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DEAD SPACE 
EXTRACTION 
Electronic Arts is expanding its epic 
sci-fi horror franchise onto Nintendo's 
juggernaut console. This on rails 
shooter is an all-new prequel featur
ing new weapons, enemies, and a 
brand new co-op mode. Could this 
be the third party hardcore block
buster fans have been waiting for? 

i! Staff i!i! Gear 
Read the team's latest favorites Geeky gadget stuff for the masses 

3 GI Spy i!'4 Opinion 
Silly pictures of our life and times Media Molecule arfounder David 

q Dear GI Smith ponders the role of games in a 

Your chance to fire back at us 
healthy life 

8 Connect i!6 Calendar 

Where news, talk, and technology collide 
Get hip to this month's happenings 

16 Impulse 5'1 Previews 
News on sequels to Dead Rising. Call of 

Your guide to the world of downloadable Juarez. and Army of Two headline this 
games 

issue's previews section 

i!D lnteNiew 7'4 Reviews 
Dave Miller, Codemasters' vice president 

Game of the Month: Resident Evil 5 for 
of mari<eting, talks about surviving as a 

PlayStation 3 and Xbox 360 
medium-sized publisher in today's industry 

'15 
GAME INFARCER 
Would you believe us ff we told you 
that this year's Game lnfarcer tops 
Master Chief riding a unicorn on the 
moon? One thing is for cerlilin: we 
c1on, make any fun of the Alliance 
or fanatic Shenmue fans. That would 
be wrong, 

5D 
INFAMOUS 
We spent hours with Sony's upcom
ing supemero sandbox. A detailed 
report includes the consequences of 
good and evil actions. desaiptions of 
the awe-inspiring high-level electrical 
powers you can earn. and teasers 
about the plot. 

9i! Charts 
Retail sales data and the GI ed~ors' top 
10 games 

9'1 Secret Access 
Cocles, strategies, and passwords 

96 Classic GI 
Reliving gaming's greatest moments 

99 Online 
See 'Mlat's happening at Game 
Informer Online 

I DD Game Over 
The end ... or is it? 
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. :.J==•=•.• People Who Actually Get Paid To Play Video Games 

FORGE THE 
FUTURE 

I know you come to my column each month in 

great anticipation of the cutting editorial I normally 

deliver that expands your perception of video games 

(that's sarcasm, by the way). This month I have a 

different agenda. 

This December, Game Informer will reach its 2ooth 

issue. This is a benchmark I never dreamed we would 

attain when I started working on the magazine back in 

1991, but I can't wait to celebrate. The years have been 

good to us, as we have grown from a small bi-monthly 

publication into the 12th largest consumer publication 

in the United States and the largest video game pub

lication in the world. However, we didn't reach those 

goals without the support of our readers. 

So as I sit at my desk and ponder what Game 

Informer will look like over the next 200 issues and 

beyond, I can think of no better person to ask for feed

back from than you, the reader. In our super secret labs 

here at GI HQ, we've started conceptualizing a maga

zine redesign that we intend to launch this year. But I 

don't want to finish this project without direct feedback 

from you. We have done plenty of reader surveys over 

the years, but most of the feedback we get is that peo

ple love the magazine just the way it is - and who am 

I to complain? But I know there,;uc things you want 

to see that we may have overlooked. So please, take a 

moment to drop me a line at andy@gameinformer.com 

with what you want from the future Game Informer. If 

you have a memorable moment in Gl's history that you 

want to pass along, I would love to hear about that as 

well. Who knows, it just may end up in our 2ooth issue 

this December. 

I know this sounds incredibly cheesy, and please 

forgive me in advance, but Game Informer is your 

magazine, and we want to keep it that way. So I urge 

you to send in feedback and help us forge the future of 

the magazine for decades to come. 

Enjoy the issue. 

Cheers, 

Andy >> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action,'Platlorm, Driving. 
First-Person Shooter.; Interests: Wry Twitter@GI_AndyMc, BioShodc 2 
(I Want To Play This Game So Badly), Red Dead Redemption, Chopped 
Dislikes: COOlGlSl (I Can't Go A Month Without Wry Internet Acting Up 
Wrth Some New Twist On Stupid), That Battlei,oonds In WoW Take 
Forever If You Queue Wrth Friends Current Favorite Games: Wood Of 
Warcraft, Left 4 Dead, Dead Space, Resident Evil 5, Mario & Luigi: Partnef5 
In Time 
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Reiner>> reiner@gameinformer.com 
Handle: The Raging Gamer Expertise: RPGs, Action, Fl!St-l'erson Shooters, Strategy, Sports, 
~ ~ ~c/men (The Moiie ... Not The Game), Silversun Pickups-Sooon, 
Wry Mitter (Andrew_Reiner), Doi/house (Welcome Back, Joss) Dislikes: The Fall Of DC Comics 
(A Grant Morrison/Paul Dini-free 2009 Would Help), The Lad Of Scief1ce FKtion Games (I'm 
Talking Space Travel And Aliens, Not Just Laser Guns And Armor) Curren! Favorite Games: 
uand Theft Auto ~: The lost & Damned, Street Fighter ~. MadWor1d, The House Of The Dead: 
O,ieool, Resident E-.il 5, MLB 09: The Show, Puzzle Quest Galactrix, BioShock 2 

Matt>> matt@gameinformer.com 
Hancle: The Origin.i Gamer Expertise: FIISI-Person Shooters, Action,'Platform, Action,' 
Mlenture, Ac:ooiySpor1s lnteresls: Deciding Vvhether Or Not Step Brothers Qualifies As Avant 
Garde, Master Ted's .lace U Up Weight Lifting Program, The Rood To We/Mlle By T.C Boyle 
Dislikes: The Band Breaking Up, Winter Blal-6, T.C Boyle's Beyond-Oouchey Back C.cNef Photo, 
Record Buying Self-Bans, EA Canceling Burnout Paradise: Ultimate Box For Consoles Current 
Favorite Games: Burnout Paradise: Ultimate Box, 50 Cent Blood On The Sand, New Play 
Control Mario Power Tennis. God Of War, God Of War II 

Kato >> kato@gameinformer.com 
Hancle: The Game Katana Expertise: Sports, Racing, Action,'M.-enture, Mion,'RPG 
~ The Mysterious Stranger Fallout 3 Pert, Coconut Macaroons, That You Can't Spell 
c.alder Without Cal Outterbuck, Joe Being Publidy Shamed By A Sales ClerK For Trying To Buy 
A Cel1ain Crawt Game Dislikes: Wry Cat Cozying Up To And Blocking The Heat Vents On 
My Consoles, PositiYe Alternative, Raw Slottle Mouth, Constantly Not Being Able To Hook Up 
Online With Friends In Left 4 Dead, Gaming Just For AdliMments Cumnt Favorite Games: 
BioShodc 2, Puzzle QJest Galactrix. Skate 2, Fallout 3 

Adam >> adam@gameinformer.com 
Hancle: TheAlpha Gamer Expertise: RPGs, Strategy, FIISI-Person Shooters, Fighting 
lntl!resls: Modeling My Forum To Do New Fun Thing; Via BBcode, Cooking Experiments That 
Result In Deooousness, Finding Streaming Radio That Doesn't Suck, Using Heirlooms To Level 
Far Faster Than Should Be Possible, Muting Idiots On Vent Dislikes: Fried Motherboards, Le'lels 
30-58 (They're Stil Way Too Long And Boring), When It Becomes Gear To Idiots That I Have 
Them Muted On Vent (Awkward ... ) Current Favorite Games: World Of Warcraft, Nethack, 
Prinny: Can I Really Be The Hero?, Rune Factory: Frontier, Valkyria Chronides 

Joe >> joe@fJameinformer.com 
Handle: The Real Americ.an Gamer Expertise: RPGs, M.-enture, Action, Strategy, Puzzle 
lnlerests: The Return Of Jason Voorhees, The Mountain Goats' Here/K: Pride, Miller Falling 
For The Concept Of A Cool Bard (Sucker1), xott Pilgrim ~ The Univetse By Bryan Lee 
CYMaley, Duma Key By Stephen King (After All This Time, He's Still Got It} Dislikes: Waiting 
For BioShodc 2. Crybaby Moiie Pr~ests, Status Update Spoilers, Ben's Interests, Ben Current 
Favmte Games: BioShodc 2, Resident Evil 5, Street Fighter IV, The Majesty Of c.olor.;, 
Death Tank 

Miller>> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Platlorm, 
First-Peoon Shooters, Music, Puzzle Interests: Doi/house (Ratings Be Damned), Ployels 
Hmdbook 2 ('Mat's This About A Cool Bard?}, Battlestar Galactica Stepping Down N. The 
Height Of Its Power Dislikes: Winter Colds, The Idea That A Movie Must Be Exactly Like The 
Book It Is Based On (It Shouldn't Be}, Hilariously Manic Wedding Photographers Current 
Favorite Games: Valkyria Chronicles, Fallout 3, lrNincible Tiger: The Legend Of Han Tao, Star 
Wars:. The Force Unleashed, Halo Wars, Flower 

Bertz > > mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expertise: First-l'eoon Shooters, Sports, Action, RPGs, Strategy 
Interests: Bot/JestorGoloctico (Mnitely Goes To 11), Eastbound & DolWI, Dark Was The 
Night-Various~ The Curious Case Of Joaquin Phoenix Dislikes: RIP Lux Interior, Wall 
Street Big-Wigs Complaining About A Trillion Dollar Bailout We're Paying Because They Suck N. 
Their Jobs, Ben's Creepy Ha~ Dye Color Current Favorite Games: Grand Theft Auto IV: The 
Lost & Damned. MacMlor1d, Battlefield 1943, FIFA 09, The House Of The Dead: Overkill 

Ben >> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters Interests: Biding Wry Time Wrth Other 
Sur,;vaJ Horror Titles Until Resident E-;il 5 Am.res, Burning Wry Head Wrth Chemicals To Make 
Wry Hair Obey Wry Will, Ternble Mexican Food, Dance Moiies, Bad Christina Aguilera Songs 
Dislikes: Wry Interests Current Favorite Games: Fallout 3, Dead Space, Burnout Paradise, 
Miror's Edge. Halo Wars, Sins Of A Solar Empire 

Bryan >> bryan@gameinformer.com 
Handle: The Gamer's Advocate Expertise: Action/Adventure, RPGs, Survival Horror, First
Peoon Shooters. Music lnterests:·Giant Chewy Nerds (Willy Wonka, You Did It Again, You 
Magnificent Baslard),Mad Mffi,Sco/1 Pilgrim~ The Univetse (Get Your ONn Copy, Juba), 
lost, ... And You Will Know Us By The Trail Of Dead- The Century Of Self Dislikes: David 
Byrne O Just Canl Sland His Weirdo Voice Anymore) Cumnt Favorite Games: Infamous, 
Resident E-.il 5, Call Of Duty: Wood N. War, Sonic's Ultimate Genesis Collection 
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DLC MIA 
Fallout 3 was an amazing game and went 
beyond my expectations. When I started 
to read about the DLC like Operation 
Anchorage, I couldn't wait for it to come out 
Then I lost all hope; the extra missions and 
raised level cap aren't coming to PS3. The 
DLC would have made the game last so 
much longer and made it even more fun ... 
how did PS3 owners get screwed over? 

Mlcheel Reno 
vie emeil 

In this console generation, we're seeing 
f Pwer console-exclusive games. With 
p11hlishers releasing games on multiple 
pli,tforms to offset high development 
cn<ts, hardware manufacturers are 
exploring new ways to attract gamers 
to their consoles, and exclusive DLC is 
one of those avenues. For the gamers 
on the fence about which system to buy, 
11,Mitional content for games like Fallout 
3 ,ond Grand Theft Auto IV is a major 
dPtermining factor. For gamers who 
already own a PS3 and a 360, exclusive 
DLC makes the choice of which version to 
buy incredibly easy; if given the option, 
""'1y would you get the one that can't 
be e,rtended? Granted, it feels like a raw 
,ipi,f for the gamers who have already 
cltnsen their system - but remember that 

Telling It Straight 
I just read the Afterwords with Far 
Cry 2 creative director Clint Hocking 
(issue 190), and wanted to applaud 
his straightforward answers. Too many 
tough questions are usually dodged or 
flat-out denied during interviews with 
developers. It was refreshing to get 
some honest answers. 

Ertc Lerbes 
vie emell 

We agree. On the other hand, the eva
sive answers developers have a tenden
cy to provide aren't necessarily disin
genuous. They spend years of time and 
effort working as a team to complete a 
project; it's not fair to expect them to 
trash-talk a game that represents such a 
significant investment Hocking handled 
the balancing act perfectly, acknowledg
ing Far Cry l 's flaws while giving com
pelling insight into the decisions behind 
the game's design. 

/// '1// • ////// 1// /// • 
even without DLC. your S60 still bought 
you a great game. Of course, that isn't 
much comfort to the thousands of PS3 
owners who want to keep exploring the 
wasteland in Fallout 3. 

Glitch In The System 
I've been waiting for the day a punk glitcher 
writes in to you guys trying to defend him
self, and it finally happened in issue 190. 
It's because of idiots like him that I had to 
hang up games like Halo and Call of Duty 
4: Modem Warfare. These cheaters (yes, 
it's cheating) find unfair advantages, and 
then have the nerve to talk trash in the post 
game-lobby as if they were actually any 
good. Thanks, Game Informer, for siding with 
the honest gamers and letting the glitchers 
know they' re tools. 

Jason Senchez 
Bronx, NY 

In your recent issue, a reader claimed that 
exploiting game glitches online wasn't 
really cheating. Now, I cheat in most of my 
single-player games - I'm just that way. But 
I would never, NEVER dream of cheating in 
a multiplayer game. That's just not the way 
it is done. 

Audrey Tesch 
via emell 

Tell me if this doesn't sound right: You 
call glitchers out for being cheaters, yet 
you still continue to print cheat codes in 
Secret Access for games like Soulcalibur 
and Battlefield: Bad Company. So you are 
against cheats in the first half of your maga
zine, and then give us cheats in the other? 
What side are you really on? 

Kevin Brennen 
vie emell 

Cheating is a big issue for many gamers, 
especially those who play online. We are 
always on the side that allows you to 
play your game the way you want to, as 
long as you aren't keeping other people 
from enjoying their game in the process. 
When you start playing around with 
glitches and exploits in online matches, 
your entertainment comes at the expense 
of others - and that is not cool. On the 
other hand, using a code for infinite 
ammo in single-player is harmless. So is 
referencing a strategy guide to make sure 
you nail every side quest. Those decisions 
only affect your personal experience, so 
cheat away. 

Corrected? 
I just want to let you guys know that the 
trivia section in issue 190 was wrong. The 
second question asked which listed title 

wasn't an Oddworld game, and you said the 
correct answer was Abe's Odyssey. That isn't 
the right answer - they were all Oddworld 
games. 

G. R. Senders 
vie emell 

Or were they? The answer may seem 
incorrect. but a true Oddworld fan would 
have noticed that the original game was 
not called "Abe's Odyssey:• It was "Abe's 
Oddysee," with the second word intentlon
ally misspelled. Yeah, we'll admit it was a 
pretty dirty trick question. We offer only 
this in our defense: It was Miller's idea. 

Control Freak 
I didn't think it was possible for a magazine 
article to make my old gamer eyes water up, 
but Adam's opinion piece on customizable 
controls did just that This option is almost 
a mandatory rule in the PC world. Console 
gamers pay $10 more per game, so there is 
no excuse for console gamers not to get the 
option to customize their controller layout 
however they wish. 

Anonymous 
vie emell 

I have to agree 100 percent with Adam's arti
cle on rigid console control interfaces. Players 
have individual control styles. Some people 
play southpaw, and others have disabilities 

Send your comments to Game lnlormer. Snail Mail: Game tnlormer Magazine • Attn: Dear GI • 724 North First SI .. 4th Floor • Minneapolis. MN 55401 Email: deargi@gameintormer.com 

GI COMMUNITY I GamttnformrrhHilhnvm1onhnecommunity,andth1s1swhertthtyc.an THE" 0UESTI0N 
sound off ibou1 muM f•cmg the gamin& tndustry today What 1s the game that made you buy a system? 
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lu ""1en Squaresolt amotrad Ff VII as an 
.-1orthe ~ I deoded twas 
Im, ID buy one. 
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. - - -~-
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y,-., Do you Mrll IO mat ','OIi' voice hNrdl 
~ in Mfl 'f°'.X ()IJnon It www.gamtiifonner.cOOVlon.ms 





and cannot play certain games due to the 
lack of custom control options. Some have 
gone as far as having controllers madded to 
meet certain specifications. It says something 
when fans have to void the warranty on their 
hardware just to play a game. 

Byron BerHelt 
vie emell 

Given the oveiwhelmingly positive 
response to Adam's opinion piece, we 
have even more trouble understand-
Ing why customizable controls aren't an 
industry standard. Gamers clearly want 
the option to tailor the interface accord
ing to their preferences, so what's the big 
hold-up? 

Class Reunion 
After playing GTA IV, I was excited to think 
how many of the game's concepts could be 
put into a second Bully game. Is there even 
talk of a sequel? I'd love to see more from 
the Bullworth students. 

Anonymous 
via email 

So would we. Bully's combination of 
high school hijinks and comic mischief 
is something that no other sandbox title 
has even attempted to provide. Rockstar 
hasn't announced any plans for a sequel, 
but given the original's popularity on PS2 
(and its expanded releases on 360 and 
Wii), we wouldn't be surprised if a succes
sor was secretly in the works. 

Just Breathe 
Who has the worst gaming rage among the 
editors? I'm just curious because I have a 
serious love/hate relationship with my video 
games - especially racing ones. I wouldn't 
get so angry if those MotorStorrn jerks were 
actually interested in racin& as opposed to 
side-swiping me and speeding past only to 
slow down six feet in front of my car! 

Darrin Malter 
Lynden.WA 

It all depends on what version of gaming 
rage you're talking about. When it comes 
to the kind that simmers slowly and 
quietly before suddenly exploding. that's 
Kato. If you're looking for strings of curse 
words that would make a Teamster blush, 
Adam's the guy. The most entertaining 
variety in the office is Bryan's, where his 
pleading and incredulous conversations 
with his television escalate with hilarious 
results. Actually, that's more like insanity 
than rage, isn't it? 
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ANDRE ADAMS 
The ironic thing? Rock Band's naming censorship won't 
let you take a band called "The Sackboysn online 

JOE FISH 
Until Mighty Muggs start coming in Extra Beefy, this is the 
best rendition of the Gears of War 2 cast you'll see 

SARAH AICHAMIEAUI.T 
The Thievius Raa:oonus in ils 
natural habitat 

(f) I =-~a18111!1'is ...... 

ALEC ICDZAK 
Despite their decaying flesh and appalling 
hygiene, Zombies are violently anti-smoking 

PRAii< R. ANGUS 
a.lie Brown is the last airbender'1 
Gooclpief 

CORRECTIONS: 
In Issue 191, our review of Burnout Paradise: The llltlmE # the game lor the PS3 and Xboll 360. ltolilMr, Electronic Arts cancelled the PS3 and Xllcli-
360 WISlons aler our review deadline. The Ulla is now qnly on PC, while Iha game's •=1•~1v on PSN and Xbox Li\'8 tor canilott 
users. In Ille same issue. the screenshol lot._. That Gll'nll 30) was from Alundra 2, not lie ,}.lmn as indicated. We apologize for the error. 
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CONNECT Breaking News, Views, And Technology From 
The Cutting Edge Of Gaming 

The Games You 
& The Games You 

Surveying The Genre Landscape 
You should never judge a book by its cover, but we all do it For video games. genres are an ingrained way in 

which we categorize a title. Which are your favorites? Your least favorites? Which should we see more of? We 

polled over 2,000 readers to find out what genres mean to you. 

What is your favorite game genre? 
Although sports makes the top five, its low percentage is surprising given how lucrative the genre is for EA. 

Racing (2.5 percenij, fighting (3 percenij, and platformers (1.3 percent) also came in on the low end. 

Sports, puzzle games. and MMOs were at the top of readers' least favorite lists. 

So were music games. surprisingly. 

13.9% 
10.2% 

5% 

Sports Adventure Action RPG 
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Which genre first captured 
your interest and got you 
into games? 

5 
The number of ptoplt 
who said that party 
games wer• lhtir favoritt 
kind of games 

TRUTH IN ADVERTISING? 
A clear majority - 68.9 percent - support listing a game's genre on 
its box. While you'd think this would clear things up, even more of our 
readers - 71.5 percent - admit that they've bought games based on 
its genre and found that it wasn't what they were expecting. 

2K Games president Christoph Hartmann told us that putting a 
game's genre on the box would be 'the kiss of death,' he says. •1 
think it would be very limiting.• Hartmann believes that there is a fine 
line between correctly informing consumers without underseMng 
a game's potential unique qualities. He says the company thought 
about coming up with its own genre tag for BioShock, but decided not 
to do it •11 we as an industry want to reinvent ourselves, we probably 
have to start mixing up those genres. That's going to be trickier for the 
media as well as the buyer.• 

22% RPG 

18.9°'0 Platformers 

17% Adventure 

THE LAND OF THE SITTING SUN 
Japan is known for its RPGs, but with 
games like BioWare's Mass Effect (made 
in Canada), western RPGs are taking over. 
Over hall of our respondents - 56. 1 percent 
to 43.9 - said that they preferred western
made RPGs to those from Japan. 

UNLIMITED ENABLED 

Time has been kind to some and cruel 

to others. Platformers showed a big 

drop off between those who said 

it got them into gaming and those 

who listed it as their current favorite 

genre (18.9 percent compared to just 

1.3 percent). The relative popularity 

of RPGs and first-person shooters, 

meanwhile, has skyrocketed. 

2,374 
ThetotalrunbtrolrtspC)l1dtnts 

To see the hard data and info culled from 
our reader survey, check out this month's 
Unlimited section at Game Informer Online. 

RPGs garnered the most votes - almost doubling 

adventure games, which was the nearest response. 

Whether those people were specifically referring 

to old-school point-and-click adventure 

games can't be determined. 

Which genre 
would you like 
to see more 
games from? 

- Survival Horror 

■FPS 6.1 °/o 
■ Platformers 

Tho perctntagt both rrprtsents tftt number of 
ptoplt who want 10 set more fighting games and 
thost who said that the fighting genrt is what fi..i 
got thtm into Yidto games 



connect ten 

1 Metroid Fusion 
You know that alien infection is serious 
when you wake up and learn that a 
mutated clone of yourself is running 
around wreaking havoc. That's exadly 
what happens to Samus Aran as she 
explores the abandoned biological 
space laboratories of Metroid Fusion. 
The dangerous X-parasites are the 
culprits, but players spend hours in 
terror of the powerful Samus copy 
before finally gaining enough abili
ties to fight back. 

2 Final Fantasy IV 
Few apparitions are more 
dangerous or ternfymg than 
the mistakes of the pas~ a 
lesson that players became 
well acquainted with In the 
memorable fight between Cecil 
the paladin and Ceol the dark 
knight In a symbolic washing away 
of the sins of 
his question
able past, 
Cecil battles 
himself and 
emerges as one 
of the most 
renowned heroes 
of the Final Fantasy 
franchise. 

4 Star Wars: The 
Force Unleashed 
Players who haven't down
loaded the Jedi Temple 
expansion are missing out on 
one of the coolest boss fights 
in the game. Echoing Luke 
Skywalker's trial in the cave, 
the Apprentice completes his 
Jedi trials in the ruined temple 
and comes face to face with 
the dark future self that still 
might lie ahead for him. 
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3 The Legend of Zelda: 
Ocarina of Time 
In a scene that may have been 
m homage to a similar fight m 
Zelda II: The Adventure of Link, 
the Water Temple m Ocanna of Time 
features a haunting and clangerous 
duel against Lmk's doppleganger. 
Here, Dark Link has a power 
level proportionally balanced 
against Link at the time he enters 
the fight Countering normal 
sword swings easily, and brutally 
counterattacking after the slightest 
player mistake, the evil clone is one 
of the most notable conflicts of the 
landmark game. 

5 Tomb Raider 
Underworld 
She blew up our manor 
house! We've explored that 
house in every game since 
1996! In one of the coolest 
opening sequences In years, 
we see a black leather-dad 
copy of Lara Croft detonate 
Lara's home, symbolically 
ending an era in Tomb Raider 
games and opening up a path 
to future adventures. 

6 God of War 
Those sure are a lot of Kratos 
copies. In a twisted attempt 
to defeat Kratos, Ares reunites 
the rage-filled warrior with 
his murdered family, only to 
force him to defend the help
less women from dozens of 
copies of the man who killed 
them the first time - Kratos 
himself. 

7 Prince of 
Persia: The Two 
Thrones 
In the final installment of 
Ubisoft's Sands of Time tril
ogy, the prince finds his 
body infected by the sands 
after his disastrous failure to 
save Kaileena. As the prince 
struggles to stop the machina
tions of the villainous vizier, 
an equally clangerous foe is revealed as the dark prince - a 
dangerous and tempting vision caused by the sands' infec
tion. wtuspering dark promises, the dark prince must be 
confronted before the Prince can enact his heroic destiny. 

8 Chrono Cross 
In a strange twist of storytell
ing brilliance, the classic RPG 
establishes the villainous 
nemesis of Lynx. and then 
promptly sends main charac
ter Serge into a mind/body 
exchange with the cat-like 
man. With your own friends aligned against you, you must 
travel In the body of your greatest enemy, gathering power 
and new allies to confront Lynx. who waits in the guise of 
your former self. 

9 Super Mario 
Sunshine 
Nothing ruins a vacation like 
being accused of crimes com
mitted by an evil shadowy 
copy of yourself. Mario's 
hoped-for getaway with Peach 
turns into just such a nightmare after Shadow Mario pollutes 
the idyllic Isle Delfino with his dark goo. Who is the real 
culprit? We don't want to ruin anything. but who is it that is 
usually out to foil Mario's otherwise peaceful life? 

10 Afro Samurai 
After the beautiful Okiku 
secretly siphons away Afro's 
accumulated combat knowl
edge, the Empty Seven Clan 
uses the information to craft 
the ultimate combat robot. 
The Afro Droid echoes every 
move players can make in this harrowing throwdown, and 
only after a desperate battle as they plunge through the sky 
can Afro prove that man still has the edge over machine. 



tt'sabloody=allright.Splalterllouse 
publishtr Namco Bandai has axed devtloper 

-from lhe proje(t. The - will -
be finished by 51.rge. lhe team bohind .-d 
slasher Alni Sanuai. Wool is lhe game was 
unc~yriedfrom-
Namco~ in and confisated al lhe game's 
assets. Namco says Spiatl..tloust is stil txpo<1ed IO 

-this,-. 

EA has delayed a trio ol games: Dragon Ago: Origins 
(end ol this,-), Sims 3 (June 2), and Godlalher II 
(Aj)ril 17). OJagon Ago: Origins' PC ,_ wil -
coincide with lhe-Vfflions. The gooc1,_ 
'-• is that the a,mpany olfi<ialy announced 
""""for Baalefielcl: Bad Company (SooM,. 
Tum I0-69 for men -i and Mass 
Elloct. Also, a G.L Joe game that wil accomi-, 

lhe ono,i, this fal, and EA is~ American 
MtG«'sMice. 

GOOD 

Cry,i,Warhead(-)0-.Cryt,khasgiwrl 
r~sdewloperr...Radialalileline. The 
Gomm dMloper bought lhe a,mpany, ~ 
at least 40 jobs. Fm Radical dosed its doM before 
Christmas, laying oft aroo.11d 140 ~ 
Crytek's press,_ states that r... Radial wil 
remain in lhe U.K.. and n ·-bt intograted into 
Oytel<'s ~ • inducling "al assets.· Whether 
Oytel< rejuvenates lhe TmeSplitters frandiise 
remains IO bt Sttn, but rumors abound that Fm 
Radical wil head Cryt,k's """°"' de,elop<nent. 

GOOD 
Nintendo is -. lhe Nintendo OSi for S 169.99 
on Aj)ril s in the colors ol blue and black. The ,_ 
iteration ol lhe handhold ,._., two cameras. 
• bigger S<1ffl1, additional applicAlions. and 

--W.1 '-more on lhe Nintendo 
OSi soon. 

Dead to Rights made a minor splash whet, it came 
oot in 2002, Mn if subsequont iterations ground 

lhe - down into Slealning dog lood. Lat,r 
this,.. Namco Bandai is ~ lhe exploils 
ol J,,d Slat, and tis playable canine Shadow in 
Dead to Rights: Retribution. tlopefuly this dog 
_,,""""' bt put down in pity. 

6dos has be<n on lhe audion btodt for a whie -• and lhe latet suitor is Square Enix. The Japanese 
a,mpany is loou1g to acquire lhe T<wnb Raider publisher in order IO expand its_,, pre,ntt. 6dos' board 
is UNOimou,ly 1ecommetldi,g Square Enix's offer ol $121 million. In - acqusition ,_ Namco Bandai 
plans IO laR CMr Pllme Quest publisher 03. 
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DATA FILE 
More News You Can Use 

EA GETS BOURNE 
Sima released The Bourne Conspiracy last 
.,..,, but VNendi lost the rights when ~ hooked 
up with ActiYisioo. Now compding publisher 
EA s«lJrtd the rights lo the novd S<ries 
from author Robert Ludlum. The tint game 
from the multi-'f'¥ deal • being dewtoped 
by -· Studios, the outfit behind The 
D.lrl<ness (shown). 

STARDOCK STARTS ON RPG 
Slardock Entertainment's Sins cl a Solar Empir, 
(shown) was a 4X PC hot. and-the publisher 
• ,xpanding it> honzons with• new studio in 
Mtct.gan. This new studio will ,n,ploy so ptoplt 
and -1< oo an unanoounctd RPG proj,d. 

