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FEditorial

*» 2007 is gone now and it’s time
we take a look back at the year that
was. It has been a hell of a year not
only for gaming but for all of us
here at the Hyper bunker as well,
with Moe and | trying to find our
feet and, much to our chagrin,
sometimes failing. We like to think,
however, that Hyper, the rampaging
beast it is, is still a kick arse piece of
arse kicking goodness.

So what have we learned this
year? We've learned that it is a
damn good time to be a gamer, with
the release of such brilliant games
as The Darkness, BioShock, Puzzle
Quest, Okami, Super Mario Galaxy,
Mass Effect, Crysis, Team Fortress
2, Portal, Uncharted, God of War I,
Ratchet & Clank Future, Skate and
a whole craptonne of others. We've
learned that tired eyes don’t make
good proofreaders (sorry). We've
learned that a flash flood in the
office is the fastest way to prompt
us to pack up a LAN. We've learned
that Moe is a demon when it comes
to GH3, that I have little fingers |
can barely control and that rocking
out in an office environment is
simultaneously the best way to make
new friends and piss off the boss.
We've also learned that whilst 2007
was a kick arse year, 2008 looks as
though it may be able to top it in
terms of AAA offerings.

So see you in 2008, the year
when everything will fanally come
together. That will be truly thilling.

Daniel Wilks
EDITOR

Hyper Crew

MONTHLY TOP 5 GAMES

DANIEL - Editor

1. Mass Effect — Xbox 360
“ZOMG! Hot Aliam
sexOrz”

2. The Witcher - PC

3. Unreal Tournament 3 - PC
4. Final Fantasy XII - PS2

5. Peggle - PC

MOE - Deputy Editor

1. Super Mario Galaxy — Wii
“] am in ur galaxies,
collectin’ ur stars.”

2. Crysis - PC

3. Team Fortress 2 — PC

4. Guitar Hero 1l — Xbox 360
5. Unreal Tournament Il - PC

MALCOLM - Art Director
1. Team Fortress 2 - PC

“] love toasting spies on
an open fire.”

2. Mario Galaxy - Wii

3. Portal - PC

4. Half-Life 2 - PC

5. Warhammer 40K - PSP

HYPERY» 5
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GAMES]

We’ve wracked our brains, as well as those
of our contributors to come up with what we
think are the 101 games that should make up
the basis of any great PC/Console collection.

And no. we haven’t forgotten handhelds - they

are a whole separate feature in 2008.

1\
~




Shenmue

I Sshenmue was veteran
game designer Yu Suzuki’s
dream project — and it shows.
The creator of classics such

as Space Harrier and Virtua
Fighter, Suzuki pumped years
of his life into the game, and
millions of Sega’s dollars into
its development, and what we
got was one the greatest works
of interactive storytelling the
world has ever seen.

The adventure of Ryo
Hazuki, travelling Japan and
Hong Kong to find his father’s
murderer, and take his revenge
was epic, the combat was like
a customisable Virtua Fighter.
Fingers crossed that we get
the third and final instalment
sometime soon.

DREAMCAST. SEGA AM2. 1999
AVAILABILITY: eBay

Donkey Kong

H The importance of Donkey Kong really can’t be
underestimated. Not only was it the first ever game to be
designed by Shigeru Miyamoto, but it was also the debut
appearance of three of his characters that would later evolve
into some of the world’s best-known game characters, Mario,
Peach, and of course, Donkey Kong himself.

However, the game doesn’t just belong on this list because
of its history — it’s genuinely fun, even almost three decades
later. From running across girders, climbing ladders, leaping
barrels and saving damsels in distress, if you don’t at least

check this out on the Wii’s Virtual Console, you’re missing out.

