones would be able to give 
the same gaming experiences as the ones we had 
20 years ago. The good thing about phones is 
that everyone has [one]. So, for the first time ever, 
everyone can play video games without having to 
get over the barrier of purchasing a console or PC. 
I thought that 11 was an opportunity to bnng video 
games to a true mass audience. We want to pro
vide video games to a potential audience of the 4 
billion people who will have phones by 20 I 0. 

You wanted to return to the simple, arcade
style games of the '80s. If you look at the 
market today, there's a real resurgence of 
that with things like the Wii, the Nintendo 
OS, Xbox Live Arcade, and Nintendo's Virtual 
Console. Does that benefit the mobile phone 
game market? 

compromise in the size of the form factor of their 
phone for the sake of playing games, because 
games are Just one of the actIvItIes you do with 
your phone. I knew we would have a d1vers1ty of 
phones. It's in the handsets manufacturers', the 
carriers', and the consumers' interest to have a 
variety of phones. So I considered at that time 
that, as a company, we would have to adapt to 
the fact that we would potentially have 4 billion 
consumers and these consumers would have one 
or two thousand types of handsets .... Each time 
you want to reach a consumer you have to adapt 
to his handset and his service provider if you 
want him to purchase your product. But the good 
thing is that Gameloft has been adapted from the 
beginning to this paradigm. 

Nokia obviously tried with the N-Gage to 
bring a more standardized mobile phone 
gaming platform to market and failed. Do 
you think that the idea could still be viable, 
or could someone do it and make it work? 
What's going on is that progressively what we may 
see Is that that the two worlds will be closer and 
closer. Either you will buy the phone on which you 

At Gameloft, it's the creators that decide which 
machine they want to support based on what they 
think that can do on it Clearly, the Wii is a very 
good candidate because it's a great machine, it's 
a great gaming experience, and our creators are 
looking at 11 very seriously. 

The cost of data access for cell phones in 
the U.S. and some other countries is very 
high. Are data access fees holding back the 
growth of the mobile game market? 
It depends on what you do with it. The thing is 
that, on the carrier side, they have yet to take into 
account what you need to have a perfect gaming 
experience. The fact that data access is usually -
not everywhere, but usually - high in cost makes 
it difficult to do multiplayer games, for example. 
We've released multiplayer games for two years in 
the U.S., but if you want to play them you have to 
have a flat-fee data rate and very few consumers 
have that kind of service plan. It's hindering the 
growth of that segment of games a bit .. . Nokia is 
trying to get around that. Also, you will see phones 
trying to get on the Internet in new ways - you 
have 3G [wireless broadband data service - Ed.] 

For the first time ever, everyone can play video 
games without having to get over the barrier of 

purchasing a console or PC. 
What's really interesting is we were talking [to part
ners] in 2000, and there was no interest from the 
video game companies in providing casual enter
tainment to non-core gamers. The first machine 
that this audience would be able to use was cell 
phones. What's interesting is that Nintendo had 
the same reasoning on their side, sayin& "We 
want to get off of hardcore-only gaming.• In their 
own way, they managed to create a whole market 
of non-core gamin& but on console. The idea was 
the same. The way we both chose was a bit differ
eni but the result is that Microsoft and Sony have 
followed suit. .. That's amusing to see. The guys 
that went out of the box and into uncharted ter
ritories ended up being in the center of the expan
sion of the video game industry. 

Right now, you obviously have to do distri
bution deals with various providers, service 
plans, and cell phone technologies. Does 
that hurt your business? 
What I thought in 2000 is that, contrary to the 
console, a mobile phone is something that each 
consumer buys for various types of usage. My 
conclusion was that people would never accept a 

can play games, or you buy the console on which 
you will eventually be able to call your friends. 
Nokia tried to do something in the middle of the 
two and it didn't work because it was neither 
a very good console nor a good phone .... The 
capacity of the phones is growing very fast; [but] 
I don't expect that either of the two will replace 
each other. The iPhone will not replace the phone. 
The phone will not kill the Nintendo OS. There will 
be diversity, as a company that is organized to be 
able to support this diversity, we are really excited 
about that. 

You've just completed Prince of Persia for 
Xbox Live Arcade. Do you have any other 
games in development for XBLA? 
Yes, we intend to release more games for Xbox 
Live Arcade. It's a very good casual game platform 
and we feel that we've got some properties that 
would be very good for that platform. 

Have you considered Wii development. 
either for the Wii itself or for Nintendo's 
Virtual Console? 
The Wii is certainly a very interesting machine. 

coming. So, progressively, these data bandwidth 
issues and data costs issues will ease. 

You do a lot of licensed projects, based on 
console games, movies, and TV shows, etc. Is 
it difficult to do more ambitious, original IPs 
in the mobile business? 
We have been quite successful with some of our 
original IP. In fact, our original IP games represent 
60 percent of our sales today. But we will be more 
able to create brands and be innovative with the 
evolution of the phones and the networks. Today, 
it's rather simple; a phone game has a footprint 
of 600 kilobytes to 2 megabytes on the high end. 
Innovation is importani but it's more difficult to 
create a clear-cut difference inside a very tight 
memory factor. The new phones that are going to 
be released by the end of this year have 5 giga
bytes of memory. So, when you have a phone that 
has 5GB of memory, you can really think of doing 
something great. It will be a bit like the evolution 
of PC games between what we had in the '80s 
and what we have now. 
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EDIMENSIONAL AUDIOFX PRO 5+ 1 
" ......... . 

PRO Both the speakers and the mic performed admirably. 
The rumble effect adds a nice immersive element to the 
sound, but it overwhelms the audio on occasion. 

CON Our biggest problem with the AudioFX Pro is its inline 
remote, which feels like a two-dollar gas station toy that will 
likely break within two weeks. 

$79.95 • www.edimensional.com 

PLANTRONICS .AUDIO 365 
,. . ........ . 

PRO The .Audio 365 boasts a good design and produces a 
dear, even sound. The mic response also impresses. If you 
can't afford the Sennheiser, this is the headset to get 

CON While this headset isn't uncomfortable, it doesn't feel 
as good on your head as some of the other sets on this 
list, especially after a few hours of playtime. 

$44.95 • www.plantronics.com 

TRITTON AUDIO EXTREME PC 
•.. . ........ . 

PRO Ultra comfortable design makes the hefty 
overall weight of this headset easy to endure. Not 
only do they sound grea~ the microphone is easy 
to position for both intense gaming and mid-game 
snacks. 

CON We encountered numerous glitches after 
installation, including an odd buzzing sound that 
comes and goes, as well as a microphone that 
glitches out and makes you sound like a chipmunk 
on Ventrilo. 

$79.99 • www.trittontechnologies.com 

LOGITECH PRECISION PC 
GAMING HEADSET 
- - ......... . 

PRO The Logitech's best features are its light 
weight and cheap price. The speakers produce 
a crisp sound, but lack the oomph for louder 
explosions and effects. 

CON Sadly, this headset is poorly designed. It's 
behind-the-head strap feels eveready to fall off 
your noggin. 

$29.95 • www.logitech.com 

CREATIVE FATAL1TY PROFESSIONAL 
SERIES GAMING HEADSET 

~11'.AU •••••••••• 
PRO The Fatallty's mic sounds really clear, and the 
fact that it is detachable is nice when you are just 
using the headphones. 

CON The failing of this headset is its audio output is 
not very strong. The sound is tinny, and the bass in 
particular feels weak. Also, bigger heads might find this 
set a little tight. 

$49.99 • www.creative.com 

GENIUS HS-O4U 
• • ••••••••• 

PRO This super-light and comfortable headset features 
open ear cups, which helps to prevent sweaty ears. 

CON The audio performance here is passable, but 
sometimes the microphone gives off a slight high-pitched, 
whiny feedback. 

$50.00 • www.geniusnet.com 



TWIN GALAXIES 
OFFICIAL VIDEO GAME 
& PINBALL BOOK OF 
WORLD RECORDS 
The culmination of over 19 years worth of work. the 
official video game records book is so big they needed 
to break it into 
three parts: the 
arcade volume 
( out now), and the 
PC and Console 
volumes (com-
ing soon). These 
books include the 
top scores from 
nearly every game 
imaginable, bios of 
the record holders, 
and mini-features 
on the history of 
gaming. 
$34.95 • WWW. 

twingalaxies.com 

.. 
WETA HELLGATE: 
LONDON COLLECTIBLES 
In the future, London may well be destroyed, and 
humanity may come under the heels of a horde of 
bloodthirsty demons, but video game collectibles 
will always be cool. These Hellgate: London statues 
based on the upcoming game from Flagship Studios 
are sculpted and molded by the fine folks at Weta 
Collectibles. Just don't let your girlfriend call them 
collectible dolls. Trust us, it's hard to live that down. 
S225.00-250.00 • www.wetanz.com/ colledibles 
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I 
remember when I viewed maxing out a 
game's timer as a badge of honor. Seeing 
that 99 :59 attached to a save file was 
proof that I had gotten the most out of 
my investment and wrung every possible 
drop of fun out of it. Of course, that was 

in the days when I had a lot more free time and 
relied on saving my allowance to make game 
purchases. Things are different now; these days 
I find that I only have the time and patience for 
so many 40-hour epic adventures, and I'm tired 
of the stigma attached to games that don't clock 
in at that lofty mark. Sometimes you only want 
to play something for eight hours to get the 
satisfaction of a job well done - and that should 
be okay. 

Where a long and involved critical path was 
once an incentive to play a game, many gamers 
are being drawn to more compact experiences. 
These titles may not offer weeks of entertain
ment, but they are still complete games with 
compelling characters, rich stories, and engaging 
gameplay. They just take less time to deliver the 
entire package. 

As an example, let me tell you a story about 
how I quit playing Final Fantasy XI. I had been 
exploring Vana'diel for months, spending hours 
grinding levels and getting loot. I had a Saturday 
to myself set aside for that purpose, but Internet 
problems kept me from logging in. On a whim, 
I decided to start up ICO instead. About eight 
hours later, I was watching the end credits in 
awe. I couldn't help but wonder what I would 
have had to show for those hours if my Internet 
hadn't been on the fritz - a few XP and a new 
hat for my Tarutaru? I cancelled my Final Fantasy 
XI account the next day. 

I should point out here that I am still a hardcore 
RPG and MMO fan, and love getting wrapped 
up their expansive worlds. But at the end of the 
day, you walk away with your gaming vocabulary 

expanded by a single new experience. In the 
40 or 50 hours in takes to finish The Legend of 
Zelda: Twilight Princess, you could beat Gears of 
War, Indigo Prophecy, Shadow of the Colossus, 
Rayman Raving Rabbids, and still have time to 
rock through a career in Guitar Hero II. I'm not 
criticizing Twilight Princess - it's a great game 
that everyone should try - but the same cannot 
be said for all games that require a similar time 
investment. It is getting harder to commit to these 
gargantuan games when there is so much payoff 
to be had from briefer (yet still complete) titles. 

Assuming that I'm not the only gamer out 
there who feels like this, why does it seem like 
more and more games are touting their sheer 
size as a selling point? Part of the problem is 
that some people believe that a game's length 
is in some way tied to its quality. That's garbage. 
As a gaming journalist, I attend game unveilings 
and demos. At these events there is invariably 
someone who asks, "How long is the game?" 
as though it's the most important question. My 
quiet hope is that someday a developer, instead 
of answering evasively or apologetically, will reply, 
"It's as long as it needs to be. Next question.• 
Why shouldn't that be the standard response? Do 
you judge a book by its page count? I can see 
it now: "Hi, Mr. Salinger! How long is your new 
book?" "Oh, it's about 200 pages~ "Gee, that's 
too bad. I was thinking it would be better around 
600. Oh, well. Maybe it won't suck!" 

I know that I am speaking from an uncommon 
position. After all, as a member of the Game 
Informer staff, I get to play a lot of great games 
free of charge. I also understand that a game's 
duration is an important trait to consider for most 
gamers. After all, if you're shelling out $60, you 
want to make sure that you're not getting ripped 
off. But there is a distinct separation between a 
game's value and its quality, and making it longer 
doesn't always mean better. In fact, sometimes 

a great game can ultimately be brought down by 
dragging on longer than it needs to, like (brace 
for heresy) Resident Evil 4. 

If publishers and developers really want to add 
value to a title, there are ways to do it without 
cramming in a bunch of collection quests and 
treasure hunts to artificially lengthen the experi
ence. My personal favorite is the New Game+ 
option. A concept introduced to me in the 1995 
RPG Chrono Trigger, New Game+ allows gamers 
who have completed a game to start over at the 
beginning using the statistics and items they had 
at the end of their last playlhrough. Even though 
it was an RPG-exclusive phenomenon for years, 
recent action titles like God of War II and Dead 
Rising have used this tactic to keep gamers com
ing back again and again. As a matter of fact, I'd 
like to see every game implement this feature. 
Who cares if it throws off the balance? I already 
beat the game once, didn't I? Beyond that, there 
are also the classic avenues of integrating option
al sidequests (as long as they have worthwhile 
rewards), or adding replay through multiplayer. 

Obviously, not all long games are bad, and not 
all short games are good. That's the whole point. 
True gamers recognize and appreciate quality in 
a variety of forms and durations. The industry 
has evolved beyond the arcade mentality of the 
1980s; gaming is no longer about plugging in 
your quarter and milking it for every possible sec
ond of gameplay. If a developer creates a quality 
title, it doesn't matter if it's five hours long or fifty. 
It just needs to be worth the time and money 
you put into it. ■ ■ ■ 

The views and opinions expressed oo this page are slridly lhose of Ir, author 
and nol necessarily lhose of Game Informer Magazine or ils slaff. 

If you work in the industry and would like lo share your opinion. contact senior editor Matt Helgeson al rnatt@gameinformer.com. 
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Real Results that Get Noticed. 
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! 

Power That Lasts. 
Over 1 million Bowflex® customers know 
that nothing else compares to 
Genuine Bowflex® Power Rod® 
technology for professional-level 

performance and proven results. 

Call (800) 957-9611 today! 

LOOK AT ALL YOU GET: 
• ALL NEW Advanced Ab Station 

with Built-In Lumbar Support 

• Built-in Lat Tower and Squat Station 

• Adjustable Upright Seating and 
Upper & Lower Pulleys 

• 7-Year Limited 
Warranty 

• No-Time-Limit Power 
Rod® Warranty 

• 100% Satisfaction Guarantee1 

• Leg Attachment Included 

.,BOINFLEX 
• Be Strong. Be Fit. Be Bowflex. 

CALL 800.957.9611 
www.BowflexWeb.com 

of your total Minimum Monlhly Payment wiD depend on additional purchases and account balances. Sae Cerdholder 
o,nplate details. (02007 Nautilus, Inc. All righ11 reserved. Bowtlex. the Bowflex logo, Bowflex Xtreme, and Power Rod 
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N 
estled in the emerging development hotbed that is 
Vancouver, Radical Entertainment is made up of several 
teams hard at work on various exciting projects. 1he team in 
question created 1he Incredible Hulk: Ultimate Destruction, 
a rare licensed title that garnered both high review scores 

and excellent sales numbers. 1/Vhen that game was completed, they were 
offered a chance to explore a new property with their next project "A year 
and a half ago, three or four of us got the chance to sit around and think 
about IP, which was an amazing thing for us. And one of the things we 
really wanted to do was leverage next-gen power to give gamers something 
new,• explains executive producer Tim Bennison. 1/Vhat emerged was in 
some ways a conceptual sequel to the open-world playground that Hulk 
provided, but with an entirely new framework for telling a compelling story 
and delivering constantly changing gameplay. In Hulk, the green goliath had 
the ability to "weaponize• objects in the environment crafting spears from 
lampposts or ripping missile pods from tanks to use as handheld missile 
launchers. In those long brainstorming sessions, lead game designer Eric 
Holmes wondered aloud how cool it would be if a character was capable of 
weaponizing himself, and from there the concept of Prototype began to take 
shape. "We have the freedom with this property to do what we want and 
have the character be as bad as we want him to be," Holmes tells us. "It's 
good to have a setup where you can do very bad things, and make them 
fantastic, but have them justified within the setting. We asked ourselves: 
'\Nhat do people want to do in a game?' We're creating a character that does 
what players want to do, and creating a structure and a framework around 
that which works." 

1he prototype is an entity called Alex Mercer. As the story opens, Alex 
finds himself on an experimentation table with no memory of his past 
Emerging from a mysterious lab onto the bustling city streets of New York, 
it's quickly apparent that he has a deeper mystery to unravel than a bout of 
amnesia. 1/Vhatever he was before, it's now questionable whether he's even 
human any more - or if he ever was in the first place. 1/Vhat sets Mercer 
apart is the disturbing ability to kill and absorb any other person he encoun
ters. Like some terrifying ancient tribal warrior who takes on the power of 
the enemies he consumes, Alex Mercer doesn't kill for pleasure - he kills to 
grow, evolve, and learn. As each new person becomes integrated, so too do 
their memories, their abilities, and their very appearance. 

1/Vhatever Alex Mercer is at the beginning of the game, he's constantly 
becoming something more complex and frightening with every minute 
the player guides him through the city. He can change shape to look like 
anyone he's killed, the perfect master of disguise. Decades - then centu
ries - of human knowledge begin to build up in his mind. "As our character 
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progresses he's becoming something more brilliant than 
any human being has ever been; Holmes relays. That 
knowledge might include the location of a secret military 
installation, or the ability to pilot an Apache helicopter. 
With each new body, Alex becomes more dense and 
powerful, and he begins to discover new ways to morph 
his biomass into weapons of destruction or impenetrable 
armor to protect him from bullets and explosions. He's 
the darkest kind of anti-hero - a character driven by a 
need to discover his own past and wreak vengeance on 
those who made him what he is, inconsiderate of the 
cost to human life it might take to succeed. Alex Mercer 
brings a dark new meaning to the concept of the every
man protagonist. 

It's a pretty amazing concep~ but it's an idea that 
doesn't mean much if this remarkable character isn't fun 
to play. Radical specializes in open world games, and the 
full force of their fourth generation tech engine ( created 
entirely in-house) is at work in Prototype. The results are 
on display in the demo the team shows us during our 
visit to the studio. The first thing you'll notice about the 
game is the uncanny speed and ease with which the 

main character moves through the environment. "A key 
aspect of this character is his agility - the parkour, the 
different movement styles. The ability to cover ground 
and the verticality in an environment like Manhattan is 
astounding in this game; Bennison asserts. Eschewing 
the traditional platforming ideology that a player needs 
to press a button for every action on screen, Mercer 
reacts automatically to a player's movement intent, 
leaving the controller free for more complex interactions 
like combat and implementation of powers. He pushes 
through crowds of people while maintaining a sprint and 
maneuvering around obstacles instantly. With a leap, Alex 
becomes airborne, crossing whole city blocks in seconds 
and scaling skyscrapers with ease as he wall runs and 
back/lips from rooftop to ledge. Like at street level, the 
prototype automatically maneuvers around or through 
obstacles, even on a sheer surface - if a fire escape 
looms above him, he won't halt or suddenly get thrown 
to the ground. His momentum continues unabated as 
he seamlessly grabs hold of the scaffolding and flings 
himself upward in his running climb to the roof. 

In our demo, the prototype drops down dozens of 
stories into the middle of Times Square and immediately 



hones in on a walking businessman. By pushing the 
analog stick towards him, Mercer automatically jumps 
over a nearby cab without breaking stride to grab the 
hapless victim. The camera zooms in dose to witness 
the vicious throttling as the prototype efficiently 
dispatches the defenseless foe. After brutally beating 
the civilian, the body begins to shrink and morph off 
the sidewalk, slipping up Mercefs leg and disappear
ing into the ever-growing body mass. Perhaps using 
some of that new mass, at a press of the d-pad, 
Alex's hands begin to grow horribly misshapen, 
expanding into massive claws. The crowd begins to 
scatter, but not before Alex stalks and easily overtakes 
a fleeing pedestrian and literally splits him in two. 
The military is quick to arrive, and Alex responds 
by transforming once again, hatching jagged ridged 
plates that coat his form. Now running towards the 
same cab as before, he smashes through instead of 
leaping over as bullets from the nearby soldiers ping 
off his new exoskeleton. Easily dispatching the sol
diers, he tracks down their leader. The mustachioed 
captain is quick to succumb, and now Alex slips 
through a nearby alley and emerges on the other side 

looking like his most recent victim. Ahead, a military 
cordon blockades the road and protects a giant 
egg-like hive, a strange sight even to jaded Manhattan 
dwellers. Striding up to the soldiers as their apparent 
commander, the disguised Mercer punches one of 
the soldiers, indicating to the others that this poor 
man he's attacking is the prototype. The others open 
fire, and the real Alex is able to slip through to his 
objective: the hive. It's then that the big guns show 
up to the fight and Alex returns once more to his 
high-ranking officer guise to order an air strike. 

Giant hive? The conspiracy-laden story of Prototype 
is a closely guarded secret but it's clear from our 
early look at the game that New York is the stage for 
a massive three-sided war that will play out during 
the game. The military (specifically a top secret group 
called the Black Watch Special Forces) is present 
in full force to do battle against a massive and 
potentially intelligent viral epidemic - one that seems 
to be horribly mutating the populace. The team 
leads are firm in their assertion that these unusual 
creatures and hives are very homegrown; this isn't 
an alien invasion story. The third side of this city-wide 

war is Alex - enough of a threat all by himself to be a 
target for both of the opposing forces. "This is reality 
plus one fantastic element• Bennison explains. "That 
fantastic element is your shapeshifting powers, and 
how they are somehow linked to this epidemic." As 
the war unfolds across the increasingly devastated 
landscape of Manhattan, a meta-game begins to 
emerge that explores the current state of the city as 
a whole. "There are different zones of New York. As 
the military and the virus have this tug of war across 
Manhattan, different neighborhoods will be under the 
control of each faction. That will evolve throughout 
the game; Bennison explains. The prototype will 
affect the shift in control, but he'll also be able to sit 
back and watch as the other two opposing armies 
dash. Without Alex's interference, you could obseNe 
as a heavily fortified military strong point is repeatedly 
beaten down and destroyed, giving the forces of 
the strange virus a foothold in that part of the city. 
Alternately, Alex might step in and tum the tide of the 
battle. "These abilities give you tremendous player 
choice. The 'deceive or destroy' idea is key to our 
game; Bennison opines. "You can annihilate your 
enemies by going straight in, or you can assume the 
perfect disguise, and exploit the infrastructure. Every 
setup in the game will allow you to go either wat 

To participate in such massive conflicts, Alex Mercer 



better have some pretty remarkable abilities. 
As he evolves, a library of special powers and 
morph options will begin to grow. At any time, 
you'll have one of these extraordinary actions 
assigned to the four slots of the d-pad. An 
attack power might be the growth of massive 
blade arms to rip apart melee opponents, or 
players might assign the ranged groundspike 
ability, which has Alex bash the earth and send 
out a burrowing force of biomass that emerges 
dozens of feet away as a bloom of spikes. 
Defensive powers might have the prototype 
forming a massive shield to block incoming 
projectiles, or a long array of spines that pop 
out from his back. The third category of power 
optimizes the prototype's senses, enabling him 
to view in infrared and night vision, or track 
individual enemies through a crowd. Finally, 
the last d-pad press shifts Mercer into his rur
rently selected disguise - any one of dozens 
of individuals that he's killed and consumed 
since the game began. Together, the team 

promises over 750 unique combinations 
as you mix and match your various powers. 
"You are a walking slaughterhouse," Bennison 
dedares. "The combination of all of your abili
ties gives you this incredible guilty pleasure 
Beyond these metahuman gifts, Alex will also 
learn the more mundane technical skills of his 
opponents. With over 20 weapons to choose 
from, he might pick up a missile launcher or 
sniper rifle. Vehicles work under the same 
principle. Absorb a pilot and you might find 
yourself in anything from an Apache helicopter 
to an M 1 Abrams Tank, or even an F-22 
Raptor Jet. 