ROBOT ON THE RISE 
Robol Enlto1airrneflt has,.,.,, from the aws cl 
Halo Wars dewloper Eno,mblt Sludios. The new 
dewloper•hNdtdbylony~
co-founder, and --memlrtrs from 
the former Halo W,r., and Pf,< cl Empires creator. 
Eno,mblt'sdemisehasalsopMdthe-rforthe 
n,wly mirud Bonfirt Sludios. 

NEW FANTASY MODE FOR FIFA 
EA~ olttring a newdownloadablt game mocle 
for FIFA Som,09 !hos Marth. The UltirMt 
Ttam mocle has you assenbling a fantasy squad 
cl playffl. staff, conlracls, formations, and 
ladKS that you play against OChen ooline and 
off. No price has been announctd for the DlC. 

THE LEGO BAffiE BEGINS 
A/!$ conqu,ring SI¥ Wan, Batman, and lnciana 
Jones, l.tgo ~ finaly building a game OOI cl it> 
°"" parts. Lego Battles for the OS uses the toy 
maker's Castle, Pnles, and Spa(• series for mo,e 
than JO missions and six-Slllfyines as 
playtrs create basts and command armit5. 
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LOOSE TALK 
Hot Gaming Gossip 

=~ald,ehas.!:~-:~~ r==1 _j?. 
THE NEXT PSP I 
Porubit. The company Wlltflds to dobut rt"' I 
2010, and d,e - 1u1 ~ ....... of d,e hand- I 
heldwillnotuseuMo,.butw,IIOSlead PlayStat1on Portable 
be a d&-less pladoon. Other rumon h.M 
been floating around regarding lhe ntXt PSP having a louchsaeen -which Sony has -tty denied. 

In other news. we're hearing more credible intelligence regarding a PSl price drop. Sony is mulling over 
when exactty tt11 lake place. Our bet is after El, bol before d>e end of d>e year. Sony has previously Slaled lhal 
it needs to milk as much money out of the tKisting price point as it can. 

0 TR•ZZ • :S 

Virtual reality 
ha1 never felt so 

REALI 

A BOY AND 
HIS BLOB 
AND THE Wii 
Fans <httred Majfs(o whon ll 
announced• Nmtendo OS ffi'""1 
of NES wit das!K A Boy ind 
His Blob, but lhose smtle<-e 
lumed upsodt down when d,e 
company canceled d>e same• 
few~ bad. Now lhe company 
is brinp,g lhe game 10 lhe Wii. 
The orig.,.1 Sldt-iaoller lea1ured 
a boy and his lntnd 8lobtfl. 
who could change imo ttems 
like a blowtorch, uampohne, or 
bridse when fed j<lly beans. This 
Boy and His Blob lille shouldn1 
be conlused wilh the original's 
rumored appearance on the 
system's Virtual Console. 

MOVEMENT 
ON MICROSOFT 
MOTION CAM 
Xboa - ind Yonlurtlloil 
blog« Oun Takahashi says that 
Microsoft has acqu•ed lstffli le<h 
fim1 3DY Systems to us, Its ZClm 
Camera 10 prOYide motion-based 
gamtplay wilhoul lhe need lor 
any suppiem<ntal peripheral such 
as a contr~~ or wtarabte sensor. 
Takahashi says that the ZCam's 
motion dete<tlon Is much better 
than that of the Wil. 

Cotsanefflldttrlol fmalusat~aimood"'1bt~«n 

NAME THAT GAME 
Test Your Sight 
Humor• a hard nut 10 aad< ., ..teo games. and so 
o senre-blendtng. Tlus tdte did bolh 10 cnucal acclaim 
when rt htt ~ort!S as a PC tllle ~te 1n 2000 (and lhe PS2 
1n 2001). 0e-..loped by Planet Moor Studios. v.!lich 
featured team membefs who had ~ked on MOK. tho 
game pu~ you 1n control ol three different aeaturt!S 
as ilS ~ory progrt!Sses: the water·fanng Sea Reapers, 
iet pack..,.anng Me<caryns, and the lumbering bipeds 
that gM? th6 title ilS name The game mixt!S thwd- and 
first-person action With RTS rt!SQUrct gad>enng and 
bast building"" the htlplul Smarues. 

C-on pog, t8) 

GAME INFORMER 13 



connect culture 

In ont1c1pat1on of the upcom-
ing senes reboot in The King of 
Fighters XII ( see the preview on 
page 61 ), .....e spoke with MO 

members of the development 
ream pomonly responsible for the 
new artistic direction and scored 
on exdusive piece of art show-
ing SNK favorites Ter,y and Ryo 
locked m bottle. Art d,rector Nono 
creates the bu,Jdmg blocks for all 
of the playable character designs 
and oversees the visual style, 
while 11/ustrotor E1suke Oguro cre
ates promotional art hke posters 
and box design and m-gome art 
hke character portraits on the 
select screen. 

What would you say is the overall tone of the new 
look you're bringing to KOF Xll's illustrations and 
visuals compared to past KOF titles? 
EISUKE OGURA: In this installment, many of the in-game 
character visuals have undergone a huge change. Along with 
expressing a new feel for the characters, I also had to con
sider not changing their image too much, so as to stay true 
to the KOF Saga. Since KOF XII is a title that expresses and 
beautifies "fighters' dashing of fists' in a simple, yet powerful 
way, I was conscious of making sure my illustrations repre
sented this through strong, muscular characters. 

How do you balance moving in a new direction 
against lofty fan expectations or those who prefer 
some of the classic designs? 
NONA: The important part of in-game graphics is asking 
yourself 11 you are staying true to the original concept. If you 
don't do that, you risk losing a unified feeling for the game. 
For example, we took Terry (from his bomber jacket design 
in Fatal Fury: Mark of the Wolves) back to his original red and 
white cap. We're using the most macho, stand-out, original 

CHARACTER CREATION TO IMPLEMENTATION 

0 STARTING IN 2D: Nona 
designs basic 2D character 
graphics in dot-pixel form 

f) JD MODEL CREATION: 

The team takes Nona's basic 2D 
designs, and uses 3D software 
tools to create an original 3D 

model for each character 
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810 ANIMATION: After 
animating the character in 3D 
and taking a series of move
ments from each model, the 
team selects a certain number of 

animations to use for each char
acter. Each of those character 
animations are then rendered to 
2D, which are used as a base for 
revised 2D character graphics 

0 ADDING DETAIL: Using 
the data from steps 2 and 3, 

Nona makes additions to his 
original work. creating new 2D 
dot-pixel graphics for each of the 
characters' actions 

Terry. We wanted to keep in line with the original 'clashing of 
fists' concept we're going for on KOF XII. 
OGURA: When illustrating characters, it's important to keep 
in line with the game directo~s vision, and keep in mind our 
aim to please the fans. With a series like KOF, a good num
ber of fans don't like it when you go and create something 
too far off the original art. 

Does having more frames of animation allow the 
team to better express charaders' personalities? 
NONA: Yes, of course. A large number of frames give you 
more freedom to express to the player. That said, depending 
on the game's tempo, the number of frames needed will 
change. Games in the fighting genre often have a very high 
tempo to begin with, and too many frames of animation can 
add unneeded stress for the player. How we can bring out 
the best amount of detail and expression in a limited num
ber of frames is a real pleasure for the developer. ■ ■ ■ 

0 REVISING ANIMATION 0 THE FINAL PASS: Adding 
AND DESIGN: Combining move- in gradation and highlighting 
ments from step 3 and Nona's certain areas, the team perfects 
new details from step 4, the team the detail. animation, and overall 
creates a series of new revised quality of each character 
2D dot-pixel characters. They add 

a number of new details, brush 
up the characters' costumes, and 
add expressions with a greater 

level of detail 



Terry vs. Ryo: 
Inspiration 
OGURA: With The King of Fighters XII, 
we're emphasizing a return to KOF's 
roots. Back when I was a student and 
KOF '94 was released in the arcades, I 
still remember the strong-impact it had. 
To me personally, KOF is more about 
the celebration of SNK's original char
acters than the story of Kyo Kusanagi, 
K: or Ash. With that in mind, I wanted 
to use this opportunity to try going 
straight with a •Fatal Fury vs. Art of 
Fighting" concept 
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no compunctions about giving it a try. 
While it falls somewhat out of the scope 

of games I often cover for this column, 
Hasbro Family Game Night has the 
potential to draw in a broad crowd. The 

game is set to release 
on Xbox Live Arcade, 
where Mr. Potato 
Head serves as a host 
for some of the most 
familiar tabletop board 
games in history. 
Whether playing local
ly or online, games 
like Scrabble, Yahtzee, 
Battleship, Connect 
Four, Boggle, and 
Sorry! will be available 
for individual down
load, with additional 
games rolling out over 
time. With the excep
tion of some added 
modes for party play, 
the games seem to be 

faithful interpretations 

n recent months, rve found plenty to 
complain about with all three major 
consoles and their approach to this 

Invincible Tiger: lbe Legend of Han Tao recently caught my 
eye on both Live Arcade 

of the classic titles, albeit 
at a price tag far lower than purchasing each 

game's real-world version. If you're willing to sacrifice the tactile 
feel of plastic game pieces, this could be a great 

still emerging downloadable scene. Chief 
among my concerns remain the blithe 
disregard they have for the importance of 
publishing release dates; no one knows 
when to buy your game if you never 
tell them when it's coming out. I'm also 
concerned about how small developers 
get paid for their downloadable titles. 
Royalty rates for developers are often 
on a sliding scale. That scale is moving 
in the wrong direction for more than a 
couple of small teams, particularly in the 
instance of first-party publishing deals. 
Developers that opt to go through a 
third-party publisher can sometimes have 
an equally untenable situation, since 
the middle-man takes a cut. Those com
plaints aside, I offer props to all three big 
console makers for offering compelling 
content on a regular basis. Two years 
ago, it was easy to assume that services 
like Live Arcade would be a fad, and 
that support would fall -av once media 
attention shifted. Instead, a month rarely 
passes that some new gems don't show 
up. Here's hoping these smaller, dever 
titles continue to get their due. 

and PSN; I got even 
more excited once 
I played an early 
build. Martial arts 
combos and quick 
counters headline 
this slick platform 
action title, which 
embraces the fine 
traditions of Hong 
Kong action mov
ies. The unambigu
ously named Evil 
Overlord has stolen 
the Star of Destiny, 
and only the fallen 
warrior named Han Tao 
can get it back. Or, at least Han Tao and 
a buddy, since the game supports online 
or local co-op play. The action is fast 
and simple, as you punch and kick your 
way through dozens of henchmen while 
flipping up and down through the highly 
vertical stages. A '70s style video filter 
and kung fu disco music set the appro
priate tone, and the game knows not to 
take itself too seriously. I love the con
stant nods to classic kung fu flicks, and 
the substance keeps up with the style 
through reactive controls and smart level 
designs. Fans of the genre should have 

Noby Noby Boy 
last year's mulliplaytr zombie lest has a otC survival pack headed to 360 and The creator ol Katamari Damacy brings us th~ absurd follow-up. coming exdusi,,fy 

to PlayStalion Netw<n You play as a rainbow colored woonlike O'fftufe named 
Boy, who continually stretches out across a given stage in haphazard ways. Each 
player's ltngth helps add to the size ol Girt (who floats in orbit abcM! Earth) unlod
ing new stages for -vooe who plays the game. It pretty much makes oo ...,,._ 

PC. and anyone who has played it knows that's something to be excited aboul In 
addition lo the new multiplayff Survival mode that pit, players against WMOS ol 
zombies, Vatv. ~ includmg two new YfflUS campaigns to play through. Best ol aN, 
it's free! 
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choice for parties and families. 
New worthwhile titles continue to sneak 

out for WiiWare every few weeks. My 
favorite recent entry is a challenging flyer 
called Evasive Space. Eschewing the tradi
tions of the top-down space shooter, the 
game abandons high-powered weaponry 
and focuses instead on a simple piloting 
mechanic, where the ship rockets off in the 
direction of the onscreen pointer. Under 
some harsh but ultimately achievable time 
limits, you're forced to navigate twisting 
lunar passages and dodge through spinning 
asteroid fields. Many stages include a local 
four-player option, where you can compete 

Watchmen: The End Is Nigh 

for the best score. It's by 
no means the easiest 

game on the service, 
but the polished 
mechanic is worth 
a look for gamers 
who like precision 
gameplay. ■ ■ ■ 

This twoj>layer beat-em-up will likely get some hefty attention th~ month, what with 
it being the only game out to accompany the big movie ........ The Live Arcade 
and PSN tide ~ set prior to the movie's narratM, and it deli,ers some frequently 
dumsy combat - · it may be worth ~ ff you just can1 get enough ol that 
Rorsdla<h guy. 





TOP FIVES 
Favorites From Industry Pros And GI Readers 

1 Wlurdry - NES 

DEVELOPER 
JUN TAKEUCHI 
producer, Resident Evil 5 

2 Olff Batlle: Mardi of the Blidl Queen - SNES 

3 Wlpeout - PS-

4 Grind Theft Auto Ill - PS2 

5 C.11 of Duty 4: Modem W1rfare - 360 

READER 
GRETCHEN KELM 
Lonslleldl.CA 

1 Poliemon Dll-..cl - DS 

2 Vivi Plillta: ll'cluble In Plradlse - 360 

3 Fable II - 360 

4 Me I My Km1111rl - PSP 

5 Mlrlo Plrty DS - DS 

Send Top Fives ond a photo of yourself to: 

,.,ame Informer Magazine/Top Five 
724 N 1st St 4th Fl 

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

(attach digital picture) 

TOP TEN 
Lists Everybody Loves Lists 

Top 1 O Things Missing 
From Resident Evil 5 
1 o Video games' fim human/zombie kiss 

9 The president's daughter 

8 Chris' alternate bikini costume 

7 A coherent, non-ridiculous storyline 

6 Dance/musical numbers. You know, like "Thriller" 

5 That dumb shopkeeper 

4 Super-sonic jetpacks. In fact. these are poorly 

represented in all games 

3 Barry! Where's Barry?! 

2 Halo controls. Also, Cortana 

1 Zombies riding motorcycles. Naw, just kidding. 

They' re in there 

Name That Game tw,,er: Ciants: CitJZen Kabuto 
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You've talked about there being an old Atari and a 
new Atari. How would you characterize the differences 
between the two? 
One of the things that we wanted to clean up as soon as David 
(CEO David Gardner] and myself got on board - in fact. before 
we got on board - was to make the company act like one 
business. If you look at the history of Atari in the last four or 
five years, it had Atari Inc., it had lnfoGrames, it had the various 
business units around the world, and it was not acting and per
forming as a single entity with a single strategy and with a clear 
management structure. In not so many words, the old Atari was 
complex, chaotic, and somewhat dysfunctional, and we are taking 
steps to make that lesser. 

Some publishers are closing studios, while Atari just 
acquired MMO developer Cryptic Studios. Is there any 
particular cycle in the industry at the moment. or are 
companies just reacting to their own circumstances? 
It's a good question. I think it's a very intense situation for a lot of 
companies. There's obviously a global economic downturn and 
no company is immune from tha~ and no industry is immune 
from that. So I think different companies will make whatever 
decisions they have to make in order to match their costs to the 
level of business they are projecting to enjoy. The industry has 
always been buying studios, selling studios, hiring people, laying 
off people. I think there's a natural ebb and flow to any creative 
industry like that. I think what we're seeing right now is an awful 
lot of activity happening in a fairly concentrated period of time. 

Does Atari want to own more internal IP or have exter
nally developed products such as Ghostbusters? 
It's a balance. That's, once again, driven by creative vision and 
economic reality. We can't afford to do everything that we want 
to do, but I don't think any company can afford to do absolutely 
everything that they want to do. So you have to make some bets 
in as balanced a way as you can to deliver a portfolio of games 
that are going to do as well as they can do. As you know, in the 
pa~ Atari had a lot of studios around the world, but through 
its own previous financial challenges, had to sell them all or 
close them. In addition to the team we have in Eden [Test Drive 
developer Eden Games], we're working now with Cryptic. we're 
building a studio in London and it takes a little bit of time, but we 
think there will be more opportunities to come. 

Will that new London studio have a specific focus for all 
its products? 
The leadership of the Atari London studio is Paulina Bozek, 
and Paulina has a very successful track record in creating the 
Sing Star franchise for Sony. So I think it's unlikely that I'm 
going to ask her to do a first-person shooter. I don't think 
you're going to see a singing game necessarily out of that stu
dio, but I think definitely [what you'll see is] what I'll call mass 
market and entertainment focused. 

You've said you want Atari to utilize Facebook and other 
social networks with its games. Is this about capturing 
more mass-market fans or about offering hardcore play
ers more ways to extend their experience? Is there a con
tradiction between the two? 
I don't think there is a contradiction at all. I think the ubiquitous 
nature of the internet transcends all user categories. Imagine if 
you have a Facebook account, or MySpace page, or your own 
personal blog page, and imagine if you got an RSS feed from 
Champions Online saying that your buddy in your clan just lev
eled up to a level 25 super hero and defeated the arch enemy at 
the end of a particular level. You'd want to check that out. I think 
what the social networks provide is just a channel to maintain the 
communication with the player long after they've walked away 
from their PC or their console. 

Atari's Alone in the Dark game was structured in epi
sodes. Do you think future games will be digitally distrib
uted episodically instead of simply offering new content 
added to the retail box copy? 
In the pa~ I think a lot of people thought about episodic 
[games], meaning take a big single-player game and chopping 
it up into little pieces. I'm not sure that's necessarily going to 
be where the market is. I don't think that players are going to 
be interested in that on a single-player experience. If it was a 
multiplayer experience, definitely. 

In hindsight. are there things that you wish Sony would 
have done differently with respect to the PS3 now that 
you're on the publisher side of the equation? 
I'm sure there are plenty of things that Sony themselves would 
acknowledge could be improved; probably the most notable one 
is the price, but that's not something I can control or that they 
can easily control. I think that the PS3 is an outstanding format 
and presents great opportunities for all of us as game creators 
and players, but the biggest barrier is getting it into as many 
people's houses as possible. 



Skate 2 
Mike Bwye 
Game Informer scours the 
leaderboards to find the 
best of the best, uncover the 
people behind the handles, 
and learn their strategies. 
If you get a pesky mes-
sage over Xbox Live or 
PlayStation Network from 
GamelnformerMag, please 
don't delete it. You could be 
the next featured gamer. 

V!TAL 

Handle: 
Teri_Yakimoto 

Age: 
26 

Hometown: 
Barnstaple, 
United Kingdom 

Favorite Area to 
Skate: 
The Raz 

Accomplishments: 
A couple of Mike Bwye's videos have 
risen to the top of the Highest Rated leader
boards on the PlayStation 3 edition of Skate 2. 
Easily viewable on the Skate website 
(skatereel.ea.com), Bwye's runs indude a 
lengthy sequence in which he chases his 
board downhill and lands on it from 20 feet 
up, and an impressive skitch up a massive 
sculpture. He also has earned ~ trophy in 
the game. 

Origin of Skills: 
Bwye played every Tony Hawk that came 
out, but things changed when EA's franchise 
launched. 1 haven't been back to Tony Hawk 
since. Skate just blew me away; he says. ·1 
need to make the best video I can. I have to 
get the number one video. On Skate l I didn't 
quite achieve it But from there I've pulled the 
craziest tricks I can, the best lines, the most 
original thing I can do, and get it up for every
one to see. I just hope they love it as well~ 

Other Favorite Games: 
Fallout 3, F.EAR 2: Project Origin, Call of Duty 
4: Modern Warfare 

Life Omside of Skate 2: 
Though Bwye doesn't skate in real life, he was 
into BMX biking for a long time. He's currently 
looking for a new job, but he's worked as an 
engineer, which basically involved •using small 
metal components for airline systems, hydrau
lic systems, things like that· 

Glitch Abuse: 
•1 don't like those videos at all." Bwye says. 
"You could never do it twice. Someone's just 
playing and it's just glitched. It's annoying when 
I see a video like that go up to the top because 
it's just completely random. It's not even sup
posed to happen." 

Practice Time: 
Eight hours a day. 

The Sculpture Jump: 
"It probably took me an hour or two," Bwye 
recalls. "Mostly just waiting for cars. But when 
that car came along I actually pulled it the 
first time. It's the original video for it That's 
why there's only a kick flip and pop shuv-it in 
it I was so impressed with it I was just like, 
'That's got to come up'. I don't think anyone 
has even attempted to make a video like it 
either, which is quite good because a lot of 
videos do get copied." 

lditing finesse: 
Bwye definitely recommends the Filmer Pack 
DLC for its expanded video options. ·1 will sit 
down and edit a video for quite a while until 
I'm happy that the camera is free flowing 
around my skater," he says. "In some of the 
[videos] that people are loading their cam
eras aren't even looking at the skateboard 
half the time. For me, camera placement is 
very important• 

Improvements for Skate 3: 
Bwye would like to see changes to the off
board controls and faulty markers. "So many 
times I've set up something, gone back to my 
marker, come dcmn to skate it, and it's disap
peared and reset to where I pulled it from 
even though I put a marker on it,• he says. 
"Obviously, they've done really well with the 
new San Vanelona, but I think it's time they 
changed to a different location~ 

■ Bwye's sisn-ure 
sculpture jump 
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DAVEMILLER 
VICE-PRESIDENT OF MARKETING, CODEMASTERS 
>> Codemasters' Dave Miller has been charged with establishing the long-running U.K. publisher's new 
stateside offices. We spoke with Miller about the challenges of game publishing in 2009 and the future 
of Codemasters. << 
Coming into Codemasters to set up their 
American office, what did you see as the 
primary areas in which you had to help the 
company improve? 
When I took a look around, it was dear that 
Codemasters had built great products. They have 
fantastic internal development But there hadn't 
been a lot of effort put into building a publicity 
campaign - things like supporting the press with 
assets, getting the game out to retail in advance. It 
was basically: 'We'll build great games and people 
will find us and it will all work out• They knew that 
wasn't working. which is why they wanted to estab
lish a staff in the U.S. The U.S. was always seen as 
an offshoot of whatever was being done in Europe. 
Things were being done too late; there wasn't 
enough support being given to retail or publications 
here. It was a huge opportunity and one of the 
things that drew me to the company. There aren't 
many places where you can establish something 
from the ground up anymore . 

Codemasters seems like part of an increas
ingly rare breed - the independent. mid-level 
publisher that competes with triple-A fran
chises from the large publishers. 
'Mlat about Eidos? 'Mlat about Midway? [Laughs] 
You've been reading the news. It is challenging. 
because we don't have the leverage at retail that 
some of our competitors do. That's why we need 
to rely on having more robust publicity and market-

well, and below that it drops off like a regular curve. 
But what's been happening in the last six to nine 
months in the U.S. is that the gap is increasing. It's 
almost like the depression of the middle class. 

Codemasters is profitable and has a very 
strong following, particularly in the racing 
market. Has the company been approached 
with a buyout deal by a larger publisher? 
Regularly, yes. 

Do the owners just value their independence 
too much? 
Well, we're really focused on building the company 
right now to become a strong mid-tier publisher 
for the next 12 to 18 months. At that poin~ we'll 
probably take a look around at what's happening in 
the market We take it month by month. We do get 
approached regularly by other companies of vari
ous sizes that are interested in us, but we haven't 
allowed ourselves to be distracted by that yet We 
have a goal, which is to build Codemasters into 
a top-tier publisher in North America, and we' re 
improving our revenues by double digits year over 
year. Talk to me in 12 to 18 months and I may 
have a different answer. 

So it sounds like a buyout is something 
you're open to down the road? 
Well, we're privately held. We have investors 
that have put capital into the company and are 

Codemasters has always had a strong pres
ence in the PC market W'rth PC game sales 
down so sharply, do you have to start looking 
at downscaling your PC product line7 
We do believe there's room. Operation: Flashpoint 
is going to have a strong PC presence, as it is a 
shooter. However, having a strong focus on Europe, 
and given the fairly low development costs PC has 
when it is combined with other platforms, you'll still 
find most of our products on PC. Most of the racing 
brands, except Need for Speed, have given up on 
their PC ports. You will see a PC version of Dirt 2. 
There's a PC version of Fuel. We don't expect it to 
have large distribution in North America, because 
PC in particular has not done well. For boxed prod
uct, the PC market is somewhat smaller than it was 
a few years ago. At the same time, we are launch
ing new MMO properties like Jumpgate, and we 
manage Lord of the Rings: Online and Dungeons 
& Dragons Online in Europe for the rights holder. 
So, to answer your question, PC is getting less of 
a focus. We will be looking carefully before we 
greenlight PC products, but we will continue to have 
more PC support than our competitors, especially 
in Europe. 

What's your take on the Wii? Its seems like 
the Wii would be a real challenge for a 
company like Codemasters, which has been 
constructed to make high-production value, 
hardcore simulation games. 

We can compete with publishers that have 
a lot more resources than we do. 

ing campaigns to get the word out The press really 
made Dirt work in the U.S. It was a much bigger 
hit than we expected. The press really embraced 
the game. Because of our size compared to EA. 
Activision, and Ubisoft, we need to keep a strong 
focus on the quality of our products and getting the 
message out early and consistently. We can com
pete with publishers that have a lot more resources 
than we do. 

How scary is the current business environ
ment and economy right now? 
If our lineup for 2009 wasn't as strong as it is, we 
might be warned, but we have some incredibly 
strong products coming out in '09. 'Mlat it's going 
to come down to is producing high quality products. 
If you look at the last half of 2008, the really strong 
products did really well and the weaker products 
didn't The gap has grown. Nonnally, you'll see 
products that are ranked 80 and above will do very 

eventually going to be looking to get that capital 
out There' s a couple of different options for 
doing that in the financial markets, and right now 
given the way the economy is some are more 
attractive than others. But, in the next 12 months, 
we're very focused on growth adding value to 
the company. That's unfortunately about all I can 
say about that topic. 

Deals of that magnitude aren't put together 
quickly. Do you already have some suitors 
that you are in preliminary talks with? 
It's really not something I can go into. But you can 
imagine that being one of the few small publishers 
with decent brands and being profitable, there's 
probably been a fair amount of interest in us. And 
everyone has their price. [Laughs] 

We've stayed out of the Wii market for a while, 
focusing on our core strengths. That said, the 
Overlord version for the Wii is called Overlord: Dark 
Legend, and we premiered it at the Leipzig show, 
and Nintendo told us that it was the best-looking 
third-party game that they saw on the Wii. We're not 
going headlong into developing two dozen casual 
games on the Wii with big heads. We' re trying to be 
careful; look at our existing brands, and look at what 
we can move to the Wii. We're always evaluating 
new IPs, but there are not a lot of strong pitches on 
new Wii IPs. Some developers just don't get the Wii; 
others just want to port existing games over, which 
has not been successful. We're probably being 
more cautious than most on the Wii, because we 
don't have resources to throw away on bad games 
and bad designs. 



■ Dave Miller and 
Codemasters are 
looking to make 
the venerable U.K. 
publisher a major 
force in the U.S. 
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GI compares two 
30-ready monitors 

Whether 3D is your bag or 

not, these monitors deliver 

crisp, detailed visuals. Both 

have a Sms response t ime 

and a 120Hz framerate, 

making them compatible 

with Nvidia's new GeForce 

3D Vision glasses. These 

22-inch monitors have a 

1680x1050 resolution, and 

display a rich range of colors 

and natural deep blacks. 

However, neither system has 

a HDMI port or any other 

jack aside from the basic 

DVI. At least the Viewsonic 

has a headphone output. 

While the Samsung has a 

lighter, smoother design, the 

Viewsonic sits a few inches 

higher off the desk, which 

some might prefer. It's hard 

to find discrepancies in two 

displays whose specs are so 

evenly matched. The lesser 

price gives Samsung the nod; 

otherwise this is a draw. 

% 
% 
% 
% 
% 
% 
~ 

figures 

SAM & MAX 
STATUE 

VIEWSONIC VX2265WM 

No, that's not old tuna you smell. It's 
the aroma of justice, and this statue 
reeks of it. Symbiote Studio captures 
the essence of Steve Purcell's 1987 
comic about two cra7>1 anthropo
morphic detectives. Made from poly
stone, this hand-numbered run of 
1,000 stands a little over 17 inches 
and weighs 15 pounds. Put on your 
lobster bib, because who knows 

LCD DISPLAY 

PiNhMW 

how wild it might get with Sam and 
Max around. 
$75.00 • 
www.symbiotestudios.com 

BADAB00M 
H ll'l' COOO ■■■■■■■■■■ 

Are you sick of waiting endlessly for your computer 
to convert the final episodes of Battlestar Ga/actica 
into an Xbox 360-Compatible file? Try 8adaboom. This 
slick app uses Nvidia's CUDA technology to offload the 
heavy lifting from your processor to your graphics card, 
cutting video transcoding times drastically. We burned 
a 30-minute episode of Trailer Park Bays into a PSP 
format in under 4 minutes using an Nvidia 8800GT. The 
process couldn't be easier - the intuitive interface lets 
you select the correct device (including Xbox 360, PSP, 
PS3, and iPhone, among others) at the click of a button. 
8adaboom is not without its faults - you need to disable 
SU for the program to run correctly, it doesn't support 
surround sound, and it has no batch encoding or file 
queue - but if you're looking for quick fix for converting 
video files, the free trial is worth a look. 
$29.00 • www.badaboomit.com 



etc. 