ARCADE. NINTENDO. 1981
AVAILABILITY: Wii Virtual Console, eBay

Pac-Man

B Over the years, Pac-Man has been endlessly reworked,
sometimes for good, and sometimes for evil. The most recent
game in the series, Pac-Man: Championship Edition is right
now gobbling up a lot of our gaming time with its simple yet
addictive gameplay. However, the original is still the one we
remember most fondly. Hunting down (or being hunted by)
ghosts, whilst eating pills and snagging the elusive bonus
fruits has lost little of its charm over the years. It’s still the
greatest maze-based game of all time, and not only that, but
more than a quarter-century on, Pac-Man still has us itching
for just one more go.

ARCADE. NAMCO. 1980
AVAILABILITY: Xbox Live Arcade, Wii Virtual Console

Ikaruga

Bl While the debate still rages
as to which is better, Ikaruga
or Radiant Silvergun, we think
Treasure’s quasi-sequel wins
the day. lkaruga is a unique
shooter in that you don’t

get the most points by just
shooting everything. Instead,
you must get combos by
shooting enemies of the same
colour three at a time. Each set
of three counts as one combo,
and although there are only
two colours, black and white,
getting the highest combo
chain is something hardcore
players are still working on.
With gorgeous visuals, intense
shmupping action and endless
replay value (if you want to get
good) Ikaruga is a must play.

ARCADE, DREAMCAST. TREASURE.

1999
AVAILABILITY: eBay

Deus Ex

H Combining several genres
including first-person shooting
and role-playing, Deus

Ex refined and reinvented
concepts pioneered by the
likes of the System Shock
series, although this time,
things were even better.

The shooting action
combined perfectly with a
twisting cyberpunk story, a
lot of interaction, both with
the environment and with
other characters, inventory
management, puzzle solving
and more, making JC Denton’s
mission to stop the Illuminati
from ruling the world an
absolutely essential game.

PC, PS2. ION STORM. 2000
AVAILABILITY: Bargain Bin

one the greatest works of

interactive storytelling the
world has ever seen
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Dune 11

E Dune I1: The Battle For Arrakis was the defining moment for
the real-time strategy genre.

The game was of course based on Frank Herbert’s novel,
and David Lynch’s filmic adaptation, of the same name and
saw you taking control of one of three houses, with the aim of
destroying the other two houses and taking the planet Arrakis
for all its spice.

The game established much of what would become the
generic conventions of RTS games, from resource hoarding, to
rush attacks — it was all here —and although its visuals have
aged, its gameplay is still better than most of today’s RTS efforts!

PC, MEGADRIVE. WESTWOOD. 1992
AVAILABILITY: eBay

Command & Conquer

H After they established the real-time strategy genre with
Dune II, Westwood perfected it with Command & Conquer.
The popularity of the game made CEC a mainstream hit,
and quickly made the game synonymous with the entire RTS
genre. Featuring small and large unit tactics, C&C followed
the conflict between the Global Defense Initiative and the
evil Brotherhood of Nod, establishing an enduring rivalry.
Best of all, franchise owners Electronic Arts have made C&C
a free download! You can get the game at any good C&C
fansite these days, and if you haven’t done so already, we
recommend you do.

PC, MULTI. WESTWOOD. 1995
AVAILABILITY: Free Download

Metal Slug

H very few games can boast
the intensity and fun of
SNK/Nazca Corporation’s Metal
Slug series. This game was one
of the games (along with the
like of King of Fighters, Garou,
and Last Blade) that put SNK’s
Multi Video System arcade
hardware on the map, and

its subsequent home console
ports only helped to grow its
legend. With some amazing
pixel art and animation,
explosive shooting action and
bizarre slapstick humour is one
of the reasons people are still
playing Metal Slug é... despite
it being almost identical to the
original!

ARCADE, MULTI. NAZCA
CORPORATION. 1996
AVAILABILITY: Classics compilation,
eBay

Metal Gear Solid

El As good as the other instalments in the MGS series are,
there’s just no competition — the original Metal Gear Solid

is by far the best. Director Hideo Kojima revisited the series
after a break of eight years (after finishing Metal Gear 2

in 1990, for the MSX2), but the wait was worth it, because
Metal Gear Solid is one of best, if not the best, games of

the PlayStation era. The game saw Solid Snake come out of
retirement to track down his generically-engineered twin on
Shadow Moses island, and using all his sneaking smarts, he
had to avoid detection and take down a massive robotic war
machine — all in a days work for a super spy...