While the constant absorption of new 
bodies certainly gives Alex a tactical advantage 
in this massive war, the knowledge he gains 
as he consumes one human after another will 
also be the primary means for storytelling and 
unraveling of the conspiracy behind the game. 
The unique structure for plot exposition is 
something the team calls the •web of intrigue." 



•it's an interactive chain of dues that lead into the 
heart of the conspiracy," Bennison tells us. 1he 
web is composed of nodes and links between 
those nodes~ vlAien Alex emerges from the lab, a 
single node of what will eventually be a sprawling 
interconnected map is visible on the web. That 
node is his name. vlAien he absorbs an important 
individual, a new node might open up - occasion
ally completely disconnected from anything else, 
and other times the final piece of a puzzle that 
will unravel the larger mystery. These all-important 
nodes will often have accompanying flashes 
of insight, taking the form of everything from 
cinematic sequences that reveal a safient memory, 
to audio dips, to map locations. Far from a hnear 
progression, the web in its final form has around 
250 unique interconnected nodes, and only the 
most fastidious players are likely to see all of them 
unlocked. In fact. the team hopes that friends who 
are playing the game will be able to piece together 
their own disparate pieces of the consptracy to 
learn the truth. 

It's not the only way you'll be working together 
with a friend; Prototype will support onhne 
cooperative play for you and a friend. Each gamer 
will bring their own version of Alex into the online 
play space, so one of you may be wildly s1111inging 
his hammer-like fists while your buddy impales 
enemies with those destructive groundspikes. For 
those who want to, it's possible to expenence 
the entire story playing cooperatively, and there 
are plenty of reasons you might want to. Radical 

tells us they 
plan to indude 
exclusive combat 
moves, special 
powers, and 360 achieve-
ments that you'll only encounter while playing 
online with another shapeshifting powerhouse. 

vlAiile it won't end up as a node on your web, 
there's another element of the game that's in a 
constant state of flux and growth - New York City. 
•New York is quite literally a character in our game. 
It responds to what is going on. It has an identity. 
And it will change in accordance with h ow you're 
playing the game," Holmes says. With t housands 
of NPCs making their way through the game 
world, the team hopes to have the most popu
lated and lively cityscape anyone has ever seen. 
This vibe will only be enhanced by the dozens of 
cars and other vehicles that slowly push through 
the traffic jams of the streets. As mentioned earlier, 
the appearance of the city will dramatically alter 
over the course of the war. However, more subtle 
shifts will help to provide a mood and atmosphere 
to the experience. As you play, time will pass, and 
days will roll into weeks. As many as nine unique 
hght and shadow schemes will pass in a given 24 
hour period, as night turns to day and b ack again. 
A wealth of weather effects will blanket the city. 
All told, several weeks of unique days vvill be pro
grammed into the game. By the time they start to 
repeat, if they do, you'll be hard pressed to notice. 

continued on page 57 »»» 





continued from page 55 
VVhen needed, these atmospheric elements can be altered 
to set the tone of a grven encounter or situatJon. Persistent 
destruction gives even more character to the game world. 
'Mien massive explosions rock a building or road, the 
smoke and debris INOn't simply fade away and leave 
behind a tiny decal. Instead, the team at Radical is aiming 
to create an almost documentary-style combat zone, 
where huge plumes of smoke IMII rise from the site of a 
grenade blast Dust from an air stnke half a block away IMII 
sweep up towards you until rt overtakes your location and 
you find yourself temporanly walking blind. These effects 
IMII not always remain hours later in the game, but 1n the 
immediate aftermath of a major conflict, a grven city block 
can become positively devastated. IMth so much actMty, 
dark alleys and comers, throngs of people, and massive 
skyscrapers, the New York City of Prototype will be either 
the ultimate hiding place or a disaster of a warzone - all 
depending on the player's choices. 

Just as the team at Radical has had almost complete 
freedom 'Nith Prototype to craft the game they wanted to 
make, It's a freedom they want to pass on to the gamers 
woo play their game. The open world genre of games 
first became popular because it broke the mold of linear 
paths through a game world. Fa-v games, however, have 
folloY.ed through on the promise to prOllide gameplay 
that matched that freedom of movement. 'Mth Prototype, 
Radical 'Nill be able to realize that promise 1n a totally new 
way, combining tense stealth with brutal combat. and 
delrvenng complex story elements while simultaneously 
letting players leap and sprint through a gigantic city at 
breakneck speed. It's a game design concept rooted in the 
idea that players want the cathartic release provided by a 
character that can know and do just about anything. If they 
have their way, Radical 'Nill make a game that carries a 
double meaning in its title. Alex Mercer may be the first of 
a new species. but Prototype might very weU be the new 
model lo( a game gefllt! that's aching lo( change. ■■ ■ 







Anyone who was a comic book fan in the 1990s should recognize the name Joe Madureira. 
With a successful run as the artist for Uncanny X-Men from 1994 to 1997, his drawings 
helped shape how we view those dassic heroes today. As a founding member of Vigil Games, 
Madureira told us about his transition from comics to the gaming industry; •11 I had known 
I could have gotten into games, I would have done it a lot sooner. It was something that 
happened over time; he says. "Comics are cool, but they don't evolve as much as games do. 

Every game we see, we learn something from it and are excited by it It presents unique 
challenges. Plus, I just love playing games. I love the end product• 



As a mixture of fantasy and science fiction influ-
ences, War's design is something that Vigil has spent a 
lot of time considering. Practically ~ery aspect of the 
character has been carefully considered, from his suit 
to his hood. "The reason he has a hood is because 
we tried so many different heads and hairstyles, and 
they humanized him too much," Madureira tells us. 
"They took away the mystique of a horseman. No face 
actually looks better than any facial features we tried. 
He's pretty much defined by the hood, the sword, and 
the cape." It is important to note that third part of this 
equation, the cape, has not yet been implemented 
in the screens on these pages. Gamers can expect it 

to be somewhat Spawn-like, trailing dramatically 
behind War with Mry leap. 





Traditionally, the Four Horsemen are War, 
Death, Famine, and Pestilence. In Darksiders, 
the names War and Death remain consistent 
but the others have been changed to accom
modate the game's fiction. 'We just imagined 
a character select screen where players had to 
choose a character named Famine or Pestilence 
and it just seemed kind of lame," Madureira 

admits. "Fury and Strife have replaced 



• • ••• • ••• • ••••• • • •••••••• ••• ••• ••• •• PREVIEWS :r •:: A Glimpse Into The Future Of Gaming 

D 
eveloper Retro Studios may be hoping to prove 
a few things about the Wii with Metroid Prime 3: 
Corruption. On a system that is technically the 
weakest. Corruption could prove that a few graphi· 

cal tricks can still be squeezed out of Nintendo's tiny white 
box. On a system that has so far faltered when delivering 
compelling first-person action experiences, Corruption could 
prove that the system excels at immersive first-person nar· 
ratives. But most importantly, on the system with the most 
minigame collections and casual games marketed to soccer 
moms and grandparents, Corruption could prove that 
Nintendo is still dedicated to that loyal fanbase eager to sink 
its teeth into a more epic gaming adventure. 

The game opens with Samus seated in the cockpit of 
her ship. We felt immediately at home with the controls as 
we fiddled with the switches along the dash of her ship. 
Corruption's controls are probably the most important 
element in the game for Retro Studios to get right and it 
looks like it has risen to the challenge. Looking around by 
pointing at the screen feels completely natural, making us 



•. 

wonder why games have struggled with this on 
the Wii before. 

There is a new kind of targeting mode in 
Corruption called "lock-on free aiming.• In this 
mode, whenever Samus locks onto an enemy 
it becomes fixed to the center of her view - the 
focal point that she strafes around - but unlike 
previous lock-on features, Samus will still be free 
to shoot at anything within her field of vision. Of 
course, the more traditional targeting type will also 
be available. 

As the story continues to unfold we learn 
that six months have passed since the events 
of Metroid Prime 2 on the planet Aether. The 
Galactic Federation's network of computers has 
been inexplicably infected, and the Federation has 
asked for assistance from several bounty hunters, 
induding Samus Aran. It looks like Dark Samus 
has made her return from the grave, and she is 
corrupting several other alien worlds. Not only will 
Samus be able to pilot to these different worlds 

with her ship, but it now comes with a nifty new 
trick. Throughout the game there will be certain 
designated areas where Samus can call her ship, 
allowing her to refill weapons and energy or save 
the game. 

Corruption's most impressive lea~ however, may 
be its graphics. It is certainly a tall order to expect 
any Wii game to compete graphically against the 
big boys on more powerful systems, but Retro 
Studios' art team has done a masterful job with 
Corruption. The few levels we witnessed were gor
geous, and we don't even feel the need to qualify 
that with "for a Wii game~ One area, called the 
sky tower, was particularly memorable. It's just a 
shame the Wii doesn't support full HD, because 
Corruption is one of those rare Wii games that 
is actually worthy. So do you still need any more 
proof? Metroid Prime 3 already looks to be the 'Mi 
game to get this summer, if not this year. ■ ■ 



PLAYSTATION 3 

Heavenly Sword 
> STYl£ 1 -PIAYER ACTION > PUBLISHER SONY COMPUTER ENTERTAINMENT 
> DEVELOPER NINJA THEORY > RELEASE SEPltMBER 

IT SLICES! IT DICES! 

H 
eavenly Sword has been an intrigu
ing title in the PlayStation 3's arsenal. 
Since its unveiling at E3 2005, it has 
perpetually been one of the games 

on the horizon with the potential to be cool, 
but specifics about the story and gameplay 
remained largely unknown. k, the game's fall 
release nears, Sony is finally pulling back the 
rurtain on this stylish adventure, and we have 
seen the gorgeous action lying in wait 

The game was initially perceived as another 
title in the vein of God of War, but after play
ing through the second of Heavenly Sword's 
six chapters, it's dear that the heroine Nariko 
is carving out her own comer in the action 
game arena. Wielding a cursed sword with 
the ability to act as several kinds of weapons, 
Nariko has three distinct fighting stances: 
ranged, speed, and power. These positions 
do more than affect more how cool you look 
as you defeat hordes of bad guys; Heavenly 
Sword is far from a simple button-masher, 
and juggling these styles is at the core of its 
calrulated combat 

On the surface, it isn't too complicated. 
The speed stance is the defauli and delivers 
quick strikes. If you are in the power stance 
(initiated by holding R 1) you will perform 
a slow but strong attack. and the ranged 
stance (hold LI) is weak but has reach. 
Combining your moves deliberately results 
in combos, which you will need to learn 
quickly to get anywhere in battle. The easiest 
ones involve staying in the same stance, but 
in order to get a good aerial combo, you'll 
have to switch mid-stride to keep the chain 
going. The moves have other effects, too. For 
example, by sweeping your blades in ranged 
mode, you can deflect incoming arrows or 
scatter an oncoming tidal wave. 

Most of the fights are focused on one
versus-many encounters, and as such, there 
is equal emphasis on avoiding attacks as 
there is on making them. While you are 
vulnerable in the middle of a move, when 
stationary Nariko will automatically block 
incoming attacks depending on her stance: 
Speed stance blocks normal moves, and 
power stance deflects stronger ones. It 
sounds simple at fi~ but this system really 
tests your reflexes when you are surrounded 
by 15 armed guards, trying to keep track of 
enemy movements while launching your 
own offensive. 

We fought through a couple of one-on-one 
boss fights as well, and the generals of the 
evil King Bohan (played by Andy Serkis) are 
just as bizarre as the cast from the Metal 
Gear series. Flying Fox has bladed wings on 
his back and the power of teleportation, and 
Whiptail is a freakish snake/fish hybrid with 
control over water. These fights seemed to 
involve a fair bit of the old • dodge or block 
until they're vulnerable" mechanic, but since 
they occur relatively early in the story, that 
may not be representative of all the game's 
boss bouts. 

With all of these combat and story ele
ments coming together, Heavenly Sword is • 
finally alchemizing its potential into actual 
gameplay. The action is challenging, the 
cutscenes are gorgeous, and everyone who 
dismissed it as "Goddess of War" will likely 
be changing their tune. ■ ■ ■ 





I 
t seems like most of the literary works that 
Hollyvvood adapts into films are full of 
child-like wonder and discovery, like The 
Chronicles of Namia. Harry Potter, and 

7i Bfl'5b fflers The Golden Compass. But some
times, instead of entering a whimsical fantasy 
world, you just want to see a guy with the strength 
of 30 men fight a demon. That's when you tum to 
the middl-nglish epic poem Beowulf. 

The legendary hero Beowulf is best known 
for his battle against the monster Grendel, and 
the movie ( due out this fall) will deal with tha~ 
along with the ensuing conflict with Grendel's 
mother. The accompanying game, being handled 
by Ubisoft's Shanghai studio, will caver even 
more ground by delving into a 20-year period not 
detailed in the movie after Grendel's death. 

Players will control Beowulf during his pursuit 
of power as he fights beasts of all sorts. Instead 
of using standard button-mashing, Ubisoft is 
describing Beowulf as a "hack n' lead• game, 
since the involvement of Beowulf s followers ( up 
to 20 of them) will be a key part of the action. 
They can defend positions, move obstades, and 
row ships. Beowulf is the hero, after all; he can't 
be bothered with that grunt worl<. His job is to 
pick up weapons, hit bad guys until the weapons 
break, and then pick up more. 

The game will also feature a struggle between 
Beowulfs carnal and heroic tendencies, but it 
isn't really a morality-based system. By tapping 
into his carnal abilities (like a berserker rage) 
Beowulf betters himself, while his heroic tasks 
like effective team management do more to 
benefit the group. It won't be a case where you 
choose one path or the other; you will have to 
balance both of them. When you're an unstop
pable powerhouse like Beowulf, you don't have 
time to think about the difference between 
right and wrong - you just beat the hell out 
of stuff in different ways and hope it all turns 
out okay. ■■■ 
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Destroy All Humans: 
Path of the Furon 

> STYLE I OR 2-PIAYER ACTION > PUBLISHER THQ > DMLOPER SANDBLAST> RELEASE 2008 

THE HARVEST CONTINUES 

S 
ince there were still humans 
alive at the end of Destroy All 
Humans 2, it should come as 
no surprise that THQ is publish

ing a third entry in this series to help 
Crypto continue his quest Former DAH 
developer Pandemic has moved on 
to other projects, and the series has 
passed into the hands of Sandblast Fans 
shouldn't worry, though, because it looks 
as though the new team is committed 
to keeping the spirit of the series alive 
and well. 

'Without a daub~ the greatest strength 
of the Destroy All Humans series is its 
unique brand of irreverent and satirical 
humor." creative director Jon Knoles tells 
us. "Gamers can expect a sizeable serv
ing of chuckles, guffaws, and laugh out 
loud moments in story, dialogue, and 
gameplay this time around." 

While the satirical aspect of the series 
hasn't changed, gamers might be 
surprised when they begin Path of the 
Furon to find Crypto's once-insatiable 
bloodlust waning. "Crypto's lost his moti
vation for destroying humans," admits 
Knoles. "He's content to chill out in his 
swank casino penthouse, living the good 
life.• Thankfully, if movies have taught 
us anything, it's that disillusioned former 
heroes can dig deep and rediscover 
their will to fight Plus, since the game is 
set in the '70s, it would be a shame to 
let all of those disco-dancing freaks go 
undisintegrated. 

Once Crypto rekindles his crusade, 
players will be pleased to find an array 
of new mental abilities at his disposal. 
The coolest is called Temporal Fist, 
which freezes time around Crypto while 
still allowing him to interact with objects. 
"Crypto can freely run or fly around and 
manipulate things or people with PK to 
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set up crazy, Rube Goldberg machine
type scenarios, then unfreeze time and 
watch it all play out," explains Knoles. 
Among Crypto's new weapons you will 
find treats like a black hole gun and the 
Venus human trap. 

The expanded arsenal is augmented 
by an increased ability to see the 
damage you inflict on the Earth. Instead 
of just using your UFO to blow up three
story buildings, you'll be taking down 
40-story skyscrapers and witnessing the 
destruction as never before. "You can 
even write your name on buildings and 
terrain," Knoles reveals. "Best of all, as 
you damage these buildings, scores of 
panicked human crowds flock into the 
streets for you to mass abduct like a big 
vacuum cleaner.• Ah, humans are so 
stupid. As long as this series maintains 
its trademark humor, we're happy to 
help Crypto obliterate us. ■ ■ ■ 



■ The damage to the 
iurroundings will be 
impressively detailed 
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Condemned 2: Bloodshot 
> STYLE I-PLAYER ACTION (MULTIPLAYER TBA) > PUBLISHER SEGA > DEVEIDPER MONOLITH STUDIOS> RELEASE SPRING 2008 

UP CLOSE AND TERRIFYING 

T 
his month brings us the first real details 
on the sequel to one of the 360's 
most exciting and underappreciated 
releases. Monolith plans to return to 

the gritty supernatural detective work of the first 
Condemned game, but, as we learned from a 
conversation with producer David Hasle, the 
series is definitely ready to move into the future. 

'We're picking up the storyline a year later; 
Hasle tells us. "Ethan Thomas has really hit rock 
bottom. The events from Condemned: Criminal 
Origins that drove him out of the SCU still con
tinue to haunt him." \Nhile he seems hesitant to 
detail much about what happened to Ethan in 
the frightening final sequence of the first game, 
Hasle is very clear that Ethan will be 
taking a more proactive role this time 
around. "He's now out for payback 
and he will definitely be playing by 
his own rules~ 

That payback seems to take the 
form of some pretty brutal combat 
options for the former SCU 
detective. Fist fighting 
has been dramatically 
expanded with new 
swings, so players 
can experience 
the terror of a 
brutal life-or
death hand· 
to-hand fight 
Finishing moves 
now include 
more interactive 
options, such as 
throwing some-

one's head into a lV, breaking their back on a 
bookshelf, or simply shoving their head into a 
toilet before snapping their neck. You know, real 
family friendly fare. 'We're also now providing 
the ability to throw weapons - but watch out 
because what you can do, the Al can do," Hasle 
hints. Those Al routines are now more varied 
than before, so the random insane drifters you 
encounter throughout the game will act very 
differently from the rabid dogs that attack you in 
the first level. 

Fans of the original will recall that forensic 
crime scene investigation was a big component 
of the gameplay - those options in the sequel 
have been drastically expanded. First of all, 

gamers can choose whether they want 
to investigate at all, rather than being 
pigeonholed into a forensic sequence. 
New investigation tools will also be 
available to Ethan. Further, each victim 

and scene will include options to zoom 
in close and make careful observations 

to determine things like identifying marks 
or cause of death. The game then asks 
a series of questions in order to piece 
together the crime. 

A multiplayer mode is in the 
works, but Monolith has kept 
mum on the subject, so we'll 
have to wait and see how 
that comes together. The 
original game was a terrifying 
ride for those who had the 
chance to play it - here's 
hoping the sequel can take 

the next step forward. ■ ■ ■ 





World in Conflict 
> STYLE I-PLAYER STRATEGY (UP TO 16-PLAYER V1A XBOX LIVE OR PC INTERNET OR LAN) > PU BUSHER SIERRA > DEVELOPER MASSIVE 
ENTERTAINMENT> RELEASE FALL ()(BOX 360), SEPTEMBER (PC) 

WAR HAS CHANGED 

T 
here aren't many series in gaming as under• 
appreciated as the predecessor to World 
in Conflict, Massive's Ground Control fran
chise. We couldn't be happier about the fact 

that this title is getting some more exposure and 
attention, because it's an injustice that this talented 
team's efforts have been denied the recognition 
they deserve. After spending some time with the 
closed beta, we have high hopes that World in 
Conflict will break through to more gamers. 

World in Conflict postulates that the Cold War has 
boiled over into open battle, and puts players in 
control of the tech-savvy militaries of the modem 
world. In this tactical RTS, unit creation is based 
on a pool of points. Everyone starts with the same 
amount, and you don't get them back until one of 
your existing units dies. Then the points invested 
in that piece slowly trickle back into your available 
pool, allowing for new troops to be airdropped 
in. In this way, the composition of your force can 
change during the course of battle, but you can't 
out-resource anyone to death. Tactical skill is the 
only currency that will buy you victory here. 

The specialty you choose at the start of the 
match (armor, infantry, or air) determines how 
much you have to pay for certain units. An air• 
focused player doesn't lose access to tanks, but 
the prohibitive expense forces those cross-spe
cialty units into a marginal role in any strategy. 

This approach means that success in team-based 
multiplayer depends largely on communication 
with your teammates, as each player has only 
a fraction of the rock-paper-scissors equation 
available to him at a time. Working as a cohesive 
whole is key. 

In the online matches we played, mobility and 
cooperation were the two qualities that correlated 
most strongly to winning games. Finding favorable 
match-ups for your chosen specialty and respond· 
ing quickly to any enemy movement are crucial. 
The variety of modes was a plus, giving players the 
opportunity to play larger map-control matches 
(where you drain the opposing team's tickets a la 
Battlefield) as well as more intimate attack-and· 
defend gametypes that focus 16 players' worth of 
destruction on a single conflict point. 

Graphically, World in Conflict is unbelievable -
and we only saw the Direct)( 9 version. Vista users 
with the appropriate hardware will get to play in 
DXlO mode, which should be a good showcase 
for the capabilities of that platform. Between the 
brilliant presentation and smooth gameplay, both 
of which are already evident in the beta, this game 
has a ton of potential. With the PC version ship
ping in September and the 360 release following 
soon after, we won't have to wait long to see if that 
potential is realized in the final product. ■ ■ ■ 
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S 
ince debuting on the cover of Game 
Informer in issue 154, Medal of Honor: 
Airborne has gone through some big 
changes. After being initially intended to 

showcase next-generation in-house Renderware 
technology, Airborne was moved to Epic Game's 
Unreal Engine 3. The original weapon-customiza
tion system, which was based on 'MVII soldiers' 
penchant for modifying their weapons during an 
operation, was scrapped in favor of fiction-breaking 
ieveting up" with different weapons. Controllable 
vehicles have been cut Even so, the core concept of 
parachuting in and shaping the conflict through your 
actions is an incredibly strong hook. and could very 
well tum Airborne into something special yet 

It was amply demonstrated during our recent play
time with the game that dropping into a level from 
a few thousand feet up is an exhilarating way to 
kick things off. Seeing the area lit up by gunfire, with 
searchlights piercing the night sky at intervals and 
the odd explosion cooking off here or there makes 
for an outstanding contrast to the dry, clean briefing 
room maps you were studying just moments ago. 
After cutting the ties to your 'chute, you're free to 
pursue your objectives as you see fi~ taking note of 
the spontaneous conflicts popping up as Axis and 
Allied forces stumble into one another amid the 
chaos of battle. 