FPS AND SPEED FREEKS 
\ f ....,.,1)(1. •••••••••• 

KontrolFreek hopes to improve your game using basic physics. 
By adding ext@ leverage to your analog sticks, the FPS Freek 
effectively slows down your aiming in shooters, while the Speed 
Freek adds a U~ped lip that improves your reactions times 
in racers Both units snap firmly onto the top of your PS3 or 
360's analog sticks, and have comfortable non-stick grips. We're 
not sure ~ ~ was just some kind of mental placebo, but these 
analog nubs seemed to give us better accuracy while playing 
games. V>klile we were a little skeptical at first, these are a cheap 
experiment for those looking for a leg up in oornpetitions. 
S9.99 • www.kontrolfreek.com 

--SHAWNIMALS NINJATOWN 
MICRO PLUSH 
Ninjas don't always have to kill silently; sometimes they can 
kill with cuteness. Hot on the heels of the OS title comes 
the Ninjatown Micro Plush Series 1.5 and 2 from designer 
toy maker Shawn Smith. Unlike Series 1, these silly goofs 
are completely embroidered, adding more detail to the 
plush. Since each one comes in a mystery box. you'll never 
know what to expect ... aside from a smile on your face. 
S5.95 • www.shawnimals.com 

iibernerd 

D&D PLAYER'S 
HANDBOOK 2 
The fourth edition of the Dungeons & 
Dragons ruleset is receiving its most 
important expansion since the initial 
launch last year. The new content dra• 
matically expands the existing lineup of 
core races and classes. The new primal 
power source includes classes like the 
shaman, druid, and warden, while old 
favorites like the bard and the sorcerer 
finally get the full treatment New 
racial options indude everything from 
gnomes and hatt-o<cs to the stone-like 
goliaths and the angelic devas. We 
grilled Wizards' lead designer Mike 
Mearls about the new book, and you 
can check out our full interview with 
him in this month's Unlimited section. 
Sl4.95 • www.wizards.com 
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Halo Wars Soundtrack 
This two-disc soundtrack to Ensemble 
Studios epic RTS includes a bonus DVD 
with nine additional tracks, exclusive 5. 1 
mixes, and a behind-th~enes video. 

S15.98 • www.sumthing.com 

Mortal Coils by Eric Nylund 
From the New York Times bestselling 
author of several Halo novels comes this 
tale of two siblings who get caught in a 
battle between heaven and hell. 

S14.95 • www.tor-forge.com 

Saga of the Swamp Thing 
Book One Hardcover by 
Alan Moore 
Before Alan Moore changed the comic 
world with IM:ltchmen he primed us with 
titles like Swamp Thing, collected here in 
this special hardcover edition. 

S24.99 • 
www.dccomics.com/vertigo 

Tim and Eric Awesome 
Show, Great Jobi Season 2 
The offbeat and irreverent Adult Swim 
sketch comedly show returns for a hilari-
ous second run. 

S44.98 • www.williamsstreet.com 

Scott Pilgrim Vs. The 
Universe by Bryan Lee 
□'Malley 
The penultimate volume in which slacker 
Scott takes down Ramona's twin evil ex-
boyfriends. A Scott Pilgrim movie is also 
in production, so now is the time to see 
what the fuss is about 

S 11.95 • www.scottl-' .;rim.com 
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WASTING THE DAY TO PLAY: DOES GAMING NEED A DEFENSE? 

A 
ren't games just a waste of time? I've 
heard this question a few times in my 
life, and I rarely find myself prepared 
with a good answer. Perhaps many of 
you have wonderfully concise answers, 
but if you'll forgive this brief existential 

bout of naval gazing. I'd like to earnestly mull over 
the question and try to work out what my answer 
should be. More to the poin~ why does it seem 
important to me that there be a good answer? 

At least the second question is straightforward. I 
make a living making video games, so it would be 
nice if I could justify all the late evenings I spend 
at the studio. People throw around impressive 
numbers about how profitable the games industry 
is, usually compared against the film industry. This 
helps to validate our industry but it doesn't quite 
address the deeper issue of value. I should point 
out that I have no intention of turning this article 
into an 'Are games art?' debate. Even now, there is 
little consensus on whether the content of our art 
galleries are worthy of that strangely alluring label. 
How could we have a chance of resolving a more 
specific inquiry? 

But perhaps there is an interesting point buried 
within the • Are games art?' misadventure. We might 
ask the question, ' Is art a waste of time?' More 
specifically, 'are music, films, and books wastes of 
time?' You could provide many examples of these 
that aren't a waste of time, but there is still so much 
rubbish that much of it seems to have no value 
beyond being momentarily distracting. In the same 
vein, I readily agree that many - if not the major-
ity - of games lining the shelves of our local game 
stores are just one short evolutionary step away 
from the landfill. So perhaps the answer to our 
initial question is, 'Yes, but some of them are rather 
good and don't even involve murdering prostitutes~ 

But what's the unspoken basis of this objection 

to video games? Let's observe a gamer through 
the distorting lens of the original question. Here 
you should imagine the rather unfair stereotype 
of a slack jawed, grunting adolescent male, pale 
of skin and tending towards either gauntness or 
obesity. Look at him. He should be at the park 
playing with his friends where he would grow 
healthy of body and become properly socialized. 
Observe the games he plays. Once you see past 
the alluring glow of the moving shapes on the TV 
screen to the underlying entertainmen~ it all seems 
based on repetition. In the mind's eye, this squalid 
character takes on the appearance of a monstrous 
battery chicken or lab experiment Every second or 
so, he pecks at a button that furthers him towards 
his arbitrary and pointless goal. After every 20 or 
so button presses, the screen flashes with a com
forting sequence of lights which informs him that 
some unit of success has been achieved. Every I 0 
flashes, a fanfare plays and - as predictable as one 
of Schrodinger's dogs - his brain briefly emits a 
burst of chemical pleasure and a faint smile creases 
the comer of his lips. Surely there can be nothing 
commendable about this activity. What's worse, 
many books on game design actually encourage 
this sort of mindless, rigid reward structure. 

But from this deconstruction of games, it doesn't 
take a large conceptual leap to jump into the 
language of cinema and television. Are films not 
structured in a similar way? You have these same 
sort of 'beats' at the low level which are related; 
not to jumping or shooting. but to a line of dialogue 
or a car crash. These build up into scenes, which in 
tum build up into story arcs and plotlines that have 
the same sort of compulsive appeal. You watch 
the next few lines of dialogue, knowing that it will 
reveal some interesting plot point. After you've 
witnessed enough of these plot points, they will 
culminate in a cliffhanger that draws you onto the 

////// 

next episode, towards the end of the season, and 
on to the next Is our slack-jawed hero not equally 
at home in this tedious procession of drip-fed 
stimulus? Even worse, a film or TV show is entirely 
lacking in any form of interaction. Here, the mental 
exercise provided by a game or the exotic form of 
social contact found while playing online are both 
entirely missing. How tragic a figure the filmgoer 
must be. Of course, the key difference is it's been 
many years since the cinema began to replace the 
theatre and bingo halls, a time when people might 
have felt this dim view of movie watching was 
generally true. While some people may watch films 
until they are entirely useless to society, the same 
may be true of games or any other activity. 

So where does this get us? Perhaps we need to 
take a step back. Our game-obsessed ( or indeed, 
our film-obsessed or car-obsessed) social misfit 
is in truth equally as perverse a creature as a 
person who disdains all forms of entertainment 
and by an attempt to only indulge in 'important" 
activities presents an equally abhorrent role model. 
Something akin to the Buddhist notion of the 
'middle way' suggests that life requires balance. 
Few activities are truly a waste of time if taken in 
moderation. So are games a waste of time? No, 
though many of them are, so I'd have to forgive 
you if you didn't know better. Do I play too many 
games and does my life lack balance? Perhaps a 
little, but nobody's perfect ■■■ 

The views alld opinions e,cpressoo oo this page are strictly those of the 3'Jtlo< 
alld nol necessarily those ol Gilre tntormer Magazine or its staff. 

If you work in Ille industry and would like to share your opinion. contact senior editor Matt Helgeson at matt@gameinformer.com. 
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line between empowering the player and 

making them reel like a big metal badass, but 

also making them not feel overpowered.n If a 

1re-c arge eye one traps, e ectnc tnp-wues, 

and other defensive measures can be taken 

before the fight begins, allowing you to 

focus your clttention on lhe enemies that 

slip through the cracks. If you succeed, your 

Little Sister ives au some of the Adam she 

acquired, then hops back up on your back to 

continue the hunt. 

You'll get some Adam through these 

sequences, but the only way to get enough to 

carry you through the game is to deal with the 

Little Sisters permanently. You don'1 necessarily 

need to harvest them; you can also help them 

escape Rapture. This good-or-evil choice 

mirrors the morali of the first ame, but 

gamers can be confident that their choices will 

have a more signifiumt impact on the world, 

and that they will know if they're heading for 

the ~bad- ending. 'We're trying to make the 

choices surrounding the Little Sister feel more 

differentiated in a meaningful way while still 

making sure no one is screwed,- discloses 

Thomas. MIi the player is moving toward a 

result, you let them know that they're on that 

course, and you afford them the opportunities 

to make lradeoffs.· 

r :f hrough the glowing portal of a Big 

;, Daddy's helmet. Andrew Ryan's for-

gotten utopia takes on an intriguing 

new luster. Little Sisters, who once recoiled as 

you approached, now cry out to you for help, 

calling you -Mr. Bubbles.- Enemies that would 

have attacked Jack on sight will think tvvice 

before provoking your ire. Average splicers only 

our weapons are pretty muc strict y 
superior to those of the splicers," Thomas says. 

"You can still make use of what you pick up, 

but you've sort of got an analogue for all the 

weapons out in the world that is beefier and 

re uires the stren th of a Bi Dadd to hold'.' 

Why would you use a homemade shotgun 

when you can wield a massive rivet gun 

loaded with exploding ammo? 

Before you start thinking that you r superior

ity w ill go unchallenged, remember the many 

Rosie and Bouncer corpses found lying around 

the world in BioShock 1, or the ones Jack 

killed to get at their Little Sisters. Big Daddies 

ma be Ra ture's elite uardians, but the 

aren't invincible. "Because you're this unstop

pable juggernaut, there has to be something 

out there that can terrify you - something 

tougher than a Big Daddy that can take one 

out," Thomas teases. That's where the Big 

Sister comes in. 

No matter how high up Rapture's power 

hierarchy someone climbs, the Big Sister 1s 

always higher. The city belongs to her now. A 

lithe, vaguely feminine shape covered in armor 

and reinforced with metal braces, the Big 

Sister is incredibly agile and fr ighteningly pow

erful. A helmet hides her face, and a wicked 

harvesting needle extends from her left arm. 

Any Adam she extracts is funneled directly into 

her bloodstream, fueling telekinetic abilities 

beyond anything previously thought possible. 

Even more threatening is the fact that she 

knows every inch of the city, since she was 

- Dr. Tenenbaum 

omas. e as a t ese memories re a mg 

to how Rapture used to be, and that's why 

she starts taking the little girls from all over 

the coast and bringing them to Rapture and 

turning them into Little Sisters'.' At one point, 

as ou are ursuin the Bi Sister throu h the 

hallways of Rapture, Dr. Tenenbaum speaks to 

you via radio, hinting at lragedy in your target's 

past: "This monster you chase, she is like th e 

golem story. Not understanding this thing 

that she does. She is taking girls and turning 

them into ... creatures like her. All of this. it is 

my fault:' 

Since the events of the last gam e, when 

Dr. Tenenbaum left w ith all the Little Sisters, 

Rapture slowly adapted to the absence of 

Adam. "Things about Rapture are susta in• 

ing themselves," says lead artist Hogarth 

Delaplante. "It's been 10 years, and it feels like 

it's found this kind of equilibrium. The ecology 

is working in this cycle, whereas before, you 

got the idea that in six months, no one was 

going to be left." 

A large part of Rapture's newfound balance 

is due to the interference of the Big Sister. 

Since she returned and started creating new 

Little Sisters, she has been enforcing a kind 

of order within the city, bending it to her will. 

"From her point of view, everything is good 

when Little Sisters are with thei r Big Daddies 

and Rapture just flows as Rapture always did,'' 

Thomas tells us. The Big Sister isn't neces

sarily evil - she just does what is required to 

maintain order. However, if you do something 
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LOOKING BACK, LOOKING AHEAD 
I know most of you see me as the consummate writer and thinker in gaming journalism. While I appreciate 
the thousands of congratulatory emails you send me, I thought I'd take this opportunity to treat everyone to a 
brief retrospective of my career. 

Growing up, I always knew I was destined to be the Editor-in-Chief of a gaming magazine. I mean, I'm 
a great writer and I know some Japanese dudes; it just makes sense. With this in mind, I walked right into 
the publisher's office and said, "Dude, why have Garnadan w hen you could have me?" The publisher basi
cally said "I know you're good, man. But I can't step on any toes," and he didn't give me the EiC job right off. 
Of course, as soon as people read my reviews, they told me "Hey, DarthClark, you're the best thing Game 
lnfarcer has going. They don't know what they've got:' Pretty soon, people from all over the industry were 
praising my work. Will Wright even volunteered to officiate my wedding (once I get a girlfriend). Of course, 
Garnadan didn't always understand my genius and would criticize me for petty things like not showing up at 
work until 4pm. What a square! Thankfully, the other bros on the staff recognized my gifts, like Chad. Now, 
Chad wasn't exactly the best writer, but I have to give him credit: he could always see that I was right. I 
remember him saying to me once, "Garnadan's scared of your potential. That's why he gives you a hard time:• 

Looking back over my awesome career, it's definitely a humbling experience. Despite the worldwide 
acclaim I've received, I always remember that being awe- 4L ( 
some is not a privilege, but a responsibility. You will never £ k 
be more awesome than you are today, except for how DarthClark, -' &--
awesome you will be tomorrow. Now, if you'll excuse me, I Editor-in-Chief VA f A\ 
think I just blew my own mind. 

p A 

I 
admit to being a little saddened when I left 
Sega to form my own studio, but not because 
I was abandoning the company and co-work
ers who had supported me for years. I was 
dismayed that I did not fulfill my ultimate goal: 

to kill Sonic the Hedgehog. 
I had made significant progress; abysmal titles 

like Sonic Shuffle and Shadow The Hedgehog went 
a long way to erode confidence and test the limits 
of gamers' patience. However, the job was far from 
done. Before I left Sega, I secretly met with Sonic 
Team to deliver one final directive: The Sonic fran
chise must die, no matter the cost 

They embraced their mission with alarming 
enthusiasm. The team devised terrible and incon
gruous concepts, then cobbled them haphaz
ardly into a loose approximations of games. They 
expanded the cast of Sonic's repulsive anthropo-
morphic friends, included hedgehog-on-human 

romance, and even threw him on a hover
board - twice! I was overjoyed. "This is barely 
even playable: I laughed as I played Sonic 
and the Secret Rings. "Mission accomplished." 

I hadn't counted on you, the gamers, ruin
ing my plans. No matter how hard Sonic Team 
tries to create a game not even a diehard fan 
could love, you stupid goons keep buying 
this garbage. Seriously, they turned Sonic into 
a "werehog." whatever the hell that is. Think 

about that for a second; what part of "werehog" 
sounds even remotely not stupid? That doesn't 
matter to you, apparently. As long as it has Sonic 
(or one of his insipid friends), you'll eat it right up 
and ask for seconds. 

This is my plea: Stop. I beg you, let Sonic die 
with some dignity. Don't make the team suf-
fer the humiliation of creating yet another game 
where Sonic transforms into some kind of genie or 
dragon ... or something with a magic butt. Because 
that's where things are going. and if that doesn't 
stop you, heaven help us all. ■ ■ ■ 
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Baldur » 
baldurboi@asgard.com 
Handle: The Resendul Gamer 
Expertise: Hammering Robols 
Interests: Finishing Off Trilogies, 
Ruining Norse Mythology 
Dislikes: Broken Promises, 

Unreal Engine Current Favorite 
Advent Rising 

Eddie» 
good@nothing.com 
Handle: The Unimpressive Gamer 
Expertise: Beating Levels That 
Wry Six·Year-Old Niece Can't Being 
The Only Person In Polk County 
To Beat Prince Of Persia Interests: 
My Six-Month Speed Run Through 
lly Ta~ng My Hunter Up To Level 
: Games Where "Normal" Means 
!) Current Favorite Games: Wii 
2, Imagine Wedding Designer 

Microsoft Avatar » 
notmii@ripoff.com 
Handle: The Lamer Gamer 
Expertise: Looking Stupid, Having 
Stupid Hair, Having a Stupid 
Face, Ma~ng Stupid Expressions 
Interests: Generic Jeans, Generic 

Shirts, Generic Shoes Dislikes: Mi~. Therapy Sessions 
(What Is "Mii Envy" Anyw~?), People Bad-Mouthing 
Rare Current Favorite Games: Perfect Dark Zero, Viva 
Pinata, Kameo: Elemenls of Power, Uno 

:i Wolfgang » 
.: ; rockin@midnight.com 
• ~ Handle: The Music Gamer 

Expenise: Pretending To Be A 
Real Musician Interests: Rocking. 
Totally Rocking. Proclaiming To 

..... ...-- .. Friends How Hard A Song Is And 
Then Nailing 100% Of The Notes Dislikes: Actual 
lnstrumenls, No Fail Mode (Everyone Should Practice 
More), Familiar Toe-Tapping Songs That Everyone Can 
Play On Their First Try Current Favorite Games: 
Anything That Declares "You Rock!" 
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another way to look stupid 

NINTENDO SAYS 
"SAFETY FIRST" 
ANNOUNCES WiiBODYPOD 

We've all seen the You Tube videos of televisions 
ruined by an overexcited gamer throwing a Wii 
remote through their set. Nintendo initially sought 

to combat this lack of general motor skills by encouraging 
gamers to use the remote's wrist strap, but clearly it didn't 
take. As a response, Nintendo is launching a new "Play It 
Safe" initiative. 

"Many of our customers are very fragile, due to lack of 
exercise and low bone density caused by a lack of sun expo
sure," commented company spokesman Reggie Fils-Aime. 
"Frankly, most of them look like dudes I used to give swirlies 
to in high school - I was all-state football, two years. We've 
had a lot of reports of broken ankles, sprained wrists - and 
that was just people playing Tetris Partyl Man, you should see 
the pictures we get of Wii Fit injuries; it looks like the after
math of a soccer riot" 

The linchpin of the "Play It Safe" campaign is the 
WiiBodyPod, a new full-body version of the Wii remote jacket. 
By stepping into the WiiBodyPod, gamers will be protected 
from injury by a polyurethane shell as they flail and flop their 
way through a game of Rayman Raving Rabbids. "Hey, it's 
the best we can do; I hope it works. But these people are 
amazing. One guy managed to cut off his thumb with the 
nunchuk! How do you even do thatr marveled Fils-Aime. 

DATA FILE 
The Tmiest Text Has The Biggest Heart 

ROCK REVOLUTION NO 
LONGER COMPATIBLE WITH 
ANYTHING 
In a rar, show cl triy. Sony, Miaosalt. and 
Ninlendo have joonlly iswed a patdl lhal 
rendenKonami'sRod<Rewlulionincompati>le 
wilh al other music game peripherals and, as 
an added bum, lhe consoles lhemselws. "Mil 
if,,._ for some unl<oown horrible reason. 
hied to play Rod< Rtvoltllion or !hose hilarious 
dn.ms, lhe Xbol wil ~ melt lhe disc 
and eject ii.. says. Microsoft spot,,pe,,on. 

MARIO AND ZELDA TEAMS 
NOT HARD AT WORK 
N intendo president Satoru Iwata assured gamers at E3 2008 that the 

teams behind all-new Mario and Zelda games were "hard at work." 
However, recent candid photos of the teams reveal the exact opposite: 

They are, in fact, barely working at all. 
The photos, snapped between the daily foosball competition and the 

chair-spinning contest, depict a sorry scene. Instead of working on Mario and 
Zelda, games that form the backbone of Nintendo's hardcore appeal, the 
teams are totally just jerking around. Judging by the Wii's success among 
casual gamers, the teams don't seem to think their games are a priority. 
Office boredom has not yet reached dangerous levels - the conference 
room TV hooked up to Wii Sports remains unused - but work ethic contin
ues to plummet. 

MERCENARIES 2 RELEASED, 
APPARENnY 
Es<apir1g lhe noeicr cl gamers MJYWhe<•. 
Pandemic's """"5ioo-fi f-..,P to lhe 
original Mercenaries supposecly came out 
sometime last ,,..,. Sources liW1g dose to • 
loal game retailer confinned that lhe game 
is on she!Yes and available for pu-chase. The 
S2'l.99SIJ<t,rsuggemsewral pncr reduaJons. 
plaonglhegame', _'°""""""_ 
August or September, but game hl!lorians may 
,-toowlhew<tdate. 

We tried to contact the teams for commen~ but the office answer-
ing machine picked up indicating that all staff was out of the office "doing 
research" at Spring Break 2009. 
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more like LFJob! 

ECONOMIC 
DOWNTURN 
HITS WOW 
M 

eet Chaos_Forge. Last year at this time, 
he was a guild officer pulling in 200 gold 
a day from daily quests, plus up to anoth

er 500 in auctionable drops. Today, he is just one 
among thousands of jobless high-level toons who 
have fallen on troubled times in WoWs current 
harsh economic climate. 

With raid slots scarce and few guilds recruiting, 
characters like _Forge find themselves swallowing 
their pride and resorting to scrub pick-up groups 
just to have a job - any job - to do. •1 would 
have considered this beneath me last month," 
_Forge admits. ·seriously. I have lllidan's war
glaives, and now I'm back to running Maraudon 
again? Humiliating~ 

"If I had known this would happen, I never 
would have wasted my time leveling my engineer
ing up to 450 last winter," laments _Forge. "Plff. I 
may as well have gotten a liberal arts degree for all 
the good that profession'II do me OON." 

The situation is also presenting new challenges 
for online families, but _Forge's wife is staying 
optimistic. '111ings could be worse," she reflects. 
"We could be Alliance.· 

GAME INFORMER 47 



. • ... . ... •• PREVIEWS • ••••• • ......... ... ... ... :r •:: Today's Hype, Tomorrow's Crap 

Wii 

Star Wars The 
Force Releashed 
> STYLE I-PLAYER SHAMELESS SEQUEL> PUBLISHER 
LUCASARTS > DEVELOPER LUCASARTS CASABLANCA 
> RELEASE BEFORE THE NEW LIVE ACTION TV SHOW 
RUINS EVERYTHING 

MULLIGAN 

I n the wake of fan outrage, the team 
behind The Force Unleashed announced 
plans for a sequel that will address the 

many canon-breaking story points of their first 
game, revealing it was all just a bad dream. 

In the sequel, Vader wakes up from his 
nightmare and begins training his "real" secret 
apprentice. Thankfully, the other implausible 
events from the first game are also being 
nullifed. For instance, we learn that the Force 
can't really be used to pull a Star Destroyer 
out of the sky. "That was pretty cra-z:.;, right?" 
laughs creative director Haden Blackman. 
"And what about him beating up Vader? Ha! 
Can you imagine if we'd said that was for 
real? That some snot-nosed apprentice could 
do stuff Yoda couldn't even do?" 

Other revisions include the "real" origin of 
the rebellion, the "real" death of Shaak Ti, and 
a new Jedi master named Jet Kenobi. ■ ■ ■ 

connect gear 

I n the next logical step in the Kingdom Hearts franchise, 
Square Enix has announced that its Disney /Final Fantasy 
mash-up action/RPG franchise is expanding to include the 

adventures of old-timey newspaper baron William Randolph 
Hearst. Sora, Donald, and Goofy rendezvous with Hearst in the 
hub world of Hearst Castle as he coerces the lovable characters 
into completing quests like union-busting. covering up the mur
der of producer Thomas Harper Ince, and igniting the Spanish
American War. Boss battles include wizard Joseph Pulitzer and 
both a human and demon form of Orson Welles. Fans con-

cemed at the lack of cartoons will be excited to know about the 
stage based entirely on the world of that rascally Yellow Kid. 

Kingdom Hearts series mastermind Tetsuya Nomura explains 
the inspiration behind the new direction. •1 wrote an email 
to my staff instructing them to begin preliminary work on a 
new 'Kingdom Hearst' game, and then I got caught up in Final 
Fantasy Versus XIII for a couple years; Nomura says. "Before I 
know it, they've got a game that's 90 percent complete. I just 
didn't have the heart to tell them it was a typo~ ■ ■ ■ 

/. 1/ basically Ian fiction aah! my eyes! 

PAC-MAN: 
RISE OF THE GHOST LORD 
Joining the ranks of Master Chief, Solid Snake, and that 
dude who isn't Commander Shepard, Pac-Man is diving 
into the world of expanded universe storytelling. Players 
know all about his unrelenting quest to gobble dots and 
various fruits, but the gameplay feels hollow without con
text Rise of the Ghost Lord, by George R. R. Martin, tells 
the chilling backstory of the spheroid hero, including the 
origins of his long-standing hatred of ghosts and the true 
identity of "Ms. Pac-Man" (Spoiler alert: It's Pac-Man wear
ing a dumb ribbon). 
$14.99 • gameofghosts.com 
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PSP 4000 
Searing the eyes of all who would presume to 
behold its glory, Sony unveiled its new PSP-4000 at 
a recent press conference. The 4000, which bums 
with the light of a thousand suns, is fueled by a 
nuclear/ion battery still under review by the EPA 
'We believe the PSP-4000 represents the brigh~ 
scorching future only Sony can provide," explained 
Jack Tretton, being careful to speak from behind 
a lead shield. When asked whether the software
starved PSP would have new games to accompany 
the launch of the redesign, Tretton hurriedly flashed 
the blinding screen at his audience. When attend
ees' vision cleared, Tretton had vanished. 
S199.99 • sony.com/itburns 
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Wii I AND SOMEHOW OS 

BOTTOM . 
LINE Big Deal 

Second Opinion 100% 

This11i11111!isal~I~ 
I piigged i1 l17f ~ Cllll
troler, 51.wted 1D shred. inf 
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lhe ~Bat.A.I &1Jl$ rm 
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about Zeppem i1 lhe nelll 
UJfar Hero?lhat\WJUd be 
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lastweek, lxi~tels 
me lheyt<Mlly rock, so now. 
I'm~ that they haven't 
been i1 before now.
'MllfGANG 

Madden NFL All-Play 2010 

BOTTOM 11 
LINE 

Second Opinion /f. 

So I'm banned from wleo 
games forever, but this 
Fonzie-looltmg turd ball 
gets to fmrsh his tnlogy? 
What in Helheim is that? 
Let's compare. 8aldur talks 
lo se,,ered heads. R',1>tals 
to housecats. Baklur fights 
wrth the Gouging Claws of 
Fenn,. R',11 fights with while 
tenms shoes. Arn I missing 
something here? Someone 
call a valkyrie. I need to be 
cradled.- BALDUR 

> STYU I TO <I-NON-PLAYER SPORTS > PIIBUSHER ELECTRONIC ARTS > IIEVELOPER TAKE IT EASY STUDIOS 
> IIElWE THE HOUNDS > ESRB E FOR EASY 

BUTTON MASHING 

A 
s the shallow product of a transparent attempt to appeal to the lowest 
common denominator, I can identify with what EA has done with Madden 
this year. The All-Play brand has become even simpler; you don't need to 
worry about waggle, rules, or even playing much at all. You basically just use 

the d-pad to issue one of four commands: first down, touchdown, kick the ball into 
the giant Y thingy, and halftime show. Apart from that, the game sort of controls itself. 
It's kind of like watching a football game on TV if ESPN were all pixellated and gross. 

F inally! After years of angry letters and online petitions, Sega has triumphandy vindicated 
the dreams of dozens of Dreamcast fanatics. Ryo is back. and Shenmue Ill might just 
be the most important piece of entertainment ever produced by human hands. 

Shenmue Ill goes deeper into the human psyche than any game before it, exploring 
the often-overlooked realties of life. Ryo pulls weeds. Ryo cuts his toenails. Ryo waits in 
line at the grocery store. The dopey roustabout even gets a job changing the bedpans in 
an old folks home. All the while, the murder of his father goes unsolved. Should we cry 
for this broken soul as he spends all his money buying toys out of vending machines? 
Should we mourn with him as he spends long lonely hours defrosting his fridge? Yes, 
because this game takes place in Japan - and that is awesome. 

Though I hardly played the game, I was hoping the Al would be better. Most 
of the time my quarterback ran in circles with the ball (No, I didn't choose the 
Packers) until the opposing team ran up to me and asked if I'd like to be tackled 
or if I needed help throwing the ball. Eventually I just fell asleep with my forehead 
on the controller. When I woke up from my nap, I was on a seven game winning 
streak.- MICROSOn AVATAR 

You can tell Ryo is a broken man by how poorly he interacts with others, like this snip
pet of dialogue. Ryo: 'Can you direct me to the local store?' Random woman: 'You are 
looking for a local store?' Ryo: 'Yes, can you give me directions? I would like to purchase 
something from a local store.• Those who think Shenmue doesn't have its share of excit
ing moments should know that Ryo goes to the moon, where he collects rock samples 
and measures radiation levels. Absolutely nothing has been done to differentiate this from 
the first two titles; this is exactly the game fans have been waiting more than seven years 
to play.-EDDIE 

..... G ....... ... ... ... .. ..... .. ::::::. .. I Where Nostalgia 
•:::::- Conquers Logic 

■ Game lnfarcer Editor-in-Chief. Darth 
Clark (above) interviews Shige,u 
Miyamoto (inset) 

Some people in the gaming industry need no introduction, and 
Game lnfarcer editor-in-chief DarthC/ark is one of them. With his 
poignant observations and obvious rapport. no one conducts a 
better interview. His legion of famous game developer friends 
make DarthClark a living legend, as inseparable from the indus
try as the video games themselves - maybe even more so. This 
month Shigeru Miyamoto had the honor of answering DarthClark 's 
insightful questions. 