PSONE. KONAMI. 1998
AVAILABILITY: eBay

Garou: Mark of
the Wolves

H Garou: Mark of the Wolves is one of those games that may
have slipped under a lot of people’s radars. While it is a
hardcore favourite, it never really got the exposure it deserved,
a tragedy, since it really is one of the best 2D fighters of all time.
Although it continues the story of the Fatal Fury series, Terry
Bogard is the only returning character. Garou features an entire
new generation, and thankfully all of the new characters add
something special to the game. The actual gameplay plays more
like a refined King of Fighters rather than a traditional Fatal Fury
game, but that only makes Garou all the better for it. Play it!

ARCADE, DREAMCAST. SNK. 1999
AVAILABILITY: eBay

%




Rez

Il Rez is a cult classic that
cannot be ignored. Created
by Tetsuya Mizuguchi (the
man behind Sega Rally, Space
Channel 5 and more recently,
Lumines), Rez is a synaesthetic
trip through a dark world lit up
by neon-bright wire-framed
structures and psychedelic
blobs that pulsate with the
music that you help to create
by shooting enemies. It’s
weird, but once you settle

into the groove (and that’s
exactly what this game is all
about), Rez becomes a sensory
experience rivalled by few
other games. If you can find

a copy with the “Rez Trace
Vibrator”, then you can have
even more fun...

DREAMCAST, PS2. SEGA. 2001
AVAILABILITY: eBay, soon on Xbox
Live Arcade

find a copy with the “Rez
Trace Vibrator®, then you
can have even more fun...

Metroid
Prime

H Many thought it couldn’t be
done — the transporting one of
the most loved games series of
all time into three dimensions.
Metroid, you see, really thrived
in two dimensions, much more
than most other games. The
task was given to American
developer, Retro Studios, who
promptly proceeded to prove
everyone wrong. Metroid
Prime not only took the series
into 3D, it also turned it into a
first-person shooter, but still
maintained that same feeling
of exploration, isolation and
survivalism that previous games
had. It’s the best of the Metroid
Prime trilogy, and deservedly
earns its place on this list.

GAMECUBE. RETRO STUDIOS. 2002
AVAILABILITY: Retail, eBay

Day of the Tentacle

B Tim Schafer is awesome, and if you look closely at this
list, you'll see no less than three games that he worked on.
For our money, Day of the Tentacle is one of his best, and is
one of the highlights of the entire adventure genre. A sequel
to Ron Gilbert’s Maniac Mansion, DOTT followed Bernard, a
stereotypical nerd, Laverne, a slightly unbalanced headcase,
and Hoagie, a roadie for a metal band. Together they have
to stop the evil Purple Tentacle from taking over the world
using time-travel and their puzzle-solving smarts. With a
full voiceover cast, hilarious dialogue and great-looking 2D
graphics, DOTT is one must-play point-and-click adventure.

PC. LUCASARTS. 1993
AVAILABILITY: Bargain Bin, eBay

NiGHTS into Dreams

El The Sega Saturn may not have had as many killer apps as its

competition, the PlayStation, but those it did have were well
worth owning the console for. NiGHTS into Dreams was one of
those games. Taking control of NiGHTS, a jester with the power
to fly, you had to glide around the world of Nightopia on a

2D path, collecting luminous balls, called “Ideya.” The game
featured colourful, beautifully designed worlds and enemies,
and the bosses in particular were stunning for their time, and
indeed, are still fun to battle against today.

SEGA SATURN. SONIC TEAM. 1996
AVAILABILITY: eBay

Super
Metroid

H we really can’t say enough
about Super Metroid. It is
without reservation the best
game in the entire Metroid
legacy, and it set such a

high benchmark for future
instalments in the series, that
while the Metroid Prime games
are brilliant, they still can’t
touch it.