On that the dramatic, emotional level, Airborne is 
already a success. It isn't overt, with dying squad
mates giving tearful soliloquies about their home 
back on the fann. The Al's ability to develop situa
tions organically, and by extension force the player 
to maintain situational awareness at all times, cre
ates a unique and compelling atmosphere. 

Nonetheless, it would be impossible to talk about 
this game without bringing up concerns about 
the direction Medal of Honor is heading. Leveling 
up your weapons by killing enemies with them 
is all fine and good, but having the game go into 
slow motion and reward you with a double-sized 
MP40 clip for shooting Nazis is very contrary to 
the dramatic tone that the series has always taken. 
Airborne's level design often forces you down a 
specific path to an objective - for instance, clearing 
through a set-piece building full of dug-in enemies -
despite ostensibly giving players total freedom. And 
the Al is very inconsistent at this stage, though that 
is a problem that should hopefully be fixed by the 
time the game releases. 

It's a far cry from what EA promised when we first 
featured the game on our cover, but Airborne's core 
concept is strong enough to give us hope regard
less. And who knows - maybe the multiplayer will 
blow us all away when EA reveals that still under
wraps feature. ■ ■ ■ 
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The Agency 
> mu MASSMIY MULTIPlAYER ONLINE ACTION > PUBUSHEI SONY ON 
> DEVELOPER SOE SfAffiE > REI.EASE 2008 

DRESS UP SPIES 

I 
t may have the body of an MMO, but at 
its heart The Agency just wants to be a fun 
globetrotting action romp. Inspired by spy 
and espionage entertainmen~ SOE is work

ing to deliver an ever-changing modem day spy 
world. Its goal for this online shooter is to create 
cooperative and competitive story-based missions 
that are easy and quick to jump into. 

Like most MMOs, player characters in The 
Agency will constantly evolve, gaining better gear 
in an attempt to become the ultimate super 
agent Unlike most MMOs, where players pick 
a dass at the beginning of the game and then 
are locked into their selection, SOE has come up 
with a system it calls "You Are What You Wear': 
If a player enters a mission that he or she wants 
to sneak their way through, putting on a stealth 
outfit will optimize their characters sneaking abil
ity. If he or she would rather utilize a more run
and-gun approach, it would be in his or her best 
interest to outfit the character with combat gear. 

Players start the game by picking between two 
different factions: the 5e:1if and sleek spies called 
UNITE, or the rough and tumble mercenaries 
called ParaGON. Both factions will send players 
on missions dealing with drug smugglin& assas
sinations, espionage, and counter intelligence. 

And in either case, players' ultimate goals remain 
the same: dimb the ranks of their agency, 
visit exotic locales from around the world, and 
build up their own agency by recruiting new 
Operatives. 

SOE thinks of these Operatives as "living loot" 
Operatives wait for players' orders, which can 
range from building new tech 
such as sports cars to gather-
ing intel for the next mission. 
Not only will players gain better 
Operatives as they progress 
through the story, but they 
can also trade Operatives with 
other players. 

'Mlile most spy games on the 
market try to present a realistic 
and gritty experience, The Agency 
simply aims to deliver a fun 
adventure in a playful environ
ment where players don't have to 
wait around for their excitement 
Will it succeed? We'll see, but at 
least The Agency looks different 
from its competition. That might 
be all the edge it needs. ■ ■ ■ 

I see you here at 
the beach a lot. 

So do I, but I also like to 
ski in the mountains, camp in the 

desert and take road trips. 

el ementandfri ends. com (\.-4) 
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NINTENDO OS I PC ■ Search for clue,; and solve mysteries 
in detective mode 

Insecticide • • 
> STYU I.PLAYER ACTION/ADVENTURE (2-PLAYER VIA WIRELESS) > PUBUSHER GAMECOCK 
> DEVELOPER CRACKPOT/CREAT> REI.EASE HOLIDAY • 1 
SIX-LEGGED GUMSHOES 

R 
eaders may remember this bug detective 
game's debut in our March issue. Well, we've 
checked in with developer Crackpot to see 
how things are coming along. Given that the 

team has worked on several dassic LucasArts adventure 
games like Day of the 
Tentade and Full Throttle, 
it's easy to assume that 
Crackpot will return to 
form. But that's not nec
essarily the case. 

'One thing we want 
to be dear about -
Crackpot is not trying to 
'revive' the adventure 
genre." says creative 
director Larry Ahem. 
'Insecticide is mostly an 

action game, but the adventure genre elements are 
what give it depth. Storyline, character interaction, and 
dever puzzles appropriate to the story bring the game 
to a whole new level~ 

Detective mode maintains the same third-person 
3D navigation mechanic as the rest of the game. Here 
players will search for dues, collect evidence, and inter
rogate suspects. However, the primary focus will be on 
platforming and shooting. 

Players will control detective Chrys Liszt with help 

from partner 
Roachy Caruthers. 
She can stick to 
walls temporarily 
and 'has lots of 
cool bug weap
ons throughout 
the game, indud
ing the Pollinator, 
which creates 
ammo from toxic 
pollen siphoned 
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from the polluted skies, or the Amberizer, which 
encases enemies in Jurassic Park-like blocks of amber." 
says Crackpot president Mike Levine. 'And those are 
just the standard weapons. Later in the story, there 
are some surprising twists that unlock a whole new 
approach to the action.• 

The PC and DS versions will have similar control 
schemes based around mouse and touch screen 
aiming. Friends will be able to play cooperatively over 
local wireless on OS in a separate squad training exer
cise. On the other hand, PC players will enjoy better 
graphics and will download the game in two separate 
sections. The download provider is still unannounced, 
but Levine says that Crackpot's 'not ruling out a retail 
version later'.' ■ ■ ■ 
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the briny blue ocean and the 
golden sand. The sea is my 

one true love . 
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C 
ountless posters hang in the hallways of the under
water city called Rapture. Extolling the virtues of 
cosmetic surgery and genetic enhancement, these 
advertisements represent the ideals of the isolated 

utopia. However, the fact that the posters are surrounded 
by COlpses and smeared with blood is a testament to the 
citizens' failure to attain those ideals. This contrast between 
hope and reality forms the core of BioShock's ominous set
ting, but the gameplay itse~ centers around another philo
sophical concept: choice. 

Many developers talk about the importance of player 
choice in their games, but from our hands-on time with 
BioShock's opening hours, it is dear that the notion is being 
taken to ne1111 heights. Rather than 
placing enemies and giving play
ers a fe1111 set ways through them, 
BioShock seems to rely more on 
your ingenuity. Every area is teem
ing with potential weapons and 
strategies, and it is up to you to 
put them together, whether it's an 
oil puddle to ignite, running water 
to electrocute, or a lifeless bocly to 
throw with the power of your mind. 

A perfect example of this idea 
in practice is during the game's 
first boss fight, which pits players 
against a crazed surgeon. You 
could just run in with your shotgun 
in hand and a bunch of medkits, 
but that's hardly the best method. 
Instead, try igniting him with a 

flame power, and when he runs to 
water to put himself out, send a bolt 
of lightning though him. 'Miile he is 
stunned and convulsing, go hack the 
nearby medical station; this will cause 
the good doctor to get poisoned 
when he tries to recover his health. 
These are just a fe1111 of the options 
that seem to be built in to practically 
every area of Rapture, just waiting to 
be discovered. 

Almost as thrilling as these player
driven battles are the sequences 

when the game takes control, with cinematic 
events occurring in real-time around the player. 
We ran through a glass tube as it ruptured and 
flooded, watched a junkie get brutalized by a 
hulking Big Daddy, and looked on helplessly as 
an ally was gassed in her own lab. 

Most of these events are taken straight from 
BioShock's first couple of hours. If the game can 
deliver this kind of intensity throughout, it could 
be the title that launches Irrational Games out of 
the PC cult hit arena and into the mainstream. 
It won't be long until we know for certain, as 
the game's August release date is near. Now 
that we've gotten our feet wet, we can't wait to 
dive in. ■■■ 



XBOX 360 

Blue Dragon 
> STYU 1-l'IAYER ROl.E-l'IAYING GAME > PUBLISHER MICROSOFT GAME STUDIOS> D£VW>Pll MISTWALXEII/ARTOON 
> RELEASE AUGUST 28 

ROLE-PLAYING'S GREATEST HITS 

I f you could pick and choose your favorite 
aspects from the best RPGs of the last 20 
years, what would make the cut? That's a tough 
question to pose to any fan, but rt 1s one that 

the minds behind Blue Dragon have dearly been 
thinking about We recently had the opportunity 
to play through the first several hours of the latest 
English version of the game, and we were con
stantly reminded of dassic RPGs like Final Fantasy V, 
Grandia, and Chrono Trigger. 

Even with these clear influences, Blue Dragon is 
impressive in the way it manages to aVOld feeling 
derivative. Instead of hft
ing things wholesale from 
other games, most of 
the systems have been 
adapted and streamhned, 
resulting in something 
that is familiar but fun. 
The job system allows 
you to progress in one 
class ( e.g. White Mage) 
but when you decide to 
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SW1tch and go down another path (hke Monk), you 
are still able to use white magic. This mechanic cre
ates all kinds of class and ability combinations, and 
lends itself to extensive character customization. 

Another way Blue Dragon refines the RPG for
mula is in the way it handles battle initiation. You 
don't have to put up with random encounters; each 

TO THE LIMIT 
Blue Dragon's answer to the Limit Break 
is called a Corporeal attack. After build
ing up a tension gauge by giving and 
receiving damage, you can command a 
character's shadow to detach and rake 
on physical fonn. Once ,n this Slate, the 
creature launches into a long onematic 
attack sequence that does heavy damage 
to your foes. 

enemy is visible on-screen, and you can bp the 
scales to your side before combat even begins. In 
addition to being able to launch surpnse attacks, 
you can engage more than one monster at once, 
which might lead to them fighllng each other as 
well as give you stat bonuses between encounters. 
Late in the game, there 1s even a skill that allows 
you to automatically defeat enemies (gaining full 
XP) without even starting a fight - perfect for level
ing up to prepare for the high-end downloadable 
content to be released later thlS year. 

It might not be 1ncred1bly 1nnovatrve, but all the 
elements of Blue 
Dragon seem to 
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come together into an 
enthralhng. highly pol
tShed adventure. Shu 
and his companlOOS 
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are a fun cast of charac
ters, and the mlXlure of 
technology and fantasy 
creates a vibrant world. 
The only thing left IS to 

see how these elements tie into the whole story 
as it unfolds. Given the game's all-star creatrve 
team - including Final Fantasy creator Hironobu 
Sakaguchi, composer Nobuo Uematsu, and artist 
Akira Toriyama - Blue Dragon seems desnned for 
greatness. ■■■ 



PLAYSTATION 3 I XBOX 360 I WII I PLAYSTATION 2 

Guitar Hero Ill 
> STYLE I OR 2-PLAVER MUSIC (2-PLAVER VIA XBOX LIVE OR PLAVSTATION NETWORK) 
> PUBLISHER REDOCTANE/ACTMSION > DEVELOPER NEVERSOFT (XBOX 360 AND PS3). 
VICARIOUS VISIONS (W\1), BUDCAT (PS2) > RELEASE FALL 

WIRELESS ROCK 

B 
y the time this issue hits, everyone should 
be playing the crap out of Guitar Hero 
Encore: Rocks the '80s. But that doesn't 
mean we're forgetting the big boy on the 

horizon. Oler 45 new tracks are getting finalized 
for Guitar Hero Ill, with many more original master 
recordings than any previous game in the series. 

In addition to the traditional career mode, play
ers can also team up for a full-blown co-op career. 
This mode will feature a selection of single-player 
tracks and also include songs completely exclusive 
to the co-op career. But how will this extra career 
affect the game's economy? Will there be enough 
to purchase in the store? "'We're definitely going 
to have a large amount of unlockable content in 
regards to new songs, guitars, and other items: 
says RedOctane's Bryan Lam. "'While there will be 
more opportunities to earn cash, there will also be 
more ways to spend it." 

The most drastic gameplay addition so far, how
ever, is the multiplayer battle mode. Instead of 
simply competing for points, two players will earn 
power ups by completing Star Power riffs. Now 
when you tip the guitar controller vertically it'll 
send a nasty temporary attack over to your com
petitor rather than initiating Star Power. Examples 
include adding double the amount of notes, 
forcing left-handed play, boosting the difficulty 
up a notch, shaking the in-game fretboard while 
making the notes blink on and off, and stealing 
the other player's power up. You can also make 

the other player bust a •string" or their whammy 
bar, forcing them to furiously tap on a note or 
waggle the whammy bar to reactivate the 
note stream, respectively. This is-also how 
single-player boss battles will play out 
against several real life guitar players. 
Though RedOctane won't say who 
exactly will appear in the game, 
looking over the announced track list 
gets us thinking ... Keith Richards, Billy 
Corgan, Jack Black - this could really 
get out of control. 

This time around the guitar con
trollers will be wireless across all 
platforms (see below). "It'll be the 
first ever first-party approved wireless 
accessory from both Microsoft and 
Sony: says Lam. "It's what 
all of the fans have wanted 
for a while now, and we're 
really excited to provide it to 
them~ ■■■ 

The PS3, 360, and Wii 
controllers will be based on 
the Gibson Les Paul (far right), 
while the PSl controller will be 
shaped like a classic Kramer 
(note: guitars pictured do not 
indicate actual controllers or 
color schemes) 



EPIC RPG 
ADVENTURE 
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AND OFF 



Conan 
> STYLE I-PLAYER ACTION > PUBLISHER THQ 
> DMLOPER NIHILISTIC> RELEASE WINTER 

BARBARIC 

W 
e haven't heard too much from the team 
making Conan since we visited their studios 
to announce the game (see issue 167). This 
month, the fine folks at Nihilistic were kind 

enough to return the favor, when they dropped by the GI 
offices to show us the latest version of the game. 'vVhile a 
quick glance at the game might draw immediate compari• 
sons to the popular God of War, the recent months have 
seen the game grow into its own identity, with the original 
sword-and-sorcery hero leading the way. 

As a master of both weaponry and unarmed comba~ 
Conan has a huge number of moves at his disposal when 
he decides to throw down, a relatively frequent occurrence 
in the life of this particular barbarian. The huge variety of 
these powerful techniques comes from the fact that Conan 
wields different weapons in different ways - a single one
handed sword approach has him moving very differently 
than when he wields a giant ™rhanded halberd. All the 
weapons you find in the game world are useable, but all of 
them share one quality: brutality. Like the original Robert E. 
Howard stories that the game is based on, Conan doesn't 
pull his punches. Dismemberment and cringe-inducing 
bone breaking is commonplace. Interestingly, the different 
button combos that lead to a finishing move are often long 
and complex, with as much in common with a fighting 
game as the more traditional third-person action titles on 
the market. 

Conan also has a number of magic-like abilities to 
utilize, from the formation of a gaping void that sucks up 
enemies, to summoning a swarm of demonic-looking 
black birds that will sweep through a crowd. For you Conan 
lore experts out there, Nihilistic hasn't forgotten how much 
Conan hates magic. It seems that these strange abili• 
ties and his quest to get rid of them are a big part of the 
game's story. 

The best part of our recent time with the game was 
that Nihilistic offered us the chance to play it ourselves for 
the first time. The challenging combat definitely doesn't 
feel like a button masher - careful observation of your 
enemies is essential, as we found to our dismay while 
we wildly smashed attack buttons. We noticed that both 
movement and combat moves still feel a little floaty in this 
early version; the powerful movements of Conan would 
look and feel even better if they felt more grounded and 
his enemies' animations responded more noticeably. Of 
course, several months of development may very well 
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address these concerns. 
Perhaps the most impressive moment of the demo we 

played through was a titanic conflict with a sand dragon 
boss. This multi-stage fight had Conan leaping from plat· 
form to scaffolding inside an ancient desert fortress, while 
the angry serpent did its best to devour him. The fight 
induded several button-press minigames with accom• 
panying cinematic action, and the final kill at the battle's 
conclusion was immensely satisfying, involving the swing· 
ing of some giant rocks and the use of a very large, very 
pointy object 

Conan has some interesting ideas in place to help set 
it apart from the wealth of great action titles headed our 
way this holiday. Now it only remains to be seen if the 
gameplay in its final form will be as tight and visceral as we 
all hope it will be. ■ ■ ■ 



PLAYSTATION 3 

Haze 
> STYl£ I TO 4-PLAYER ACTION (UP TO 24-PLAYER VIA PLAYSTATION NETWORK) > PUBLISHER UBISOFT > DMlOPER FREE 
RADICAL> REI.EASE HOLIDAY 

DRUGS AND VIOLENCE 

Y 
ou may remember a brief mention of 
Haze out of last yeafs E3. Well, things 
have come a long way since then, and 
TimeSplitters developer Free Radical is 

eager to talk about the new direction the game 
has taken. "The FPS market is quite crowded, 
and we felt that we hadn't really nailed down the 
strong competitive identity that we wanted Haze 
to have,' says director David Doak. "The most 
obvious change is the visual branding of Mantel, 
we completely reworked the Trooper character 
design and almost all of the Mantel technol-
ogy - these guys have the best gear so we made 
sure they looked the business as well~ 

The team also brought in a renewed focus on 
Nectar as a central gameplay mechanic. The most 
assuredly sinister Mantel Corporation uses this 
substance to juice up its army-for-hire in order to 
take down South American rebel group Promise 
Hand. Players can inject this substance into their 
soldier at the press of a button for enhanced 
abilities like aim enhancemen~ beefed up melee 
attacks, and an enemy highlighter. Another ability 
called Foresight makes a ripple in time and space 
to warn you where rockets and grenades are 
about to hit. 

If you hold the Nectar button down too 
long, it is possible to overdose. Here enemies 
and allies will look alike, and your weapon 
will automatically fire on any target in range. 
This is especially interesting given the fact 
that you'll always have three teammates, 
either Al or human (four-player co-op online 
and off), along for the ride. "If one of your 
squadmates overdoses, you're suddenly 
having to deal with a major threat who's 
right next to you," says project lead Derek 
Littlewood. "And you're also faced with the 
decision of whether to put them down for 
your own safety, or to just get the hell out of 
there until they recover.• 

The ability of human allies to drop in and 
out of a co-op game any time raises the 
eternal question of how to scale the dif
ficulty. Free Radical's Conspire Al can sense 
how many human players are in the game 
and ramp up enemy tactics accordingly. "An 
increased number of players represents a 
more serious threa~ [so] you'll naturally see 
[enemies] becoming more cautious, group-

ing together more, laying down heavier sup
pressive fire, using more grenades and the like," 
Littlewood says. If one player gets taken dov..rn 
by these tactics, there will be a brief window in 
which you can revive him. Otherwise, he'll just 
have to wait for the next checkpoint to get back 
in the game. 

So that all co-op players can experience the 
story the same way and for the sake of immer
sion in general, all story events will take place in
game without any traditional cutscenes. 'We want 
(players] to feel a little uncomfortable, and maybe 
even a little daustrophobic, • says screenwriter 
Rob Yescombe. "You'll be seeing some pretty 
disturbing events unfold, and watching them as 
a 'movie' absolves you from responsibility - it 
would allow you to draw a line between your-
self and the experience.• To further this notion 
of immersion, there will be absolutely no load 
screens once players get into gameplay. "There's 
nothing immersive about seeing a loading 
screen," continues Yescombe. "Having a mission 
select screen does nothing to help your suspen
sion of disbelief." ■ ■ ■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

All-Pro Football 2KB 

Our crack (or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Wii r 6·~1 

Rainbow Six Vegas Big Brain Academy 

THE SCORING SYSTEM 
10 
g 

8 
7 
6 
5 
4 
3 
2 
1 

Outsland,ng. A truly elite tide that is nearly perfect in e,ery w,ry. This SOO<e IS given 
out rarely and indicates a game that cannot be missed 

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

Very Good. lnnovall\le, but perhaps not the right choice for eveiyone. This SOO<e 
indicates that there are many good things to be had, but arguably so. 

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

1.Jmrted Appeal Although there may be fans of games receiving this SOO<e, many ,.;11 
be left yeamong for a more rewarding game experience. 

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

Bad. Wiile some thongs may work as planned, the majority of this tide either 
malfunctoons to varying degrees or it ,s so dull that the game falls short as a IM\Ole. 

Painful. tt there is anything that's redeeming in a game of this caliber, it's buried 
beneath agonozing gameplay and uneven execution in its features or theme. 

Brol<en. Basically unplayable. This game is so insufficient in execution that any value 
would be def1lled ., extremely small quantities, ,f at all. 

00A: Dead or Alr,e. Not even funny-bad. Just bad. 

Dirt 

The Darkness 
From the folks at Starbreeze Studios, 
who brought us The Chronicles of 
Riddick: Escape From Butcher Bay, 
this month sees the release of their 
latest opus. This twisted take on The 
Darkness brings the original comic 
hit into the gaming world. The result 
is a first-person experience like no 
other. Jackie Estacado's journey to hell 
and back mixes brutal gameplay with 
emotionally wrenching story elements 
to pull you into the life of the consum
mate anti-hero. Dive into the dark with 
our review on page 90. 

Neta: Due to the fact that Rainbox Six Vegas 
and Halo 2 have already been awarded Game of 
the Month in previous iterations, they have been 
,.;tt,drawn from consideration for both Game of 
the Month and PC Game of the Month. 

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

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

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

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

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

> Replay Value 

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

Moderately Hip - Good f0< a long while, but the thrills won't last 
forever. 

Moderate - Good for a few months 0< a few times through. 

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

I.ow - You1l quit playing before you complete the game. 



Dungeon Maker: Hunting Ground 

A portable version of SimCity has never been this well-implemented 
both in slick interface and graphical presentation. Touch screen 
minigames break up the city planning in fun ways, and disaster 
scenarios will test the limits of your mayoral mind. EA's Japan-based 
development studio has debuted with a bang. Flip to page 102 for the 
full review. 

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 droicls you are looking for). 

Content suitabl< 
forpei,ons17 
ages and older. 