GI: The last time I interviewed you, we talked about your hob
bies and how they influence your approach to development -
especially as it pertains to the elusive nature of Mfun# in an 
entertainment medium full of shifting paradigms. The problem, 
of course, is complicated by the bourgeois desire for fantasy
fulfillment, obfuscating truth and purpose in the midst of flying 
bullets and buxom harlots. Whether this cures the malaise of 

the mouth-breathing ravenous masses in unclear. How long 
will your next game be? 
Miyamoto: Well, it's interesting you should mention that... 

GI: Thank you. I know. ■ ■ ■ 
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TOP 5 
Rank frtle Score Based On IJfllls Sold 

Wli Play Denial 

Wli Are Still Playing Anger 

Wli Play Together With Bargaining Friends 

Wli Play Controller Depression Only Edition 

Wli Play After Dark Acceptance 
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W 
ith a horde of zombies stretch
ing the length of a mall, an 
anything-you-am-grab arsenal, 
and a campy horror movie vibe, 

Capcom's Dead Rising sold over 1.5 million 
units on the Xbox 360. Well, it looks like 
Capcom is through teasing us with rumors 
and ports and is finally ready to bet big again 
with a sequel. This time around the environ
ment is bigger, flashier, and filled with even 
more over-the-top makeshift weaponry. 

Set years after the incident in the small 
Colorado town of Willamette, it appears that 
the zombie outbreak has only worsened. 
The whole country is in a state of panic as 
the shambling masses continue to grow. 
The gambling paradise of Fortune City, Dead 
Rising's parallel to Las Vegas, is one of the 
most highly infected areas on the continent. 

No word yet on whether or not we'll see 

a return of burly photographer Frank West. It 
appears that Dead Rising 2's new protagonist 
is an unnamed blond-haired biker. A brief 
teaser trailer for the game also mentioned 
Hispanic hottie lsabela Keyes, who fans will 
remember from the first title. The last time 
we saw her - in the true ending to Dead 
Rising - she had helped subdue Frank's 
infection and was escaping with him from 
the Willamette Mall. Since then, lsabela 
has been instrumental in the development 
of a new drug called Zombrex, which has 
been used to help stem the zombie plague. 
Whatever her involvement now, it looks like 
both lsabela and this new drug might be key 
elements to turning the zombie tide in the 
sequel. 

The new Vegas-like setting promises to up 
the ante in terms of providing everyday items 
for players to stuff through zombie heads. 

Capcom is pretty tight-lipped about details, 
but the teaser trailer showed our new hero 
running around inside a large Atlasphere-like 
thing, similar to a motorcyde cage that a 
daredevil might use in a stage show. Safely 
encased like a hamster inside a ball, the hero 
flattened any corpse that shambled across 
his path. 

Development of this sequel has been 
handed off to Canadian developer Blue 
Castle Games, but several key members 
from the original team - as well as producer 
Keiji lnafune - are helping to ensure this 
title stacks up to the original. Unlike the first 
game, it looks as if PS3 owners can plan to 
participate this time around. Unfortunately, 
we don't have a release date yei but we're 
hoping the chaos comes to town in time for 
another summer zombie BBQ. ■ ■ ■ 
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T 
hough Westerns are a tried and true 
film genre, the seemingly natural 
transition to video game consoles 
hasn't produced an experience that 

rivals the power of films like Sergio Leone's 
The Good, the Bad, and the Ugly or the 
critically acclaimed HBO series Deadwood. 
Though games like Gun and Call of Juarez 
have teased gamers with the taste of the 
unbridled frontier, we're still waiting for the 
true six-shooter masterpiece. Rockstar's Red 
Dead Redemption is the next WMX1'/ set to 
meet us at high noon. 

Rockstar Games rescued the abandoned 
Red Dead Revolver from Capcom in 2003 
and released a reconfigured version of the 
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third-person shooter to modest critical fanfare 
and 1.5 million copies sold. Redemption 
marks the first time Rockstar is building a 
western from the ground up with its own 
RAGE technology, the graphics engine 
that powered hits Grand Theft Auto IV and 
Midnight Club: Los Angeles. Redemption 
is also Rockstar's first open-world sandbox 
adventure outside the boundaries of its epic 
crime series. 

'The team at San Diego have mas
sively exceeded our expectations with the 
sheer depth of experiences in Red Dead 
Redemption," said Rockstar Games co
founder Sam Houser in a press release 
statement 'The seamless combination of 

breathtaking beauty and intense action, all 
woven together with strong plotlines in a 
massive, vibrant, rural environment is mind
blowing. We think this game helps to push 
the limits of what an open-world gaming 
experience can be." 

With a wealth of archetypal experiences to 
choose from including train robberies, Native 
American tribes out for scalps, attacks from 
wild animals, and saloon shootouts, the west
ern genre is ripe for the open-world treat
ment This isn't completely unfamiliar territory 
for Rockstar, as it demonstrated the ability to 
deliver a powerful experience incorporating 
vast expanses of land with Grand Theft Auto: 
San Andreas. 

Like Deadwood, Red Dead is set in early 
20th Century America, a time of expansion 
where formerly lawless frontier towns must 
come to grips with the inevitable annexation 
into the republic. Rockstar has yet to divulge 
plot particulars outside of revealing the main 
character, former outlaw John Marston. 
Through Marston's adventures, he must 
contend with dangerous open ranges filled 
with antagonist animals, treacherous moun
tain passes, and border towns filled with 
unsavory characters armed with six-shooters 
and a taste for blood. We hope to explore 
Rockstar's ambitious new western in more 
detail in the coming months. ■ ■ ■ 

■ Red Dead Redemption covers 
a vast expansion of frontier land, 
from rolling prairies to dangerous 
mountain passes 



:• previews 

■ Chnt Eastwood's too 
old to save this wagon! 
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Wii 

Major Minor's Majestic March 
> STYLE I OR 2-PlAYER MUSIC> PUBLISHER MAJ ESCO EtfilRTAINMENT > DEVELOPER NANAON-SHA > RELEASE MARCH 

MARCH ON 

D 
uring the PSone's heyday, back before music games 
took our country by storm, there was a little dog 
who rapped for the affections of a girl flower. 1/Jhile 
PaRappa the Rapper's goofy art style and catchy 

rhythms may feel dated today, the game helped pave the 
way for modem music giants like Rock Band and Guitar 
Hero. Masaya Matsuura, the visionary musician behind that 
title - and other fan favorites like UmJammer Lammy and 
Vib-Ribbon - is teaming back up with famed New York artist 
Rodney Alan Greenblat to release another unique music title: 
a marching band game for the Wii. 

The village of Marchtown doesn't idolize rock stars or 
professional athletes like any normal city. Instead it show
ers all of its affection on drum majors. One young boy, 
named Major Minor, has always dreamed of being the best 
drum major his town has ever seen. Unfortunately, he has 
always struggled to find musically talented marchers will-
ing to follow him. His luck all changes one day when he 
inherits a magical baton containing the essence of his great 
grandmother. Now it's up to him to unite the villagers of 
Marchtown in song and spread the joy of marching with the 
rest of the world. 

Anyone familiar with PaRappa's whimsicality should feel 
right at home. During his journey, Major travels through 

seven colorful locations, encouraging his followers to march 
down everyday streets, pass through political rallies, and 
even under large bodies of water, picking up a few fishy 
instrumentalists along the way. Major and his makeshift 
band play more than 20 "well-known" marching tunes from 
around the world, but don't expect any of them to sound 
the same twice. The song's composition will change as 
Major picks up different members, varying with the size of 
the band and the instruments they carry. 

Every song starts by letting players set the tempo by 
moving their Wii remote up and down like a real baton. 
As the platoon marches forward, players can pick up other 
animals to add to their band by waving their wand at them. 
If the song's tempo gets too fast or too slow band members 
will get frustrated and start to drop off. 

If nothing else, Major Minor seems set to prove that it is 
not interested in following trends. Even though each song 
is only a few minutes long, they all require a fair amount of 
stamina since you'll have to keep your arms moving up and 
down the whole time. You can put down those barbells, as 
Major Minor promises to give our arms a workout. ■ ■ ■ 



The King of Fighters XII 
> STYU I OR 2-PLAYER FIGHTING (2-PLAYER ONLINE) 
> PU BUSHER IGNITION ENTERTAINMENT> DEVELOPER SNK > REI.EASE JUNE 

REBIRTH 

I t may have taken 15 years, but SNK 
is finally scrapping all of the character 
sprites, backgrounds, and game assets 
that have been reused ad nauseum over 

the years in its King of Fighters franchise. For 
The King of Fighters XII, the team has crafted 
the art completely by hand. 'Our develop
ment slogan for KOF XII is 'KOF Rebirth,' and 
we've aimed to create an entirely new King of 
Fighters with this title," says producer Masaaki 
Kukino. "It has been a challenge in terms 
of development time, budgei and patience 
[laughs]. I must be grateful for the hard work 
our designers have put into this installment' 

Despite all visual upgrades, 
the traditional ttiree-on
three 2D combat felt 
like dassic KOF in our 

hands-on time with the 
game. However, some new 

tweaks help bring the fighting 
forward. Critical Counters 

allow players to stun 
attacking opponents 
if they connect with a 
strong short-range attack 

just before the hit con
nects. If players both strike 

at the same time with the 
same type of attack, a high 
kick for example, the attacks 

will cancel each other out in a 
Deadlock with a vibrant spark 

effect. Finally, Guard Attacks 
allow players to counter directly 
out of a blocked attack. 

While KOF Xi's roster 
included over 40 characters, 

the team is scaling back to just over 20 
fighters this time around, all of which have 
previously appeared in an SNK fighting game. 
'With KOF XII, we have pursued a very high 
level of quality for each individual character, 
giving them all their ovvn new original graph
ics, a strong presence, and making sure they 
all control in a unique way," Kukino says. 'All 
of the 20 characters have their ovvn district 
traits, and we decided to go with them not 
because of their popularity, but rather by their 
presence in the KOF universe.• Though all 
of the arcade version characters have been 
revealed (see sidebar), Kukino confirms that 
additional fighters will appear on the home 
console editions. 

King of Fighters XII indudes online veisus 
play as well as the option to watch online 
matches or record and post your ovvn battles 
for others to see. "There is also an option 
where multiple friends can gather and create 
a room for team battle," Kukino adds. 'Voice 
chat may be enabled after entering the room 
and online matches as well.' 

While Kukino preferred not to comment 
directly on Capcom's design choices in the 
recently released Street Fighter IV, he did 
offer some overall thoughts on the genre. 
'Nowadays you see many companies innovat
ing their fighting series, just as we are with KOF 
XII. I truly believe amongst all of this, we at 
SNK Playmore are paving our ovvn path, and 
innovating in ways that no other developer 
can," Kukino says. 'We can't afford to settle for 
the same old stanclards anymore~ ■ ■ ■ 

:• previews 

CONFIRMED ROSTER 
- Ash Crimson - Terry Bogard 
- Duo Lon - Andy Bogard 
- Shen Woo - Joe Higashi 
- Kyo Kusanagi - Kim 
- Benimaru Nikaido - Raiden 
- Goro Daimon - Ryo Sakazaki 
- lori Yagami - Robert Garcia 
- Athena Asamiya - Rall Jones 
- Sie Kensou - Clark Still 
- Chin Gentsai - Leona Heidern 

BOOSTED UISUALS 
"The size of each character is much larger 
than before with a much higher level of reso
lution. Both their length and height are almost 
twice as big. However, the density (detail) of 
the dot-pixels are about four times as much. 
The color palette has also increased. With 
these character graphics you can say the level 
of expression has expanded a great deal." 
- Nona, art director 



B 
illy Candle didn't exactly set the 
gaming ll'IOl1d ablaze. If there was 
a standout character in 2007's 
Call of Juarez. rt was Billy's crazed 

co-star, the reverend Ray McCall - a grim 
figure with a bible in one hand and a revolver 
in the other. Unfortunately, McCall didn't 
lrve through the first game, but developer 
Techland is exploring the character's tumultu
ous history in its upcoming prequel, Bound 
in Blood. 

Like the original, Bound in Blood focuses 
on two characters; this time, players control 

Ray McCall and his brother Tom (too bad, 
Billy) as they fight through the frontier during 
the Civil War. The duo undertakes a quest for 
the Gold of Juarez, which lands them in all 
kinds of trouble. Tom and Ray have different 
gunslinging styles and specialize in particular 
weapons and abilities, and you must choose 
which one to use in specific situations. Unlike 
the first Call of Juarez, the characters aren't 
segregated. You'll choose one to control at 
the beginning of a level, but the brothers are 
working together, so each mission is a col
laborative effort where both characters' skills 

will come in handy. 
Bound in Blood's emphasis on familial 

connection may seem like a golden oppor
tunity to indude co-op, but that feature isn't 
in the cards. However, you still can take the 
McCalls online. The new multiplayer com
ponent includes a clever incentive called the 
Bounty System. When you take down ene
mies, you get points equal to the bounty on 
their heads. However, as you string together 
kills, the price on your head goes up, making 
you a higher value target for other players. If 
the gameplay is well implemented, this could 

add an interesting hunter/hunted dynamic to 
the deathmatch and objective-based online 
modes. 

Westerns occupy a hallowed place in 
cinema history, but their performance in 
gaming is worse than a no-armed man at a 
quick draw competition. Even with a spotty 
track record, the genre's blend of iconic 
Old West situations and exciting gunplay 
has tons of untapped potential, which is 
enough to keep us hopeful whenever a new 
hombre like Bound in Blood appears on the 
horizon. ■■■ 



F 
our years ago, French developer 
Asobo envisioned Fuel as a racing 
MMO. Over the course of its devel
opmeni however, good reasons 

emerged to shift away from this philosophy. 
What if you could take some of the benefits 
of an MMO - scale and the multiplayer expe
rience - and fold them into a more compre
hensive title? 

Fuel thinks big and has a world map that 
is even bigger. Encompassing over 5,000 
square miles and larger than the entire state 
of Connecticui Fuel's world spans multiple 
terrain types and lets you bomb canyons, 
carve desert sands, burn asphali and climb 
mountains with no loading in between. 
Based on an America laid to waste by the 
ravages of global warming, the game features 
representations of Mount Rainier, Yellowstone 
National Park, the Grand canyon, and much 

more. If you thought that Burnout Paradise 
was big, your head is going to explode when 
you see the size of Fuel. 

They say size isn't important; it's what you 
do with it that counts. Fuel tries to tackle 
both at the same time. The career mode fea
tures 75 multi-class vehicle races, including 
checkpoint runs, open-ended long hauls, and 
circuit courses. The set-piece ·boss battle' 
events task you with racing while a raging 
twister shreds the land and 
throws buildings, for instance. 

Players can freely switch 
between pursuing career 
growth and exploring a world 
littered with hundreds of 
additional challenges. Let your 
wanderlust take you where it 
may to discover the liveries, 
new cars, secret scenic spots, 

and racing contests placed throughout the 
world. If you don't want to aimlessly roam 
the environment but still want to explore, the 
game contains heliports that serve as drop 
points to various sectors of the map. 

All the work that developer Asobo and 
Codemasters have put into this game is at 
your fingertips with the race editor, which 
lets you create and store online multiplayer 
races where you can place up to 32 check-

points throughout the world and tweak a 
wide variety of race perimeters. Similar to 
Test Drive Unlimited, online players will pop
ulate the environment with you in real time, 
and you'll be able to hit up races and events 
with them at any time. Just get in your car 
and go. ■■■ 



Star Trek Online 
> mu MASSMIY MULTIPI.AYER ONLINE ROlE·PI.AYING GAME> PUBLISHER ATARI 
> DMLOPER CRYPTIC STUDIOS> RELEASE TBA 

NEW LIFE, NEW CIVILIZATIONS 

E 
ven as Cryptic Studios creeps 
doser to its impending launch of 
Champions Online, details on its 
other big project continue to emerge. 

Coming to both PC and unannounced con· 
soles, Star Trek Online has a number of ele
ments that may make Trek fans squeal with 
embarrassing glee, but one of the coolest of 
these is the character creator. Cryptic elabo
rated on the system at this yea(s New York 
Comic Con. 

All of the expected facial morphing tools 
are available to players, albeit with a greater 

flexibility than is offered in most MMOs. You'll 
pick any of the hallmark Star Trek races, from 
vulcans and klingons to gorn and andorians. 
For many players, the more exciting option 
will be to craft their own race, intermingling 
facial and body features from several differ
ent races, and morphing those parts to create 
a brand new alien species within the sprawl
ing Trek universe. 

No matter your exterior appearance, you'll 
have some other big choices to make as 
the game begins. Set 30 years after the end 
of Star Trek: Nemesis, much has changed 

in the Alpha Quadrant. The Klingon Empire 
and the Federation are about to enter into 
all-out war, and players must decide which 
faction to join. Though you'll begin play with 
a small ship of your own to command, every 
character still chooses a baseline career path, 
such as tactics, engineering, or science. This 
helps determine your unique skill set as you 
advance, even as you add bridge crew to 
supplement those abilities. 

The general game design concept has 
remained largely intact since our cover story 
on the game last October. The game offers a 

mix of space exploration and planetary excur
sions, with an episodic structure that keeps 
the story moving forward. Any given scenario 
might involve a trip between multiple worlds, 
a tactical battle amid a spinning asteroid field, 
followed by a harrowing chase across some 
crystalline alien landscape. If the new Trek 
movie manages to garner some enthusiasm 
this summer, Star Trek Online may turn more 
than a few heads when it releases several 
months later. ■ ■ ■ 



Wii 

Let's Tap 
> STYLE I TO 4-PLAYER ACTION > PUBLISHER SEGA > DMLOPER PROPE > RELEASE SUMMER 

DON'T TRASH THE BOX 

S onic creator and industry old 
boy Yuji Naka got fed up with 
the business side of gaming 
and wanted to get back to 

a more creative role, so he left Sega 
a few years back and started Prope. 
Now his studio's first game is headed 
to North America. Let's Tap proves 
that not every possible use of the 
Wii remote has been tapped just yet 
Players must place the remote button
side-down on top of a cardboard box. 
As you drum your hands on the box, 
vibrations register with the controller 
and affect onscreen events in five dif
ferent game types. 

Tap Runner - Up to four players race 
through an obstacle course swinging 
on ropes, jumping hurdles, and dodg
ing crushing blocks. Drumming makes 
your stick figure run, and slamming 
both hands down initiates a jump. A 
wealth of courses adds some depth 
to this competitive mode. 

Rhythm Tap - Minus the clapping, 
this is a wholesale rip-off of bongo 

game Donkey Konga. Up to four play
ers drum along to the beat as it flows 
from right to left. The Japanese ver
sion features electronica songs with 
titles like "Coconut Airport.• 

Visualizer - Using a mix of fish, 
bouncy balls, and fireworks, players 
affect what's happening onsaeen by 
tapping along with the beat in what 
looks to be a glorified screensaver. 

Silent Blocks - Kind of a mix of 
Jenga and Tetris. Using gentle taps, 
players must pull out blocks with-
out knocking the stack over. If you 
remove a block and the remaining 
ones match they will clear out like in 
a puule game, setting up a potential 
cascade of combos. 

Bubble Voyager - In this 20 
shooter, you must navigate through 
a spiky path blasting enemies with 
missiles and collecting stars. Tapping 
will float your character upwards, while 
taking a break sets him on a con
trolled descent. ■ ■ ■ 

THE FIT IS GO! 
Spacious beyond belief! 57 cubic feet of shaps-sh/ftiWJ cargo 
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W 
hile Tekken fans haven't had to wart as long as 
the Street Fighter set for a new installment it's 
been a while since Namco Bandai's fighting series 
has brought a new numbered entry to NO!th 

America. Tekken 5 hrt PlayStation 2 back in 2005, and the 
series' only current generation appearance was the dovmload· 
only Tekken 5: Dark Resurrection on PlayStation 3 in 2007. 
We checked in with the team to see what they've been up to. 

We released Tekken 6 in arcades at the end of 2007," 
explains project director Katsuhiro Harada. "Soon after we 
began work on an arcade update with Tekken 6: Bloodline 
Rebellion and helped with Soulcalibur IV. If it weren't for the 
work we had with Bloodline Rebellion, we probably could 
have already made a Tekken 6 for consoles~ Harada says 
that instead they wanted to release a single definitive version 
of Tekken 6 that includes all of the Bloodline Rebellion con
tent and then some. 

"This time, we focused on one of the most important ele-
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ments of a fighting game: the character animation," Harada 
says. "This is one area that really sets Tekken 6's graphics 
apart from those of Dark Resurrection. We managed to 
implement a full motion blur effect that other fighting games 
haven't accomplished while still maintaining 60 frames per 
second~ 

In addition to the previously available aerial juggles and 
wall combos, players will now be able to bounce opponents 
off of the ground and break through floors. "You can chain 
ground attacks to an aerial juggle, slam your opponent to the 
ground, pick them up once they've bounced off the floor of 
the lower level, and carry them into a wall combo for a spec· 
tacularfy damaging combo." Harada says. 

The new Rage System gives a strength boost to characters 
low on health to increase the chance of a last-minute come
back, and throwable items add a projectile element not usu· 
ally seen in this franchise. "There are unique moves in the 
game like Kuma's attack with a fish, Nina and Anna have the 

ability to equip a bazooka, and Raven has a gigantic throwing 
star." Harada says. 

Online versus play is a given, but another online mode 
could change up the formula. "This feature is for fans who 
want to play Tekken online but want something other than 
versus." Harada says. 'However, I can't go into details at the 
moment.' 

But perhaps the most surprising aspect of Tekken 6 is 
its appearance on Xbox 360. "The team, induding myself, 
has been making Tekken games for Sony platforms for 
many years. Because of this we all have special feelings 
for the PlayStation consoles." Harada explains. "There have 
been requests for many years to release outside the Sony 
platforms. As the 360 install base spread throughout North 
America and Europe, those voices gained in number drama!• 
ically. Eventually, opinions changed as well, and we thought it 
was time to reevaluate our stance~ ■ ■ ■ 
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■ St1ck1ng together ,n 
parties makes heroes far 
mare effective 



PlAYSTATI0N 3 I XB0X 360 I PC 

Battlefield 1943 
> STYU UPTO 24-PI.AYER ONLINE ACTION > PUB USHER ELECTRONIC ARTS > DEVELOPER DICE> RELEASE SUMMER 

SHOOTIN' IT OLD SCHOOL 

W 
h1le Battlefield PC fans wait 
impatiently for the third install
ment of the blockbuster 
multiplayer franchise, DICE is 

wooing console and computer gamers alike 
with a return to its World War II roots in 
Battlefield 1943. 

True to its namesake, this download-
only title re-imagines the vaunted game 
that started 11 all, Battlefield 1942. Using 
the engine that powers Battlefield: Bad 
Company, DICE is resurrecting the popular 
Wake Island, Guadalcanal, and lwo Jima 
maps from the Pacific Theater. "We wanted 
to go back to our roots to deliver an amaz
ing mix of WWII Battlefield gameplay with 
the awesomeness of Frostbite destruction; 
says associate producer Gordon Van Dyke. 

The core 1942 gameplay ,s still intact, but 
senes veterans will notice several changes. 
Players still take the roles of Japanese and 
American soldiers to commandeer jeeps, 
tanks, and planes in the name of capturing 
strategic posts. The game replaces the five 
available player classes from the first game 
with three more streamlined kits: infant,y, 
rifleman, and scout The infant,ymen are 

armed with a submachine gun, bazooka, 
and a wrench to fix vehicles. Riflemen use 
semi-automatic rifles and grenades, while 
the scouts are armed with sniper rifles and 
TNT for taking out tanks. Each weapon 
has unlimited ammo. This could make the 
game more accessible to a wider audience, 
but it also may irk battle-hardened elites. 

Though the original game featured 
64-player skirmishes, the new version 
only supports 24 players. \J'o/hy the smaller 
scale? "Frostbite is a powerful game 
engine; Van Dyke says. "With destruction, 
vehicles, planes, boats, and intense infant,y 
action, 24-player maps give users the best 
Battlefield experience~ 

Other changes DICE promises include 
a faster pace, better balance between 
air and ground units, improved physics, 
greater hne of sigh~ a more intuitive spawn 
system, persistent player rankings, and 
stat tracking. DICE currently has no plans 
to expand the amount of maps, but if the 
game is successful this summer we can 
always hope for the return of Operation 
Market Garden. ■ ■ ■ 



L 
ike eve,yone else, we've watched 
powerhouse developer BioWare 
like hawks in the hopes that more 
details on its next project slip. This 

month, we bring you a wealth of information 
gleaned from a recent hands-on session with 
the PC version of Dragon Age: Origins. To 
nobody's surpnse, this heroic fantasy epic still 
looks incredible despite a delay that indicates 
the PC and console versions will release 
simultaneously. 

Our hands-on session begins as our party 
treks through a dark forest to confront an 
ancient evil. This segment gave us a good 
sense of the moment-to-moment combat 
The flow of battle is natural to anyone 
familiar with Knights of the Old Republic 
or Baldurs Gate, with characters executing 
actions in real-time while hidden die rolls 
control the attack's success or failure. An Al 
scripting interface strongly reminiscent of 
Final Fantasy XII (in a good way) makes the 
ability to pause at any time and issue new 
party orders less necessa,y than in previous 
titles, though it's still there for sbck.y situa
tions. Even so, not knowing how to exploit 
our party's special abilities gets us killed 
more than once when blundering into hos
tile creatures. There's no doubt that Dragon 
Age requires a modicum of tactical thought 
to conquer its challenges. 

In the center of the dark forest, we 
encounter ruins full of monsters that we 
need to fight through. The rogue shines in 
these battles, luring enemies into traps and 
making liberal use of his backstab damage 
multiplier. Nasty werewolves make shift-
ing our mage into a less-fragile bear form 
frequently necessa,y, since frontline fighters 
lack the ability to reliably prevent enemies 
from charging right past them. An MMORPG
style taunt ability seNes a similar function, 

70 GAME INFORMER 

but in most cases our mage must attend 
to her own defenses. Getting through the 
forest and into the dungeon brings a subtler 
encounter than a simple boss fight Upon 
meeting the antagonist we were sent to 
eliminate, she tells us a far different version 
of events than the original quest giver had 
supplied. Whether we accept this alternate 
explanation or continue on our mission of 
annihilation dictates the quest's climax. 

This decision is far more important than 
choosing between two pieces of loot. Our 
overarching quest remains to raise an army 
and help the Gray Wardens turn back the 
Darkspawn; the choice we make will no 
doubt affect us later in the quest, as our 
chosen allies inevitably become a matter of 
dire importance. To avoid plot spoilers we'll 
stop the narrative here, but let's just say that 
whichever course is chosen, a satisfyingly 
epic battle concludes this plot thread. 

The sense of being part of a larger war 
comes through in Dragon Age's gameplay as 
well as its narrative. The scale of combat that 
Dragon Age can depict is impressive. We wit
nessed situations where an entire village is 
blanketed in chaotic battle, with forces both 
hostile and friendly to the player doing their 
best to slaughter their enemies. 

Any project from BioWare will pique most 
gamers' interests, and our time with Dragon 
Age reinforces why the developer has so 
much automatic credibility. Nobody loves 
it when an exciting game gets delayed, but 
we have no fears whatsoever about Dragon 
Age's quality. ■ ■ ■ 
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. : • • .. !_ •" 1. W We Play The Crap So You Don't Have To 

Eat Lead: The Return of Matt Hazzard Grand Thell Auto: The Lost and Damned 

Our crack (or crackhead, we can THE SCORING SYSTEM 
never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 
the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 
by the main review score, not an 

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

Outstanding. A tnily elite title that is nearly perfect in f?.Jery way. This score is given 
out rarely and indicates a game that cannot be missed. 

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

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

Average. The game's features may work, but are nothing that f?.Jen casual players 
haven't seen before. A decent game from beginning to end. 

Limited Appeal. Although there may be fans of games receiving this score, many will 
be left yearning for a mo<e rewarding game experience. 

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

Bad. 'Mlile some things may work as planned, the majority of this title either 
ma~unctions to varying degrees or~ is so dull that the game falls short as a whole. 

Painful. If there is anything that's redeeming in a game of this caliber, it's buried 
beneath agonizing gameplay and unf?.Jen execution ,n its features or theme. 

Broken. Basically unplayable. This game is so insufficient in execution that any value 
would be derived in extremely small quantities, ~ at all. 

Medicine ball. To the face and groin. 

Resident Evil 5 
Grab a buddy and get ready for the fight 
of your life. The newest entry in Capcom's 
groundbreaking survival horror franchise 
embraces high action and intense co-op to 
deliver an expertly paced adventure. Series 
mainstay Chris Redfield and newcomer 
Sheva Alomar journey into Africa and find 
themselves surrounded by infected villag• 
ers, horrendous abominations, and the 
most dangerous version of the virus to 
date. Resident Evil 5 is an amazing achieve• 
ment that is not to be missed, whether 
you're a longtime fan of the series or you 
just love great games. 

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

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

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

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

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

> Replay Value • 

High - You'll still be popping this game in five years from now. 

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

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

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

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



MLB 09: The Show Fire Emblem: Shadow Dragon 

Puzzle Quest: Galactrix 
Embracing all the familiar themes of science fiction storytelling. Galactrix 
mashes together color-matching puule gameplay with role-playing 
exploration and leveling. resulting in an addictive blend that serves as 
a worthy successor to the last Puule Quest. We traveled the stars and 
fought the alien warships of the OS version of the game, and you can 
check out our full mission report on page 89. 