With a huge 2D planet to
explore, countless memorable
bosses, all of the genius
gadgets you could think
of, and more, all combined
into one super-atmospheric
package, Samus never was,
and has never been, better
than this. If you haven’t played
it already, take a moment to
feel embarrassed — and then
go and get yourself a copy.

SUPER NES. NINTENDO. 1994
AVAILABILITY: Wii Virtual Console,
eBay




Space
Quest I

H of all the SQ games, and
indeed, any of Sierra’s other
“Quest” games, Space Quest IlI:
The Pirates of Pestulon is our
favourite. This threequel saw
bumbling space janitor Roger
Wilco crash-land on a garbage
freighter, forcing him to

jump start a space ship called
the “Aluminium Mallard”,
while being hunted down by
“Arnoid the Annihilator”, and
finally, he had to rescue the
Two Guys From Andromeda,
the alter egos of the game’s
real-world designers Mark
Crowe and Scott Murphy. One
of the funniest, and most fun,
adventure games ever, and
still worth playing.

PC. SIERRA. 1989
AVAILABILITY: eBay

Super Mario Kart

B The original Super Mario Kart is, by a very wide margin,
the best in the series. While technically dated by today’s
standards, the racing is still exciting, the tracks so inspired in
their design and the music instantly recognisable — bringing
back many fond memories of a youth spent in front of a
SNES. The series still hasn’t managed to better this game, and
perhaps they never will.

SUPER NES. NINTENDO. 1993
AVAILABILITY: Wii Virtual Console, eBay

Super Smash
Bros Melee

B super Smash Bros Braw! will inevitably be on this list when
it fimally comes out, but until then, we’ll have to go with its
predecessor. Like all the Super Smash Bros games, Melee is a
big thankyou from Nintendo, aimed directly at their long-
time fans. Including a huge roster of Nintendo’s best-known
characters, familiar environments and music, as well as nearly
300 Nintendo-related collector’s trophies, this game is a Ninty
fanboy’s (and girl’s) dream come true. Not only that, but it
played brilliantly even if your weren’t a Nintendo fan from
way back!

GAMECUBE. NINTENDO. 2001
AVAILABILITY: Retail, eBay

Ultima VII

B Technically, Ultima Vil is
actually two games, having
been released in two parts,
Ultima VII: The Black Gate
and Ultima VII: Serpent Isle
— but with part one and

two combined, this is one

of the best role-playing
games ever made. Once
again following the quest of
Avatar, throughout the land
of Britania, Ultima VII brought
many new features to the
series, including real-time
combat that made it our
favourite in Richard Garriot’s
trailblazing series. Worth a

look, even all these years later.

Team
Fortress 2

H We are crazy about

Team Fortress 2 right now.

It consumes at least a few
minutes, if not a few hours,

of every office day and no
matter how often we stealthily
backstab someone as a Spy,
build a turret as a Engineer, or
annihilate someone as a Heavy
Weapons Guy, we just can’t get
sick of it. Given, at the moment
it does only have only 3 game
modes and six official maps,
but even that’s enough to earn
it a spot on our list of must-
have games.

PC. ORIGIN SYSTEMS. 1992
AVAILABILITY: eBay

PC, XBOX 360, PS3. VALVE. 2007
AVAILABILITY: Retail, Steam

Like all the Super Smash
Bros games, Melee is a big

thankyou from Nintendo

/.




Daytona
USA

Il “DAYTOOOONNNNAAAA.”
That sound, sung by a
particularly painful male
vocalist, pretty much typifies
what you would hear if you
walked into any arcade after
1994. Even today, the game
has proved so enduring that
you can still see Daytona USA
cabinets in most arcades. With
only three tracks, it was a little
light on choice, but what it did
have was a killer multiplayer
mode, with up to eight side-
by-side cabinets racing off
against each other. It's still
worth dropping a few dollars
in today, and easily earns its
place on our must-play list.