Conlffll swble 
Of'(foraduls. 

lOICli -A resolution specification used for HDTV. 
1080i stands for resolution of 1920x1080 pixels. 
The '( means !hat the ooeo is being interlaced 

480p- Ptogressive scaMing, ih~ option ('p"• 
progressive), creates a picture ~ ,.;it, double 
the scan lines of a oonventional interlaced 
piclLre, 48Ci (I• interlaced), to create a 
nolireablt sha,pe< inage. The 480p ~ 
offers higher pictt,• resolution and eiminates 
virtuaitf al motion ar1Jfaas in a 640x480 pi<el 
resolution setting 

n0p - A resolution spe<ification used for HDTV. 
720p stands for resolution of 1280x 720 pixels. 
The 'p' means !hat the ooeo is in progressive 
foonat 

odiali - A term we use for games like Devil May 
Cryand\lewtifu Joe 

od hoc - A type of wireless connection !hat 
comeas yoo wiih od1er piaye,s in your 
immediate vicinity 

........... -A tenn we use for games Ike Myst 
and Escape From Monkey Island 

Al -Artificial nteligence. Usually used to refer 
to ha.v ...i the t0fl1l'Jle< reacts to a human 
opponent 

Illa-, - An effect that simulates the soft, blurred 
#n, of brighl light reflecting off of surfaces 

boon! -A term we use for games ixe Jeopardy! 
and Mario Party 

eel ........ - A tedmiqoe used to create 3D 
rendered objects !hat resemble hand-dla'Ml 
animation eels 

D - Electronic Entertannent Elipo. The world's 
l.vgest oonvention for 00,0 games 

fichtinl - A 1erm we use for games ike Mor1al 
Kombat and Dead or Aive 

tlrst-,.ty - A game made by a coosole 
manufaaure(s internal development teams 
exdusively for its own system 

FMV - Ful Motion ¼loo. Usually refers to an 
animated CG rutscene 

FPS - Frames Per Seaind. How many .rination 
frames happen in one second. Also used to 
denote Fust-l'erson Shooters Ike Halo, Doom, 
and call of Duty 

"-Ill - The frames of animation used to 
create the illusion of movement 

1-..1 - A game's menus and options 
GIA - Game Boy Mlance 
GC - GameCube 
HDIV - High Definition Te!Mion 

inlnstnid,n - A type cf wireless oonnectJon 
that uses the Internet to cmnect ,.;Jt, od1er 
piaye,s OYer long dtstances 

isometric - Three-quarters top down view, Ike 
StarCraft or Baldo.is Gate: Dark Alliance 

ISP - Internet Service Pn:Mder. The oompany that 
prlMdes you with i!Cil!SS to the lntemel 

jlaies - Graphocal ines that are iagged v.nen 
they shook! be~ 

LAN - Local 1'lea Network. Comecting t0fl1l'Jlers 
or coosoles together ,.;Jt,in a sman space to 
allow communication between them. PTOooes 
fast, simultaneous gameplay 

MMO - MasSM!ly Multiplayer On.-... Usually 
appied to~ tides, we use this tenn for 
games wiih persislenl, multHJser onkle wodds 
like EverQuest and v.atd cf Waraaft 

- blur - Phantom frames fob, an object 
to give the impression of reaislic speed 

normol moppins - A graphical technique in 
V1!iic1, a hi-t-es skin containing 3D informatioo, 
revealed by light reflecting off the suface, is 
v,,apped aroim a low-res model 

NPC - Nor>l'layer Character. Those people 
and aeatu-es you see wandemg aroim 
in games !hat are not being OOfltrolled by aaual 
humans 

:• reviews 

parlide eflKts - llw,gs ike smof<e or sparks 
created in real-line 

plotform - A tenn we use for games like Super 
Mario and Crash Bandicoot 

pop-up - W,en objects onscreen suddenly 
appear, typicaly due to poor draw cistance 

P52 - Sony PlayStation 2 
puule - A 1enn we use for games ike Tetns and 

Puyo Pop 
r-.-A tenn we use for games uke Gran 

Turismo and Mario Kart 
RPG -~ Game. A game Iha! involves 

dlaracter improvement through ccllecting and 
spending poots. A term we use for games Ike 
Final Fantasy and Xenosaga 

si- - A term we use for games Ike buga 
andGoous 
-" - A tenn we use for games like 

Madden NFL 
5lr"'"sY - A tenn we use for games Ike I.a 

PIJcelle and Front Mission 
thinl-pllty - Saneding made for a oonsole by a 

oompany other than the oonsole marufac:tun.-
u mod - u mad 
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PLAYSTATION 3 I XBOX 360 

The Darkness 
> STYlE 1-P!J\YER ACTION (UP TO 8-PlAYER VIA XBOX LIVE OR P!J\YSTATION NElWORK) 
> PUBLISHER 2K GM1ES > DEVELOPER STARBREEZE STUDIOS > RELEASE JUNE 25 > ESRB M 

TO HELL AND BACK 

T 
onight is like any other night. After grabbing 
a hot dish at Aunt Sarah's, you dial up your 
girlfriend Jenny, and arrange to spend the 
evening at her apartment Like most nights, 

this one will probably end with the two of you cud
dling on the couch and dozing off to an episode of 
Rash Cordon. 

On your way to the subway station, a van danger
ously rounds the comer, and a handful of heavily 
anned thugs emerge and open fire on you. Wrth 
lightning quick reflexes fueling your actions, you pull 
out two pistols. Rather than returning fire, you focus 
your gaze upward, toward a streetlight With a pull 
of the trigger, the light explodes, blanketing your 
assailants in the darkness of night In the lighi you 
are but mortal. In the dark, you are a remorseless 
monster that will get sick satisfaction from watching 
these thugs die in the most painful ways possible. 
You impale one with a tentade, and another has his 
eyes gouged out by your pet darkling. With a wave 
of your hand, you open a black hole behind the 
remaining adversaries. With this brief skinnish behind 
you, you continue your journey to Jenny's, but not 
before devouring the hearts of those who dared raise 
a hand against you. 

In The Darkness, players are immersed in an 
adventure that brings out the best of humanity, but 
also its worst Jackie Estacato is a hitman, a murderer, 
and someone capable of doing anything, no matter 
how inhumane it is. At the same time, he shows us 
a softer side, a loving side, and side that makes you 
think that he can escape his past and change his 
ways. These diverse personality traits are captured 
within one of the best scripts to ever grace a video 
game. It's stuffed with unforgettable dialogue, narra
tive that flows without kinks, and moments ( one in 
particular) that will be the talk of the gaming world. 
It's one of the most emotionally charged and intense 
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sequences that I have ever seen - and 
that goes for movies as well. 

The unique gameplay, which pushes 
players to extinguish any source of light before 
unleashing hell upon the world, isn't nearly at the 
same level as the story behind it Following the 
cookie-cutter game design of having playefs earn 
powers as the adventure progresses doesn't work for 
this game. The Darkness powers steal the show, but 
you really don't see how potent they can be until the 
final two hours. 1/Vhether it was a decision to make 
The Darkness powers more enticing or noi the selec
tion of fireanns is fairly weak, and the gunfights that 
unfold don't really have a spark to them. The fun in 
the game comes from impaling enemies, sending 
your Creeping Dark (a snake-like extension of you) to 
grab a bloody lunch, and opening black holes when
ever you can. 1/Vhen the Darkness powers are in full 
eff~ you feel like an unstoppable killing machine. 
1/Vhen they aren't, The Darkness is a typical ( albeit 
finely crafted) FPS. 

The level designs also have split 
personalities. On one hand, you 
can't help but look at the detail that 
is intricately woven into every object, 
texture, and light source. There's no 
questioning that Starbreeze wields 
some of the best tech and artists in 
the biz. On the other hand, you often 
find yourself trekking long distances to 
your next objective. As such, you'll see 
more of the New York subway system 
than you'll ever want to. 

Like all shooters these days, a multi
player mode is included, but it's by no 
means a destination where you can 
sink days of your life. Morphing into a 
darkling is certainly cool, but actually 

landing a blow with this fast moving critter is more 
trouble than it's worth. Hit detection with the stan
dard fireanns is also somewhat off. All of the maps 
are nicely thought out and perfect for the game types 
they host, but again, the gameplay just isn't as strong 
as it needs to be. 

You may not fall head over heels in love with The 
Darkness' gameplay, but like the demonic beast 
that controls Jackie, this game knows exactly what 
it needs to do to keep you locked in and lusting for 
more. Interactive storytelling is rarely this good, and 
there are few game endings that make you sit back 
and think, "Man, what if I did this insteadr like this 
one does. For its amazing narrative and believability 
of characters, and the twisted joys that come from 
being a slave of a demon, The Darkness will keep 
you enthralled, even when the gameplay lags a 
little behind.- REINER 

BOTTOM 8 75 
LINE • 

> Con<ept: A comic book 
adaptation that lures you in 
with its storytelling. incredible 
dialogue, and likeable characters 
The gameplay is certainly differ
er,~ but not different enough 

> Graphics: This is ea~ly one of 
the best looking games to date, 
and a good example of v.fri 
"The Uncanny Val',ey' is being 
brought up in games. h's incred
ible how lifelike these worlds and 
characters feel 

> Sollnd: The voice acto~ bring 
their characters to life, and the 
Darklings are often laugh-oot
loud funny. Don't be surprised 
if Jackie teaches you some new 
slang as well 

> Playability: Standard FPS 
!ragging with demonic powers 
on the ~de. It controls well, but 
the battles are rarely intense 

> Entertainment: This is a 
rernarl<able 8 to lo-hour q~ 
but not fo, the reasons you usu
ally tum to games fo, 

> Replay Value: Moderate 

Second Opinion 8.75 

For emolionaly packed sto
rytelling, ts hard ID beat 
Stalbreeze's latest effort. k 
includes some d the most 
em,g, lelliying, and 
hemwenchingscenes I've 
encwntell!d in a 8illlll! - 1101 
all at once, mind you. The 
gameplay in the sinale1Jlayer 
campaign is a liUle slow at 
times. with the momentum 
inpeded by frequent bws 
d "where am I Sl4)pOSed ID 
gooot1!S'jll(mlle. Even 
so. lhe Dartness p0Wl!IS 

are quite sweet. and after 
seYeral hoUIS of gameplay 
you feel Ile the badass you 
shood in the shoes of Jadue 
Eslacado. The less said about 
thelaclbter~. 
the better. Between the lei!r· 
ing out and dellouring of 
hearts and some trutt ~ 
some torture scenes. the 
subject matrer here mald,es 
the name of the aame in a 
Wllf lhat shood reatt steer 
some samer.; -,. For more 
desensitized players. ts one 
heB d a ride. - MIUER 



PLAYSTATION 3 I XBOX 360 

All-Pro Football 2KB 
> STYl£ 1 TO 4-PlAYER SPORTS (UP TO 8-PlAYER VIA PlAYSTATION Nffi\ORK OR XBOX lM) > P\JBUSHER 2K SPORTS > DEVELOPER VISUAL CONCEPTS 
> REUASE JULY 16 > ESRB E 

THE BIRTH OF A LEGEND? 

F 
or all you NFL 2KS and football fans 
out there - this is the game you 
hoped it would be. It's the continu
ation of the Visual Concepts football 

tradition featuring bar-setting gameplay, 
graphics, and intensity. In the time since 2KS, 
the developer has implemented some dear 
improvements, but it also failed to solve con
tinuing nagging problems. In all, it pushes the 
rivalry with Madden forward and is a title you 
shouldn't have reservations picking up. 

Building your team with three tiers of NFL 
legends is brilliant Even though I never 
fooled around with a depth chart or signed a 
free agent I loved the team that I built Your 
identity with your created team is strength
ened by the fact that your non-superstar play
ers aren't scrubs, so the gameplay doesn't 
get lopsided. For their part the star players 
are done pretty well. Each showed some 
characteristics, even if they weren't perfect. 
For instance, Randall Cunningham isn't fast 
but he will take off on you. nie advantages of 
a well-built team are evident Put a non-star 
tackle against Chris Doleman, and you'll feel 
the heat off the edge. 

You'll notice better gameplay from 2KS, 
such as improved defensive back coverage. 
You'll also see some unfortunate hiccups, 
such as predictable and less aggressive CPU 
Al and a lack of smoothness when playing 

defense. nie new animations produce some 
amazing football moments such as jarring hits, 
great play from the offensive/ defensive lines, 
and cool wobbly throws when a QB gets hit 
Unfortunately, the QB also has trouble getting 
rid of the ball sometimes, which is very frus
trating when someone's bearing down on you. 

As much as I thought not having the NFL 
license was going to be a problem, it was 
the reverse: I wanted to know more about 
the game's league, but this title doesn't 
deliver. With no franchise mode, Crib, or 
many amenities apart from nice stadiums, it's 
the lack of connection with the league itself, 
not the fact that the NFL is missing, that is a 
letdown. Bolster this aspect and make some 
gameplay tweaks, and All-Pro Football will 
threaten Madden's NFL more than the XFL 
ever did.-WO 

> c.cept Mot the old Wilh the 
new for a rellrn 10 loolbal 1hat 
resumes where Nfl 2K5 left off 

> Gnphi<s: Pretty sweet loom', 
v.tt, some gJeal ,e,sev lextu"es 
and helmet salts 

> Sound: Alte, Madden's lame 
aR10U1CeJ, ll's gJeal lo have Dan 
and Ptler bad, who have some 
new (and old) lines 

> Playability: lJsl1g strafe on 
defense can get yoo stud some
lrnes, reqoong an extra lx.C!on 
press lo get 0lf ol -,wr badpedal 

>~Arrusl-play 
lor looebal lans ol llllV ~ 

> Rtplay v.lut: Moderately 
H~ 

Second Opinion 7.5 

I Cllll5lder Nfl 2K5 ID be Ille 
best IOOlbal .it of al tine. 
so I aiuldnl WIii iD P8'I' 
2K'slal!Sl,monpne. 
YHe N'f 2K8 relails Ille 
g,eal on-field aclion - l!Om 
-~ID 
lherealislJcpla\<e'rina
lions - lhe 8llllf fail ID olli!r 
Ille ~ eiperierna 
hanlcDre food>al Ian like me 
desm.~'jllll'msller 
wilh legendslike5-11115'5 
is~biilhelelof 
'jllll' IMn 15 SO ftJlljlllOUS 
lhey donl Mn 11M l)la¥e' 
~ Nier finislqa 
season, there is no chit. free 
agmcy, or second season. 
Al lhal's left ID do is lllild 
anolher IMn of legends and 
no-names ID Ml anolher 
~ chaqiionship. 
Online le.agues nun, bii 
there is no playe- chit. so 
evel'jOllelllheleaf.,eaud 
wlhe sanr ecacl ~ 
whdi lalles -,fie 1111. In 
Ille end. N'f is a said loot
bal an rTll!lq Ille pms 
of the puzzle i--,lor a 
.it nn I.d's hope ne11 tme 
2K can II ewry msllerwilh 
Nflaum, deMr a deeper 
~ ~ idcl a 
fanasychlt and rides ID 
make the 011ft le.agues 
~ -IEIITZ 

........- Your inTerted ~ 
posi t ion articulates how 

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

automobile -world on its head. 

C 2006 American Honda Motor Co, , Inc, 
SC model shown, 



PI.AVSTAOON 3 I XBOX 360 

Fantastic Four: 
Rise of the Silver Surfer 
> STYU 1 TO 4-PIAYER ACTION > PUIUSHEI 2K GAMES > DEVW>PEl VlSUAL CONCEPTS 
> IIElfASE JUNE 15 > ESU T 

ALL DOOM AND GLOOM 

I f this game is a shining example of what man
kind is capable of, then please, Galactus, devour 
our world. I thought that the video game indus
try had learned a lesson or two since the dark 

days of Catwoman, but with Fantastic Four: Rise of 
the Silver Surfer, we're diving right back into that dirty 
comic book movie litter box. 

The most memorable moment that this entire 
game produces is a scene where Reed Richards 
introduces the Fantastic Fou(s new flying car. As this 
vehide is shown, the camera pans directly over a 
Dodge logo. Just when you think that product place
ment couldn't get more blatan~ Thing says, "Does 
this thing have a Hemi?' This sequence made me 
chuckle, solely because I couldn't believe this just 
took place. After finishing the game, I realized that 
this chuckle was the only moment of joy that I had 
experienced throughout this entire adventure. 

The game can easily be completed in an after
noon, but you would be surprised how many 
locked doors you will open in this time. In fa~ I 
wouldn't be surprised if this game holds the record 
for the most locked doors to ever be featured in a 
video game. VI/hen you really break it down, that's 
all this game really is. It's a locked door simulator. 
Next to punching baddies, your entire time is spent 
figuring out how to break locks. With each level 
being excruciatingly long. it doesn't so much feel 
like an adventure, but more like a lab rat test "How 
long can the rat endure endless repetition?" 

The only saving grace that this game has is its 
combat mechanic. By no means is it good, but 
it's competen~ and successful in making you feel 
like you docked someone pretty hard. If you have 
some friends over, you can delve into four-player 
co-op. However, like a friend who picks out a crappy 
movie, there's a good chance that your buddies 
will mock you for this spirit-crushing game for the 
remainder of your days.---«BNEII 
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BOTTOM 5 
LINE 

>C--,t:AmcMeadapeatJon 
that only gives Sl14)llEls ol a 510<y 
and forces players to e,penence 
some ol the woot level designs 
to date 

> Gnpl,ia: The massive levels 
arefiledv.,tt,~delailed 
dooo and repe.,ted texb.res and 
oojeas. The characters 1ool: good, 
howe'ler 

> Sound: Like a standup comK 
that is getting booed off ol the 
stage. the ore-lineis that Thing 
and Human Torch tlvow out are 
deserving ol tomato bombard
ment 

> Pllyllbay: Use your super 
~ to open dooo ... lots ol 
them ... more than you saw in 
Monsters Inc 

> &E I I ':\Jtsldeol 
the SM!-Surfer bei1g on the In. 
there's ittle to cheer about 

> lllploy Vllur. Moderately 
low 

Second Opinion 6 

W you realy want to have 
Im With lour-player aHJp 

and the Fanla5lic Four, you 
should play Marvel: Ultimate 
Alliance. This rncMe game 
can't realy offer~ that 
wasn1 done far better there -
Mil with the~ facial 
modeling of the firn's lead 
dla~ Excepl IOI' the at,, 
Al, everything~; this is 
51111 a con1)letefo( fundJonal 
game. It's just holow and 
imfling. from the basic 
combat right down to the 
oo,ecwes and level ~
Slrangefy. for all its faults, I 
am thankful IOI' one thing this 
game prowles: the oppor
tlnly to steer Johnny Sloon 
facefut into oncomi1g 
swwaytrains. 'Mlam'Take 
that. you extreme sportS· 
lowlg toolbox!-JOE 

Pf..AYSTATION 3 I XBOX 360 I Wii 

Har~ Potter and the Order 
of the Phoenix 
> STYLE l•PtAYER ACTION> PUBLISHER ELECTRONIC ARTS> DMLOPER EA UK> RELEASE JUNE 25 > ESRB ElO+ 

WINGARDIUM BOREDIOSA! 

A 
fter playing this game, my 
desire to read the final Harry 
Potter book has fluttered 
away into the night sky like a 

pesky golden snitch. I have no doubt 
that J.K. Rowling's mesmerizing fiction 
will offer a thoroughly satisfying condu
sion, but I don't think that she'll be able 
to pen a better future for Harry than 
this game does. Rather than grooming 
young Potter into Lord Voldemort's 
ultimate opponen~ Dumbledore is 
clearly prepping Harry to become the 
next janitor of Hogwarts. Through the 
majority of this game, you are asked 
to foe broken vases, straighten out rugs, 
open drapes, light torches, hang paint
ings, make beds, pick fruii feed birds, 
and sweep up leaves. I just love the 
idea of this legacy ending. not with a 
Quidditch broom in hand, but a mop. 

Outside of the occasional confronta
tion with Malfoy or a troubled studen~ 
this is mostly a non-violent video 
game. The number of wand fights that 
Harry gets into can literally be counted 
on one hand. For a world that is filled 
with magic and boundless imagina
tion, you spend most of your time 
casting spells to tidy up Hogwarts, 
and running meaningless errands for 
your fellow students. Now, this may 
sound like a torture that only Snape 
could devise, but beneath the filth that 
you must clean, there's a lot to like in 
this game. 

Its main draw is its ability to bring 
you into the Harry Potter universe. 
Much like the lively scholastic atmo
sphere attained in Rockstars Bully, 
Hogwarts feels like a real school, 
and you are but one of its lowly stu
dents. As you navigate this architec
tural wonder, you'll run into teachers 
who are quick to push homework 
on you, you'll hear your name 
being thrown around in hushed 
conversation by other students, 
and in your down time you can 
put your Wizard Chess, Exploding 

Snap, and Gobstones skills to the test. 
Don't expect much of a challenge, as 
most students aren't smart enough to 
take out an uncontested queen with 
a pawn. This school's unique charms 
are also in full effect. You'll quickly 
learn that paintings love to talk, ghosts 
find great amusement in flying right 
through you, and that Moaning Myrtle 
may have a bit of a crush on you. 

The game also does a great job 
of capturing what you would expect 
spell casting to be like in the real 
world. With the analog stick or the 
motion-sensing capabilities of the Wii 
and PS3, you are asked to move the 
wand in the directions required to 
cast a particular spell. As much fun 
as these actions are, there's little you 
can do with the spells other than, you 
guessed ii dean up Hogwarts or - as 
I found - bash kids on the head with 
levitated objects. 

Harry Potters latest adventure may 
be light on action, but it does repli
cate the Hogwartian life better than 
any game before it Out of all of the 
books, games, and movies, it allows 
you to get doser to the school than 
ever before - all at the expense of 
actually enjoying your stay. It's boring 
and tedious, just like a real school is. 
However, it's also a place where your 
Harry Potter knowledge can bloom. 
On this note, only hardcore Harry 
Potter nuts should enroll.--RBNER 

BOTTOM 6 5 
LINE ■ 

> Concept: This movie adapta· 
IJOn brings Hogwarts to l~e and 
asks the player to keep ~ clean. 
Most of your time is spent doing 
ian~orial duties 

> Graphi<s: See Hogwarts like 
you've never seen ~ before_ 
filthy! The 1ool: ol the school ~ an 
amazing accomplishme,,~ and 
most of the character models 
are spot on 

> Sound: Very typical for your 
movie game. It has some of the 
actors (oot the big ones). some 
of the same music, and awesome 
Star Wa~•like effects 

> Playability: Oo you enjoy 
doing yard v.or1< and chores for 
your parents? Sad~. a nkefy 
designed spell casting ~em goes 
10 waste on eventless gameplay 

> Entortainmont: There's little 
here that will excite you outside 
of being in Harry Potter's world 

> Replay Value: Moderate 

Second Opm1on 6 

In the wizarding 'Mll1d, just 
because you can W/Ne a 
wand doesn't mean you can 
make magic. The same rule 
applies to the lale!.1 game in 
this franchise. Wlelller you 
use the m<iion-sensr1g Of 

analog Slid controls, you1 
feel more like the bumbling 
Neville Longbottom than 
Harry Potter as you ffid and 
flai your wand only to watch 
disa!.1rous results unfold; IM· 
gemg is dumsy (especia~ 
on the Wn), molion ~ 
IJon IS spotty, and the spell 
selection very limtted- even 
when you control the two 
more powerful wizards at 
the end of the game. The 
twisting and whimsical 
reproduction of Hogwarts 
IS a jo'( to e)J)io,e. but the 
game fails to imbue the 
dlaracteis or activities 1Mlh 
any charm. You can't Mn 

target other students with 
spells outside of designated 
mmbat sequences. Ol05en 
one Of not. Hany spends 
most of his school year 
doing chores like dusting 
and doing other kids' home
work. Way to figlt the Dart 
Lord. scar-head. - JOE 



MULTI QUICKIES 

PLAYSTATION 3 I XBOX 360 I Wii I PC 

Surf's Up 
> STYU 1-l'lAYERACllON 
> PUSUSIIEII UBISOFT 
> DlWLOPO UBISOFT MONTREM. 
>IIEUASE W.Y29 >ESD EIO+ 

This is the first licensed 
game I've played that 
is actually shorter than 
its movie. I'm not exag

gerating; in a little over an hour I had 
received trophies in all of the main surf 
events. The premise of the game is to 
speed across the waves racking up a 
high score by doing trid<s and going 
off jumps. Perfonning trid<s on waves 
can be fun on a very basic level - I 
only wish there was more depth to the 
gameplay. Think of ~ as SSX on water 
with no racing element a minimized 
Ober trick system, and a reduced sense 
of speed. Let's just hope this isn't the 
opening wave of a flood of Penguin
themed video games.-BEN 

\~) ' . .... ·:: .. 
#, 

;' - 1 
t, •, . 