For our newer ruclers, here is • glossary of terms and acronyms that commonly appear in the magazine. 
Video pme veterans should move along (these aren't the droicls you are looking for). 

Cootent su11able 
only fc, adul1s. 
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lOIOp - Curently lhe best resoluoon b ganq 
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480 ("i" • ,.erloa,d), ID <reate a nooceabiy 
sharper mage. The 4~ rnage offers 1-.i;,., 
p,dln ,_, and elminates W1uat, al mooon 
arofaas Ill a 640<480 pxel rMJtron "'°'18 

nap - A resolution speoficatlon used b HCIIV 
720pslandsforresolubonof 1280ir720poels. The 
'p" means 1hat lhe ooeo 5 Ill progres,r;e format 

41- A teim we use fc, games ii<e CMizatioo 
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rTWUadUel's nemal dMlopnen( teams 
exd.sYely f0! .. """ system 

flsllllol-A term we use b flO!TlOS Ilse Mona! 
Kanbot and Dead or NNe 

FPS - ml·l'ffioo Shoorer. Descnbes games ii<e 
~ Doom. and c.l of Duy. Also used ID denoc! 
lhe plnse - per seard," " hoN many 
arwnabOn frames happen " one seoond 
Ir-- The frames of anrmabOn used ID 

gene,ate lhe -""" of -
- - A g;,me's merusand OllOO'I' 
HDIV - 119> 0e<,r-, Tele....., 
HP - He~ A runeooi "'l"eser1illlCIO of a 

charaCle(s ...,..... ife. Ccmnon" RPGs 

- - Heads ll> Orsj)lay. The ........ SlabJS 
rdalas"""-100 the'°""" Ile rTil'tfflOl'S 
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aaeoles...,.....,asmal'IJ,lll>liloN 
~-them.-fasl. 
.......,_pnepfay 

MIIO- Mis-'r~()line.Usualy 
ai,pied1>~bdes,weusoihosleffl1b 
s-ne, Wllh perw,rt. 11Ub<.1Ser,....,. worlds 11-.e 
EYer()Je5t and l'olllld of Wa<aafl 

_ ...,_ Pharun frames 1o11ow .. oqoo 10 

!l""ihelfT4)!!S!IOOofrMSIICspeed 
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.,,_.,)OU! 
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creataf Ill reaHrne 

...... - A term we use b games Ile 5"pe, 
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1'53 - Sa,(s ~ 3 a,nsole 
,-lo-A tenn we us, b games like Te<ns 

and""'°" 
..... - A term we us, b games like G,an l"1SIOO 

and Mano 1(a,t 

IIPG - ~Game.A tenn games 11-.e FNI 
Fantasy and The Eide! Scrols 

IIIS - Real-Trne Strategy As.A,gffle of SOategy 
- n:luding Illies like Slarvaft and Conmlnd 
&Corq,e! 

- - A term we us, for games il<e 1lran)8i! 
andGoous 
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H 
umor covers a multitude of sins. As any 
comedy dub owner knows, if you keep 
the crowd laughing they won't notice the 
watered down drinks. Eat Lead is aware 

of this phenomenon as well, as it comes out of the 
gate with a strong opening set and sprinkles in a 
good joke -ry time the audience gets restless. But 
the gameplay itself is as diluted as a happy hour spe
cial in an 18-and-over dub. 

Set in a fictional video game realm, players fill the 
shoes of Matt Hazzard, a washed up action hero 
who thinks his stupid catch phrase still holds some 
cachet After a few years outside of the limelight 
Hazzard is making a comeback, but not -ryone 
is fond of Hazzard or his extensive gameography. 
A shadowy figure has hacked into the code in an 
attempt to kill our hero. This mysterious puppet
master works from behind the scenes, altering all 
of Hazzard's levels, creating a mishmash of crazy 
environments. For example, after Hazzard takes 
down a few cowboys, he makes his way through 
the swinging doors of an old west saloon only to 
emerge into the glitz and flash of slot machines as 
construction workers and white-dad soviet soldiers 
attack from all sides. 

Eat Lead has no qualms about making fun of 
itself; it takes a virtual wrecking ball to the fourth wall 
and never lets you forget you' re playing a game. 
Matt Hauard has an extensive history in almost 
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-ry genre, and it all comes back to 
haunt him. He uses super soakers from 
his kid-friendly water gun title as deadly 
weapons, he drop kicks slowly moving 
zombies who rise from the grave of his 
single arcade outing, and he protects 
a William Shatner sound-alike wizard 
who teleports in from some odd fantasy 
adventure. Hauard even spouts off 
wonderfully terrible one-liners like "Don't 
lose your head ... oh too late.• Watching 

what this game will do next is almost worth the 
price of admission. 

Sadly, if you take off Eat Lead's charming veneer 
you wind up with nothing more than a sub-par, 
straightforward shooter. Each level is little more than 
a shooting gallery with enemies who head straight 
for you or sprint across the room before ta king 
cover. The aim assist - if there is one - doesn't 
do its job, so you have to be dead on with all your 
shots. Your reticle also moves every time you peak 
out of cover, making it hard to keep a lock on 
your target 

To add ugly insult to injury, the game's animation 
looks sloppy, and it has the graphics to match. I'd 
like to think the game was made intentionally bad 
to complement the hokey story, but that's just a 
cop out A clever story should never excuse weak 
gameplay.-BEN 

BOTTOM 7 
LINE 

> Concept: A by-the-numbers 
shooter that apes nearly every 
video game convention in 
the book 

> Graphics: Bland and flat. I 
wish someone could hack into 
VKious Cycle's art department 
and add some more detail 

> Sound: The game uses a wide 
range of generic musical styles, 
ma~ng you wonder if Vicious 
Cycle used a stock soundtrack 

> Playability: This l'n>Uld be an 
average shooter if it weren't for a 
few annoymg technical issues 

> Entertainment: You'll laugh 
when you see the opening 
scene, then cry after seeing the 
potential this title squanders 

> Replay Value: Moderately 
low 

Second Opinion 6. 75 

Th,s biographical parody 
of fictional game star 
Matt Hazzard delivers big 
laughs ... within the first 
few minutes. The open-
ing sequence 1s a joke-a
second stroll down video 
game lane, poking fun at 
every blatant misuse of 
character right down to the 
licensed kart racer. Once 
this sequence condudes, 
Hazzard's laughs are mostly 
found through the spoken 
dialogue and achievemenV 
trophy text. There's little 
to laugh at or applaud in 
the gameplay. The basic 
design of the firefights calls 
for a by-the-numbers clas
sification, but I can't even 
award the game that when 
it struggles so mightily with 
hit recognition. The boss 
fights also fall fiat, either 
due to repetitive gunplay or 
poorly animated sequences 
with simplistic timed button 
presses. I hate to say it, 
but the premise and setup 
are the best parts. For the 
remainder of the game I 
found myself tolerating bad 
gameplay just for the hope 
of another laugh. These 
laughs don't come fre
quently enough.- REINER 



PLAYSTATION 3 I XBOX 360 

Wanted: 
Weapons of Fate 
> STYLE I-PLAYER ACTION > PUBLISHER WARNER BROS. INTERACTIVE 
> DMLOPER GRIN/UNIVERSAL PICTURES DIGITAL PLATFORMS GROUP 
> RELEASE MARCH 24 > ESRB M 

A BULLET TO THE HEAD 

W 
anted: Weapons 
of Fate sidesteps 
the pitfall that sinks 
most licensed 

games. It doesn't recyde the 
narrative of the fi lm it draws 
inspiration from, and it doesn't 
tum a memorable scene -
such as Wesley Gibson's one
shot assassination from the 
roof of a moving train - into a 
fiction-breaking and unneces
sarily long 200-body massacre 
through miles of Chicago's 
redline. Warner Bros. has 
positioned this game as a suc
cessor to the film - a sequel 
of the truest sense that doesn't 
retrace the same scenes. 

The plot picks up right where 
the motion picture left off, 
exploring Gibson's positioning 
within the French quarter of 
the Fraternity. This fiction is 
fleshed out further through the 
eyes of Wesley s father, Cross, 
who players control for a few 
levels. This story hits on a 
number of its larger setups and 
successfully adds layers to the 
existing fiction, but it's pieced 
together in a disjointed way 
that is difficult to follow. lime 
that could have been used to 
better stitch together the nar
rative is dedicated to Wesley s 
twisted inner-dialogue, which is 
good for a laugh or two, but is 
mostly way over the top. 

Grin successfully dodged 
one bullet that has been 
known to kill licensed games -
one bullet in a hail of fire. The 
action is stunted to the film's 
framework, relying almost 
exclusively on the ability to 
curve bullets. This power is 
abused to its fullest and why 

wouldn't it be? Foes are help
less against its implausible 
power. Coiling a shot's trajec
tory takes time and patience, 
but the pay off is well worth 
the effort Periodically, a slow
motion kill cam accompanies a 
curved shot Now, I know what 
you're saying, "slow-motion 
techniques are as old as the 
pixel." True, but I doubt you'll 
find one as cool as Weapon of 
Fate's stylistic approach. 

The game never rises above 
the curving bullets mechanic. 
The action flatlines early on, 
and runs into a repetitive cycle. 
The other abilities, such as the 
advanced quick movement 
fall flat in functionality and lack 
excitement The remainder 
of the game stands on weak 
legs, such as a sluggish target
ing system, wobbly move
ment for both characters, and 
sequences that give turret and 
sniper shooting a bad name. 
Did I mention that you only 
wield two firearms for most of 
the game? 

Your fodder suffers a similar 
fate, growing as dull as a slab 
of meat hanging in a freezer. 
Roughly 90 percent of your 
foes are identical in design. 
The other enemy types, such 
as the distinguished man in a 
three-piece suit bring nothing 
but frustration, as they require 
more bullets to drop. Boss 
fights fully embrace the idea 
of repeating tactics. The good 
news is that the game, as 
dull as it gets, doesn't last for 
more than five hours. It's quick 
and dirty.-REINER 

BOTTOM 6 25 
LINE ■ 

> c-ept: A sequel to the 
feature film that expands upon 
the mythology, but regurgitates 
the action 

> Graphics: Beauliful lighting 
and lexture v.ooc. but what's 
with an the enemies wearing 
hoodiesl Did TJ Maxx have a 
clearance sale? 

> Sound: The voice wort brings 
emotioo to the sto,y sequences, 
and the pounding bealS go 
nicely with the action 

> Playability: The ruNing 
bulleiS gjmmid< isn'I enough to 
lift a game that limps along with 
repetitive firefighlS and subpar 
gunplay 

> Entfflainment Stay for the 
sto,y, leave for the action 

> Replay Value: Low 

Second Opinion 6 

w.11 its The Mo/Jix meets 
F,ght (lib presenlillJoo, 
assassin's narrative, and 
badas.s cuNing bulet tech
nology, litlnted is ~ for 
a wleo game translation. 
Unlonunately, 'll'eapons of 
Fate plao/s like it was cre-
ated using the Tob!n Aclion 
Game design !fmplate. The 
gameplay is marred with 
manyconvnon nll5lakes. 
sud1 as staid level ~. 
~ enemy Al that 
51m to the strengl!Hn
numbers theory, and con
start gameplay it~ 
for unnecessary cuscenes. 
A sbv aimtng mechanc 
plagues the sirl1)lislic CIM!r· 
anckho<i eameplay; it Mil 
feels sluggish alter jading the 
sermrily to the max. Exiting 
awer is a sloppy affair, and 
aimtng horn a:Nef rom
pldely breaks down when 
enemies are nearby. 1he 
bulet ane mechanics and 
the~ camera pan that 
lolows the fliglt palt5 .we 
~ luthetm!liable 
conb'ol scheme makes using 
it a hil and miss ti. Fans 
of the comic and film suely 
wanled beller.-BEll1Z 

Blood on the Sand's narra
tille is as absurd as a 5lllllllel' 
romedy. Thankfully, this 
shoole' warranlS about as 
nu:h inlrospection as the last 
Judd /¥;IJoN procWon. k, 
soon as 50 Cent 1eMs his 
liill!SI Midcle Eastern CllllCell 
he runs noa lmmerlul of 
~ profriy-spcui1g 
wleo pne~ F'idct( 
blealls open crall!s to lllClMJ 
founlails of oolec1i>le ~ 
slms hidden targel5 to cd
lea 5lClet posm. punches 
cbles '1 the~ wilh tined 
bulDn pre$l!S before send
ing them to the~ wilh 
a folow-up upperoA. This 
is the kixl of a<lion • ')00 
play because ')00 Wilt to 
shoot fools wilh rocbls illd 
wallh them 11y 10 teet no 
the air. It's fast. violent, and 
rdwous.llll,youtr.M 
IWB? l's also lun.-llEN 



I solation is a powerful tool for instilling fear. Staring d= 
an oveiwhelming horde of supernatural foes with only 
a handgun at your side isn't enough; true terror dawns 
when you realize you are alone, and no one is coming to 

save you. Until recently, if you had told me that it was possible 
for Resident Evil to harness dread and desperation by giving 
players a competent ally who can bail them out of trouble, I 
would have rolled my eyes in thinly disguised disbelief. Now 
I've played Resident Evil 5, and I believe. 

The latest entry in Capcom's zombie-infested juggernaut 
pairs special agent Chris Redfield with Sheva Alomar, allow-
ing you to play co-op through the entire game. If you think 
having a buddy in the field diminishes the stakes, think again; 
working with your partner explores new avenues of fear and 
intensifies every encounter. It was terrifying to see a chainsaw
wieldin& burlap-wearing freak bearing down on you, but wait 
until you see it happening to your partner only feet away. 
You'll watch through a sniper scope as an infected mob sur
rounds your friend, and frantically lob grenades at hulking 
abominations to buy time for your partner to line up a dear 
shot The presence of another player transforms Resident 
Evil's signature style of combat into a harrowing mixture of 
tactics, cooperation, and survival - all while retaining the same 
carefully crafted atmosphere of looming horror and anything
can-happen thrills. If you aren't playing Resident Evil 5 with 
another person, you're really missing out - not only on the 
best this title offers, but also on one of the best multiplayer 
modes in gamin& period. 
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Even if playing 
co-op isn't an 
option for you, 
the inventive 
gameplay and 
heart-stopping 
action still put 
Resident Evil 5 
ahead of the 
competition. The 
pacing is nothing 
short of brilliant, 
with pockets of 
desperate combat 
and surprise 
encounters separated by almost enough time to catch your 
breath. One moment, you're slinking through dark and aban
doned mining tunnels, and the next you're in a full-bl= 
firefight with tentade-head zombies and dynamite flying 
from all directions. Great set-piece sequences, explosive boss 
fights, and run-ins with familiar foes are liberally placed from 
beginning to end. Things sometimes go a bit far afield; zom
bies wielding machine guns and taking cover behind crates 
make the later levels feel more like a shooter than survival 
horror, but the gameplay is so tight that the genre distinction 
is irrelevant 

It doesn't even matter if you aren't a diehard Resident Evil 
fan. The story bears the heavy burden of the series' extensive 

lore, and newcomers ( or even just 
RE 4 fans) will be totally perplexed 
by the convoluted connections 
between characters and events. 
Thankfully, the gameplay is much 
more of a draw than the narrative; 
once you start playin& you won't 
want to stop. The game leads you 
from one jaw-dropping moment to 
the next with remarkable ease. 

If you opt for a single-player 
run-through of these events, the 
computer-controlled Sheva is 
surprisingly competent (though 
she has an inordinate affection for 
her handgun even when better 
weapons are available). Unlike 
many games with Al companions, 
the action never degenerates into 

an escort mission. Sheva can 
take care of herself, but she is 
generally unobtrusive and only 
occasionally helpful. This lends 
the single-player experience more 
of a Resident Evil 4 flavor, which 
delivers a different - but still 
mesmerizing - brand of white
knuckle gameplay. 

While retaining much of the 
spirit of the previous entry, 
Resident Evil 5 is unquestionably 
an evolution. A revamped inven
tory system keeps you in the 
moment by eliminating the heavy 
item-management requirements, 
and the control scheme ditches 
most of the archaic holdover 

BOTTOM 9 5 
LINE • 

> Concept: Resident Evil once 
again earns its place as the ~ng 
of survival horror 

> Graphi<>: The writhing 
abominations and gory details 
are among the best (and most 
disturbing) in gaming to date 

> Sound: Creepy music and 
sound effects establish an 
ominous atmosphere, and solid 
voice acting makes the characters 
come alive 

> Playability: The series 
continues to evolve, especial~ 
with respect to co-op and inven
tory management. legacy 
mechanics still cause occasional 
problems, though 

> Entertainment: Alone or with 
a fnend, RE 5 ~ an intense and 
action-packed experience that 
you simply need to play 

> Replay Value: Moderately 
High 

Second Opinion 9.5 

Coope.-ating to reach a 
common obiectNe is fun, 
and Resident Evil 5 is built to 
prove the point. In a move 
that could Ill< some long-time 
fans of the franchise, this 
latest installment eschews the 
big scares and isolated terror 
of most of the earlier games 
1n favor of constant action 
and a nearly pitch µeffect 
approach to playing as a pair. 
You'll save your par1nef from 
the ravenous beasls that 
tackle them, furiously cover 
them with your machine 
gun as they make a run for 
the door-opening lever, and 
hold the lantern aloft as they 
delve through the p~ch dark
ness of an abandoned cave. 
~ you can't find someone to 
play l'Ath, the strong Al part
ner is stiH helpful. Resident 
Evil 5 closes the book on 
most of the lingering ques
tions of the long-running 
series, even d the storytel~ 
ing too often gets lost in the 
midst of motorcycle-riding 
zombies and exploding ten
tacle monsters. A new (and 
better) control scheme, faster 
pace, and nearly super-heroic 
characters. move the game 
away from its S1J1VM1VJ,orror 
roots. As an action game, 
n excels.-MILLER 

mechanics from the series' past. However, games like Dead 
Space have proven that moving while aiming does not kill the 
mood in a horror game; at this point, rooting Chris and Sheva 
in place while firing seems more like a cheap and artificial way 
to increase difficulty than a technique to enhance tension. 

Resident Evil 4 was among the best games of the last gen
eration, setting unprecedented expectations for the next entry 
in the series. Resident Evil 5 succeeds in staying close to what 
gamers loved about the last title, but it also takes risks that 
pay off in unexpected ways. Co-op changes your approach to 
survival horror, and the masterful pacing ensures you never 
take your eye off the action. Like its predecessor, Resident 
Evil 5 is destined to be remembered as one of the best 
games of its time.-JOE 



THE ALL-NEW NISSAN z· 
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T 
here's no denying the debt that HAW.X. 
owes to the excellent Ace Combat series, 
upon which its core gameplay and design 
ideas are based. In particular, the fundamen

tal idea of looking like a combat flight simulation 
while playing like an arcade game remains intact 
At the same time, Ubisoft Romania has gone far 
beyond crafting a copy, adding in plenty of innovative 
ideas, fun game modes, and an integration with the 
wider danc:y mythology that gives weight and depth 
to the experience. 

The near-future setting tells the story of a squad of 
ace pilots who join up with a private military contrac
tor after completing illustrious careers in the U.S. 
Air Force. N. anyone who follows today's 
zeitgeist can guess, the insanely power
ful PMC turns out to have some sinister 
motivations, and lo, we've got ourselves 
a plot It makes for some epic conflicts 
over Tokyo, Washington D.C., and Rio de 
Janeiro, all of which are displayed in glori
ous, breathtaking detail thanks to exten
sive satellite imagery data. Thankfully, the 
planes, weapon effects, and HUD show 
an equal level of polish. 

The flight combat rises to the chal
lenge presented by its visuals through 
well-balanced and varied missions. N. 
you switch between desperate dogfights 
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and furious bombing runs, you have the option to 
do it all with up to three friends. A thrilling two- to 
four-player cooperative mode turns the air fights into 
titanic affairs, since more enemies show up for every 
player in the game. There's an exhilarating high to 
be found in covering a buddy's bombing run with a 
blast of missile fire, or calling out that you've got the 
MiG squadron at 8 o'dock as your wingman zooms 
off to tackle the tank squadron rolling in at 2. 

The game also innovates through its N.sistance 
Off mode, which delivers big thrills despite its dreary 
nomenclature. By double tapping one of the trig
gers, players disable the safety locks on their plane, 
sacrificing a degree of control for increased mobility 

and evasion. The camera pans back to a wide 
third-person angle, and suddenly it feels like you're 
drift racing a jet plane, as you veer wildly through 
the skies to zero in on targets, while warding off 
stalls that could send you spinning into a nearby 
mountain. 

Like some of the recent Clanc:y games, HAW.X. 
also offers a leveling mechanic, based on both 
in-mission kills and larger challenges that are com
pleted over time, such as perfecting the use of 
a particular missile type. Af. you level and unlock 
new jets and weapon load outs, you can use those 
unlocks in either the campaign or in the eight
person competitive dogfights. Along with multiple 

difficulty settings, there's plenty of 
reason to continue ranking your pilot 
since every game mode contributes to 
your growth. 

So much about the game is well 
done, it's easy to not notice that almost 
everything is a little too scripted. It'd 
be nice to see a little more creativity 
and adaptability in the enemy Al, but 
it's a small complaint when stacked 
against the impressive feature set of 
the wider game. HAW.X. is the best 
flight game so far this generation, and 
a worthy addition to the best in the 
Clanc:y stable.-MILLER 

BOTTOM 8 75 
LINE • 

> Concept: Cruise the skies ,n 
the best flight combat game of 
th~ geoeratioo 
> Graphks: lntegrallOn of sate!· 
lrte image,y with detailed plane 
models combine to great effect 

> Sollnd: Strong. consistent 
voice worl: ~ on par with any 
other Tom Oancy game 

> Playability: Clear explana• 
lions and reactive controls make 
what might otherv.se be a chal· 
lenging learning curve a steady 
and comfortable dimb into skill 

> Entertainment: A great flight 
game, both for fans of the genre 
and new playen looking for a 
different kind of action 

> Replay Value: Moderately 
High 

Second Opinion 8.5 

The Blue Angels are ~ ol 
the premier aenal acrobats 
inthev«Jrid.nie.deeth
delying <iy balels h.M! been 
awing aowds ol lhousands 
since 1946. Theyareamaz• 
ing, high~~ piOl5, but 
they've goe notlq on me. 
Wi1h a racer's Sl)4e, I swing 
lhe OYffltuffed caboose ol 
my F-22 in a !BO degree art, 
folcing my engines to stal 
and CalJ5lllg my pl.r,e to sink. 
My opponent's mMies i
Olll!lhe'1d. m115111g me l,v I~ 
In a mall!! ol momen1s rm 
oil asain like a rodtel. emeig
ing behind lhe enemy bird 
wtil mmles laded. The Blue 
Anges ~ h.M! their COIJ1ly 
fairs; rm lalcing care ol busi
ness. HAW.X.'sMSistance 
Off mode gives you herelo
lore unseen coruol CMf your 
aitraft. uning an otherMSe 
solid~ son into a visually 
dviing expenence. It doesn't 
tut that HAW.X.'s controls 
are liglt. its lour-player co-op 
is a blast. or its visuals pop 
~ l~e. Like many flight 
games, !he story IS pretty 
ignorable, but HAW.X.'s mu~ 
liplayer will keep you level
ing up to unlod ntW secrets 
even alter you've grlM!l 
Ind of whipping your pl.r,e 
- the sky in Assistance 
Off mode .. . d lhal's even 
pca,te.-BEN 
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XBOX 360 I Wii 

Onechanbara: 
Bikini Samurai Squad 
> STYLE I OR 2-PLAYER ACTION > PUBLISHER D3 
> DEVELOPER TAM SOFT> RELEASE FEBRUARY 10 > ESRB M 

YES, BUT TELL US WHAT YOU REALLY THINK 

I 
t's hard to know which 
is more laughable: 
Onechanbara's st01y of 
sisters who absorb zombie 

blood through their skin or the 
fact that this game is so shallow. 
I'd tell you more of the story 
involving zombie killers Aya 
and Saki and their need to stay 
as lightly clothed as possible, 
but I have a feeling you simply 
wouldn't believe me. 

Onechanbara's gameplay, 
on the other hand, is easy to 
describe. Its brutally repetitive 
combat system only registers a 
few combos, and is augmented 
by a basic item inventory and an 
attribute system for power and 
health. The supposed bonus 
for killing a horde of zombies 
is the Rage mode, which lets 
you move faster and adds 
more power to your swing. 
Unfortunately, it depletes your 
health, which is only regained 
by using one of your gems. 
That's a reward? 

Being simple isn't this game's 
only sin. The levels are little 
more than mini-arenas designed 
to spawn more zombies, and 
even for these small zones the 
loading is frequent and annoy
ing. Onechanbara only gets 
worse the more it tries to do -
whether that's the strained gun
play of third-playable character 
Anna or the unwieldy motorbike 
segments. 

It's not surprising that a 
game that foists this kind of 
repetitious gameplay also thinks 
schoolgirl fantasies and tramp 
stamps are sexy. If only this 
kind of Japanese pap could 
be prevented from hitting our 
shores with a bigger, deeper 
ocean.-KATO 

BOTTOM 6 
LINE 

> Concopt: Scantily clad sisters 
soak up spev,ing zombie blood 
through their bare flesh 

> Graphics: The graph,s are 
sharp, but R suffers from small, 
barren environments and fre
quent loading 

> Sound: Keeping the native 
Japanese voice acting ~ 
surely better Jhan any attempt 
they could have made at 
Westernizing this title 
> Playability: Having to wipe 
the blood off your blade isn't a 
substitute for gameplay depth 

> Entertainment: Even though 
this game appeals to the basest 
of desires - sex and violence -
R hits a different primordial 
nerve: anger 

> Replay Value: Moderate 

Second Opinion 5.5 

Regardless of how much 
you love the low-budget 
aesthetics ol the typical 
"so-backt's-good" experi
ence, you should not play 
Onechanbara. Despite a 
hilariously campy prem-
ise, IJUddoads of blood, 
and co-op gameplay, 
Onechanbara never pulls it 
together. Simplistic and silly 
gameplay offers some fleet
ing entertainment, but none 
ol the mechanics cooperate 
long enough to let you enjoy 
the mindless, zombie-slaying 
S\\11rdplay and immodest 
heroines. Playing around 
with the dress-up mode -
which is probably a big plus 
for the pervert crowd - just 
left me feeling skeevy and 
gross. Even I can't recom
mend this 8-movie pre
tender, and rve put dozens 
of hours into f.arth Defense 
Force 2017.-JOE 
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MULTI QUICKIES 

PLAYSTATION 3 I XBOX 360 

Sonic's Ultimate 
Genesis Collection 
> STYLE t OR 2-PLAYER ACTION OR 
PUZZLE, ANO I-PLAYER ROLE-PLAYING 
GAME > PUBLISHER SEGA 
> DMLOPER BACKBONE 
ENTERTAINMENT> RElfASE FEBRUARY 
10 > ESRB E 10+ 
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This nearly perfect trans
lation of some of the 
greatest classics of the 
Genesis era - including 

all of the 16-bit entries in the Streets 
of Rage, Phantasy Star, and Golden 
Axe series - is an essential item for 
any Sega fan. Each title has updated 
graphics to fit high-definition and wide 
screen televisions. While some of the 
games don't hold up as well as you 
might hope, this is your best chance to 
dr,e back into everything from Ecco the 
Dolphin to Dr. Robotnik's Mean Bean 
Machine. The lack of online play is a 
shame, but the list of titles included 
here is a true all-star lineup from the 
Genesis era.-ADAM 

PLAYSTATION 3 I XBOX 360 I PC 

X-Blades 
> STYLE I -PLAYER ACTION 
> PUBLISHER SOUTHPEAK GAMES 
> DMLOPER GAIJIN ENTERTAINMENT 
> RElfASE FEBRUARY 10 > ESRB M 

Ill Ayumi is a sassy trea
sure hunter who prefer.; 
to explore by herse~. 
Nobody holds her back, 

and she doesn't have to split any loot 
After playing through X-Blades, I'm 
confident that most player.; would be 
well served leaving her alone, too. It's a 
shame, since there should be plenty to 
love. Unfortunately, the good parts like 
the unlockable skills are obscured by 
generic enemy designs, monotonous 
combat and the most tedious boss 
battles I've seen. Enemies - and their 
annoying spawn pods - take way too 
long to kill unless you pause the action 
and remap the controls for the nth time, 
making combat more of a chore than a 
thrill. Wor.;t of all, before the end credits 
roll, you have to trudge through the 
same uninspired levels twice.-JEFF 

:• rev i ews 

PLAYSTATION 3 I XBOX 360 I Wii 

Major League Baseball 2K9 
> STYLE t TO 4-PLAYER SPORTS (UP TO 2-PLAYER ONLINE) > PUBLISHER 2K SPORTS 
> DEVELOPER VISUAL CONCEPTS> RElfASE MARCH 3 > ESRB E 

TIME TO FAKE A HAMSTRING INJURY 

W 
ill someone please slip Major League 
Baseball 2K9 a syringe full of steroids and 
a tub of Barry Bonds' mysterious cream? 
Within a span of a year, this series has 

gone from a viable contender to an underperform-
ing worrywart. 

In a bid to make this year's game more accessible, 
2K Sports makes concessions all across the diamond, 
often with disastrous results. The pitching mechanic 
was hit the hardest. The default system is now a sim
plified two-step process, requiring players to master 
the art of "hold and gesture." This system is so simple 

BOTTOM 7 25 
LINE • 

> Concept: Easy pRching has 
sucked the life and challenge out 
of th~ yea(s game 
> Graphics: Animation hiccups 
abound, but player models 
detai~ are still top notch 

> Sound: The play-by-play calls 
are right on the money 

> Playability: The pRching and 
batting mechanics hil'le been 
~mplified too much 

> Entertainment: People that 
didn't like last yea(s game might 
enjoy this one 

> Replay Value: High 

Second Opinion 7 

that a blind ape could master it. Heck, Carlos Silva 2K !reads water this year, 
could! Veterans of last year's game can jump into the buttheproduclonthefield 

is sliU solid. The ........ , options to bring back the release point functionality, batterduelis~as 
but it doesn't work as well as it did last year. Gestures usual. though the revamped 
are not shown and the ball icon is the size of a soft- pitching interlace gives far 
ball, which makes it difficult to determine if you are too little feedback. Vrual 
painting the corners or not. For whatever reason, 2K Conceptsreworkedthefron-
thought it would be cool to have every pitch conclude tend for this yea(s game, 
immediately with a firework-like explosion of color. and it's definitely improved, 
Green! Red!! Blue!!! What in the world happened to buttheunderfyingcontent 
this game? is still lacking with a bare-

/ I fi d bones franchise mode and The analog batting system is a so simp i 1e to a nothing to compete with 
state where a coma victim with a periodic twitch Sony's excellent Road to the 
could likely get good wood on a ball. The only area Show. Legacy issues abound, 
of this game that is dramatically improved is the field- ,.;iii fielding suffering from 
ing. The new pulled out view helps in reading the loded-in animations and 
ball off of the bat, and the framerate is silky smooth. awkward transitions that 
Transitional animations for fielders and base runners result in multiple realism-
are still lacking, and the game's taste for the dramatics breakilg plays in each game, 
still needs to be dialed down. Fielders always seem :::~'":f: 
to have ESPN's Top 10 plays of the day on the mind, terrible~ menu Sin.K-

even on routine plays. ture. 2K is stiH the go-to series 
If you are connected online, 2K promises living ros- forpick-oi>-and-playbaseball 

ters that will be updated as soon as trades are made. simulation, but it's lagging 
As trivial as this may be, it is the only standout menu behind the competition in 
item. Franchise mode offers new menus, 30-player evetyotherarea.-ADAM 
support, and enhanced CPU logic, but little in terms 
of new content. For the collectors, baseball cards are easier to earn this year. This 
is great since you won't want to spend much time with the gameplay anyways. 

I was hoping that 2K would build on last year's foundation. Instead, the founda
tion has been altered to be more appealing to the masses. That's difficult logic to 
argue with, but 2K's approach is way off the mark.- REINER 

Inferior play mechanics and a shoddy framerate limit the appeal of this 
year's Wii version, despite the nearly complete feature set and satisfying 
batting mechanic. 

... ·• .................................................................................................................... 
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Wll I NINTENDO OS 

Final Fantasy Crystal 
Chronicles: Echoes of Time 
> STYLE 1 TO 4-PlAYER ACTION/RPG (UP TO 4-PI.AYER VIA ONLINE OR SYSTEM LINK) > PUBLISHER SQUARE ENIX 
> DEVELOPER SQUARE ENIX> RELEASE MARCH 24 > ESRB ElO+ 

TIME TESTED 

F 
inal Fantasy has always taken us into fan
tastical otherworldly realms. With beauty 
and craft the series has never been afraid 
to explore uncharted territory. The brave 

new world where Echoes of Time takes us is one 
of complete system interactivity - a magical place 
where Wiis and DSes play the same game, where 
handheld owners can adventure together with those 
sitting at home in the comfort of their home theater. 

This exciting system-linking multiplayer technology 
works flawlessly, with no need for Wi-Fi and no frus
trating friend codes. Yeah, it has all that if you want 
it, but the basic power and play co-op is surprisingly 
easy to use. Play solo and the game lets you form a 
team of Al allies who are still fairly useful. 

You start the game on the 
morning of your coming-of-age 
ceremony, just as one of your 
childhood friends is struck down 
with a mysterious disease called 
Crystal Sickness. Oddly enough, 
you're the only person in town 
who's capable of leavin& so you 
set off from your hermit village in 
search of a cure. Along the way 
you'll start running errands for a 
librarian with a strange German 
accent whose motives remain 
mysterious. The narrative earns 
a passing grade thanks only to 
Square's superb localization. Its 
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ability to write amusing dialogue arnid mundane 
situations adds a tinge of invention to the otherwise 
banal story. 

This gameplay follows in the footfalls of last 
year's Ring of Fates, but with a few important 
enhancements. Spells are now a learned skill, and 
replenishing your MP is quick and easy, so you no 
longer have to worry about your magic well drying 
up. On top of that, you can combine spells, laying 
one on top of another, creating a double threat for 
any monster vulnerable to both ice and lightning. 
The combat is less sloppy this time around, and 
while the action is still simplistic, there are some 
entertaining puules scattered across the game's 
varied locales. 

Crystal Chronicles has a history of imperfection, 
and Echoes of Time continues that tradition with a 
few technical annoyances. On both systems, there 
is only one save slot, and no way to pause the 
game even when you're playing by yourself. It also 
would have been nice to adjust the fixed camera, 
which makes platforming a chore. The game was 
clearly developed for the lowest common denomi
nator, which is a shame, because, while the graph
ics look fine on a handheld, they'll make you wince 
on a big screen. It may be far from perfect, but 
Echoes of Time's amusing gameplay and ground
breaking multiplayer make this the most noteworthy 
Crystal Chronicles title to date. - BEN 

BOTTOM 7 75 
LINE • 

> Concept: Improve lhe weak 
Cryslal Ouonocles seiies and 
allow foor-player gauntlet-style 
CO-OP across both lhe DS and 
lheWii 

> Graphics: Depends on 
which ~em yoo're usmg: 
on DS n looks good, on Wii ltS 
almost passable 

> Sound: The votee work and 
music are genenc, but they get 
the job done 
> Playability: The conlrols have 
been smoothed over from the 
last entry, but the game generally 
handles itself better on the Wti 

> Entertainment: A fun 
dungeon crawl, but as usual it's 
made more enterta,nmg when 
yoo include yoor fnends 
> Replay Value: Moderate 

Second Opinion 8 

I hereby award Square En~ 
the Nobel Prize• for ,ts sd
entific breakthrough in video 
game connectivity. For the 
first time, Wit and DS play
eis can quest together m 
the same wortd. The only 
notKeable limitation ,s the 
Wii veision's playfoeld only 
takes up SO percent of the 
TV screen. With th,s con
straint in place, the interac
tion between the two ver
sions works amazingly well 
An tntelligentfy designed text 
system makes communica
tion easy, but strategwng is 
a different story, as bosses 
will beat the mana out of 
you d you attempt to rally 
the troops through a mes
sage. The quests thrown at 
you are amusing. largely 
because the enwonments 
you enter are teeming with 
challenging fights and team
work-infused puzzles. Spell 
casting is handled deanly, 
but frustration rears ,ts head 
through the unrespons,ve 
SWOfdplay. That's not to say 
ors bad, however. You have 
a wide arsenal of attacks to 
play with, and the depth 
of weapon custom12at10n 
opens up a wortd of satisfy
ing expenmentattOn. The 
jump mechanK IS also hard 
to manipulate, but thank
fully, there ,sn't much pen
alty for falling off of dtffs. 
If you enjoy loot tests and 
cooperative play, don't hesi
tate in giving this whimsical 
adventure a whirt. It offers 
plenty of replay and just as 
many thnlls.- REINER 

( •Reine, 6 not outhonzed lo 

hand oot any Nobel Prim. Mn 
fKtionol ooes) 



H 
unter S. Thompson, the famed gonzo jour
nalist who rode alongside the Hell's Angels 
during its rise to infamy, once said, "in a 
closed society where everybody's guilty, the 

only crime is getting caught. In a world of thieves, the 
only final sin is stupidity~ This is the rule that Johnny 
Klebitz, vice president of The Lost biker gang's 
Alderney chapter, tries to live by. The only problem 
is his girlfriend is a meth-head who constantly puts 
him in compromising situations, some of the guys 
he rides with couldn't spell Lost if it wasn't stitched 
on the back of their leather jackets, and the drugged 
out leader he takes orders from is hell-bent on draw
ing heat with a very public war on a rival bike gang. 
Being surrounded by this much stupidity doesn't 
help keep you from getting caught. 

Grand Theft Auto: The Lost and Damned throws 
out the "American Dream gone awry" theme of 
Niko Bellic's tale for a much darker look at a fading 
chapter of the nation's crime lore. Once heralded 
as the biggest threat to American society outside of 
communism, the dwindling leather-clad biker gangs 
now settle for small headlines and even smaller 
scores. For Johnny, the strength of The Lost is broth
erhood - an unbreakable bond where you stick 
up for and take care of one another down to your 
dying breath. This oath becomes increasingly difficult 

to uphold as those around Johnny continually test 
his allegiances. 

The brotherhood theme shines through most 
brightly in the new biker crew system. Unlike Niko, 
Johnny is seldom left on his own. Lost your ride 
and need a chopper? Call Clay, he'll drop off a new 
one. Need some new weapons and ammo? Meet 
Terry by his van and he'll sell to you at a discoun~ 
including explosive new weapons like the grenade 
launcher and pipe bombs. Even during missions, 
Johnny can recruit bikers to aid him in criminal 
exploits. Make the call for backup and within min
utes your gang of badass bikers on choppers will 
take up formation behind you on the highway. 
These goons may not be sharp shooters, but those 
who survive gunfights become hardened soldiers 
with much larger health bars. Rockstar missed a 
great opportunity to give the players more control 
over their gang - changing their weapon load-
outs and banle strategy would have greatly aided 
the fights - but having more guns at your side 
helps regardless. 

The gang fellowship is also on display throughout 
Liberty City. The boroughs are littered with optional 
territory missions and road-rash style biker races 
that allow you to dub competitors with a baseball 
bat The Lost headquarters in Alderney is always 

filled with jovial bikers participating in arm wrestling, 
hi-lo card games, and memoriams for their fallen 
comrades. Johnny can join his brethren for any of 
these activities, but these minigames are more of a 
pleasant distraction than a destination. 

Though The Lost and Damned is a standalone 
experience, fans of Grand Theft Auto IVs story will 
appreciate the occasional nods to Niko's exploits. 
During his missions, Johnny comes across many 
familiar faces, including Elizabeta Torres, Ray 
Boccino, Roman, and Niko himself. Viewing the 
characters from a different angle gives new insight 
to their personalities and motivations. The missions 
themselves are by-the-book GTA fare - steal some 
vehicles, shoot some baddies, score some scratch -
but an intense motorcycle police chase after a drug 
deal gone bad and a prison break of a different 
nature stand out as highlight moments. 

The expansion also features five new multiplayer 
modes centered on the motorcycle experience
including a gimmicky Chopper vs. Chopper mode 
where a player in an unwieldy helicopter must hunt 
down a motorcycli~ an entertaining road-rash style 
Biker Races, and co-op missions that allow you to 
roll with a few other friends to earn your chapter 
some money. The standout mode is Witness 
Protection, where a biker gang must overrun a 
convoy of cop cars protecting a bus full of witnesses 
about to tum state's. 

The Lost and Damned makes me feel bad for 
PlayStation 3 owners everywhere. Gamers on the 
GTA hate train won't find anything to change their 
minds here, but series fans shouldn't miss this 
incredibly deep expansion pack.-BERil 

BOTTOM 9 
LINE 

> Concept: Take the reigns of a 
bike< gang and wreak havoc on 
Liberty Gty 

> Graphics: Rodstar used 
the extra time to cut down 
on pop-up 

> Sound: New rock and rap 
tunes. including guest LCH.C 
DJ Max Cavalera lrom Sepultura 

> Playability: The sohd controls 
from GTA IV carry c,;er ,n excel
lent fashion 

> Entertainment A must for 
Grand Thelt Auto fans 

> Replay Value: Moderately 
High 

Lffe in Liberty City hasn't 
changed. Most hot dog 
venders end up as shoot out 
casualtJes, helicopters spend 
more tune 1n the nver than 
they do ,n the a,r, and you 
can't travel too farwrthout 
hearing a fam1har Eastern 
European accent You may 
know the lay of Liberty Gty 
better than your home-
town, but l'<i1en this thnving 
me!Topolts ,s v,ewed through 
the eyes of biker Johnny 
Klebttz, d feels new aga111. 
In The Lost and Damned, 
Rockstar shows us a fresh 
perwecttve is all t needs to 
create a profoundly differ-
ent gaming experience. The 
big difference be.tween Niko 
and Klebrtz IS that Niko pre
ferred the Rambo approach, 
whereas Klebttz almost 
a~ has a gang at h,s side. 
You ride ,n forma11011 with 
them (whtCh IS a surpnsingfy 
powerful ~ to travel}, you 
rely on them in gunfights 
(whKh now feel mo,e ltke 
small wars), and wtll even 
decide d an ii-behaving 
member should stay or leave 
in a body bag. The new btke 
controls are beauttfully sewn 
into the mix, and I love how 
Klebttz's arsenal gets mo,e 
powerful as the game rT10\leS 
along. Rockstdr also dtd a 
great job of tapping the biker 
theme for fresh m1SSt0ns and 
killer new multlpfayer modes. 
Klebitz's story isn't as fleshed 
out as Niko's. but is stJII a 
weB-wntten riot This expan
sion is r!vefY brt as good GTA 
rv, and should be a pnor-
1ty for MfY self-respecttng 
gamer - REINER 
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Wii 

MadWorld 
> STYLE I OR 2 Pl.AVER ACTION > PU BUSHER SEGA > DMlOPER 
PLAllNUM ~ES> RELEASE MARCH 10 > ESRB M 

LET THE GAMES BEGIN 

A 
n Olympic-sized pool cannot contain the 
amount of blood spilled in MadWorld, a 
game that earns the right to be called the 
most violent ever made. It throws gratuitous 

violence into a meat grinder, telling players that 
murder with a chainsaw Is fine and dandy for an 
amateur - to become a talented executioner, you'll 
have to lash out creatively, prolonging your victim's 
death through multiple phases of pain. 

MadWorld runs the gamut in violence, taking an 
encydopedic approach to its variety 1n kills. Some of 
the bloodletting will make you squirm uncomfort
ably. Do we really need to learn how many times a 
person can be impaled on the same spike before 
drawing a last breath? Can a chainsaw cut through 
bone that quickly? While these moments recall 
memones of Manhunt, other deaths fall more into 
the Itchy & Scratchy universe of absurdity. Place a 
victim on a catapult and they'll launch to the moon. 
Why play golf with tiny white balls, when you can 
use a human skull instead? This vanety in tone 
leads to a grandly sinister experience that keeps you 
guessing what's coming next. 

In many ways, MadWorld can be viewed as a 
spiritual successor to Midway's clasS1c arcade game, 
Smash TV. Your avatar, Jack, is a contestant in a 
game show that is televised across the world. The 
game is simple: kill for the right to live longer. Jack 
enters the game at the lowly rank of 256. His mis
sion is to kill his way up to the top seed. 

Oimbing the ranks isn't as simple as killing 
everyone you see. To earn the right to challenge 
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a ranked opponent Jack must first earn points by 
mowing down human fodder. Sure, a chainsaw 

strike can make a hell of a mess, 
but n doesn't offer much when 
11 comes to points. Like many 
games, MadWorld embraces the 
concept of combos, only in a 
much more sad1snc way. Before 
you toss someone into a burning 
trash can or kick them into a jet's 
afterburners, why not give them 
a little bhng bling - like a trumpet 
jammed into their skull? 

If you play this game the way 
you should - by slaughtering 

victims in the most foul of ways - it ends up being 
a non-stop highlight reel. The ranked boss battles 
are especially entertaining - think Mortal Kombat 
Fatalities with the budget of a Star Wars movie. 

All of the accelerometer-based shaking and slash
ing works without a hitch, but the enemy lock-on 
system 1s an uncooperative mess, and the grab 
mechanic, which is used for almost every action, is 
unreliable, often making the simple action of picking 
up a dub seem like you are attempting it blind
folded with oven mitts on. 

If you have a stomach for gore and extreme vio
lence, MadWorld is video game popcorn. It pops 
and siules m ways you wouldn't expect and ends 
up being a unique treat- REINER 

BOTTOM 9 
LINE 

> Con<opt: Eveiyooe must 
bleed Th~ game lums ihe 
most gut-wrenching ~I~ 1n10 
modell routmes 
> Gr•phks: A black and whrte 
com,c boo!( soaked In blood red 
> Sound: The announcefs add 
hilarious cola< 10 each massacre 
Beneaih !heir rambling. ihe 
game offers a long-wmded but 
ong1nal hip-hop score 
> Playability: The camera 
coupled with a wayward grasp 
mechanic makes for some 
lrus1ra1111g moments. but ihe 1op
no1ch motion-based lunctional11y 
~ ihe drMng lorce behind lhrs 
bloody show 

> Entoruinment: Roughly 
soc 10 seven hours of man,c 
mayhem, plus ihe abtlrty 10 
replay Blood Baih challenges 
Wlih a fnend 
> Replay Yalu, : Modera1ely 
H1gjl 

Second Opinion 9 

MadWorld rs a playful, absur
dllt celebrat10n of the play 
ful. absurdllt ccleb@tJon of 
violence 111 Video games. The 
world 5 your playground, 
as long as your idea of play 
involves outlandish bfoodlet
ling and dismemberment 
Each game enwonment 
contains creative new ha1-
ards to aid the dispa1ch1ng 
of your enemies, whether It 
be impaling them on sp,kes, 
churning them through tur
bine engines, or sl111g1ng sign 
posts through thetr skulls. 
Your enemies are a greatest 
hrts collectlOn of adolescent 
fantasy mainstays 1ndud111g 
samurai mnias, punks, aliens, 
robots, zombies, werewolves, 
and vampires. Th5 band of 
fantasll<al mrsfrts are iammed 
into a paper thin plot ihat 
finds the p1otagomst, simply 
named Jack. pan,c1pating in 
a brutal Runmng Mon-style 
competition broadcast to 
the masses for their sad511C 
pleasure, running commen 
tary and all. Platinum Games' 
famastlGII combat works well 
on the nunchuk and remote, 
only m,nor cameia 15.SUe'i 
and a finicky ~em grabbing 
sysiem slow your otherMse 
streamlined symphony of 
slaughter. The presenta-
tion perfectly matches the 
on-screen ultraviolence 
with a 5m Oty an style that 
comes to life as broad, 
bloody strokes of red splatter 
across the black and whrte 
backdrop. Absurdllt? Yes. 
Awesome? lndeed.-BERTZ 



Wii 

New Play 
Control Mario 
Power Tennis 
> STYLE I TO 4-PlAYER ACTION/SPORTS> PUBLISHER NINTENOO > 
DEVELOPER CAMELOT SOFTWARE PlANNING > RELEASE MARCH 9 > ESRB E 

THE ART OF REPACKAGING 

I 'm a little tom. On the 
one hand, I want to rip 
Nintendo for doing a 
cheap and easy cash-in 

title - this game is nothing 
more than a slightly enhanced 
port of the old GameCube title 
with motion controls. On the 
other hand, the Wii is drown
ing in poorly made ·casual" 
titles that provide neither the 
depth of an actual game nor 
the family fun promised on the 
back of the box. While it's dis
appointing that this is a retread 
and not a proper new Mario 
Tennis title, Nintendo knows 
how to craft a quality game. 

I've always been a fan of the 
Mario Tennis series, and I am 
impressed by the responsive 
motion controls. The basic 
swing works well, and by 
swinging in diagonal motions 
you can apply top and back 
spin. Special shots are per
formed by holding A or B and 
quickly flicking the remote up 
or down. Players can select 

from four different difficulty 
levels, allowing them to make 
some functions automatic for 
novice players. This is one of 
those rare cases where the 
motion controls add some
thing fun to the experience, 
rather than detracting from 
it. After playing so many Wii 
games with horrid response 
times, I wish Nintendo would 
share whatever secret it has 
with other developers. 

The game doesn't have 
much new content A few new 
courts and characters won't 
attract anyone who's spent 
serious time on the GC ver
sion. Still, I couldn't help but 
find myself getting wrapped 
up it the game again, even if 
I had the nagging feeling that 
this version seemed a little 
easier than it had before. But 
let's be honest: I'd rather have 
leftovers of last night's steak 
dinner than today's lunchroom 
goulash.-MATT 

BOTTOM 8 25 
LINE • 

> Conc..,t "Hey, I bet people 
would totally boy a Wi1 lffllOl1 of 
Mano TenlllS. All we have 10 do 
is add some mobon conuols and 
we're ready to gor 

> Graphics: In the dassK 
Mano sports st)1e (read: ~ 
ardlatc). Stdl n's runnmg real 
Wldesaeen and 480p resolutioo, 
so n loolcs cnsper ihan before 

> Sound: If you're not e,pea,og 
cartoon grunung and dlllpy 
Muzak. you're playing the 
wrong game 
> Playability: I'm happy v.,th 
the 1mplementa1Jon of mooon 
conuols. They are surpos,ngly 
mturuve and responsrve 
> Entortainfflfllt: Maoo TenM 
has always been one of the 
strongest spm~ff franchises, and 
ihls redux IS 00 exceptJon 

> Ropuy Value: High 

Second Opinion 7.25 

This tJde is superior to the 
tennis &¥Tien Wi Spoi1s 
IO el/el'( 'Mf. Pefhaps Mano 
Power Tennis is a better 
cand'rdale for bewig a free 
paa·lfl game, seeing as how 
It's cnminal that Nr1tendo 
IS charging you for a port of 
the GameCube Mario Teiws 
with some so-so mobon con
trols. W1ile addtng defffNe 
drop sh<x and lob mollonS is 
an unnvaled bonus, I was dis
apporlted in the IJllespolc 

SlllefleSS ol some basi( bad
hand and forehand mooons. 
In partJcular, the game v.oold 
somelimes mix up bad<
hands and inside-00! fore. 
hands, totaly screwing up 
your posilloning and ffflm. 
Pemaps Wi Motion Plus 
v.oold hll! smoolhed CM!f 
problems ie this, or maybe 
Nrntendo cwd get crazy and 
make an entiely new Mano 
Tennis g,1111e.-KATO 

Wii 

Rune Factory: Frontier 
> STYLE I-Pt.AYER SIMULATION/RPG > PUBUSHO MARVELOUS ENTERTAINMENT USA/XSEED 
> DEVnOP01 MARVELOUS ENTERTAINMENT > IIElEASE MARCH 17 > ESU EIO+ 

FIGHT, HEAL, FARM 

L 
ike the Harvest Moon 
games before ii _the 
Rune Factory senes 
somehow manages 

to squeeze entertainment out 
of what would be considered 
tedious drudgery in real life. 
Unlike the farm-focused 
gameplay of rts older brother, 
Rune Factory: Frontier adds 
light RPG elements to, well, 
much of the same farm
focused gameplay. 

If you've had trouble 1n the 
past balancing your virtual 
chores against your make
believe social calendar, you 
might want to purchase a day 
planner before proceeding. 
In addition to keeping your 
crops (and wallet) healthy 
and charming the townsfolk, 
you'll also need to spend 
hours exploring dungeons, 
forging items, and leveling up 
your skills. After a few days of 
trying to do it all, I nearly gave 
up on socializing entirely, set
tling instead on a routine of 
watering plants to the point 
of exhaustion, taking a reju
venating bath at the spa, and 
getting grimy in battle until I 

nearly collapsed. There's only 
so much you can do 1n a day, 
real or noi and wasting time 
repeabng the same dialogue 
with the ScJme neighbors in 
the hopes of eking out a new 
story branch didn't seem like 
the best use of my time. 

The game's pacing is 
slower than slow, with a few 
fun diversions sprinkled in 
between long stretches of 
sameness. That said, toiling 1n 
pretend fields all day is relaxing 
and oddly rewarding. If only 
the same could be said for 
the dungeons. Combat is too 
simple to remain interesting. 
and the grind is unbearable 
at times. It's a shame, since 
those combat and RPG ele
ments are supposed to set the 
game apart. 

Even when it fails, though, 
Rune Factory: Frontier is 
packed with so many other 
activities that there's always 
more than enough to do. Just 
don't be surprised if you even
tually stop sweating invading 
monsters in favor of watering 
your tumips.-JEFF 

BOTTOM 6 75 
LINE ■ 

> C--,t Like Harvest Moon, 
but "'1h SMlrds 

> Cinplllcs: Like HaNeSI Moon, 
but ~1gh1ly less cute 

> Sound: Like HaNeSI 
Moon ... a lot hke Harvest Moon 

> Pllyllllllty: Like HaNeSJ 
Moon on Wi1, mol,on controls 
are larselv pornlless 
> ~11111111: Like HaNeSI 
Moon, you'll erther love or hate 
the gnnd 

> Replay value: Moderately 
high 

Second Opm1on 7.25 

There's very lillle _, ,an. 
mend Rune Fmy lroma 
lradilioflalpner~. 
The one-buaDn a>mbal wt 
dungeon crawling aspem 
v.oold have been lau;llble 
five years ago. lrmaclions 
Wdh the inhabilants of ycu 
town are incredibly linud, 
and the farming is lille more 
than endless repetition of 
tedKlUS "1Sks. And yet. for al 
that. this is a sttangely Clllll

pelling game. Progress and 
rewards are expenly paced to 
gr,e a sense o1 accomplislt, 
men! without feeling cheap, 
and slOl'Ay changing your 
farm from a balren, chaolic 
field to a vegetable paradise 
s.-islies a pe15011's basic 
desire to impose order and 
neatness on their sunound
ings. This tile is far lrom per· 
feet, but~ admiabl'f serves 
cs mmi as a relaxing YRf 
to kill some tine.-ADIM 
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Wii QUICKIES 

Wii 

MySims Party 
> STYU 1 TO 4--PLAYER ACTION 
> PUBLISHER ELECTRONIC ARTS 
> IIIVElOPEI THE SIMS STUDIO 
> IIElfASE MARCH 10 > ESIB E 

• 

lhe MySims franchise 
started off well with 
two games that offered 
unique building-focused 

and RPG takes on the Animal Crossing 
formula. So why does this game feel 
like they just gave up? ~ you take away 
the village overworld, all that's left is a 
lowest-common-<:lenominator collec
tion of minigames. Even with these 
lowered expectations, the m1n1games 
themselves aren't particularly well done 
or entert~irnng. It's odd that a franchise 
that has been so creative with its game 
designs would settle for such pedestnan 
pursuits. Putting toppings on a pizza? 
carrying luggage? Watenng plants? 
Sounds more like 'chores" than a party 
tome.- MATT 

Wit 

Tenchu: Shadow 
Assassins 
> STYU 1-PLAYER ACTION > PUBUSHER 
UBISOFT > DEVUOPER ACQUIRE 
> RELEASE FEBRUARY 5 > ESIB M 

Ill Shadow Assassins 
continues the tale of 
Rikimaru and Ayame, 
two deadly ninjas 

struggling to keep the peace in feudal 
Japan. lhe game puts you in the shoes 
of a skillful ninja who can perform 
group stealth kills, run up walls to lay in 
wait for a passing guard, and bounce 
silently across the rafters while stalk-
ing evil merchants. lhe Wli's motion 
controls add an extra dimension to 
the creative stealth kill animations. 
However, the dunky controls, frustrating 
camera, and broken combat all spoil 
the game's flow. lhe unintentionally 
hilarious Hanna-Barbe@ voice work 
ruins the mood. Acquire, developer of 
the original Tenchu, has tried to point 
this series back in the right direction, 
and Shadow Assassins provides some 
fun moments, but you'll have to sneak 
past all the annoying bits to experience 
them.-BEN 
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Wit 

The House of the Dead: Overkill 
> STYU t TO +PLAYER ACTION > PUBUSHER SEGA > DEVELOPER HEADSTRONG GAMES > REl.£ASE FEBRUARY 10 > ESRB M 

PROFANE AND PROUD 

F 
inally, a Wii game that speaks 
my language. F'.om the racy 
stnptease opening sequence 
to its profanely incestuous 

conclusion, House of the Dead: 
Overl<ill fully embraces its mature 
rating. If you're averse to excessive 
swearing and gore, dose your eyes 
and put on your earmuffs - Overl<ill 
drops more F-bombs than Christian 
Bale when his DP walks through 
his scene. 

Like Grindhouse, the Quentin 
Tarantino and Robert Rodriguez 
homage to the forgotten pulp genre, 
Overl<ill employs campy narration, 
cheesy dialogue, intentionally poor 
direction, and retro music to create 
a comical gorefest that keeps you 
laughing throughout the four-hour 
bloodbath. The ludicrous story serves 
as a prequel to The House of the 
Dead; Super Agent G teams up with 
foul-mouthed Detective Washington 

and curvaceous 
stripper Va~a Guns 
to hunt down Burt 
Reynolds look
alike Papa Caesar, 
who is linked to 
a rash of mutant 
outbreaks in the 
bayou. When 
Caesar escapes 
the initial arrest. 
the unlikely team 
tails him through 
a mutant~nfested 
hospital, carnival, train, swamp, and 
prison. Along the way, the revenge
driven Detective Washington drops 
enough F-bombs to send the FCC 
scrambling for a SWAT team. 

Under the stylish and profane 
veneer lives an able-bodied rail 
shooter that takes few chances. The 
by-the-basics shooting gallery rewards 
players for paying attention to their 

surroundings -
shooting golden 
brains imparts 
score bonuses, 
and hitting the 
green glowing 
icons unleashes 
Mo-Fo time, a 
time slowing 
device that makes 
it easier to rack 
up headshots. 
Stringing together 

several headshots earns players point 
bonuses and cash, which can be 
used to improve your weapons or 
to purchase new toys like an SMG, 
shotgun, or assault rifle. 