XBOX 360 I Wii I PLAYSTATION 2 

Shrek the Third 
> STYU I OR 2-l'IAYER ACTION 
> l'UIUSHO ACTMSION 
> D£VUOP£II SHABAGMIES 
> IIElEASE MAY 15 > ESIII EIO+ 

• 

Shrek the Third is 
certainly a fun game 
to laugh at but mostly 
for reasons that would 

make you regret playing it This button
mashing brawler offers decent combat 
functionality, yet cannot deliver one 
adversary that you would actually feel 
good about punching ... unless you get 
a kick out of clocking knights that are 
as passive as Buddhist monks. With 
levels that redefine "linear," there is 
no need to collect objects in a game 
like this, but that's mostly what you 
end up doing. Shrek may have found 
a place in the fairy tale kingdom, 
but in gaming, he's still a grotesque 
abomination that should be burned at 
the stake.-REINER 

PLAYSTATION 3 I XBOX 360 

NCAA Football 08 
> STYLE 1 TO 4--PLAYER SPORTS (2-PIAYER VIA PLAYSTATION NETWORK OR XBOX lM) > PUBLISHER EA SPORTS > DEVEIDPER EA TIBURON 
> REIIASE JULY 17 > ESRB E 

JUST A FEW CREDITS SHORT 

T 
his franchise has built itself 
up nicely after its no-frills 
next-gen debut last year. But 
the problem I found while 

playing it wasn't dissimilar to the 
Uncanny Valley. The more realistic 
the catch animations vvere, the more 
I realized that they vvere actually 
gratuitous. The more I reveled in 
the recruiting options, the more I 
questioned them. NCAA Football 08 
is a fun college experience, but it falls 
short of greatness. 

The strongest leap forward the 
series makes is simply how it feels. 
It's smooth and fairly responsive. Its 
jump to 60 frames per second is 
overdue. This gratification, in conjunc
tion with the myriad animations, 
makes your Saturdays come alive. 
Although I almost never think twice 
about replays, the work put into 
integrating these into your collegiate 
shrine is really cool, and just another 
piece of the puzzle that gives NCAA 
that rah-rah feeling. 

I'm glad to see Campus Legend 
make its debut - especially since 
the camera has been improved 
since its use in Madden. Another 
key fix in place is the ability to sim 
to only the moments you are on the 
field. Finally, I applaud having the 
option to work my way up the depth 
chart - it makes practicing during 
the vveek important 

The game's other big feature is 
the new way recruiting is handled. 
Searching for, finding, and keeping 
tabs on recruits is very easy, and 
there are now a number of topics 

to talk to your prospects about As 
deep as this sounds, the more I spent 
time recruiting, the more frustrated 
I became. There seems to be no 
rhyme or reason to a recruit's think
ing. Therefore, you spend lots of 
time on the phone thrO'Ning darts 
in the dark and getting hung up on. 
It's not unlike trying to find a date in 
high school. 

Unfortunately, these niggling annoy
ances transfer onto the field, where 
the passing game can be a letdown. 
There's no location-based passing, so 
you can't pick if you want to throw 
over your receiver's left shoulder, 
for instance. This greatly affects your 
placement and causes unnecessar-
ily reckless throws - as does your 
QB's inconsistent ability to put loft 
on the ball. Your receivers, for their 
part, don't help you any because they 
often break off their routes and seem 
incapable of catching the ball aver 
their shoulder, instead insisting on 

making unrealistic showboat catches 
that only lose them yards. 

For all that it does right, perhaps it's 
telling that this series has improved 
its presentation off of the field, while 
still lacking some of it on the field. It's 
these kind of intangibles ( and those 
above) that need to be addressed 
to unify all of NCAA' s elements - as 
vvell as some of them are done - to 
create the ultimate college football 
experience. - KATO 

l'MBORED 
Here are 500le of the things you can 5J)erld 
your evenings doing in the game's Campus 
Legend roode (other events occur automati
cally), and how they affect your player. 

Play Video Games In Your Dorm Room - + 1 
Awareness 
(,o to a M<Me Wilh a Friend - + 1 Popularity 
Nol Caling Yw- Family - Nothing 
Par1icipaling in a Chi<ten Wing Eating 
Conies!- +2 Popuarity, -2 Speed 

:• reviews 

BOTTOM 8 
LINE 

> Concept: RebolJlding from last 
yeK, this game is finding its feet 

> Cnphi<s: The move to 60 
frames per second is nociceable, as 
are the bevy ol new animalions 

> Sound: The announc~ remain 
good, but they're coasting 

> Playability: Inaccuracies -
even among highly rated 
QBs- malce the passing game 
fruslrating 

>f""'1ainmtnt:Veryfunin 
500le aspects. just <ming the 
marh, OChers - this series is 
~ i11proYing 

> Replay value: Moderately 
~ 

Second Opinion 8.25 

NCAA Foolball 08 scores big 
widl ~ reauili:lg in 
[¥la5ly mode and the debut 
d an excelendy refined 
Campus Legend mode. EA 
llmbled by leaving~ the 
aeate-a-schoolmode,lu 
more lhan makes up for ii on 
the field Mill new branch-
ing animations, smoother 
gameplay, and a i,eat 
highlight recording sy.;tern 
that colects Spo,ts(enter 
moments for display in .,.u 
Ca111JUS shme. Nol al is 
perfect between the hashes. 
however. Quarterbaos 
the sized water oo,-s fre. 
quendv power lhrough ooge 
delen5Ne linemen, and the 
lack d localion-based pass
ing makes threading the 
neecle between defenders 
a Yf.fY dangerous proposi
tion. Off the field. the poor1y 
des@1edESPN.com menu 
is a d1ore to lliNigate, and 
scroling 1hrough .,.u depd, 
chalt (e5.lellliallv words and 
numbets on the screen) 
suffers from Wllf too much 
lag. CNerall, NCAA shows 
«aslic improyemenls (M.f 

jls freshman next-gen effort. 
l.l'l's hope the game makes 
the AI-Amerir.an !Sn in ils 
jmior year.-BERTZ 
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PLAYSTATI0N 3 

Rainbow Six Vegas 
> STYU I TO 4-PIAYER ACTION (UP TO 16-PIAYER VIA PIAYSTATION Nffi\QRK) > PUBLISHER UBISOFT 
> DEVElOPER UBISOFT MONlREAl > REl£A5E JUNE 26 > ESRB M 

WHAT HAPPENS IN VEGAS COMES TO PS3 

T 
he best tactical shooter known to man 
finally makes its way to the PlayStation 3. 
But despite the extra seventh months of 
development and additional content, this 

Vegas visitor doesn't cash out with as many chips as 
its Xbox 360 counterpart. 

Make no mistake, Rainbow Six Vegas still offers a 
riveting single-player campaign that you can experi-
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ence with up to four friends 
online ( albeit without the 
cutscenes and story development) and the deep
est multiplayer action available on consoles. The 
PS3 version even comes with two new multiplayer 
modes and 10 extra maps, five of which have yet 
to be released on Xbox 360. 

So what's the problem, you ask? The first thing 

you notice upon stepping off the helicopter and 
taking the safety off your rifle - the graphics. While 
the game still looks like a next-generation title, it 
lacks many of the subtle points of refinement the 
Xbox 360 version offers. Environments are notice-
ably muddier and jaggier, as if Ubisoft forgot to use 

anti-aliasing. This especially stands out on 
the edges of buildings and on telephone 
wires. Despite Sony's boasts about the 
PS3's fantastic particle effects, the game 
also skimps on environmental effects like 
the dust clouds you see littered throughout 
the dirty Mexican streets that serve as the 
location for the first few missions. 

In an apparent effort to appease the 
SOCOM nation, the Ubisoft team also 
strayed from the fantastic Xbox 360 default 
control scheme, which used the left trigger 
as your cover button and the right trigger as 
your fire button. If you want to experience 
the game with optimal controls, switch to 
the Tactician scheme. 

Despite these minor flaws, Rainbow Six 
Vegas offers a fantastic FPS experience that 
rivals anything else on the PlayStation 3. If 

·--'<ii!:"'l!l•III you haven't played the game on the 360 
already, this is a must-buy for any self
respecting fragger. - BERTI 

BOTTOM 9 
LINE 

> Concept Protect America's 
greatest ~easures, Sin City slot 
machines, from a terrorist attack 

> Graphics: Less impressive 
than its Xbox 360 counterpart 

> Sound: Satisfying soundtrack 
of firing guns and exploding 
grenades 

> Playability: Vegas is the proud 
CJY,00' of the best fi~-persoo 
shooter con~ols to date (provided 
you use lhe Tactician scheme) 

> Entertainment: If you're a 
fan of tactiall action, this is a 
must-play 

> Replay Yalue: High 

Second Opinion 8.5 

Ubisolt has been pushing 
Railbow Six toward the 
action side of the tactical 
shooter spectrum ever since 
Rainbow Six 3, and Vegas 
continues this trend. That's 
not a bad thing; to the con-
tra,y, the focus on action 
in Vegas comes along with 
improved control and more 
ftuid gunplay. The negative 
side of this is that Rainbow 
Six continues to lose ils 
defining qualities and l110'leS 
more toward bei1g anodlef 
face teclvxr1hriller. /16 
forthisPlayStallor,3veM11, 
there's reatf nothing here to 
make it arry better than the 
360 fla'IOr. Sixalas moCion 
controls for the snake cam 
add precisely nothing Ill the 
aame, and a few.- mu
tiplayer maps and modes 
are welcome. bit not 
exactly mind-blovNlg. Stil, 
the firefights are tight and 
entertaining, multiplayer is 
excellent as always, and the 
graphics are top,nOlch. I 
just can't help but miss the 
more precise, tactical roolS 
of the franchise - send-
ing my guys to breach a 
side door while I crash 
tlvough the mn entrance 
doesn't do much to Slrain 
the or noodle.-ADAM 
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PLAYSTATI0N 2 

GrimGrimoire 
> STYLE 1 -PlAYER STRATEGY > PUBUSHEI NIPl'ON ICHI > DEVW>PEI VANILIAWARE 
> RElfASE JUNE 26 > ESRB E 10+ 

A 90-DEGREE SHIFT 

A 
dapting real-time strategy to consoles 
to date has remained a process of 
shoehorning PC designs onto various 
systems. GrimGrimoire, from Odin Sphere 

developer Vanillaware, is a wholly new look at the 
genre from a console perspective. While it's not a 
breakout success, this title has enough going for it 
to please anyone with an interest in either RTS or 
quirky Japanese games. 

By approaching RTS gameplay from a side 
scroller-esque perspective and presenting it via 
gorgeous high-res sprites, GrimGrimoire defies 
classification. Many usual RTS concepts are dra
matically stripped down, as well. You only have 
a few structures to build, and each of the four 
factions (which players have access to simultane
ously) has a mere handful of units. This setup 
works well for what it is, but fails to capture the 
deep strategic experience that the best in the 
genre offer. 

The unique 
2D side-view 
gameplay isn't 
GrimGrimoire's 
only break 
from RTS tradi
tion. Instead of 
having com
pelling multi
player (there's none whatsoever), the time-twisting 
story is what will convince you to keep playing 
this after you've mastered the relatively simplistic 
strategy. Witch-in-training Lille! Blan is thrust into a 
complex web of intrigue and world-ending catas
trophe shortly after her arrival at the most presti
gious magical school in the land. In fact. on her 
fifth day the evil Archmage's spirit breaks free and 
slaughters the academy's staff and pupils - and 
that's only the first chapter. The constant surprises 
and shocking reveals throughout comprise some 
of the best storytelling so far this year in games. 

Somewhat shallow combat and clumsy controls 
keep GrimGrimoire's gameplay from shining. Its 
novelty value and clever plot are worth check-
ing out, though, if you're willing to forgive some 
mediocre battles.-ADAM 
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BOTTOM 7 75 
LINE • 

> C--,t: T001 RTS on 11s 
side.Jderally 

> Gnpl,lcs: !ht lav!slvt 
~ spries art pretty, but 
the anrnatJons leM much to 
bedesa-ed 

> s..l: !ht YOICfa,ffi aren, 
cifensM!tt bad, nor 15 the baalt 
audio - but !here's not a v.tlOlt 
lol thert, ether 

>l'llylllMy: Li>eraluseol 
auto-pause features makes up 
for the some1rnes-fflJs 
control schemt 

> llllr'. I t ~·tterent and 
sonw.toat qu,ty, ~ not 
rmdibly deop, !his 15 an llllngU
,ng nMlty that c1oesn, 11M the 
legsto bel!Utf~ 

> bplly V..: Moderate 

Second Opinion 7 

ApmemiiqRl'G-,. 
~andRTS~ 
aJUldbealotolft.11.lu 
GrimGrimicR odlt manage 
1D id off hal oldie~ 
lion. The my5ll!lious plot 
and bizar1' charadffl pul 
you in. lu :he bides all! 
saclf 111derwhelm11g. The 
~isdenl!llail
qr.lu ls also ax, shalow. 
l bois cbllll 1D a 2D R1S 
Nth odlt a hinciJ of ll1ils 
and noamriieslil! rltt 
poinlsorel!tf~ 
Ewn widl .. ~ 
t.ritselediorl and Cllllllland 
system, :he.., and W511-
als make ii Mll1h a loot; 
rd ralher watdl a base &et 
~byawofllll!!e 
b.qlydelaiedspilesdai 
a cadre of space fflR1e5 
ill'fday.- JOE 

PLAYSTATI0N 2 

Shin Megami Tensei: 
Persona 3 

SCHOOL DAYS, DARK NIGHTS 

T 
h~ main character ~f Persona 
3 Is, In many ways, Just a 
regular high school student 
He goes to class, hangs out at 

the mall after school, and does stuff 
v.;tti friends on the weekends. Oh, he 
also spends his nights hunting other
worldly abominations in the hidden 
hour between 12 :00 and 12:01 - the 
Dark Hour. You know, he's just your 
average kid. 

Even v.;tti its overt fantasy ele
ments, the Persona series has always 
distinguished itself by maintaining ties 
to a modem reality, and Persona 3 
pulls this off better than ever before. 
The non-combat play is divided into 
discrete periods that revolve around a 
regimented school schedule, making 
players carefully choose how they 
spend their time. This simulation ele
ment is surprisingly deep; if you go to 
swim team practice, you'll gain differ
ent bonuses than if you had gone to 
the cafe v.;tti a friend. How you build 
your attributes like academics and 
courage, as well as the people you 
spend time v.;tti, affects the kinds of 
Personas ( creatures born from char
acters' psyches) you can create. 

Once the school day is over, the 
Personas take center stage. Late at 
night players can fight the evil of the 
Dark Hour by calling 
upon these creatures 
in battle. This hap-

It helps that the combat is so much 
fun, making use of team commands 
(you only control the main character 
directly) and stressing the importance 
of enemy weak points. 

With its focus divided between 
school and Tartarus, Persona strikes 
an intriguing balance between the 
feelings of ' I'm a student' and ' I've 
got important world-saving to do~ It 
actually reminds me of Harry Potter in 
some ways, except instead of yelling 
'stupefy' the students put Persona
summoning handguns ( called 
Evokers) to their heads and pull the 
triggers. Basically, every time you use 
your Persona, it looks like suicide. 

This kind of pervasive disturl>-
ing imagery could be too much for 
some, but fits perfectly with the 
Persona 3's dark tone. I should note 
that the game seems to assume 
you have some familiarity with the 
conventions of the Shin Megami 
Tensei series; if you don't know 
anything about fusing Personas, 
or simply that 'bufu" means 'ice 
attack,• you have some catching up 
to do. It's worth it though. Persona 3 
liolds its themes together with solid 
gameplay and cool characters, and 
thoroughly rewards you for the time 
you invest- JOE 

pens in a tower called 
Tartarus, which serves 
as the game's primary 
dungeon. It gets a little 
old exploring the same 
location repeatedly, but 
since the floor layouts 
change and enemies 
get stronger as you go 
higher, it isn't too bad. 

> ... You manaacd to sotvo 
a diffio.dt J:J'"oblcm! 

> Graphla: A great example 
of how a unified visual style can 
offset less than amazing models 
and environments. As always. the 
demon designs are awesome 

> Sound: Occasionally 
ridiculous. !ht upbeat Japanese 
soundtrack ~ especially odd, but 
lhe voice acting ~ passable 

> Playability: Th~ does an 
admirable job slowly opening 
up lhe game's many involved 
systems to the player 

> Entertainment: It should feel 
repetitive, ~nee ,p./re basically 
going lhrough the same routine, 
but K doesn't There are lols of 
great surprises along the way 

> Ropqy Value: Mode!ate 

Second Opmion 8.5 

In this pme's inlnm1Dly 
sequence. we see ■ ail ner-
1IOUltt halcq I pislol IO her 
heed. rs I l!llSf ~ 
lullslJ1sanethatS1111-
mllileseucltfwhllyou ca1 
9')ectfnim IheffJ!llinder 
dlthisllMnflft.Pesorla3 
blllles in dn themes, and 
il1l't lhid 1D shodt you 
wiih ils--, and pmeplay. 
Yi11eriewroneolthedlar· 
IICllels Sll'l1ll10IIS I l'elsonl, 
they must pwa pail IO 
lheir hMd 111d id the trit 
ae,. YtWlin the span of one 
bellle,thele'sapddlance 
yau1 see Ihree dilleRrt 
dwaders blow lheir brains 
Oli ~ times. A finett 
aafted comblt medllnic 
blldtsthese~ 
momenls, IJIIM(li,g I nil 
of challqjngbidesllld 
... lllaeb.The 
oneniwllel!this911!1e 
lllUSllles iswilh ils5C!nel¥ 
Most of :he 11111l'lilla 
pla.el'ttlinone'-.M 
disapponq IS this &,.Ille 
long and cifficulty journey 
up in 11111 fuels YIIII' Cllius
ily, and be the qusol\ 
"MiltresiilesOAthe
lloofl' l you n loolqfar 
alllicplll'(i, 1"'51111113 
won, lBl!lP(ld.-lEIIER 



PLAYSTATION 2 

Guitar Hero Encore: 
Rocks the '80s 

> STYLE I OR 2-PLAYER MUSIC> PUBLISHER REDOCTANE/ACIMSION > DMIOPER HARMON IX 
> RElIASE JULY 17 > ESRB T 

HAIR HERO 

P laying through this 
'80s collection of 
rock hits brings me 
back not necessar-

ily to that influential decade, 
but to my time growing up in 
Sioux City, Iowa listening to 
298, the classic rock station. 
The thing is, I couldn't listen 
to their mix of butt rock for 
more than five minutes. As 
you peruse the track listing 
(see sidebar), maybe only a 
quarter of the songs can be 
recalled from memory. For the 
rest you'll have to look up a 
30-second preview on iTunes 
or something. Where are The 
Cars, Journey, Bon Jovi, MJ 
(c'mon, "Beat It" would kick 
ass), or the countless other 
seminal '80s hitmakers and 
one hit wonders? 

Fortunately, once you actu
ally start burning through these 
tracks you gain an apprecia
tion for the fun fretwork, even 
if you wouldn't ever throw 
some of these songs in your 
stereo. The classic Guitar Hero 
formula of opening up the 
setlis~ rocking with friends, 
and challenging yourself to 
s et better at that nasty solo is 
all addictively intact. Yes, this 
fresh batch of tunes will help 
\/vith the wait until the holiday 
rush of Guitar Hero Ill and 
~ ock Band. 

Those who are hoping for 
at new load of unlockables 
ta shoot for are out of luck. 
A.II there is to purchase is the 
<:::;nm Ripper and essentially 
the same batch of guitars and 

skins from Guitar Hero II. This 
means that fans of Eddie, 
Casey, Lars, Clive, and xavier 
will have to find another hero, 
and that there are no bonus 
songs. I was able to buy out 
the whole store before even 
finishing Hard mode, save 
specialty axes like the casket 
guitar. And we're talking a lot 
of three-star ratings, people. 

Obviously, everyone's going 
to pick this "expansion' up no 
matter what the reviews say. 
This is probably why Activision 
and RedOctane feel they 
can get away with charging 
a full $50 for half the songs 
of Guitar Hero II. Despite the 
shortcomings, an unstoppable 
urge will still somehow compel 
me to get in line for a copy 
the day Guitar Hero Encore 
comes out-BRYAN 

BOTTOM 8 25 
LINE • 

> Concept: Guitar Hero + '805. 
lhelitlesay.;rtall 

> Grlphlcs: A bunch of •sos 
skins thrown onto the Guitar 
Hero II engine 

> Sound: The latest round 
of covers ranges from rela-
tively accurate to below "Mother" 
caliber 

> Pliyobility: Rocking G just as 
tight as ever 

> Enttftalnment: The track 
!,sting could have been better, 
but a dose of new songs never 
hurt anyone 

> Replay Value: Moderate 

Second Opinion 8 

Oby ActMsion, I want you 
to SMr this momert 
Because. '911 now, Guitar 
Hero Encore: Rods the '805 
Ga tot.,ly awesome adci
tion to the franchise and a 
must-play for anyone who 
IMS the game.~. 
ti's Pf'ltY de.Ir to me that 
this was done on the fasl 
and cheap - il's just a 
~ of Guitar Hero 
II wilh a new track list and a 
few new items (sdd for UI 
price. I miglt add). While 
rm definitetf cisappoinll!d 
wilh the ladt of eJdra sqs 
to buy, '911 now rm d SIi· 
licie1ly entlwalled wilh QI 
to be happy wilh this W1Y 
flll samping of the bell of 
ReapMraroc:t.Howewr, 
keep this up and you ffl91I 
tild'IOISnnahednl!r 
badt ~ the cU, ciail 
al rMr apil.-lWT 

:• reviews 

Wii 

Big Brain Academy 
> 5TYU I TO IH'LAYER PUZZlE > PUIUSIIEI NINTENDO > DEVE10PEII NINTENDO> IEUASE JUNE 11 > ESII E 

FLUFFY GRAY MATTER 

S 
ince enrolling in Big 
Brain Academy, I 
haven't started map
ping star dusters or 

solving quadratic equations to 
pass the time, but my brain 
has defin~ely gotten bigger. I 
can now count how many red 
and blue balls are in a basket 
and recognize pictures of dif
ferent animals. Okay, honestly, 
I may question how far these 
speedy exercises go towards 
making me a brainier person, 
but at least they are an enjoy
able way to kill a few hours. 

The 15 single-player puzzles 
are divided into fJVe categories: 
identify, memorize, analyze, 
compute, and visualize. I feel 
weird calling them minigames, 
because they aren't all about 
having fun. Occasionally, they 
reminded me of the exercises 
I did in first grade. That said, 
Match Blas~ which has you 
blasting out certain geometric 
shapes in order to match a 
given picture, is fun enough 
that I think someone should 
make rt into a full
fledged OS game. Train 
Tum, which tasks you 
with laying down tracks 
to guide a train through 
a forest. and Covered 
Cages, which has you 
locate the bird under 

the covered cages - similar 
to the gritter game Three-card 
Monte - are two more of 
my favorites. Still, for every 
exercise I liked, there where 
a couple others that I didn't 
enjoy. 

You'll probably spend a few 
hours getting all the medals 
across the game's different dif
ficulties and taking the test to 
see how high a grade you can 
ge~ but then you'll be done 
with single player. Fortunately, 
multiplayer might make you 
come back a few more times, 
as the puzzles are more com
pelling when you are racing 
through them with a friend. 
Up to eight people can crowd 
around your TV to complete 
in the exercises or the board 
game-like Brain Quiz. Sadly, 
Big Brain doesn't support 
online play, but you can down
load other people's records 
and try to best them. Even if it 
doesn't make you smarter, you 
won't feel completely stupid if 
you buy this puzzler.-BEN 

BOTTOM 7 5 
LINE • 

> C--,1: Whe1her you call 
them minigames or exe,cises, 
these puzzles feel a lll!le loke 
sd1oolwor1< 
> r.npl,la: Nol the game's 
highlighl but not Intended to be. 
Al. least you can import your Mii 

> s-.: The voice coming Olf 
of the W. remoct's speakers G 
50 anro,;ng that you wi prob
ably ,rue. 

,. Playaay: The simple point
and-dtd< cootrols certaioly won't 
intimidate anyone 

> Ear: I I ".: '10d dean 
fun, ever, d • ~ boef. Grab some 
buddies and let the ~ 
sp,nt lengthen thlS game's hfe 

ler,r;edlli&Brai1Al:lde!ny 
on OS. althou;1 I bllCI l 
SOl1IMlal ladtits in Clllll
perison to Blain .. This 
Wi~ "'111Rsa booch 
of new puzzles. Mdl of 
which play off the p!M)IJS 
game'sbraneasersinclever 
Wll'iS- Mhougl1 some of the 
new lemffl, lie the use of 
Miis. add to the experience. 
the Wi 181m isn1 IS 5liled 
to this sort of twitch reac
tion pneplay IS the mole 
acanll! much saeen. Other 
than one cool~ 
modt. I cbl1 reatthl 
nuh heR to ---t M1theOS11n011.rsdd 
flll.lum..tv•llltlit· 
IM!1Slhecqinll.-MJ 
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XBOX 360 

Dirt 
> STYlf 1 ruYER RACING (I ruYER VIA XBOX lNE OR SYSTEM LINK) > PU BUSHER COOEMASTERS 
> D£VW>l'U COOEMASTERS > REUASE JUNE 19 > ESRB E 

CAR & DRIVER 

C 
olin McRae is already less than a household 
name in most homes in America, so the fact 
that Codemasters dropped the drive(s name 
from this franchise signals a new direction for 

the series formerly known as a hardcore rally racing 
sim. Dirt hasn't sacrificed any of the nail-biting, hair
raising racing action - nor the requirement that you 
have the driving chops to pull some of it off - but the 
game's lack of identity leaves me wondering why they 
made the change in the first place. 

Dirt's career mode resembles another Cooemasters 
title - Pro Race Driver - as it lets you pick from dif
ferent racing types. This gives you the freedom to 
choose how you want to build up enough points to 
proceed to the next tier of the mode's pyramid. Unlike 
Pro Race Driver, however, the racing is restricted to 
various off-road forms. Apart from the rally racing and 
rallyaoss you've seen before, sometimes you'll race 
semis, trucks, or buggies on dirt tracks. Unfortunately, a 
lot of these races are on fairly short, contained tracks, 
and aren't as fun as the long, diverse, and crazy-ass 

hardcore multi-stage rally races, which would make 
fixing the damage on your car actually important in this 
game. However, because it lacks a lot of multi-stage 
rally races, for most of the game the damage feature 
doesn't even matter. On the other hand, Dirt, unlike 
Gran Turismo or Forza, doesn't offer what most people 
want - a reason to collect a lot of cool cars. Although 
I did have to buy cars to compete in certain races, 
buying rides and liveries (no upgrading at all) just isn't 
that important. 

Another example where the game gets caught in 
the middle is with online. True to rally racing, you don't 
race against others, only their times. I can't imagine 
most online players want to play this way. 

Codemasters knows how to deliver solid racing 
games, and Dirt has what you need if you are looking 
for intense racing. I don't think it's necessarily going 
to garner this series a new audience, but hopefully 
it's a case of taking one step sideways 
to jump forward one big step in 
the future.-KATO 

rally courses. Which __ ...., _____ _ 

then begs the question: 
Why did Codemasters 
tum a perfectly fine rally 
game into a sort-of-
rally game? 

The answer, of 
course, is to broaden 
the series' horizons, 
but it's hard to tell if 
this game has been 
broadened too much or 
too little. For instance, 
I wished there were 
more traditional, 
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GETTING DIRTY 
A DAY IN THE LIFE OF PLAYING DIRT 

INl:11-.fU 
I placed first and second in two lier events lo collect 
$400,000, enough to buy from a selection of a couple ca~ I 
unlocked ITT'/ first new event on the first tier while playing on 
the Pro-Am diffkulty, which means a hard level ol mechani
cal damage and opposition skill. 

11:IO 1111111 __ _ 
I just unlocked lhe second lier of races alter earning 46 
points, with six races in the first tier lelt With rrr'( winnings I 
bought a $15,000 livery for rrr'( Mitsubishi L200 Trrton. I wenl 
ba<k and re-raced an evenl to place first so I could get the full 
10 pomts, and re-raced a truck race over a dozen times. I am 
now four percenl complete, with $885,000 in lhe bant 

IM:II_,._ __ 
I just bough! a RWD Lancia Stratos and opened up the lhird 
lier of races (Including one only for big rigs) alter having 
reached so of lhe 100 possible second lier points. ---I've unlocked the fourth lier alter 40/90 lhird lier points, and 
the first buggy race is now open. My stats are as follows: 
25-percenl complete. Total Races: 40, Wins: 28, Podiums: 
37, Fastest Speed: 110.40 mph, Distance Traveled: 112.19 
mi. Vehicles Acquired: 13/46. Total Driving Time: I hr. 47 
min. Longest slide: 173 It Longest Distance on Two Wheels: 
74.53 It Longest Jump: 157.63 It Longest D~nce Without 
Crashing: SJS mi. 

BOTTO M 8 
LINE 

> C--,1: The rally raciig 
really stands out in !his series' 
move ~ay from .. .ran-t raong 

> G,.phks: Track d~ will 
pop in as you drwe, bt.C the hghl 
bloom is nice, and st,adowS 
from creeping ca~ art Casi on 
your vehicle 

> Sollnd: It's cool tha1 
Travis Pastrana has proo,,ded 
voic- for a large bUlk of 
lhemenus 

> Playabfllty: You CM> switch 
lhe !racks' turn indi~ors to d,f. 
ferenl styles, depending on your 
preference 

> Entwlnment (odemasters 
s110Y6 you how 10 race on the 
edge on 1WO wheels and live lo 
tell about rt 
> Replay Value: Moderale 

As someone v.tio haS ntver 
realluone al lhal deeP in1o 
a rally racing sim, I WIS con
amed lhal Oirt was goog 
to be a IIOIHIOp, ~ 
ass belling F~, 1he 
t1¥iad diffiaay levels and 
srncdlly ioo!g!ated audio 
tutorials will ha,,,e ~ the 
most casual racing fan blaz-
ing around the track like _a 
pro in no time. Gravel. drt. 
tarmac, and the se,lefal other 
drMng S(flac!s offer a cis
tinclly diflfflnl (eel and chal
lqe. This sensalioll olvari
ety exl!rlds Wl!l illO't'l!hide 
handling and race types as 
well. and l's al tied ~ 
by one al the slickest menu 
iotertaces ewer - raCJllll 
pmeorOlherwise-The 
biggest srie apnst _Oirt is 
its hcmndous foad 1lne5. 
~ a1 least you can Will!h a 
derailed list ol your stats fly 
by in the meanlirnl!, and the 
IJap/D payoff once ~re 
driWlg almosl malcl!S you 
forget the wai. Muhil>l¥r 
also suffers horn a lack of 
oflline split-screen racing or 
even a head-lO-head mode 
via Xbox live. Ho~-
arcade and sirn races alle 
will find a supremel\' satisfy
ing ei,perience n clmlilg 
Oil's plentiul and chaleng
ing tiels. -BRv.;;;~...----' 



XBOX360 

Tenchu Z 
> STYll I •PLAYER ACTION (UP TO 4-PLAYER VIA XBOX LM) > PUBLISHER 
MICROSOFT/FROM SOFTWARE > DEVELOPER IQ, LTD. > RELEASE JUNE 12 
>ESRB M 

TENCHU ZZZZZZZZZZZZ 

I f I worked at From 
Software I'd have my 
house on 24-hour surveil
lance, because a clan of 

ninjas may strike at any time to 
prevent me from further sul
lying the great Tenchu name. 
The classic stealth franchise 
has fallen into such disrepair 
that the self-respecting shadow 
warriors of the world may be 
sharpening their katana blades 
as we speak with revenge on 
their minds. 

If you've played one of the 
recent Tenchu games, then 
you already know what to 

expect with Z. As the resident 
ninja errand boy ( or girl), your 
job is to infiltrate sparsely 
populated Japanese villages, 
exterminate the guards on 
patrol whilst avoiding the 
sole civilian, and assassinate 
a shady character your clan 
deems expendable. Tenchu Z 
tries to mix things up with the 
occasional trailing mission or 
"boss fight,' but the majority 
of the 50+ missions offer the 
same stale gameplay. 

The graphics and gameplay 
are also stuck in last-genera
tion ruts. Instead of arming 
this stealth title with high 
dynamic range lighting to give 
you the real feeling of hiding 
in the shadows, the game 
takes no advantage of the 
Xbox 360's technical power. 
Navigating your ninja through 
these boring environments 

feels exactly like it did five 
years ago. The new stealth 
kill animations create Lone 
Wolf-like blood baths, but the 
basic swordplay drags woefully 
behind Ninja Gaiden, the high 
benchmark of ninja titles. 

The two areas where 
From Software added new 
elements - character cus
tomization and co-op mode -
succeed modestly. The co-op 
mode allows you to slash and 
sneak your way though mis
sions with up to four friends. 
It's great watching your fellow 
ninja (who happens to have 

bright purple hair) spring 
from a behind a box to 
slay an unsuspecting 
guard urinating over the 
edge of the dock. But like 
Rainbow Six Vegas, the 
game doesn't showcase 
the storyline or cutscenes 

when playing with friends, 
which takes away from the 
overall experience. 

Tenchu also needs a serious 
upgrade to its enemy Al. It's 
hard to imagine that a devel
oper would release a game 
in this day and age where if 
you climb up to a rooftop or 
crawl under a building while 
an enemy is taking a swing at 
you, he completely loses track 
of you. 

Ninjas deserve better. 
Let's hope the 'Z' indicates 
that this is the last of these 
titles we'll have to suffer 
through.-BERTZ 

BOTTOM 6 5 
LINE • 

> C-ept Further diminish 
the ooce-great Teo<hu franchise 
by releasing a game !hat may as 
well be a remake 

> C.raphi<s: Last-generation 
lighting and Jextures do Jh5 
steallh game no fiMl<S 

> Sound: The great traditiooal 
Japanese soundtrad: gives the 
game 1110fe immeiwn lhan the 
graphics 

> Playability: The control ~ 
adequate, but it's also stud< in 
neutral. Tenchu 5 in dire need of 
refurbishmenl 

> Entertainment: Hunting with 
your friends in CO-Op ~ a blast, 
and rt almost makes up for the 
recycled gameplay 

> Replay Yllue: Moderate 

Second Opinion 6.25 

•. l,,f odd chance. you 
happen to see a ,.. slip off 
ol a rooftop and land dncdy 
on lhe blade ol his largd. 
don1 hold back from veli18, 
"'roll just pulled a Tencnir 
to him as he dies wilh !HI'S 
ol embarrassment in his 
eyes. Tenchu Z is VfS'/ rooch 
a 5IUdy ol how you can 
make a,.. loot IR an a 
Thris to lhe 8illll'°5 ckri.y 
~-blind Al.and 
poor colision belMel lhe 
characteB, this is easier ID 
~thanyou'Ml!M 
think. fotK-player aH>P ar
tainly makes lhe experience 
more bearable, tu mosdy 
because it's fun to watth 
someone else 51rualewidl 
lhe archaic conlrols and 
Ide holes in lhe shodd, AL 
w.11 fNf1 SOIM!s, lhelt's 
a ton ol pme he!e. tu as 
you1 quiddy see, this* 
isn1 shy abcu reqding ils 
en11ironments orshowina 
that ii has little more to• 
than just sneaking up behild 
Mlyone and liming their 
neclsimpinaaevsm. 
l has il5 rnomenls, tu 1111151 
ol yow lime is spen .... 
widl ii rad,er than~ 
ing it-REINER 

'lllislsa.,.onelor 
me-dlftwnmamenist 
foundmrlllbqlhep
.... badrplllls, hiaiolls 
chncllff, and dMrpuDllls 
olo.bd.lhRWIRB 
tins I aad the ladt ol 
an, lllll ol 1111P, tie poor 
ams-.lheblnda.,idilv 
af m, llftlllS (al!! cu ol 
eie ..... CUlllllilsl),11111 
llldsqusobjedillsdl!I 
pswdtlhe~ l's 
Sid dl!I I tew poor de5iF 
deciions11111r an Olherwise 
U"f nl ui send-qi of die 
aaydidieswe•lrnow 
andlcM.Whaltwrfds 
•m-,be.lle-nrc 
haldlsof,iumimelous 
mialansand their -far dllDudialt-naly 
l!IS old. Thelqesill! of fie 
..-c1oesn,1a1to~ 
nor doe lhe impetable 
9MR111ffl11111111tdl!llli ===-: .,...,.,lid 
,airlllwe tlD ,aialllD 
.,...""1ft. .......... 
........ -IIIWI 



Shadowrun 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYER VIA XBOX UVEOR SYSTEM LINK, OR PC INTERNET OR LAN) 
> PUBLISHER MICROSOFT GAME STUDIOS> DMLOPER FASA STUDIO> RELEASE MAY 29 > ESRB M 

AFRAID OF ITS OWN SHADOW 

W 
e may never know why Microsoft 
thought it would be a good idea to 
use a classic RPG license as a tool to 
promote cross-platform deathmatches 

between Xbox 360s and PCs. When you are res
urrecting one of the many franchises resting in 
the video game graveyard, it might be smart to 
go for one that's at least in the action genre. No, 
Shadowrun really doesn't have anything to do with 
the old games, but if you can get past that ( or if 
you never cared in the first place), the core multi
player gameplay brings a few interesting appetizers 
to the table. Too bad it's not enough to fi ll you up. 

The different races have various talents, with 
some kind of advantage and weakness present 
across the board. The speedy Elves take damage 
quickly, while trolls absorb a lot of punishment but 
move slowly. Dwarves are resistant to headshots, 
but take a while to regenerate "essence," more 
commonly known as mana. In comparison, human 
abilities are relatively middle of the road. Most of 
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the matches I participated 
in contained a decent 
mix of races, but at times 
seemed skewed towards humans and elves. The 
game's focus on capture the flag means that 
speed is key, and these two faster races will always 
have that slight advantage - hence, the balance 
among races is a little off. 

Weapons include all of the old standards like 
machine guns, pistols, sniper rifles, and grenades. 
It's in the rock-paper-scissors dynamic of magic 
and tech skills that Shadowrun stands out. Blue 
crystals can be deployed to protect the artifact/ 
flag, while magic-draining grenades will dispose 
of them quickly. A cloaking device makes players 
temporarily invulnerable to attacks unless a rival 
uses gust, a Force push-like maneuver. These are 
just a few of the many clever counters present in 
Shadowrun. The tricky thing is that you can only 
equip three of the twelve powers. Players have 
to choose just how much they want to invest in 

healing and resurrection, offensive and defen
sive skills, or mobility (teleportation and gliding). 
Experimenting with these powers to find the best 
combination for specific maps and situations is 
where the game shines. 

Unfortunately, once players get rolling in this 
regard there really isn't much else to look forward 
to. The nine maps available aren't nearly enough, 
the lack of rankings and leaderboards provide no 
incentive to hone your skills to perfection, and the 
extremely meager offline options drag everything 
down. I would have loved to try out the game's 
mechanics in a full-blown single-player campaign 
with varying objectives for all of the different 
races. As it stands now, Shadowrun is simply a 
fraction of a game hidden behind the price of a 
full one.-BRYAN 

BOTTOM 6 5 
LINE • 

> Concept: Shoehorn a classic 
RPG franchise into the Counter
Strike mold 

> Graphics: Keeps up with cur
rent FPS standards, but doesn't 
really push things in a compel
ling direction 

> Sound: Gunshots, explosions, 
radio chatter, and no music out
side of the menu screens 

> Playability: Fun maneuvffi 
like teleport and glide are imple
mented smoothly into a solid 
FPS control scheme 

> Entertainment The various 
powers are fun to experiment 
with, but limned maps and 
gameplay types give little reason 
to dive deep into the community 

> Replay Value: Moderately 
Low 

Second Opinion 6.75 

Shadowllllisthet-,,,eol 
(ltlllleyouwwdeq,ectto 
ind as a prize in a boac ol 
cefllll.ldoesnlofferaqle 
playerC311M1,ltsffll#
player rornponertl doesn' 
too player stalistics and 
only offers an anorexic nine 
maps. There are no ilems to 
unloci. seaelS to unearth. 
or goals to complete. YIU 
charaders canl be custom
ized. and there isn1 much in 
lfflns d matd1 altering. The 
onty chalenges players face 
are unoding the ooinspired 
AdtieYenlents and fraain8 
urd Iller eyes bleed. There's 
ltdeto II, lxiShadolwm 
delinilelv dewels on the 
aan,epla'f lrlll1. The ll1ique 
class lypes, wid l5SOl1ml!lt 
ol spels and tech, and ti;1 
weapon play Irie to CIMe 
a deeply layered and ~ 
enj(,fableFPSeiiperience. 
You just have to go nd 
~ that ~ doesn't offer 
the wealth ol options and 
subl1ance you eq,eCI from 
M1Y other pne you plrf. 
Like Courier-Strle, I muld 
dtflllitel>f see people p,i
laling to.ds this pmefllr 
ils har~ and original 
play. - REINER 



H 
ardcore PC garners like to rag on Halo 
for being an FPS-lite: a game that hardly 
innovates and lacks the complexity of PC 
titles like Far Cry or the Battlefield series. 

Console-centric players often hold the Halo series 
up as the pinnacle of first-person action gaming. 
\11/hile both viewpoints are valid, Halo 2's objec
tive qualities lie somewhere in between these 
two extremes. 

Halo 2's greatest strength - its incorporation of 
some modicum of tactical thought into fast-paced, 
guns-blazing action - shines through on PC just as 
well as it did on Xbox. Certain tasks, like sniping and 
nailing Hunters' weak spots, are noticeably easier 
with mouse-and-keyboard control. Others, like pilot
ing airborne Banshees, are markedly worse. Overall 
it's a wash, with player preference ultimately dictat
ing which scheme suits him or her better. Even 

though Halo 2 was dearly designed to take into 
account the foibles of playing on a standard-def 
display with an Xbox controller, the platform switch 
doesn't really tarnish the experience - unlike in PC
to-console ports like Quake 4 or Half-Life 2. 

Multiplayer, outside of the addition of a few 
bonus maps and a level editor as token conces
sions to the PC aowd, is the same as ever. The 
small-scale, intimate conflicts at the heart of Halo's 
competitive play are still compelling. Finding and 
joining a session is relatively painless, and the ram
pant idiocy that pervades Halo 2 on Xbox Live was 
less of an issue in our time online. 

N. gorgeous as Halo 2 was in 2004, advance
ments in technology have predictably left the 
game's visuals in the dust Better anti-aliasing and 
the higher resolution of PC displays help to some 
extent, but Crysis this is not Of course, tiny texture 

depth and low polygon counts don't mean much 
when you've got two Ultras and a hanclful of Jackals 
flinging plasma at you, but discerning garners will 
easily notice the difference between Halo 2's 
graphics and the quality of the visuals in a modern 
PC game. 

Halo 2 on Vista is a solid port that brings the 
Master Chiefs heroism to more garners, and that's 
indisputably a good thing. If it's additional content 
or a new experience you're looking for, though, 
this direct translation to Windows Vista will feel like 
$50 wasted.-ADAM 

BOTTOM 8 
LINE 

> Concept: Dress up Bungie's 
2004 masterpiece as a Trojan 
horse to entice galllffi into 
upgrading Ill Vista 

> Gnphics: As fondly as we all 
remember them, these vislJafs 
haven't aged well 

> Sound: From the brilliant 
sa,,e to the excellent voiceo',ffl, 
it still has some of the best audio 
design in gaming to date 

> Playability: Yoo know all 
!hose fa,xy leans and sprints 
you're used to in a PC FPS? Yoo'II 
miss them here 

> Entertainment: ~ you're two 
and a ha~ years late to the party 
and need Ill check out Halo 2, 
so be it, but modem top.tier PC 
FPSs blow this -v in many 
respeas 

> Ropliy value: Moderately 
H~ 

Second Opinion 8 

Halo 2 on Vista offers no 
uprise ID laihU fans who 
hnefolowed.., prMW 
awerage.lheliglHelodt 
is definilet, a step up from 
theorip,al consolevenion. 
tut 511 doesn't 5laClt up 
apinst modem tides. The 
mouse and k$>ardsetcan 
linatf play the 8llllt lheir 
-,wilh ac:arMe ISlb. 
llolllMr, lhis somehow 
IIUl1IUllles iust how .. 
MarOief nn. I per
!Gllllt{piwied uqthe 
360cinaler1D main the 
Halo""' and the - of 
iqandplavmlleslllildl
ing badt and for1h 1111111). 
Adtievelnenl hculds can 
led forwlrd IDaknmt 500 
pol1IS iust tor compleq 
the~c.ampliipl 
111 Nannilf, not ID menllon 
the loads of~ 
poi1s. The two new maps 
ft tun. tu most people 
ft playing da!1ic IMls. 
1lis 1111'"' is most deliniletf 
notWOllh uppqlD 
aneruelynewoplrllill8 
,w!lellllor, tuil,a11ahactt 
U5f Vista and were planning 
(11 lll1lling throl.9I HIio 
2 apin ID brush up tor the 
ned dlapler, this IS the Wf 
ID do l -BIIYAN 
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NINTENDO OS 

SimCity OS 
> STYU 1ruYER SIMUlATION > PUIUSIIEII EA> DlVWIPU EA.IAl'AA > IIUASI JUNE 19 > lSII E 

THE SMALL CITIES 

W 
hen EA announced it was 
bringing SimCity to the 
DS, a rush of excitement 
and concern blasted 

through the series' fan base. The 
opportunity to bring your city any
where you go was offset by concerns 
that the display would be too small to 
effectively interact with. Fortunately, 
EP:s Japan-based studio has designed 
a control scheme that works surpris
ingly well. 