The short-and-sweet campaign fea
tures two-player co-op. Once you've 
witnessed the jaw-dropping finale, 
Overkill unlocks a new Director's 
Cut with longer levels and a new 
Dirty Harry-type handgun that turns 
zombie clowns into blood mist. 
Overkill also includes three four
player minigames that offer modest 
replay value. 

The star of The House of the Dead: 
Overkill is the unabashed writin& 
which finds gold in spoofing the 
genre with a brazen effectiveness. 
The parade of F-bombs and one
liners fit in perfect harmony with the 
grindhouse presentation. Tarantino 
fans shouldn't miss this clever, curse
heavy shooter.- BERTZ 

BOTTOM 8 5 
LINE • 

> Concept: Lay wa,te to 
mutams in this campy ode to 
'70s horror Hicks 

> Sound: M01e curse v.ords 
than a remake of The Big 
lebowskl starring Joe Pesci 
> Playability: The well
implemented gun controls, 
however baSK. match the best 
of rts genre 
> Entonalnm,nt Fans of 
Quentin Tarantino and light gun 
shoot~ shouldn't miss rt 
> Replay Value: Moderate 

Second Opm1on 8.5 

House of the Dead: Overkill 
is sanguineous and profane, 
t'MSted and appalling a 
blood-spewing. F-boml>
abuslng goregasm of pulp 
horror. It's shocking and 
a.ier-tfle.top, but the intent 
isn't to offend you to the 
point that you wnte your 
senator. The content in ques
tion is used for comedic 
purposes. Profanity replaces 
nearly M1Y adjective, yet 
most of the JOl(es are intel
ligently 'Mitten and onginal. 
Comedic material also flows 
through the gameplay, turn
ing a typical raa shooter 
into a laugh-out-loud blast 
The dismemberment-heavy 
actioo doesn't offer much of 
a challenge, especial1y once 
the assault rifte is unlod.ed, 
but the gameplay mechan
ics are rod solid. While it 
delivers the sensation of 
shooting fish in a barrel, the 
experience nMl'WMrs 
from being entertaining, 
Director's GA mode, co-op, 
and dozens of unlodables 
give players re111011 to come 
bad for more. Video game 
comedy is rarely done well, 
but House of the Deed: 
Overkill hancles ii v,;,ti 
bloody aplomb. -REINER 



Wii 

NASCAR Kart ·Racing 
> STYLE I TO 4-PLAYER RACING > PUBLISHER EA SPORTS > DEVELOPER EA NORTH CAROLINA> RELEASE 
FEBRUARY 10 > ESRB E 

TROUBLE QUALIFYING 

P 
erhaps kart racing 
is more spiritually 
related to stock car 
racing than you or I 

think. After all, we've come to 
expect dramatic worst-to-first 
finishes at restrictor plate tracks 
like Daytona or Talladega as 
drivers work with teammates 
and the draft to sling them
selves to the head of the pack. 
If only this game spent more 
time exploring such connec
tions and catering to the sport, 
it would be more than a by
the-numbers copy of previous 
kart racers. 

Teammates are a big part 
of NASCAR, and this game 
smartly makes it a focal point 
of the gameplay. Drafting with 
your partner earns you boost, 
and the game even awards 
you a win if your partner 
comes in first and you don't. 
Apart from drafting, however, 
the game doesn't make use of 
the sport. Pit road isn't integral 
to the racing, and there aren't 
even any power ups or attacks 
involving both teammates. 
Hell, the multiplayer isn't 
even co-op. 

Whatever opportunities this 
game misses, it does just 
enough to make itself play-

able. Power-ups are a random 
bag of missiles, oil slicks, 
vision-obscuring ads, and 
more. Driving can be handled 
quite capably with either a 
Wii remote or a dual remote/ 
nunchuk setup, and it includes 
the ability to powerslide. It 
would have been nice, how
ever, if the controller function
ality included motion-based 
power-up attacks. 

This standard kart racing 
setup isn't helped by the fact 
that the track selection over 
the game's 13 racing series 
(mainly road courses) gets old 
fast regardless of the reverse 
course layouts. Scant few spe
cial racing events are included, 
and even these aren't enough 
to alleviate the racing boredom 
that quickly sets in. Turning 
left for 600 miles at Charlotte 
seems like a thrill a second in 
comparison. 

One of the more unfortu
nate things about this game is 
that for a supposedly comical 
kart racer, the drivers' person
alities rarely come through. At 
its worst, NASCAR Kart Racing 
stands out as little more than 
a marketing opportunity in 
a sport already fi lled with 
them.- KATO 

BOTTOM 6 75 
LINE ■ 

> Co11<ept: Make a NASCAR· 
ihemed veision of Mario Kart 
Who's Jhe NASCAR version of 
Luigi in th~ game? Elliot Sadler? 
Yeah, Elliot Sadler 

> Graphics: Funnily enough, ihe 
cartoon look M'i oul of line wiih 
Jhe way a sponsor-splattered 
stock car usually looks 

> Sound: The game uses Sims
speak gibberish, but it's nol like n 
really matters to a kart racer 

> Playability: Play ~h Jhe 
nunchuk controller for steer-
ing - versus just using Jhe Wii 
rernole - as n makes powerslid
ing and oiher controls easier 
Jo pull off 

> Entertainment: More 
gameplay-related NASCAR 
touches ~uld have made th~ 
a better tnle 

> Replay Value: Moderately 
Low 

Second Opinion 7 

\\1Jile rm not exactly in 
the target market for a Wii 
NASCAR kart racing game, I 
can recognize quality when 
I play t Is~ pig to make 
anyone forget Mario Kart? 
No, butt you have a younger 
gamer that ioYes Wii and 
Jimmie Johnson in equal 
~ !his game flls the bi 
nicely. The main gameplay 
has the formula dov«1 pat; 
power-sliding, power-ups, 
and power boosting is the 
order al the day. The most 
interestilg facet al the game 
is the teamwork concepl; you 
can chirge your boost by 
drafting in procimily to )'OIi' 
pre-selected teammate, alow
ing 5"iled gamers to '1adder 
boost" their way to w:ID!y. 
It's a gimmick taior-made 
for ~ coop eameiilaY; ts 
a pity this fealure is entirely 
missing from NASCAR 
Kart Racing.-MATT 



T 
hank the makers for steroids and human 
growth hormones! As a Cubs fan, I owe Alex 
Rodriguez a debt of gratitude_ All eyes will 
now be fixated squarely on him - not a team 

that deserves to be mocked for its 100-year streak 
without a World Series championship_ 

If you don't wear the colors of the loveable 
losers and are tired of hearing about "juiceball." 
MLB 09: The Show opens up an avenue for you to 
vent Players who own a PlayStation 3-compatible 
microphone can record their very own chants, yells, 
cheers, and jeers. Depending on how you record 
your tracks, you may hear one fan yell "A-Rod and 
Barry sitting in a tree, R-0-1-0-1-N-G!' For his next at 
bai the entire crowd might mockingly chant "A-Fraud! 
A-Fraud! A-Fraud!" Don't worry; you won't have to 
round up every friend you know for the recording 
session_ The game automatically turns your single 
voice into a varied group of hundreds. More impres
sive yei if you have a ton of time on your hands, you 
can assign up to 12 tracks for each player and record 
up to 256 tracks for the entire game. 

As minor of an addition as this may be, this years 
game is all about the little details. For the core 
gameplay, interaction remains largely unchanged, but 
the experience feels quite different due to the minor 
tweaks. One big enhancement is how fielders read 
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balls. They now play back angles and caroms, posi
tioning themselves correctly to field throws from all 
angles on the field. Hard hit balls are accompanied 
by realistic fielder reactions, such as balls bouncing 
off of the body and misplays. Nice touches like pitch
ers ducking to allow a catcher to make a throw on 
a bunt are present throughout the entire game. The 
timing of base running has also been fine-tuned to 
accurately reflect the time on the base paths, as well 
as leaving the batters box. 

I can't quite place my finger on what changed with 
the pitching - whether it's extended pitcher stamina 
or a minor tweak to the timing meters - but I felt 
more in command over my destiny this year. This is 
a nice change from feeling like the pitcher productiv-
ity is run by statistical data. . 

Batting is the one gameplay area that hasn't 
changed. The mechanic feels like a hold over from 
the last generation. There has to be a better solution 
than the "power swing,• especially when the remain
der of the game explores nuances that I didn't even 
know existed. 

Road to the Show, the mode I call the baseball 
RPG, is also bolstered by minor additions. Your user
created player now has to deal with 40-man rosters, 
September call-ups, contract renewals, wavers, and 
salary arbitration. I/I/hen negotiating a deal, you'll 

learn that baseball is a business first and a game 
second. Your team may offer you a respectable deal, 
or they may try to undercut you, string you along 
until they can renew your contra~ or slap you in the 
face with a buyout of your remaining years. 

In terms of your players developmeni if the coach 
sees a hole in your game, he'll pull you aside for 
extra batting and base running practice. These drills 
are no longer handled exdusively through menus; 
they are now interactive. Every swing made either 
adds or subtracts experience points from the field of 
note. Can't hit a changeup? You'll be asked to learn 
how, or you'll likely be looking for work next season. 
This expanded content makes player development a 
more enjoyable and varied process. I hope the inter
active training is an even bigger focus next year -
especially for pitchers. 

Franchise mode features all of the roster bells and 
' whistles found in Road to the Show. I found that I 

kept better tabs on my minor league player develop
meni knowing that I could tap into that well come 
September. These additions mean more time spent 
in the menus and analyzing stats. If you loathe this 
aspect of baseball, the computer assistance makes 
some logical moves, but it doesn't explore every 
option when filling roster spots. This can lead to 
minor leaguers and useless free agents getting play
ing time on your squad. 

Like this years New York Yankees team, MLB 09: 
The Show is stacked with unrivaled gameplay, simu
lation, online, and presentation. With Major League 
Baseball 2K9 underperforming this year, the choice 
for baseball fans is easy. The only logical choice is 
MLB 09: The Show.-REINER 

BOTTOM 9 
LI NE 

> Concept: The gameplay 
hasn't changed, but the experi
ence has. As The Show proves, 
little tdUches can go a long way 

> Graphics: Player; seamlessly 
transition between movements. 
Most of the player; feature signa
ture animations. You'll even see 
little things like players wearing 
long ~eeves during cold weather 

> Sound: Rex Hudler, Matt 
Vasgersian, and Dave Campbell 
often cite the obvious Qike foul 
balls five seconds after they hap
pen), but also provide compel
ling commentary 

> Playability: In terms of 
user interaction, not much has 
changed. The game ~ better 
balanced, however. The new 
Legend difficulty also provides 
greater challenge 

> Entertainment The enhance
ments to Road to the Show and 
Franch~ mode offer plenty 
of reasons why no other game 
should spin in your PS3 during 
baseball season 

> Replay Value: High 

Second Opinion 8 

lmprsive strides on the 
franchise and Road to the 
Show frords define 1his 
years baseball sim from 
Sony. The inclusion of n.des 
lilre 5ikly arbitralion and 
Seplfmberc.all-ups makes 
a huge dilerence in selling 
the general manager e,q>eli
ence. and inproYed intelac
tions and minigames make 
the alreactt-great Road to 
the Show mode better than 
ever. The menu systems
perticularfy when l comes 
to ll1lll1llptg player rno>,<e
ment between the MLB, 
AM, and M levels-bady 
need-, but the lwlda
tion is there. Unloltunately, 
the basic hardball action is 
ella:wely unchanged. The 
~ batting interface is 
straWll out of RBI Baseball. 
and thr<Ming the ball in the 
field is Slill werly toudtf. 
Nonelheless, 1his 8000 
basEball sinulalion is deil'1y 
the bestCM!lall OtMgfor 
the spoll tltis ymr. Nowwe 
ju!t need the team to set 
!Nfithei' big-manet ll!am 
bils (serioustf, the Red Sot 
arelhe bestatMl'jtlq1 
Cmon).-ADMt 



NINTENDO DS 

Puzzle Quest: Galactrix 
> STYU 1 ·PIAYER PUZZU: (2-PlAYER LOCAL)> PUB USHER 03 > DEVELOPER INFINITI: INTERACTIVE > RWASE FEBRUARY 24 > ESRB EIO+ 

NEW FRONTIERS 

T 
he first Puzzle Quest was one of those ideas that 
worked so well it was hard to understand why 
it hadn't been done before. The game found 
success integrating match-three color puzzle 

gameplay with traditional role-playing components like 
character leveling, special abilities, and world explora-
tion - as if RPG or puzzle games on their own didn't 
have enough addictive qualities. Infinite Interactive now 
launches out of the world of swords and sorcery to deliver 
a sequel in the sprawling reaches of space. 

Galactrix. like its predecessors, requires little in the 
way of tutorials; match same-colored gems together 
and defeat your opponent The variety emerges through 
the numerous situations in which players complete the 
familiar puzzle mechanic. Your space-faring character 
must mine asteroids, hack leap gates, haggle with alien 
vendors, craft impossible to pronounce sci-fi items, and, 
of course, battle enemy ships. All of these tasks feature 
variations on the formula, such as one that demands a 
certain number of matches with only limited gems. Only 
the hacking attempts left m·e cold; these are timed, and 
the random lay of the board means any given attempt 
may fail no matter how fast you match. 

The shape and movement pattern of the board sets 
Galactrix apart. Like its gems, the hexagonal gameplay 
surface is more dynamic than the square layout from the 
last game. Specifically, new pieces fall into place in the 
same direction as you move your piece. Thus, it's not only 
which gems you trade, but in which direction you trade 
them that shapes the board layout after your tum. This 
clever mechanic takes time and patience to master. 

The single-player campaign details a sci-fi galaxy of 
cookie-cutter alien cultures and familiar storylines. A dan
gerous experiment has escaped the confines of the space 
station and killed all the experimenters? Gasp! Even so, 
it's entertaining enough to keep players engrossed for the 
dozens of hours it could take to complete the whole affair. 
The multiplayer mode extends the gameplay by letting 
you show off your ship's abilities to a friend or play as the 
enemy ships from the story. 

Galactrix succeeds in all the ways a sophomore entry 
should. It maintains the core approach of its successful 
forebear, but isn't afraid to integrate a bevy of new ideas 
along the way. Not every one of these new concepts pans 
ou~ but it hasn't lost the flavor that made so many devote 
themselves the first time around.-MILLER 

BOTTOM 8 25 
LINE ■ 

> Con<tpt Take ihe color· 
matching gameplay of ihe oog,
nal game out lltO space, "'1J1 
pleniy ol new so.fi !ouches 
> Graphics: Oiher ihan ihe 
5la1JC charaoei and sh,p ,,rages. 
!here's no1 mud, in ihe ~ ol 
high-end VISWls 
> Sowld: I swear some ol 1hcse 
lunes haYe beei1 npped ..toofe. 
sale from ocher so.fi p,operues 
> PllyobHlty: lnSl.ll1dy lamolw 
gameplay draws you II\ blA ihe 
game's 1rut depth and challenge 
roles out Mr many hours 
> Enttf1lllnment It may bt 

lacblg ihe - z,ng ol ihe 
~ PIJnle Quest. blA a few new 
ideas at play her, ille a lot ol loo 
> Rtplly Vo"": Moderate 

Second Opinion 8.25 

Galamiusa same 11.hl 
~PadedWIIII 
places ID eipm. llemS ID 
aaft, shops ID haggle I\ 
strll!gies1Demie,.vld 
aliens to~ il diplo
llliltY, 1115 ~ a 
IMM5 l!l1P.Rsalyou from 
al sides. Galadlit limit!i 
ltsel.howell!r,b¥flmel. 
.. ils moslaMl'mllUS 
leaue no lhe same few 
l!ffHIRd llUW' types. 
Uoe1 how rrutl you 11M 
to haddeap flilll5 to IJMI 
Wllldthe a,uy, youcan 
9!1 bllned cu on GaladnK's 
PIIW'5 IDO fast- e5P'(iatt 
mthese line-based 
boan15 iu you a1 the merty 
ol1he random ludt of the 
-gems. N. leasldiere 15 
llralegy 11 lhe~ 
baales,\Wiereelle!IM!ly 
~ yw weapons .vld ship 
au,nents1M(lff5gr,,eyou 
somelhing to 1hink abcu 
.vld a plan of allad. Galaclric 
is., absortq puzzler that 
tBliusilsel~the 
compdillon-KAro 

HANDHELD QUICKIES 

NINTENDO DS 

Fire Emblem: 
Shadow Dragon 
> STYU 1-PIAYER STRATI:GY/RPG 
(HI.AYER VIA LOCAi. OR ONLINE) 
> PUBUSHEI NINTENDO 
> DEVWJPEI INTElllGENT SYSTEMS 
> RWASE FEBRUARY 16 > ESD EIO+ 

Ill 
Does finally meeting 
Super Smash Bros: 
Marth ,n his nallve 
oontext set your 

lummy a-flutter? This remake of an old 
Japan-only NES title is competen~ but 
outside of adding some oonce5SIOIIS 

to a new generabon of Fire Emblem 
players. Shadow Dragon does noih
,ng to change the staid Fire Emblem 
foonula. The tum-0ased laCtlCal battles 
and pem,anent character deaih are 
as unforgMng as ever, and the story is 
banal as only med10CJe heroK fantasy 
can be. Fans WIii iove !his for betng a 
nicely updated p,ece of history; the 
rest of US WIii wonder wt.,, Niniendo 
is re-4nrnng this venerable francluse 
yet again.-ADAM 

PSP 

Prinny: Can I 
Really Be The 
Hero? 
> STYU 1-PIAYER ACT10fll/PIATFORM 
> PUBUSHU NIS PM ERICA 
> DEVWJPEI NIPPON ICHI SOFTWARE 
> RWASE FEBRUARY 17 > ESD T 

• 

This actJoo-platformng 
Disgaea spinoff is a 
ihrowback to a far more 
challenging gaming era. 

On the defauk diffirulty level, you start 
With 1,000 extra IM!S - and you'll be 
glad of !hat as you sJo,.,Ay make your 
way through the unapologencally lethal 
le\lels. To Pnnny's aedn, it rewards 
dedicabon Wlih inventive stages. de,er 
boss battles, and an endunng sense 
of accomplishment Nippon lchi's 
beautiful hand-drawn 2D art and the 
excellent Dlsgaea-flavored score shine 
on the PSP, and WIii entrance players 
with the intestinal fortrtude to hancle 
the abuse to wluch ihis title constandy 
subjects them.-ADAM 
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NINTENDO OS 

Henry Hatsworth in the 
Puzzling Adventure 
> STYU 1-l'IAYER ACTION/PUULE > PUBLISHER ELECTRONIC ARTS > D£VE10PU EA CASUAL STUDIOS 
> IIREASE MARCH 17 > ESRB E 

POPPYCOCK 

H 
enry Hatsworth IS on 
a mlSSion to collect all 
of the components 
of a magical golden 

suit to cement his number 
one ranking In the Pompous 
Adventurers Oub. Evef'/ step 
of the way, a Willy Wonka
looking jerk named Weasleby 
comes after him with menac
ing mach1naoons or outra
geous boss characters. 

The top screen's platform
ing plays like old~I N1n1a 
Gaiden plus guns. But when 
an enemy is defeated, rt floats 
down to the bottom screen 
and becomes a colored block. 
Down here the mechanics 
work exactly like Planet Puzzle 
League, lining up colored 
blocks to eliminate them from 
the board before they flSe to 
the top to terrorize you again. 
Essentially, you'll kill a few 
guys, make some Jumps, clear 
out the puzzle, and repeat 

Initially, this unique 
mechanic, the cute anima
tions, and the over-the-top 
British-isms charmed me. 
Like trying to keep spinning 
plates from crashing down, the 
gameplay gimmick demands 

":••·,~ 1 ~ 
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constant focus on l'NO fronts. 
This is used best during boss 
battles against the likes of a 
robotic top ha~ a vain sIng1ng 
sky pirate, or an old man In 
a wheelchair and his beefy 
nurse. It's quite satisfying 
to dodge lasers and melee 
attacks up top while also 
trying to handle vines or a 
cracked screen messing with 
your puzzle. 

The level designs are fine 
at fi~ but it's not long before 
they get overloaded with 
cheap instant deathtraps. 
Imagine dying after a series 
of tricky Jumps 1n Super Mano 
Bros. and instead of betng able 
to run back there and try again, 
a Tetris screen pops up every 
20 seconds and you have to 
dear a few lines before it'll let 
you control Mario again. A pit 
that once took a minute to get 
back to now seems to take 10 
as you have to stop again and 
again to fiddle with the blocks. 

You'd think that the ability 
to save up power to craft an 
invincible suit of armor would 
help with the tough spots, 
but it is terrible for navigating 
platforms and only helps you 

find the bottom of a 
pit faster. 

If you' re a huge 
Planet Puzzle League 
fan and have a large 
well of patience to draw 
from, Henry Hatsworth 
might be up your alley. 
Similarly, hardcore 
platformer fans will find 
this a trying test of skills. 
Henry Hatsworth could 
have been one of the 
most unique and 
interesting games on 
the DS, but some baf
fling design choices 
hold it back from 
greatness.-BRYAN 

BOTTOM 7 
LINE 

> Concept: Blend Bt"·lhemed 
platfoonmg With Planet 
Puzzle League 

> Gnpllks: Sid ammalion and 
arnus,na character1ZaliOOS 

> Solad: The puzzle !Ollgs get 
old fasl. but !he Cha~ie Blown 
nonsense 1alk charms 

> Playlblllty: Puzzle co111rols 
are spol on. It's the lop screen 
!hat's trouble 

> Entetulnmtnt: Fal~ 111!0 !he 
genre mashup uap of not fully 
sa11sfymg erlhef srde 

> Re,lly Vllut: Moderale .. , 

. . . . 

. <" . , . . . 

Second Opinion 7.5 

Henly Hal5wor1h charms 
~ wilh its colorfu cast 
olwel-lo-doh,magina
we world5. and its aMive 
blend ol pladorming and 
puzzle pmeplay. Bit much 
Ile a ni;t in the oon,>anv 
ol Sloane Ranger5, the same
play's pompous ch¥m ffl!.
solves inlo ir1olerable elitism 
The good chap is traveling 
the globe fl 5"llth ol a mag, 
!Cal golden wantobe. Along 
the Wl'f he leaps pilfals and 
coleds ln!ll!IRon the upper 
saeei whit .. puzzles 
101nodt..-,-11PSonlhe 
lowersmen. As thelMls 
nse fl dillmty, i-. 
the pneplaytlmions 
11110 a auel ll!St of sHI 1hal 
stram yow p1a11omq anc1 
~abilies. These 
laterstaeesblilz HalsMotl1 
wilh enwironmenlal haziJm, 
~ dillml puzzles, 
and~
ol..-,lut enemies. £¥ell 
Hal!wor1h's robotic armor 
..--~-hisWNl)Ollol 
choice fl ln!acherous 511Ua
liol-s - caft sawe hin lrom 
these~ 
silualions.-BERTZ 

NINTENDO OS 

Pokemon Platinum 
> STYU !·PLAYER ROlf-PLAYING GM1E (UP TO 8-PLAYER LOCAL. UP TO 4-PLAYER ONLINE) 
> PUBLISHER NINTENDO > DMLOPER GM1E FREAK > REI.EASE MARCH 22 > ESRB E 

POKE-MORE 

I placed Pokemon Platinum 
next to Diamond playing 
on another DS, and was 
surprised at the slight 

changes. Your playable char
acters now sport more wintry 
outfits. A bumbling investigator 
bumps into you from time to 
time, and the game shows you 
more things rather than simply 
telling you. For example, there's 
less "Your best fnend 1ust 
came through here and said to 
meet up at the next gym" and 
more "Hey, pal, I'll see you at 
the gym." But if I hadn't done 
the side-by-side comparison I 
probably wouldn't have noticed 
these small tweaks on a game 
I hadn't played for over a year. 

Fortunately, Nintendo 
includes a few more obvi-
ous additions. If online social 
interaction is your thing you 
can now hang out in the Wi-Fi 
Plaza with up to 20 other 
people. Here you can have 
strange multiple choice con
versations ("Do you want to 
be an A) inventor B) artist ... "), 
stamp pokemon footprints on 
a board, or face off in three dif
ferent multiplayer touch screen 
minigames. There is a time 

limit on how long you can stay, 
but nothing kept my interest 
long enough to warrant testing 
the boundaries. 

Aside from the plaza and 
battle video sharing most of 
the big time bonus content is 
loaded toward the end. The 
new Distortion World dungeon 
is an intriguing labyrinth of 
floating platforms that involves 
walking on walls and ceilings 
(breaking the camera out of 
its top-down view), riding an 
upside down waterfall, and 
battling it out with the "Origin 
Forme• of Giratina, the crea
ture on the front of the box. 

After the main quest, a new 
Battle Frontier offers plenty of 
tournament variations that will 
keep you busy for a while. As 
you fight trainer after trainer, 
you'll be subjected to rules like 
random good or bad status 
effects, using stock pokemon, 
spending custom battle 
points wisely between battles, 
and more. 

If you haven't played 
Diamond/ Pearl and are look
ing for a good RPG, Platinum 
is absolutely the way to go. 
Super/ans are probably already 

playing the game, 
but the average Pearl 
owner should think 
twice before start-
ing over with a blank 
pokedex to experience 
what amounts to 
about 10 percent new 
content- BRYAN 

BOTTOM 8 5 
LINE • 

> Concept: Release a Diamond/ 
Pearl directo(s cut two 
years ~,er 

> Graphics: Slightly tweaked 
graphics and amma11ons 

> Sound: MOSlly unchanged 

> Playability: We S11II don'! 
get an e,ght-way walk or 
roore holkeysl 

> Enttftainment: Not ..ooh 
playing moSliy unchanged con• 
1er11 all ewer aga,n unless you're 
a superfan 

> Replay Value: Moderalely 
High 

Second Opinion 8.75 

Plalnim's famihar gameplay 
combined wtth mprll'led 
graphr(:s and sound will 
llldoooledlymakel'okknorl 
fans feel al home. SIM, the 
IIWlOltweaksand ~ 
addibons don1 add up to 
a rar,gilleamount ol new 
rom,t The WI-Fi Plaza IS a 
great for making things 111(),'e 

social but OOlerMse the big 
changes- !he Distortion 
'Mlrld and Battle frontier
are pushed to the end of the 
game. K vou have pat,ence. 
the long journey may be 
worth II. Othelwise, it's hard 
to recommend Platinum 
to af¥)0e'Ml0 played 
Diamond or Pearl. Howeller, 
if vou missed the last lera
tions ol the handheJd RPG 
beherroh, Pobm>n isa 
great p;oo..,. - MEAGAN 



NINTENDO DS 

Valkyrie Profile: 
Covenant of 
the Plume 
> STYLE l·PlAYl:R STRATEGY/RPG> PUBLISHER SQUARE ENIX 
> DMLOPER TRI-ACE > RELEASE MARCH 17 > ESRB T 

FALLING OUT OF FAVOR 

T 
um-based strategy 
revolves around two 
concepts: moving and 
attacking. Games in 

the genre layer other tactical 
elements on top of those basic 
tenets, and those layers set 
the good strategy titles apart 
from the rest. Valkyrie Profile: 
Covenant of the Plume is one 
of "the rest" In its attempts 
to fuse grid-based combat 
with the series' RPG roots, 
Covenant of the Plume doesn't 
capture the essence of either, 
descending into a jumble of 
mismatched design decisions. 

In other strategy games, 
your primary concern is win
ning battles. Here, you need 
to worry about a bunch of 
meta-game annoyances. For 
instance, each battle requires 
you to collect a certain amount 
of Sin - which accrues by 
doing damage to enemies 
after they're defeated - in 
addition to meeting the victory 
conditions. In other words, 
just killing an enemy isn't 
enough; you have to blow 
entire rounds to set up mas
sive assaults against weakened 
foes. If you don\ you might 
not hit your Sin requirement -
for which you're punished in 
the next fight with a "bonus• 
boss enemy. 

Gathering Sin isn't the only 
thing that poisons the combat 
Diff10Jlty balancing is all over 
the board - a mistake made 
worse by the fact that you 
can only bring four characters 
into comba~ limiting your 
strategic options. If you feel 
outmatched by a fight, there 
is no way for you to take time 
to level up, since your side
quest options are extremely 
limited. You also have a super 
weapon - the plume - that is 
basically unusable; it secures 
victory by permanently killing 
one of your party members, 
but it also ruins your shot at 
seeing the best ending. 