In building mode an isometric view 
of the city appears on the top screen, 
while a simple black and white grid 
shows up on the bottom. Residential, 
commercial, and industrial zones 
appear as bright orange, purple, 
and red boxes, respectively. Players 
can use the stylus to place build-
ings or draw in roads and railroads 
with relative ease. Occasionally, I'd 
accidentally draw a kink at the end 
of a road or expand a zone a little 
farther than I was planning, but this 
can easily be remedied with the view 
zoom. c.artoony, bigheaded advisors 
will guide you along and facilitate 
meetings with your a-hole citizens. 
Seriously, old lady Agnes won't be 
satisfied until you build a hospital for 
eNery person in town. 

SimCity DS contains 20 differ-
ent maps ranging from $10,000 
to S 100,000 in starting cash. 
Unfortunately, if you want to try a new 
map, you have to delete your current 
city. Super lame! Saves and loads 
can also take a bit of time, which is 
strange for a cartridge-based game. 
Several more complex elements of 
the franchise have been removed for 
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■ Tap on c1t11em, to re\cuL~ 
them from ahen abductmn 

this version, including terraforming 
and sewer pipes, but it's probably best 
to keep things simpler on the DS for 
space concerns and general interface. 

Outside of working away on your 
city, several disaster scenarios await 
the quick-thinking city planner. 
Progress in these challenges cannot 
be saved, so be sure to block out 
enough time to quiet riots or restore a 
city from earthquake damage. I found 
these scenarios to be mostly about 
trial and error due to the strict rule 
sets and lack of any suggestions from 
your usually chatty advisor. 

Though SimCity DS isn't perfect 
it liberally taps that latent SimCrty 
addiction found in everyone's brain. 
If you own a DS and have ever liked 
the series, this is definitely worth 
a look.-BRYAN 
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BOTTOM 8 25 
LINE • 

> C-., Find the middle 
road between hr, and con-.,4exity 
v.tlie squeezr,g SimQy onlO a 
han<toeld 

> Gnplia: Net as pretty as the 
reant PC offeingl. ix. ~delails 
hold l4' wel on the tiny OS saeen 

> Seal: Innocuous lllles nei, 
ther "'11 nor~ ix. you 
<antafge-,"1Cll..aig 
the>W11' 

> Pllyal,ay: The~ 
conlJOls v,m Slipnsi,gtywel, 
thotq;, somames you'I end 
l4)"1Ulaaar(roadlyo/re 
not careful 

> &tulal eat The open and 
slu freedom of the OS is perfea 
for tilkering around v.itll your c'I;/ 

> lleplly v.lut: Mclde!alel-( 
~ 

Second Opinion 9 

Mlal1M>deradesl!NI 
aiilill--. Sim(ly's 
,._is nal rnerdylhe 
doll!lnl; its pnri 
nae !II Sllnds ckle ID the 
......... Bmcq 
"'VIUDIIII isill addidNt 
and delppniM is bl 
... you play lhe harder 
mnn15a,-.,lris 
-,llfwifla homsnade 
tqle town. This lide ohs 
•~oliobust 
tmms hm lhe series' 
.i,dlvs, lul-'f hiNt 
bed adaling lillmand 
aberadvisorysys1e111. 
Desplefiesecpibles. 
SinCly is I dllssic 81111' 1hat 
<111!11open~eim, 
andilpie.--lCAlO 

NINTENDO OS 

Cookie & Cream 
> STYU l·PtAYER ACTION (2ruYER VIA WIRELESS OR NINTENDO WI-fl CONNECTION) 
> PUBLISHER AGETEC > DMLOPER FROM SOFTWARf/HI CORPORATION > RELEASE JUNE 5 
>ESRB E 

A JOB FOR TWO 

T 
he Adventures of Cookie & Cream was 
a great curio of the last generation, a 
cooperative action/puzzle title that had 
you and a friend racing up mirrored sides 

of a vertically scrolling level, pulling switches, and 
performing other actions to open gates and lower 
bridges for the player on the opposite side. If you 
were especially skilled, you could even play it 
solo, by controlling each character with one of the 
analog sticks. It was essentially the video game 
version of the old 'pat your head and rub your 
tummy" trick. 

In bringing 
Cookie & Cream 
to the DS, 
FromSoftware 
couldn't rely on 
two analogs, so 
you now control 
Cookie with the 
d-pad and then 
perform contex
tual actions and 
puzzles (think 
WarioWare) 
on the bottom 
screen with 
the stylus. This 
unique gameplay sometimes pays off in surpris
ingly inventive ways, especially in some of the 
better-designed boss battles. However, just as 
often it's a complete mess, as your top character 
hops about while you flail around trying to man 
the stylus. These flaws are exacerbated by the 
fact that the platforming action is, well, fairly 
sub par. 

Two-player coop, on the other hand, works 
great - one partner steers, one partner performs 
the touch-screen activities. It's very intuitive and 
is definitely the preferred way to tackle this title 
(although co-op can only be done through local 
wireless and with two cartridges). There are also 
some very interesting minigames to unlock. Still, 
the main single-player mode remains way too 
clunky for me to award this game high marks. 
That said, the great parts of this game are really 
something to experience.-MATT 

BOTTOM 7 
LINE 

> Concept: AA ambidextrous DS 
reinterpretation of the long-lost 
PS2das.sic 

> Graphics: With separate 
gameplay, the~ had a 
lot 10 do here, and the end results 
aren't exactly pretty 

> Sound: Forgeaable, as in I 
actually forgot v.t.at the music 
sounded like 

> Playabifity: The extremely 
creatNe control scheme is at rums 
amazing and amazingly frustrating 

> Enl<rtlinment: I iooJed 
ii; I hated ii; I ~ i was 
just QMf -you11 e,penence 
a \\role range of emotions io 
Cookie & Cream 

> Replay Yalut: Moderately High 

Second Opinion 7.25 

Perhaps a more appropri-
ate tide for this game would 
be Sweet & Sour. For all of 
the clMr bits in Coob! & 
Cream, there's a hearty 
dose ol fruslralion to go 
along wilh it The plentiful 
and interesting minipmes 
wil have you lilpjq ym 
saeen, bkMins on the OS. 
and scralchingymhead. 
Boss figl1S ft implsnenled 
well - my favoril! is one 
where you have IO play air 
hoaey on the toudl saeen 
ID slam a dlunlt al a ink> a 
'1'!li while dodging alllcb GIi 
the'll> screen.~ (Do 
op st',4e wilh a friend helps 
l8llOWl!someSllessand 
it's~ for tamir1 poinls 
to unlock new minipmes. 
It's just too bad that some 
annoying minigames {darM 
you. sltt madine!), sloplJt 
plalforming controls, and -
aslaliccameraqlethat 
never~p,esyoua 
proper deplh olfield dral 
down this OlhelMse ""'511-
ing experiem.--lRYAN 



PSP 

Dungeon Maker: 
Hunting Ground 
> STYLE 1-PLAYER ACTION/RPG > PUBLISHER XSEED GAMES> DEVELOPER GLOBAL A 
ENTERTAINMENT> RELEASE JUNE 19 > ESRB ElO+ 

WORST LANDLORD EVER 

T 
here's a lot of promise in a 
game that lets you combine 
RPG leveling and character 
advancement with the fun of 

designing and fleshing out your own 
unique game world. It's not exactly 
a new idea, but it's still a good one 
when done right. Dungeon Maker has 
some cool features, but not enough 
to cross that threshold of having 

been "done right," and the title 
winds up as a simple variation 
on the level grind we've been 
playing for years. 

In Dungeon Maker, rather 
than going out to seek the 
monsters, you've decided to 
build them a home, invite them in, 
and then slaughter them. Seems 
a little underhanded to me, but 

HANDHELD QUICKIES 
NINTENDO DS 

Planet Puzzle 
League 
> STYLE l·PlAYER PUZZLE (UP TO 4-PlAYER 
VIA WIRELES~ 2-PlAYER VIA NINTENDO WI-Fl 
CONNECTlON) 
> PUBLISHER NINTENDO 
> DEVELOPER INTELLIGENT SYSTEMS 
> RELEASE JUNE 5 > ESRB E -• .:;'i!1 ••••• • - --- --
II

. 1: 1 The fact that Intelligent 
Systems developed 
this title is a dead 
giveaway - Planet Puzzle 

l eague is a rewooong of Tetris Attack. 
Sure, it's not terribly original, but I'm not 
complaining about another chance to 
play one of the all-time greats - espe
cially when this new DS version has 
been created with such care. The touch
screen functionality (which allows you to 
slide blocks with the stylus) fits perfectly, 
and W-Fi play means that you can take 
your skills online. A lot of other nice fea
tures also make appearances here, like 
a daily mode that allows you to test your 
skills once a day and plots a chart of your 
p,ogress a la Brain Age.- MATT 

NINTENDO DS 

The NewYork 
Times Crosswords 
> STYLE 1-PlAYER PUZZLE (UPTO 4-PlAYER VIA 
WIRELESS)> PUBLISHER MAJE5CO 
> DMLOPER BUDCAT 
> RELEASE W.122 > ESRB T 

•

• ' : I Crossword puzzles may 
be a ubiquitous ele-
ment of our rulture, but 
that doesn't mean they 

can't morph into some sort of interac
tive cootext for the gaming crowd to 
enjoy. That's exactly IMlat has happened 
here - Majesco has collected 1,000 
crosswords originally printed in The New 
York Times over the last several years. 
Wiling in letters with the stylus v.orks 
remaikably well, and the ability to get 
letter hints makes these often infuriating 
puzzles more accessible to audiences 
beyond PhD-level linguists. Interestingly, 
there's even some fun competitive and 
cooperative play available via wireless 
connection. Judging the game on its O'Ml 
merits, this is just what a handheld cross
word game should be.-MILlER 

:• reviews 

BOTTOM 6 
LINE 

> C-ept: An eccentric SWO<d
Vdeldi,g hero bulds a dungeon 
for yooi monsleJs bef0<e killing 
1hem 

> Gnphi<s: Drab and without 
det!i, the visuals certainly aren't 
going to hook you 

> Sound: Toealy f0<gettable 

> ~ SO<ne cool build
r,g and rombat with straigtfO<· 
-c1. sin-.,le corools 
> &dam..-: More fun in 
coocept than practice, dungeon 
mab,g ~ a job best left to the 
~ 

whatever. Every day you'll expand 
your dungeon while simultaneously 
clearing it out of its new denizens, 
then return to town for some vittles 

(to increase your stats) and 
to buy new equipment and 
rooms for your dungeon. 
Repeat ad nauseam. 

The early hours of the game 
are fun because you're get
ting to craft your own unique 
dungeon. Those same early 
hours aren't fun because the 
gameplay is so simplistic and 
your dungeon is so small and 
uninteresting. The later hours 
share the same split personal
ity of good and bad, but for 
different reasons. After you've 
gotten the hang of things, it's 
fun to try out new ways to 

deepening lair. Unfortunately, every 
day you wander down into the same 
dungeon, where everything looks the 
same - except for the little tweaks 
you made the day before. You'll 
encounter a number of simplistic 
monster types that you'll hack and 
slash through with a useable if unin
ventive action combat system. If that 
sounds a little boring, then I've made 
my point 

> Replly Vllue: low 

Second Opinion 5.5 

W1rayoubui1Qacm-
8!IJllna<MOll!icled 
1D1111i1 I doe5n, malll!r. Al 
fal's.-islhalyou 
ftW lc> MIYIIIDIIW\ltD 
dear Oil Ille IIIOll!lltn. col
Im looc. andbnish ~ 
-~halls.That 
~notsomdlh~ 
tDdrNeanenliepnf. and 
t isn'l Dll18em Mat.er tries 
t11dlr9'1811dsinfnnd 
you ID mp you~ lu 
lhe~plics.and 
pnepllrmate~ paitiat 
eveiyllln.llhllda~ 
l!.wlllldelFJllldlairina 
._ rd bllytispblee on 
-~loorand5l!ill 
the danle wilh forbidden 
...-.111e pne'sew lost 
tDlime.-JOE 

Even so, the game certainly isn't 
broken, and I did take a certain plea
sure in laying out my dungeon map. 
Then again, this is from the same guy 
who has enjoyed dungeon master
ing D&D games for years, so I'm not 
sure I'm trustworthy on the point 
Most of the rest of the game left me 
unimpressed.-MILlER 

lure monsters into your ever-

PSP 

Dungeons and 
Dragons: Tactics 
> STYLE 1-PlA\'ER STRATEGY/RPG (UP TO 6-
PlAYER VIA AD HOC) 
> PUBUSHER ATARI 
> DMLOPER KUJU 
> RELEASE JUNE 19 > ESH T 

• 

Previous attempts 
at translating the 
Dungeons & Dragons 
tabletop experience 

to video games (like Dark Alliance or 
Neverwinter Nights) have had to make 
certain concessions to be playable. 
D&D: Tactics hardly makes any, and as 
a result. feels like you are playing with 
the worst DM ever. I felt completely 
confined by the rigid rules, limited skill 
opportunities, and a between-battle 
interface that's more complicated than 
figuring out the rules for grappling. 
D&D: Tactics tries to find the middle 
ground, but ends up lacking both the 
freedom that distinguishes tabletop 
D&D and the gameplay that makes the 
digital versions entertaining.-JOE 

PSP 

Final Fantasy II 
Anniversary 
Edition 
> STYLE 1-i'IAYER ROtH\AYIHG GAME 
> PUBLISHER SQUAAf ENIX 
> DMLOPER SQUARE ENIX 
>R£1WE JUIY24>ESRB T 

• 

Final Fantasy II was 
a nice bonus in Final 
Fantasy Origins for 
PSone, and again for the 

GBA:s Dawn of Souls, but the original 
Final Fantasy was always the star of the 
show. Now that the two games have 
been separated, it is all too plain why 
this substandard adventure has never 
been able to stand on its O'Ml legs. 
Pretty new visuals don't make up for the 
pe,vasive defects inherent in the game's 
leveling system. These problems lead 
to serious balancing issues that. though 
they feel improved in this version, still 
make this title stand out as the low 
point in the entire series.- JOE 

PSP 

Tales of the World 
> STYLE 1-i'IAYER ~ 
> PUIUSHU NAMCO BANDAI 
> D£VELOP£II NAMCO TALES STUDIO 
> REllASEJUIY 17 > ESU T 

II

. 
1 1 Boy, these Tales games 

really start to blend 
together after .....+Jile. This 
one finds you in conffKI 

with a woM<levouring evil, and the giant 
World Tree gives you life in order to hold 
off the darknes.s. Fans wiD be pleased 
to find familiar charaaeis from earlier 
Tales games aiding you in your tasks, 
'Mlich usually involves delivering some 
inane object or striking dOIM, a trouble
some monster in a nearby dungeon. 
Since you can't take more than one job 
at a time, expect lots of repeat visits to 
your quest giver before delving back 
into the same areas again and again. 
From action-style combat scenes to 
artesy animal sidekicks to world-saving 
dilemmas, this is a Tales game through 
and through. rm pretty sure that's not a 
compliment anymore.-MILlER 

GAME INFORMER 103 



... ... • ••• • ••••••• • • ••••••• = CHARTS • ••••••••• • :==::-=•::==: An In-Depth Listing Of The Best Selling Games 

TOP20 TOP 10 JAPAN 

L1Slmg, Based Upon NPD Data For May 2007 Based On Unit, Sold 
Rank Tille Syslem 

Paclllnlto Paclllslot Kouryoll1 Sarin Vol. 10 PS2 

Rani< Title L Mo. System Score Release Price 
OS 

PSP 

1 Pokemon Diamond 1 OS 8.25 04-07 $35 
PSP 

Wii 
,_ 

OS 

2 Mario Party 8 NIA Wii 7.25 05-07 $49 PS2 

,.- OS 

3 Spider-Man 3 8 PS2 8 04-07 $40 Wii 

, __ 

4 Pokemon Pearl 2 OS 8.25 04-07 $35 

5 Wil Play 4 Wii 7 02-07 $50 

6 Forza Motorsport 2 N/A 360 8.25 05-07 $59 TOP 10 GI 
Rank Title L. Mo. System 

7 Guitar Hero II w/guitar 5 360 9.5 03-07 $90 
Tllellart(- N/A 360 

Odin Sphere 1 PS2 

Sllper Paper Marlo 2 Wii 

8 Spider-Man 3 7 360 9.25 04-07 $60 SIii■ 11epa1 r-1: Persona 3 N/A PS2 

Guitar Nero Encore: Rocks the '80s N/A PS2 

9 Command & Conquer 3: 
N/A 360 8.5 05-07 $60 

Tlberlum Wars 

Fom Motorsport 2 4 360 

World of Warcratt: The Bumlng 5 PC 
Crusade 

10 Guitar Hero II w/guitar 6 PS2 9 11-06 $80 

All-Pro Football 2KB N/A Multi 

God of War II 7 PS2 

I NCAA Football 08 8 Multi 

11 Super Paper Marlo 3 Wii 9.5 04-07 $50 
,. .. •kW~, t 

\ 4.,. - ' 

12 Spider-Man 3 N/A OS N/A 04-07 $30 - ·----: ~ 1%1 . - ~ 
~ - _ ,. .• 

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

Twilight Princess 

Thtsc.ft"s FM!ntPids 

TOP 10 PC 

14 Crackdown N/A 360 8.5 02-07 $59 
Rank Tille L. Mo. Price 

World Of Warcratt: 2 $37 
The Bumi• Crusade 

15 Spider-Man 3 N/A Wii 6.5 04-07 $49 
World Of Warcratt 3 $22 

4 $49 

16 New Super Mario Bros. 12 OS 9.25 05-06 $35 
$51 

6 $29 

N/A $19 

17 Spider-Man 3 N/A PS3 8 04-07 $65 $35 

9 $10 

18 MLB '07: The Show N/A PS3 7.5 05-07 $60 
7 $18 

19 $39 

19 MLB '07: The Show 10 PS2 7.5 02-07 $40 

· ~ ~,.. 
-}~ . 
. 1 (ii 

20 Shrek The Third N/A OS N/A 04-07 $27 
-~ -~ u ·• - -....... . . • 
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PLAYSTATION 3 
Armored Core 4 
Bogs. The 
BlaZ1f18 Angels: Squadrons of WIMI 
C.11 of Duty 3 
Def Jam: Icon 
Elder Scro!~ IV: ObiMon, The 
F.EAR. 
r,w,1 Nigh! Round l 
Fonoo~ One: a,.,,_, Edmon 
Full Auto 2: Battlehoes 
Godfalhec The Don's Edition. The 
Madden NFL 07 
Major League Baseball 2K7 
Marvel: Uhimale Alliance 
MLB: The Show 
Mo<o6tonn 
NBA 2K7 
NBA Street Homecoun 
NHL 2K7 
N•n,oGaKlen~ 
Pirates of the Canbbean: 

Al. Wood's End 
Resistance; Fal of M.wl 
Sootc lhe Hedgehog 
Sp,de,·Man 3 
Tooy Hav.-t.'s Pro;ect 8 
Unlold Legends: Dari< Kongdom 
\lnua Fighter 5 
WluaTennis3 

XBOX 360 
Armored Core 4 
Battlestations: Midway 
Bogs. The 
Buletv.ltch 
Call of .k.larez 
College Hoops 2K7 
Command & Cooquer 3: 

Tiberium Wars 
Crackdown 
Dance Dance Revolution Universe 
Dead or Alive Xtreme 2 
Def lam: Icon 
Earth Defense fof-ce 2017 
Elder Ser~ IV: ShoverirJi Isles. The 

Eragon 
ForzaMo<o<sport2 
fuzion Frenzy 2 
Gears of War 
Ghost Recon Advanced Warfighter 2 
Guitar Hero II 
Lost Planet Extreme Condition 
Ma!Of League ~ u 2K7 
Marvel: Ulbrnote Al!iance 
Monster Madness: 

Banle fo, Subu,b,a 
NBA Street Homecoun 
NCAA 07 March Madness 
Phantasy Star Universe 
Pirates of the Canbbean: 

N. Wood's End 
RaymanRaw,gRabbods 
Samurai Warriors 2: Empires 
Son~ the Hedgehog 
Spider-Man 3 
Spl,nte< Cell: Double Agent 
SUV Trek legacy 
SupermanRet\ms 
TMNT 
To,n Oancys Raint,a,,, Six Vegas 
Tony Hawk's Pro,ect 8 
UEFA Champions League 2006-2007 
'ktuaTenntS3 
~aPlt\ata 