The shame is that Covenant 
of the Plume's other innova
tions could have made for 
a good game. Setting up 
formations and delivering 
multiple attacks per tum adds 
an interesting twist to the 
formula, and I really liked the 
story of Wylfred and his grudge 
against Lenneth. Unfortunately, 
these redeeming qualities suf
focate under an avalanche of 
extraneous junk, ruining even 
the simple process of moving 
and attacking. I hope there is 
another true Valkyrie Profile 
sequel in the works, because 
fans of the series deserve 
better than this.-JOE 

BOTTOM 6 
LINE 

> Concept Focus Oil the ITO· 

lals nslead of !ht gods 11 a gnd
based Valkyrie Profie spn-Olf 

> Graphics: Good charaaer Mt. 
lhoug'1 !ht ll-banle sprus are 
nodll1g special 

> Sound: The somdlrad IS 

occas,onally excellent, !>ti there 
are plenty of ger,er,c tunes 

> Playability: ~ !ht 
cootrols are-, to le.lrn. poor 
balanoog makes each fidt 
hll-ancHTIISS 

> Entertainment Some great 
tdeas are Ollfflhadowed by !ht 
cunbfflomemedianocs 
> Replay V.lue: Moderale 

Second Opm1on 6.5 

I lie many dw,go; aboi.t 
Valk),,e~:ClM'llartd 
the Pone. and one liq 
oo,,es me crarf. Horrendous 
nisbalanCJ1g l1l(M5 the tacl>
cal ac!JOO ~ d the lekn 
d ~ chalenge and 
rto the arena d absurdt( 
Mer the fA few lnfi d 
plav, baales demand a,_. 
perfect II.fl to~ 
usual¥ met rxi'{ _,. runer· 
ous lral and error~ 
Fooher, gcje ~ that alow 
plao,ter5toincre.isesblie.<el5 
ID conlror1 these heft\, chal
lenges are r.n The allema
we is making a choice lhal 
dJmalicalydeprM!S-,ood 
themostd&ableendpne. 
As for rrfi lifsl That's what 
makes lhis gaffe so~ 
able. I 1cM! the ongra story, 
the r-.eroonalyanaclvo
rllSIX: 'Mtrl8, and the dM,
ctwaaer-aimbrq i. 
medlaoc Ill l al canes 
to nodqffl the~ 
vakiesthe JUllSlmertd lS 
plao,ter5 over the stJenglhs d 
lSOMl ~.-MIUER 



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

TOP 20 
listings Based Upon NPD Data For January 2009 Based On Units Sold 

1 \'/11 FIT (l'/11) 
Rank fRle LMo System Sc0<e 

1 WU Flt 3 Wii 8 

2 Wii Play 1 Wii 7 

3 Marlo Kart Wii 4 Wii 8.5 
,_ 

4 Left 4 Dead 7 360 9.25 

5 Call of Duty: World at War 2 360 8.75 

6 Skate 2 N/A 360 9 

I~---

7 Guitar Hero World Tour 5 Wii N/A 

, ___ 

8 Personal Trainer: Cooking 13 OS N/A 

9 Mario Kart OS 8 OS 8.5 

,_ 

10 The Lord of the Rings: 
N/A 360 4.75 

Conquest 

11 Call of Duty: World at War 9 PS3 8.75 

-

12 Gears of War 2 6 360 9 

13 Fallout 3 15 360 9.5 

14 Jillian Michael's Fitness 
N/A Wii N/A 

Ultimatum 2009 

15 Link's Crossbow Training 17 Wii 6.75 

16 My Fitness Coach N/A Wii N/A 

17 Rock Band 2 N/A 360 9.25 

18 Guitar Hero World Tour 12 360 9.25 

19 Call of Duty: World at War 20 Wii N/A 

20 LEGO Star Wars: The 
N/A Wii N/A 

Complete Saga 
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Release 

04-08 

02-07 

04-08 

11-08 

11-08 

01-09 

10-08 

11-08 

11-05 

01-09 

11-08 

11-08 

10-08 

10-08 

11-08 

12-08 

09-08 

10-08 

11-08 

11-07 

TOP 10 JAPAN 
Rank TIiie 

lain of the World: Radlat Mytllalogy 2 

Demon's Souls 
World Soccer Winning Elmt1 200I 
World Soccer Wl■nlng EIHIR 2009 
Flnal Fatasy Chrystal Chronlcln: 
Ech-olTIIII 

Syslom 

PSP 

PS3 

PSP 

PS2 

OS 

Meltantel Conan I lllndalchl Shounen no OS 
Jlk11bou 
Monster Hunter Portable 2nd D PSP 

Wli 

OS 

TOP 10 GI 
L. Mo. System 

N/A multi 

N/A Wii 

1 multi 
Grand Theft Auto IV: The Lost 
and Damned N/A 360 

The House of the Dead: DY1rklll N/A Wii 

2 360 

N/A OS 

3 PSP 

4 PC 

5 multi 

'111/IIJ 

.. ,,,., 

I , 
lht5'.i!'s F<l\l'OfeePid:s 

TOP 10 PC 
Rank TIiie L.Mo. Price 

World DI Warcraft: Wrath of the $38 
Lich llln 
The Sims 2 Double Deluxe 2 $19 

World DI Warcraft: Battle Chlll 8 $36 

Spore 3 $48 

World DI Warcraft 9 $20 

left 4 Dead 6 $46 

The Sims 2 Apartment LIie 4 $20 

Fallout3 7 $48 

Command I Conquer: Red Alert 3 13 $32 

I Call DI Duty: World At War 5 $49 

-(),--Sold 



PLAYSTATIOl4 3 

Afro Samurai 
Abie 111 the Dark 1nfemo 
Armo<ed COie: fO< Answe< 
Baja: Edge of Conuol 
Banle Fantasia 

SloShocl< 
Bl,tz;Thele"81Jell 
Brothers In Anns: Heirs H,ghway 
Buzz Quiz TV 
C.11 ol Duty Wo<ld 01 Wao 
O.ad Sp.ice 
Otsgaea l : Absence of Justice 
F&ee8feaker 
r,11ou, 3 
Far C,y 2 
FEAR 2: ProtOCI Ong1n 
f'errau Challenge Trofeo Puelh 
FIFA Soccer 09 
fracture 
Golden Axe: Beasi Rode, 
Guitar Hero 'Notld fOUt 
Kdlzone 2 
Legend of Spj,o 

Dawn of lhe Olagon. The 
Legendo,y 
l[GO Salmon 
lrt11c(lrllf'tonet 
1.o<d ol lhe Rong, Conquest, The 
Madden NFL 09 
Mcfcenancs 2: Wofld 1n flames 
Modn¥11 Oub: Los Anaeles 
M11101's Edge 
MLB Fron, ()lf,ce Manage< 
Mo11ol KDmbal YS, 0C UnlVC!Se 
MotorStorm PK1fic Rill 
NBA 09: 1'he Inside 
NBA 2K9 
NBA Love 09 
NCAA Basl<eIball 09 
Need for Speed: UndercOYC< 
NHL09 
NHL 2K9 
Prlf,ceoff'elSIO 
Pro Evolutoon Socce, 2009 

ARCHIVE 

7.75 Ma<-09 
7.25 Jan-09 
625 Dec-06 

Dec-06 
7.5 Oct-06 
9 NoY-06 

NoY-06 
7.75 NoY-06 
8 25 NoY-06 
8.75 Jan-09 
9 25 Nov-08 
8.25 Sep-08 
7.75 Oct-08 
9.5 Dec-08 
8 Dec-08 

8.25 Mar-09 
7.75 NoY-08 

Dec-08 
7.5 NoY-06 
6 Dec-08 

9.25 Dec-08 
875 Mar-09 

4 Jan-09 
6.5 Jan-09 
7.5 NoY-06 
95 Dec-08 
4 75 Mar-09 
8.25 Sep-08 
7.25 Oct-08 
9 NoY-08 
8 Dec-08 

Fe!>-09 
8.5 Dec-08 
7.25 Dec-08 
6.5 Nov-08 
B.5 NOY-OS 
7,75 NOY-08 
7.25 Jan-09 

7 Dec-08 
9.25 Oct-08 
6.75 Oct-08 
8.75 Jan-09 
8.5 Jan-09 

Pure 
Quanti.m of Solace 
Resrstance 2 
RrseoflheAIJ!onatJts 
Rocl:Revolu1oon 
Sa,n15 Row 2 

Shaun 'Ml,te Snov.t>oardWlg 
Silern Hol Homeamng 
Slone 2 

8.5 Oct-06 
6.5 Jan-09 
8.5 Dec-08 
6 Fe!>-09 
7 Dec-08 

8.75 Dec-08 
6.75 Jan-09 
6.5 NoY-08 
9 Feb-09 

SOCOM Confronlduon 6 Dec-08 
Sonoc Unleashed 6 Jan-09 
Soulc<llobur r-J 8.75 Sep-08 
Sp,de,-Man: Web of Shadows 6 Dec-08 
Sidi Wars: The FO<ce Unleashed 8.75 Oct-08 
sveet righter r-J 9 25 Mar-09 
Tise, Woods PGA Tou1 09 B.5 Oct-08 
TNA Impact 6.5 NOY-08 
Tomb Ra<ler UndeM<llld B.75 Jan-09 
Valkyna Chronicles 8.5 Dec-08 
WWE Smacl<down vs. Raw 2009 8.5 Dec-08 

XBOX 360 

Afro Samurai 7.75 Ma<-09 
Armo<ed C01e. F01 Answer 6.25 Dec-08 
Baio Edi;e of Control 8 0.C-08 
~ - NulS and Bolts 8.5 Dec-08 
Baille F""""'° 7.5 Oct-08 
Blotz The League II 7 NoY-06 
8ro<hers" Anns Hell's H,ghway 7.75 NoY-08 
C.11 of Duty: World •< War 8.75 .lfln-09 
Command & Conquer Red Alen 3 8.75 Dec-08 
Clash Mind Ovet Mu1an1 4 75 O.C-08 
O.ad Space 925 No\108 
Destroy All Humonst 

Path ol the ruron 4.5 Feb-09 
EndWar 7.75 Dec-08 
F•ble II 9 25 O.C-08 
F&ee:Breaker 7.75 Oct-08 
falloul l 9.5 Dec-08 
For C,y 2 8 Dec-08 
FEAR 2: Project Origin 825 M31-09 
FIFA Soccer 09 8 Dec-08 
Fracture 7.5 NOY-08 
Gears of War 2 9 Oec-08 
Colder, m : BeaSI Rode< 6 Dec-08 
Guilty Gear 2: CNerture 625 Oct-08 

G<JitaJ Hero World Tour 
Halo Wars 
Infinite Undrsco,.,ery 

laSIRennant. The 
Left 4 Dead 
legend of Spj,o: 

Dawn of lhe Olagon. The 
leser,dary 
LEGO Batman 
Lops 
Lord of the Rones: Conquest, The 
Madden NFL 09 
Mercenanes 2: World in Flames 
Mldnoghl Club Los Angeles 
Mirror's Edge 
MLB Front Office Manager 
Mortal Kombat vs. DC Universe 
Naruto: The Broken Bond 
NBA 2K9 
NBA Love 09 
NCAA Basl<elball 09 

Need for Speed Undercover 
NFL Head Cooch 09 
NHL09 
NHL 2K9 
Pronce of PelSIO 
Pro Evoluuon Soccer 2009 
Pure 
Qua,,Ium of Solace 
Raoce Pro 
Rrse of the Argonauts 
Red< Band 2 
Rock Revoluuon 
Saints Row 2 
Scene lt1 Box Off~• Smash 
Shdun "'1111e Sll(1M)()ard1ng 
Sdent Htll; Homecoming 
Skate 2 
Sonoc Unleashed 
Soulc<llobur r-J 
Sp,de,-Man: Web of Shadows 
Star Ocean: The Last Hope 
Star Wars· The Fofce Un'eashed 
S1ofced 
SUeet ,1gfnc, rv 
Tales of Vespena 

r,ger-PGATour09 
TNAhrl>,1ct 
Tomb Raode, UndeMood 
Too Human 
Viva Pif\ata Trouble ., Paradise 
Wa,hammer: Mark of 

Chaos - Banle March 
WWE Smod<down vs. Raw 2009 
You're In The McMes 
ZOtds Assault 

Aciove Li e: OuldoOI Challenge 
An11nal Crossing: Ctty Folk 
&others In Arms: Double Time 
Carnrval Games M1ntGolf 
Castlevama: Judgment 
Coolung Mama World K11Chen 
Crash: Mind Oler Mutant 
de Blob 
Deadly Creatures 

9.25 Dec-08 
9 Mar-09 
8 Oct-08 
7 Dec-08 

925 Jan-09 

4 .lfln-09 
6.5 .lfln-09 
7.5 NoY-06 
7.5 .lfln-09 

4.75 Mar-09 
8.25 Sep-08 
7.25 Oct-08 
9 NOY-OS 
8 Dec-08 

Feb-09 
B.5 Dec-08 
8.25 Jan-09 
8.5 NOY-OS 
7.75 NOY-OS 
7.25 Jan-09 

Dec-08 
6.75 Sep-08 
9.25 Ocl-08 
6.75 Oct-06 
8.75 .lfln-09 
8.5 .lfln-09 
8.5 Oct08 
6.5 .lfln-09 
7 Mar-09 
6 Fel>-09 

925 Oct-08 
7 Dec-08 

8,75 Dec-08 
8 . .5 Jan·09 
6.75 Jan-09 

6.5 NOY-OS 
9 fe!>-09 
6 .lfln-09 

8.75 Sep-08 
6 Dec-08 
7 Ma,-09 

8.75 Oct-08 
7.5 Mar-09 

9.25 Mar-09 
725 Oct-08 
8.5 Oct-08 
6.5 NoY-06 
8.75 .lfln-09 
6.75 Sep-08 
8.25 Oct-08 

5 NOY-08 
8.5 Dec-08 
7.25 .lfln-09 

5 Oct-08 

7 Nov-08 
7.5 Jan-09 
5 Dec-08 
5 Jan-09 
5 Jan-09 

5.5 Jan-09 
4.75 Dec-08 
7.75 Oct-08 
7 Mar-09 

Ha/1/0St Moon: Tree of Tranquility 
legend of Spj,o: 

Dawn of the Olagon. The 
LEGO BalmOn 
une Rodef 2: Ubound 
Marble Saga Koronnpa 
Ma,,o 5'JpOf Sluggers 
Mushroom Men: The Spore Wars 
Order Up 
Rayman Ravmg Rabbrds 1V Pa<ty 
Rocl:RevoiutlOn 
Ryga<: The Battle Of Argus 
Sam & Ma.it Season One 
samba de Am1eo 
Shaun \\hte $00'M)()ard1ng: 

6.75 Oct-08 

4 Jan-09 
7.5 NoY-06 

6.25 NoY-06 
8 Mar-09 

5.5 Oct-08 
5.75 Dec-08 
7.75 Sep-08 

7 Jan-09 
4.75 NoY-06 
5.5 Feb-09 
7 Sep-08 

6.75 NOY-08 

Road Tnp 6. 75 Jan-09 
S1rnC1ty Creator Nov-08 
Skate II 7. 75 Jan-09 
Sonoc Unleashed 6.5 Jan-09 
Spray 7 Dec-08 
Star Wars: The Oone Wars -

L,ghlSOber Duels 5 .lfln-09 
s,.,, Wars· The fO<ce Unleoshed 7.75 Oct-08 
Ten Pm Alley 2 5 .lfln-09 
TNA hrl>,1ct 6.5 NoY-08 
Ullm.,1e Band 7.5 Dec-08 
WIJOO Land Shake It 6.75 Dec-06 
\'v\1Musrc 3 Dec-08 
WW[ SmacWown ~ Raw 2009 85 Dec-06 

PLAYSTATION 2 

Kingdom I learlS Re 
°'""1 of Memor,., 6.75 Jan-09 

LEGO Ba1mon 7.5 NOY-08 
Persona 4 8 Jan-09 
TNA lmpoct 6 5 NoY-08 
WWE Smockdcwn vs. Raw 2009 8.5 Dec-08 

C.11 of Duty· World al War 8. 75 Jan-09 
CMhuuon rv Cofoniuuon 9 Oct-08 
Command & Conque< Red Alerl 3 8.75 Dec-08 
C,y51S Warhead 8 75 Dec-08 
Olakensong The Oorl< Eye 6.75 Mar-09 
Leser,da,y 6.5 Jan-09 
ML8 Fronl (Jff,ce Manage< Fel>-09 

Nevetwrnter N,ghlS 2: 
Storm of Zelw 7.5 .lfln-09 

S.TALK.E.R.: Clear Sky 7.75 NoY-06 
Sacred 2: Falen Angel 7 .lfln-09 
Saints Row- 2 8.75 Dec-08 
Sierl1Hrl: -.ecorn,,g 6.5 NoY-08 
Space Srege 6 Oct-08 
Spore 8.75 NoY-06 
Warhammer 40,000: 

Dawn of War II 8.75 Mar-09 
Warhammer Online: 
/lf,e of Redconing 8 Dec-08 

Warhammer: Marl< of 
Chaos - Baille March NOY-08 

NINTENOO OS 

Aee of EfTl)<IOS: Mylhologoes 8.25 Feb-09 
Away: Shuffle Dungeon 7.5 Oct-08 
Banga,-0 Spmts 7.5 Sep-08 
Big Bang M1n1 7.75 Feb-09 
Blue Olagon Plus 5.5 Mar-09 
CaSllevan~: Order of EcdeslO 825 NoY-08 
Chase: Felix Meets Felrcrty. The 6 Feb-09 
Ovono Tngger 9 Dec-08 
Cradle of Rome 6.75 Jan-09 
Olsgaea D5 8 Oct-08 
Olagon Quest fl/: 

Choplers of the Chosen 7 Oct-08 
Olagon Quest V: Hand of 

lhe Heavenly 8nde 7.5 Maf-09 
From the Abyss Oct-08 
Gulla< Hero On Tour Decodes 7 Jan-09 
Gootar Hero On Too< 7 Sep-08 
Ha/1/0St Moon: 

lslmdofHapptness 6.75 Oct-08 
Iron (),el Ameoca 

Sup<erne CulSlne 4.5 Feb-09 
Kirby Super Sidi Ukra 7 Dec-08 
Legancy of Ys: !looks I & II 5 Mar-09 
Master of the Monster Lai, 6.25 NOY-OS 
Meidl Slug 7 6.75 Dec-08 
Mystery case roles M1lloonHer1 7 Oct-08 
My WOfld. My Way 6 Mar-09 

N+ 8.75 Oct-08 
New lnternouonol Track & Foeld 6.25 Oct-08 
N1niatown 9 O.C-08 
Pop Cutiel Street 

Fashoon S,mulauon 7.5 Oct-08 
Populous D5 7 Dec-06 

Pnnce of - The Follen Krng 6 Feb-09 
ReUoGlmeCholenge 8.5 Feb-09 
Rhop,ody: A Mus,cal AcM!nlure 5.5 Oct-08 

~ Jan-09 
Rubrl/s Wolrd Dec-08 
Sonoc Chrondes 

The Oorl< Brotherhood 8.5 NoY-06 
Sidi Wors The Clone War> -

Jed, Afllance 6 Jan-09 
Tecmo Bowl: KlCkoll 6 25 Dec-08 
Time Hollow 7 NoY-06 
Track.Mania OS 6.5 Mar-09 

Hot Shots Golf: Open Tee 2 8 Jul-08 

LocoRoco2 925 Mar-09 
N+ 8.75 Oct-08 
Secrer Agenl Clank 8.5 Jul-08 
Space Invaders Extreme 8.25 Jul-08 
Star Ocean. F"IISI Oepirture 7 NoY-08 
Star Ocean Second Evoluuon 7 Feb-09 
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Attention All Chutenl 
Cheat codes, by their ve,y nature, are in 
many cases buggier than Virginia in August. 
So, unless you don't mind re-doing those 
70 hours you put into the latest game, do 
yourself a favor and back up your save before 
using any codes. 

On a lighter note, you can send your codes 
to secretaccess@gameinlormer.com for a 
chance to be featured here and win a prize! 

NINTENDO OS 

Retro Game Challenge 
Enter these codes at different points during 
the game to unlock the following goodies for 
all the games modes. Note: some codes will 
only work once per game. 

COSMIC GATE CODES 
Continue Game With 000 Score - at the 
Game Over Screen, Left+ Start 
Hard Mode - at the Title Screen, Down, 
Down, B, B, A. A. Start 
Powered Up Form of Infinity - at the 
Pause Screen, Up, Up, A, B 
Ship Power-Up - at the Pause Screen, Up, 
Up, A, A, B, B 

HAGGLE MAN 1 CODES 
Continue - at the Game Over Screen, hold 
Left then START 
Restore life - Enter three doors in reverse 
alphabetical order 
Secret Power Up - at the Pause Screen, 
Down, Right, Left, Up, B, B, B, B, A, A, A, A 
Summon Allies - at the Pause Screen, Up, 
Right Down, Left. A, A, A, A. B, B, B, B 

HAGGLE MAN 2 CODES 
Continue - at the Game Over screen, hold 
Left then press Start 
Get Three Scrolls - at the Pause Screen, 
Down, Up, Down, Up, A, A, B, B 
Infinite Time - at the Stage Demo screen, 
hold Left + UP + A+ B 
Secret Power Up - at the Pause Screen, 
Up, Down, Up, Down B, B, A, A 
Stage Select - at the Title Screen, hold A, 
Up, Up, Right Right Right Down, Down, 
Left, Left, Left 

HAGGLE MAN 3 CODES 
99 Lives - at the Pause Screen, A, B, A, B, 
Left, Right Left, Right 
9999 Nuts - at the Pause Screen, B, A, B, 
A. Right Left, Right Left 
Warp to Boss - at the Pause Screen, B, B, 
A. A. Left, Left, Right Right 

RALLY KING AND RALLY KING SP CODES 
Enemies Wiped Off the Face of the 
Earth - at the TIiie Screen, hold Down + 
Right + Select 
Invincibility - at the TIile Screen, hold UP 
+ Left + Select 
Skip to Stage 2 - at the TIiie Screen, press 
A, B, A, B, Up + Select 

Skip to Stage 3 - at the Title Screen, press 
A. B, A. B, Left + Select 
Skip to Stage 4 - at the TIiie Screen, press 
A. B, A, B, Down + Select 

STAR PRINCE CODES 
Invulnerability - at the Title Screen, hold 
Up, A, A, A. release Up and hold Down, 
B, B, B 

Wii 

Bulld·A·Bear: A Friend Fur All 
Seasons 
At the main menu screen enter the following. 

Unlock All Mini-games, Outfits, and 
Islands - Up, Down, Left, Right A, B 

·ct Droid. 
(location unknown - Last seen tracking 
down the source of all his problems .. 

and eliminating her,? 
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Nintendo World Championship Cartridges 
NES • $20,000 (Gold Cartridge)• $6,100 (Grey Cartridge) 
In a strange twist, a movie may be responsible for the most sought after col
lectibles in video games. In 1990, Nintendo held a video game competition 
that drew inspiration from the fi lm The Wizard. 

Contestants had 6 minutes and 21 seconds to complete a series of three 
minigames. The first minigame was to collect 50 coins in Super Mario Bros. 
Once this was completed, the game transitioned to a special Nintendo 
Championship-themed course in Rad Racer. After completing this, the player 
had to play Tetris until time expires. Scoring totals factored in the Mario Bros. 
score, Rad Racer score times 10, and Tetris score times 25. 

The Nintendo World Championships were held in 
30 locations spread across the United States. The 
competition was split into three age groups. The 
winner from each was invited to the finals, held at 
Universal Studios in Hollywood. The winner for each 
age was awarded a $10,000 U.S. savings bond, a 
40-inch rear-projection TV, a 1990 Geo Metro con
vertible, and a trophy. 

The cartridges used in this competition are fetching 
top dollar among collectors. Nintendo only manu
factured 1 16 cartridges, of which 90 are grey, and 
26 are gold. They were handed out to winners and 
runners up. 

Nintendo Powerfest 94 
SNES • $300,000* 
Nintendo held another competition in 1994, but it wasn't 
as highly publicized. Only 33 cartridges were made for 
this event. The rules for Powerfest 94 were similar to the 
original Nintendo World Championships. Players had six 
minutes to complete a series of three minigames. This 
time trial began with a stage from Super Mario Bros.: Lost 
Levels. The next leg was a five-lap race in 
Super Mario Kart. The final task was to hit as 
many dingers as possible in a Ken Griffey Jr. 
home run derby. 

Of the 33 cartridges made, 32 were shipped 
back to Nintendo, where they were dismantled 
for parts. The one known copy that still exists 
in the wild recently appeared in an auction 
on myebid.com with the "buy it now' price of 
$300,000. To no surprise, it wasn't sold. 

Genesis Blockbuster World 
Video Game Championships II 
Sega Genesis • $2,200 
The rules for this Genesis tournament were similar to 
the ones that Nintendo laid out for its competitions. It 
never took off, however. Maybe it had something to do 
with the selection of games on the cartridge. NBA Jam 
is a fine choice. Judge Dredd isn't. This cartridge was 
never distributed, but it was apparently stolen twice, as 
two copies have been spotted. 
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Air Raid 
Atari 2600 • $3,500 
This is known ~---~ 
as the rarest 
commercially 
released game 
for the 2600. 
This classic 2D 
space shooter 
is prized by col
lectors for its sky 
blue cartridge, 
which is outfitted with a cool han
dle (although no actual label). 

Nintendo Campus 
Challenge 
NES • $12,000 
SNES • $10,000 
The Nintendo Campus Challenge 
was another competition that 
pushed players to work against 
the clock to tally as many points 
as they could in three different 
games. The NES version con-
sists of Dr. Mario, Pinbot, and 
Super Mario Bros. 3. The Super 
Nintendo cartridge features 
Super Mano World, F-Zero, and 

Pilotwings. 
Only one 
copy of 
the NES 
Campus 
Challenge 
cart is 
known to 
exist 

Pepsi Invaders 
Atari 2600 • $1,200 
Created for Coca-Cola's 1983 
sales convention, this Space 
Invaders adaptation replaced the 
lines of descending aliens with the 
letters 'P-E-P-s-1• (plus an alien 
on the end, as the original code 
required six enemies per row). 
Only 125 were ever produced, 
most of which were discarded by 
disinterested salesmen, making 
Pepsi Invaders one of the rarest 
2600 carts ever. 

feature classic gi 

GAME INFORMER 97 





• • • ============= 0 N L I N E 
... •...... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: MAR. 16 

Survey Says 
Delve deeper into the Game Informer 
reader survey on genre perception. 

Heir Majesty 
Adam explores Majesty 2's new 
features in this exclusive Q&A with 
game producer and lno-Co founder 
Alexey Kozyrev. 

Fellowship of the Dice 
Read more about the Playe(s 
Handbook 2 for 4th edition D&D in 
our interview with Mike Mearls, lead 
designer from Wizards of the Coast 

Also Online This Month: 
Game Informer Online 
reports from the 2009 Game 
Developer's Conference in 
San Francisco. 
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VIDEO GAME TRIVIA 
Bm! We can't wait to get out of this freezing weather and into the scorching summer of Wii Sports 

Resort - if for no other reason than to see our sexy, oval-shaped Miis wear skimpy clothes and 
throw frisbees in 99-degree heal The better you perform in the quiz, the likelier you'll be playing 
something really special with the new 1 :1 MotionPlus competitions we thought up. Then again, 

maybe we should stick to writing and not designing ... 

1 The password "DDFFI" allows 
you to skip to any stage in what 
NES game? 

A. Bubble Bobble 
B. Faxanadu 
C. Gauntlet 
D. Shadowgate 

3 Perhaps 2003's most under
rated title, Beyond Good and 
Evil features a pig-like mechan
ic alongside heroine Jade. 
What's the boar's name? 

A. Porkins 
B. Pey'J 
C. Pigster 
D. Pe'T 

4 Which of these Atari games 
was completely fabricated just 
now by our precious brains? 

A. Acid Drop 
B. Holey Moley 
C. Kaboom! 
D. Fishers of Men 

5 Originating on SNES and seen 
in Super Mario Kart, this term 
refers to a technology that gives 
the impression of a 3D environ
ment using 2D graphics. 

A. Super FX 
B. Mapping 4 Point 
C. Mode 7 
D. Kart Layer 

6 The best part of waking up 
is Folgers in your console. The 
coffee company published a 
game on NES. 

A. True - You guys aren't crary 
enough to make that up. 

B. False - Yeah, you guys are 
nuts. 

A. Secret of Evermore 
B. The Legend of Zelda: A Link to 

the Past 
C. EarthBound 
D. Secret of Mana 

8 What character graces the 
box art found on Soulcalibur IV 
for PS3? 

A. Yoda 
B. Hilde 
C. Darth Vadar 
D. Maxi 

9 This science fiction title fea
tures the likes of confederate 
general Edmund Duke, Sons of 
Korhal leader Arcturus Mengsk. 
and psychic espionage agent 
Sarah Kerrigan. 

A. Star Wars Knights of the Old 
Republic 11 : The Sith Lords 

B. Phantasy Star Universe 
C. Mass Effect 
D. StarCraft 

10 Video games ... 
A. rot your brain! 
B. make you fat! 
C. waste time! 
D. offer a combination of emo

tional experiences no single 
medium can achieve! 
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BREAKDOWN 
8.94 111llllon Mario Kart Wiis sold globally in 2008 according 
to Top Global Markets, making it the highest-selling game of 
the year. 

823 lllilllon dollars were spent promoting video games in the 
U.S. in 2008, according to Nielsen Company's Monitor-Plus. 

1 IRllllon dollln was given to the estate of Mario Puzo, author 
of the original Godfather novels, as a settlement for revenues 
derived from EP:s video game adaptations. 

256,000 gamers bought Grand Theft Auto rv in Japan, compared 
to 5.18 million purchases in the U.S., according to Top Global 
Markets. 

1 n gajllllon is the number of numbers we've made up on this 
last breakdown, according to Miller. 

* Trivia Score & Rank * 

0-1: 2-3: 
o,_,.. lo'ldim......, remo1e SlndyT-'. Flap- like 
...,.. hicf\ - for ma,e auy to pt lhe slupid sond off 

6-7: 
c.om On The Cobbling Conll!5I. Metal~-Hold - like 
- Wli - 1C10SS foe,! I VIICWIII lftd lis1on for I noise 

8-9: 
Mi ~ Hold - dose to eye; 

B-inonhuN!slndblbes 

10: 
Ladd« Coif. Tossing of 
-is~ 

Video Game Trivia Answers: I.A2.A3 84 DS.C6. 87.(8.(9.D 10.D 