~~:Soo:e<2007 
WWE Smackdown vs. Raw 2007 

Ant Bully, The 
Call of Duty 3 
Chld<er, Lrttle: ,a ., Acl10n 
Coolong Mama: Cook Off 
Orogonball Z Budoka, Tenka,ch, 2 
Eleb<ts 
Exote Truck 
Far Cry Vengeance 
Godfather. 8lockhond Edoon, The 
Heotseeker 
Korompo: Maible Man,a 

~~~~=s. The 
Madden NFL 07 

ARCHIVE 
6.S "9<-07 
7.5 Jul-07 
7 ~ 

8.75 Jan-07 
7.75 Mar-07 
9.5 fof,<-07 
8.25 May-07 

9 Jan-07 
8 fof,<-07 
7.5 Jan-07 
7.5 May-07 

7.75 Jan-07 
8.5 Mar-07 

9.25 Oec-06 
7.5 Jul-07 
8 fof,<-07 
8 Jan-07 

8.75 Mar-07 
8.25 Jan-07 

9 Jul-07 

6 Jul-07 
9.5 Oec-06 
6.75 Jan-07 

8 Jul-07 
8.75 Jan-07 
8 25 Jan-07 

8 Mar-07 
May-07 

6.5 fof,<-07 
6.5 Mar-07 
7.5 Jul-07 
6 Mar-07 

725 Jul-07 
8 Fel>-07 

8.5 Jun-07 
8.5 Mar-07 
75 Apf-07 
7.5 Jan-07 
7.75 Mat-07 

8 May-07 
95 fof,<-07 

6.25 Fel>-07 
8.25 Jul-07 

2 Apf-07 
9.5 Oec-06 
8.75 May-07 
9.25 Apf-07 
8.25 Fel>-07 
8.5 Maf-07 
9.25 Oec-06 

7.5 Jun-07 
8.75 Mar-07 
7.75 Fel>-07 

6 Jan-07 

6 Jul-07 
7.25 Ju>-07 
4,75 fof,<-07 
6.75 Jan-07 

8 Jul-07 
9 Oec-06 

7.75 l¥>-07 
6 Jan-07 

7.5 May-07 
9.5 l¥>-07 
9 Oec-06 

7.5 fof,<-07 
7 May-07 

l¥>-07 

8 Ma!-07 
8.75 Oec-06 

6.5 ~ 
7.25 l¥>-07 
7.25 Jan-07 
6.75 May-07 

6 ~ 
7 Jan-07 

7.75 Jan-07 
4,5 Mar-07 
6.5 May-07 
7.5 Ju>-07 
8 May-07 

10 Jan-07 
7.75 Jan-07 

Mario Party 8 
Mal'\lel: Ultmate Alhance 
Medal of Honor. Vanguard 
Mercu,y Meltdown 
Metal Slug Anthology 
Monal Kombat: Armageddon 
Prince of Persia: Rival Swords 
RaymanR,,;,,gRabl>ds 
Red Steel 
ResodentE,i4 
Sootc and the Secret Rings 
Sp,der-Man 3 
SpongeBob SquarePants: 

Oeature from the Krusty Krab 
SSX Blur 
Super Monkey Bal: Banana 8l;tz 

Super ~ Mano 
Super Sv.,ng Golf 
liger Woods PGA Tour 07 
TMNT 
Tony H&Mc's Downhill Jam 
lla<.ma Centor: Second ClpVlton 
WandNare: Smooch MoYes 
w,, Play 
'M, SpoftS 
'Mng Island 

PLAYSTATION 2 

.had//G.U. \t:>1.2: Rem'"""' 
,.,. Buly, The 
N Tonehro: Melody of Elema 
Arena Football: Road to Glo,y 
Arthur And The lnviso-
Atelier Iris 3: Grand Phantasm 
ATV Offroad fu,y 4 
BurooutOonw\OtO< 
Chui., 
Dawn of Mana 
Eragon 
Fam,ly Guy 
Ghost Rider 
God of WM II 
Gtand Theft Auto: \/Ice Gty Stones 
GutafHeroll 
Hot Shots Teonrs 
Lummes F'tus 
Marvel: Ultimate AJloance 
Medal of Honor: Vanguard 
Meet the Rootnsons 
MlB 07: The Show 
MVP 07 NCAA Basebal 
NFl Street 3 
Odm Sphere 
Phantasy Star Universe 
Raw Danger 
ReseNovDogs 
Rqr.,eGalaxy 
Sego Genes,$ Collecoon 
Shield.The 
Shining Force EXA 
Singstar Pop 
SOCOM: U.~ Navy SEAis 

CO<rb,ned Assault 
Sop<anos: Rood to Respect. The 
Star Trek Encounters 
TMNT 
Tomb Raider Anniversary 
Tony Havv'k's Downh1U Jam 
Wiv>,ng EleYen: 

Pro EiolutJoo Soo:e< 2007 
WWE Smackdown vs. Raw 2007 

GAMECUBE 
Ant Bully, The 

XBOX 
Eragon 
fam,lyGuy 
Marvel: Ulnm,te Allwioce 
Need for Speed: C.lbon 
ReseN04r Dogs 

,.,. Buly, The 
BatrlestatlOnS: Midway 
CO<nmand & Cooquer 3: 

llbenum Wars 
Dari< Messiah of Might & Mag,c 
Elder Scrolls IV: Shlienns Isles. The 
Gothic 3 
~ of A.rnt\Mted Empires 

~mr!s ~afe Magic V: 

Infernal 
l.of'd of the Rings Online: 

Shadows of Angmor, The 

7.25 Jul-07 
8.25 l¥>-07 

4 May-07 
6.5 Jul-07 
7.5 Jan-07 
7.5 Jun-07 
8.5 May-07 
8.5 Jan-07 
7.5 Jan-07 
9.5 Jul-OJ 
5.5 fof,<-07 
6.5 Jul-07 

6.75 ~ 
8.5 fof,<-07 
6.75 Jan-07 

9.5 Ju>-07 
8 ~ 

6.5 May-07 
7.5 May-07 
5 Jan-07 

8.5 Jan-07 
7.75 Mar-07 
7 Apf-07 

6.5 Jan-07 
5 May-07 

5.75 Jul-07 
6.5 Fel>-07 
6.75 ~ 
6.5 fof,<-07 
6.75 Mar-07 
6.5 Jun-07 
7.5 l¥>-07 
8 fof,<-07 
3 fof,<-07 
7 May-07 

6.25 Fel>-07 
5.5 Jan-07 
6.75 Mar-07 
9.75 "9<-07 
7.75 May-07 

9 Oec-06 
8.25 Jul-07 
7.5 Apf-07 

9.25 Oec-06 
6 May-07 
7 May-07 

8.75 fof,<-07 
7 Ma!-07 
7 ~ 

8.5 Jui-07 
6 Jan-07 

4.5 Joo-07 
5.75 Jan-07 

9 Jan-07 
8.5 Jan-07 
4 Mar-07 

7.5 fof,<-07 
8 May-07 

6.5 Jan-07 
6 ~ 

7.25 Jan-07 
7.5 May-07 
8.5 Jul-07 

Jul-07 

8 Ma!-07 
8.75 Oec-06 

6.5 ~ 

6.25 Feb-07 
5.5 Jan-07 
915 Oec-06 
8.5 Oec-06 
5.75 Jan-07 

6.5 ~ 
6.5 Ma!-07 

8.5 May-07 
9.25 Oec-06 
9.S fof,<-07 
5 ~ 
6 ~ 

~ 
Jun-07 

85 Jul-07 

lofd of the Rings: 
The 8anle for -nh II -
Rise of lhe v.ltch-!Gns The 

MaeistrO<n 
Medieval II: Tocol Wo, 
Phontasy Star u,..,..,. 
Rese,...,;,Dogs 
S.TALX.E.R.: Shadow of Cl""'10byi -. .. 
5upfeme Corn!:Node< 
Titan Quest: Immortal Throne 
Vanguard: Saga of Heroes 
Warhammer 40,000: 

Dawn of Wo, - Do!ir. Crusade 8.75 Oec-06 
WorldolW..croft: 

The lluJW'C Crusade ,i.Z5 

NINTENDO OS 
BrM Buster Puzzle Pak 8 fof,<-07 
c,l,Man,a 6.5 May-07 
Death k . and the 

Soence r .. of Doom 7 Ju>-07 
D,ddy Kang Raang 7 Ma!-07 
Dine, Dash 7.25 Jun-07 
Dynasty Wairior> DS: Fighte(s Banle 6.5 Jul-07 
Etrion Odyssey 6 Jun-07 
F,nol Fantasy Fables: O'oOC0bo Tales 6.5 May-07 
Honey<omb Beat 7 May-07 
Hotel Dusi<:_,, 215 7 Ma!-07 

~~Nw,io 3.5 fof,<-07 
IGrby Squeak Sqood 7.75 ~ 
Konami Oassic:s Series: Arcade Hits 7.75 May-07 
Konduara 6.25 ~ 
lost In Blue 2 6.5 May-07 
t.uno,, Knights 8 fof,<-07 
Me<eos: Disney Magic 7.75 May-07 
Phoenm l\nght: 
Au Attorney Justice !'or Al 8 Jan-07 

Pogo Island 6.5 fof,<-07 
Pokffl10f1 lliorr<>nd/P,arl 8.25 Ju>-07 
Puzzle Quest: 

Chalenge of the Wollords 8.25 May-07 
Quid:spol 7.5 fof,<-07 
SNK vs. Copoom t:a,d F,ght"" DS 6.5 Jul-07 
Spectrobes 6.5 fof,<-07 
TmeAa 6.75 i....-07 
TcudloftheDeod 7 Ju>-07 
Tnonabe 6 fof,<-07 
Wano: Master of Otsgurse 7.25 May-07 
Zendolw 6 Ju>-07 

300: Ma«!, To Gio,y 6.25 fof,<-07 

~~d °""' 6 Ju>-07 

- Burner. 8lod< falcon 7 May-07 
BrooktownHigh 6.75 Joo-07 
c.u of Duty: Roods to \lctO<y 6 May-07 
Copoom Puzzle World 7.5 fof,<-07 
a. Con Comoge 7 fof,<-07 
Coded Anns: Contag,on 6.75 May-07 
Cube 5.5 Ju>-07 
Om/of 76 5 Jul-07 
Dungeon 5,ege: Thfone of Apr'( 8 Jan-07 
F'ml Fantasy: Annl\fffiary Edition 7.5 Jul-07 
Fun Auto 2 7.25 May-07 
c.ta,l)OManlN<sl 9 Oec-06 
Gtand Theft Auto: \Ice Gty Stones 8.5 Oec-06 
Gurunwl: A Monstrous Adv<nture 7 fof,<-07 
Innocent lJfe: 

A Futuristic Ho,....., Moon 7.25 Jul-07 

L~ j .::~ The 6 Ma!-07 
u.,rine,U 9 Oec-06 
MACH. 6.5 May-07 
Marvel Trading Ca,d Gome 7.5 May-07 
Metal Gear Sold: Portable Ops 9 Fel>-07 
Monster Kingdom 1ewel Summoner 6 Mar-07 
Monal Kombat: Unchained 8 Fel>-07 
PaRappo the Rapper 8 Jul-07 
Puzzle Quest 

O>olenge of the Wollords 8.25 May-07 

- & Clank; Size Matters 9 /,f>L-07 
Sid Meier's Pirates! 8 fof,<-07 
SOCOM: U.S. Navy SEAis 

F'lfe Team Bravo 2 7.5 Jan-07 
Sonoc Rivals 6.75 Fel>-07 
SUV Wa,s: Lethal Allianc, 6.5 ~ 
V ...... Kr,gt,ts 4.5 Mor-07 
Womammer: Bonle b Adumo 7.5 ~ 
Womors. The 8.5 fof,<-07 

GAME BOY ADVANCE 
r,no1 Fantasy v Advance Jan-07 
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Atteatloll All Clleatersl 
Cheat codes, by their llelY nature, are in many 
cases buggier than Virginia in August So unless 
you don't mind re-doing those 70 hours you 
put into the latest game, do yourself a favor 
and back up your save before using any codes. 

On a lighter note, you can send your codes 
to secretaccess@gameinformer.com for a 
chance to be featured here and win a prize! 

XBOX 360 
Shrek the Third 
Go to the gift shop in the game and enter 
this code. 

Receive 10,000 Gold Coins - Up, Up, 
Down, Up, Right Left 

Enter these codes quickly at the main 
menu screen. 

Air Guitar - Yellow, Blue, Yellow, Orange, 
Yellow, Blue 
Eyeball Head Crowd - Yellow, Orange, 
Blue, Blue, Blue, Orange, Yellow 
Fllmln& Head Mode - Orange, Yellow, 
Yellow, Orange, Yellow, Yellow, Orange, 
Yellow, Yellow, Blue, Yellow, Yellow, Blue, 
Yellow, Yellow 
Hyper Speed (l.5x Speed) - Blue, Orange, 
Yellow, Orange, Blue, Orange, Yellow, Yellow 
Monkey Head Crowd - Orange, Yellow, 
Blue, Blue, Yellow, Orange, Blue, Blue 
Performance Mode (Hides HUD and 
Track) - Blue, Blue, Yellow, Blue, Blue, 
Orange, Blue, Blue 
Unlock All Modes And Hems (will not 
save to your 360 gamertag) - Blue, Yellow, 
Orange, Red, Yellow, Orange, Red Yellow, Red 
Yellow, Red, Yellow, Red, Yellow 

PLAYSTATION 3 
The Elder Serons IV: ObHyjon 
While playing the game try out this great way 
to copy items. This will not work on certain 
weapons and armor, and the items must have 
full health and full magical energy. 

Hem Dupllcation - First collect several 
scrolls of the same type. It doesn't matter 
what they are as long as you have several of 
the same one. Gick twice on the scrolls, then 
drop the single item you want to duplicate. 
When you exit the menu, several copies of 
the item will fall to the ground equal to the 
number of duplicate scrolls in your inventory. 

·c, Droid" 
(location unknown - last seen shaking 

soda cans in vending machines) 
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F 
orget, for a moment, the post-mortem acco
lades conferred upon Marathon by virtue of 
Halo's success. Consider Marathon solely on its 
own merits: this is a franchise that established 
many conventions of the modern FPS genre, 
pushed the envelope with regard to storytell

ing within a video game, and eventually provided fans 
amazingly powerful content creation tools - unthinkable 
in 1997. Sadly, the series' adherence to the Mac platform, 
while admirable and a boon to that audience, prevented 
Marathon from getting the recognition it dese,ves. 

As the unnamed Security Officer, the beginning of 
Marathon thrusts you into a ship (the eponymous 
Marathon, humanity's first interstellar colony ship) that's 
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in the process of being overrun by bloodthirsty aliens. As 
most of the original human occupants are dead or fled, 
your sole companion for the early stage of the game is 
Leela, one of the ship's artificial intelligences. Your only 
points of contact with her are scattered terminals, which 
convey information from other sources as well - logs of 
former crewmembers, technicai manuals, or intercepted 
alien transmissions, for example. 
But for the hordes of aliens try
ing to kill you, it's lonely aboard 
the Marathon. 

Slowly, the story is revealed 
to be a complex, multilayered 
tale. In the vein of Killer 7 or 
Final Fantasy VII, little is what it 
seems to be on the surface. You 
are no mere Security Officer, but 
a cyborg built of recycled body 
parts and state-of-the-art technol
ogy (probably; like every other 
bit of information in the series, 
this is fairly apocryphal). Not only 
that, but you aren't a hero in 
the classical sense of the word. 
You're more of a pawn, a killing 
machine doing the bidding of 
another because it always seems 
like the best idea at the time. It 
eventually becomes clear that 
this puppeteer is far more of a 
central figure to the storyline than 
the character you portray. This 
is a being whose actions shape 
time and space and who literally 
aspires to godhood: the artificial 
intelligence Durandal. 

Durandal's roots are somewhat pedestrian. He was the 
Al in charge of autonomic functions like ventilation and 
opening doors on the Mars colony, and performed much 
the same functions on the Marathon. As you learn during 
the course of the game, he was also the subject of forbid
den experiments by a brilliant cybernetic engineer who was 
trying to create a self-aware Al that wouldn't go insane. The 
engineer failed; Durandal became self-aware, but at the 

cost of his sanity. It was most likely Durandal that signaled 
the aliens to attack the Marathon, all so that he could jump 
into the alien ship's computers and pursue true immor
tality - never mind the thousands of humans that were 
slaughtered or enslaved in the process. 

By the third and final Marathon game, you've saved the 
galaxy from the original slaving space pirates that threat-

ened humanity. Marathon: Infinity concerns itself with time
bending, space-twisting experimental narratives that detail 
Durandal's quest to survive the inevitable death of the 
universe. In his words, "Escape will make me God." Utilizing 
the technology of the long-lost Jjaro race, Durandal intends 
to dump a few thousand stars into a black hole to prevent 
the universe from collapsing back in on itself and ending. 
Or, alternatively, translating himself outside of Euclidean 
space and surviving the collapse and formation of a new 



universe. Or, really, any number of other outcomes -
Marathon: Infinity looks at timelines as if it were truly taking 
place in four dimensions, and things get a bit confused. 

Marathon's gameplay itself is tough to swallow for a 
modern gaming palette - in most cases, players traverse 
tiny levels solving simple button-pressing puules in 
between blasting bad guys. There's no jump button, and 
the physics of how you carry momentum oftentimes feel 
a bit off. That's no different from going back to any other 
older 3D game, though. The key to Marathon's place in his
tory is the massive number of smaller innovations present 

A surprising number of common FPS themes were done 
first in Marathon. Dual-wielding, Al-controlled allies, and 
secondary attacks on weapons all showed up here for the 
first time. There's even a motion-sensor readout that tune-

tions nearly identically to the one in Halo. Yet more impres
sively, Marathon introduced mouse-look to the masses, 
forever changing the way we play FPS. The genre would 
look entirely different if we were still using the keyboard 
to control facing, and Bungie deserves plenty of credit for 
helping FPS to avoid that dismal fate. 

If you weren't reading it here, would you believe that 
the mid-'90s saw the release of a series of hardcore 
action games that also deftly told a tale of galaxy-spanning 
intrigue, explored the ultimate consequences of self-aware
ness in artificial intelligence, and experimented with a van· 
ety of storytelling techniques never seen before in video 
games? It sounds implausible, but it's true - Marathon is all 
this and more. You won't find many more seminal works in 
gaming history. ■ ■ ■ 

FORGING A LINK? 
Fans have long been trying to make the case that Marathon and Halo take 

place in the same universe. By Bungie's official timelines, the events of 
Marathon take place roughly 250 years after the Master Chiefs exploits 

against the Covenan~ which is easily enough cushion to explain 
away the lack of familiar organizations or situations. The Marathon 

symbol appears on the UNSC ship Pillar of Autumn during the 
first Halo game, though it's far from uncommon for developers 
to hide subtle nods such as this in their games. The rocket 
launchers in both games bear the designation "SPNKR", and 
several plot themes feature prominently in both games. Most 
incriminatingly, former Bungie head Alex Seropian (who has 
since gone on to found Wideload Games), once said that 
the Master Chief and Marathon's protagonist are one and the 
same. Seropian had already left Bungie at the time of the 
quote, however, and Bungie can obviously re-write any story 

elements that it pleases. Of course, it does seem odd 
that it is strongly implied that the player character is a 

"Mjolnir Mark IV cyborg" in Marathon - the Chief 
wears Mjolnir Mark IV, V, and VI armor, and 

is himself cybemetically enhanced ... 

:• classic gi feature 

TIiis Montll In Gllnlnt History 
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...,, Vll!Wtd ~ contl!flt OfJO"-

. ~ .... , .. 

GA 
Appropriate for 
all audience■ . 

GAME INFORMER 109 





• • • ============= 0 N LI N E 
... • •. • ... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: ~UL. 1B 

ur exclusive video interviews 
nt to learn about what mak 

Darksiders 
Joe finally gets to live out his dream 
of becoming one of the horsemen 
of the apocalypse to smite the non
believers. Read our full Darksiders 
interview with Vigil Games, including 
some quotes from comic-book 
legend Joe Madureira. 

Conan Concerto 
Whenever we think about Conan, 
brilliant music immediately comes 
to mind. Or is it gratuitous violence? 
Either way, check out some impres
sive soundtrack clips and an interview 
with the game's talented composer. 

Destroy All Humans! 
Path of the Furon 
Crypto discovers disco in his latest 
adventure on Earth. GI discusses 
Destroy All Humans' move to the 
'70s in our Q&A with creative director 
Jon Knoles. 

GI Places: Radical 
Miller storms the Radical 
Entertainment offices with camera in 
tow to tour the building this talented 
team calls home. 

Re-Condemned 
Sega's serial-killing sleeper hit 
makes its devilish return. Read our 
extensive interview with Monolith's 
David Hasle, the producer of 
Condemned 2: Bloodshot. 

ALSO ONLINE 
THIS MONTH: 
The jet set GI online team 
heads to Chicago for 
Midway's gamers day 
(and bratwurst) before 
heading to Leipzig for GC 
(and bratwurst). 

.£ 0 !.LJ ~ .£ !.!.E~E 
,l ~lwtJJ vf !J~JlJII wl!l "frd11wwz~ 

1Takea 
combinauon 
01 online and 
on campus 
classes 10 Iii 
vour lilestvle. 
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:•:: .. :•: "Proceed On Your Way To Obhv1on" 

VIDEO GAME TRIVIA 
Aliens have invaded! What. you hadn't heard? Well, ifs true. While some people 

are surprised, we gamers have been preparing for this since childhood. Take this 

month's video game quiz to see how prepared you are for the coming onslaught. 

and learn which gaming related tool you should use to defend yourself 

1 With the recent announce
ment of Fallout 3, you should 
really go back and brush up on 
your post-nuclear knowledge 
set. What was the name of the 
animal that would join up with 
you in the original Fallout? 

A. Fluffy 
B. Dogmeat 
C. Ian 
D. Polly the Parrot 

3 Poy Poy came out for the 
PlayStation in 1997. What was 
the deal with that game, again? 

A. It's hard to forget such a weird 
take on the tennis genre 

B. It's a big 3D multiplayer arena 
combat game, miraculously 
playable by up to four players 
at a time 

C. That was the one about the 
Hawaiian luau eating contest! 

D. Poy Poy was an anthropomor
phic squirrel who ran through 
a side-scrolling forest collecting 
nuts for the winter 

4 The Lost Vikings was a sweet 
side-scrolling puzzle and plat
form game first published in 
1992 by a developer called 
Silicon & Synapse, who you 
may not have heard of. They 
changed their name, and we bet 
you've heard their new name, 
which is ____ , 

5 For claiming to be comic 
book heroes, those crazy X-Men 
sure seem to have a lot of video 
game adventures. In fact. only 
one of these isn't a subtitle 
from one of their games. Which 
one? 

A. Rise of Apocalypse 
B. Mutant Academy 
C. Games Master's Legacy 
D. Rise of the Phoenix 

6 Long before many of the 
great RPG franchises hit it big, 
Ultima had players leveling up 
and traveling the countryside. 
Which of the following was not 
a recurring companion to your 
character in the long running 
series? 

A. Shamino 
B. lolo 
C. Dupre 
D. Alain 

7 What two types of units could 
Conjurers summon in Warcraft: 
Ores & Humans? 

A. Daemons and Spiders 
B. Peons and Murlocs 

C. Water Elementals and 
Scorpions 

D. Golems and Fire Elementals 

8 In Skullmonkeys, your invis
ible musical friend in the 
famous bonus room was kind 
of like and a little like 

A. a crocodile, a teddy bear 
B. your cat, your dog 
C. your dad, your mom 
D. on fire, a cadaver 

9 In Parasite Eve, would com
mon cellular organelle became 
the potential downfall of man
kind? 

A. Mitochondria 
B. Golgi 
C. Nucleus 
D. Ribosome 

1 0 This was a pretty sweet 
issue of Game Informer. I'm 
glad I read it. 

A. True 
B. False 
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BREAKDOWN 
4 The number of separate episodes you'll need to download in 
order to own the entire Tomb Raider Anniver.;ary game when 
~ releases on Xbox Live this fall. Incidentally, you'll need to own 
Tomb Raider: Legend for the game to work. 

50 mllllon dollars vvere paid by Microsoft to Take-Two in order to 
secure the exdusive downloadable episodic content that will be 
exclusive to the Xbox 360 version of Grand Theft Auto IV 

31% U.S. video game industry sales are up this much for May, 
according to the recent NPD numbers 

4 different labels for one company - EA recent~ announced 
plans to spin their game publishing into four divisions entitled 
EA Games, EA Casual Entertainment EA Sports, and The Sims 

110% How much effort you should put into your favorite sport/ 
class/job/performance. You can do 1t! 

* Trivia Score & Rank * 

0-1: 2-3: 
Pudi's Umbrella Majora'sMask 

4-5: 6-7: 
Cloud's Buster Sword T,ge, Woocls 

I"~ At N1 n~1 rl v<l 

~ 

8-9: 10: 
Welcome 1heir Unholy Mutation Acupt Their Friend Request 

Video Game Trivia Answers: 1. 8 2. 83. B ◄. BS. 06. 0 7.C 8. C9. A 10. A 