ARCADE, SATURN, DREAMCAST.
SEGA. 1994

AVAILABILITY: Your local arcade,
eBay

sleeping-bag®> power suits,
Bowser’s children as boss
characters, and more.

Super
Mario
World

H The last proper Mario game
to release before he went

into 64 bits (or second last, if
you include Yoshi’s Island),
Super Mario World is arguably
the best 2D Mario ever, and
by extension, the best 2D
platformer ever. With almost
a hundred levels, all of them a
blast to play, spread across a
sprawling island world, with
new power-ups like the flying
cape and the introduction of
Yoshi, Mario World was the
must-play game for every SNES
owner, and we still consider

it an essential in any gamer’s
collection.

SUPER NES. NINTENDO. 1992
AVAILABILITY: Wii Virtual Console,
eBay

Castlevania:
Symphony of the Night

H still the best game in the Castlevania series (although

some elitists will tell you that Dracula X: Rondo of Blood is

the best, don’t believe them), Symphony of the Night is a
masterpiece. Symphony was the first Calstevania game to take
hefty amounts of inspiration from Nintendo’s Metroid series,
and style that is often referred to as “Metroidvania”. The game
took place in a massive Dracula’s castle, with hundreds of
back passages and secret doors, hidden upgrades and other
power-ups, combine that with Castlevania’s traditional gothic
atmosphere, an intriguing plot, and an endless supply of
monsters to kill, and it’s a bona-fide cult favourite.

PSONE. KONAMI. 1997
AVAILABILITY: Xbox Live Arcade, eBay

Ghosts °n Goblins

1 One of the toughest platform games of all time, Ghosts '
Goblins may have frustrated you senseless with its difficulty,
but it kept you coming back with it’s great level design and
exciting action. You took Arthur, a brave knight in shining
armour (and polka-dot underpants) through a world of ghosts,
ghouls, zombies and demons. The gameplay is still excellent
today, as are the character designs and music. It’s still the only
game | can think of where you had to finish the game twice in a
row just to finish it once... but both times are well worth it.

ARCADE, MULTI. CAPCOM. 1985
AVAILABILITY: eBay

Super
Mario

Bros 3

H Almost certainly the best
8-bit console game ever
devised, Super Mario Bros

3 was a phenomenon of its
time. For many years it was
the highest-selling game of all
time, with more than 18 million
copies being sold worldwide.
It was the first Mario game to
introduce a map screen as a
hub between levels, as well

as many unforgettable new
gameplay elements like the
raccoon, frog and “sleeping-
bag” power suits, mini-games,
Bowser’s children as boss
characters, and more. There
have been plenty of remakes,
on both the SNES and the

GBA — so you should have no
problems finding a copy.

NES. NINTENDO. 1990
AVAILABILITY: Wii Virtual Console,
eBay
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Street Fighter 11I:
3rd Strike

Il When it was originally released in arcades, at least in our
part of the world, Street Fighter I1l wasn’t particularly well
received. The game’s radically different roster of characters,
in which only Ryu and Ken reappeared, stunned some fight
fans away from the machine, and as a result, the game slowly
disappeared from public view... until the home versions were
released. Pretty quickly it can be seen that SFill: 3rd Strike is
one of Capcom’s best ever fighters, and when given a chance is
infinitely more tactical and competitive than the equally great
Street Fighter I1. This release even saw the return of both Chun-
Li and Akuma, which should satisfy even the hardest SF2 fans.

ARCADE, DREAMCAST, XBOX. CAPCOM. 1999
AVAILABILITY: eBay

The Secret of Mana

B squaresoft were one of the most prolific developers of the
16-bit era, although unfortunately many of their greatest
games (like Chrono Trigger and Final Fantasy VI) were never
released in Australia. One game that was release — thankfully
— was The Secret of Mana, a fantastic action/RPG that took the
best elements of a Final Fantasy game and a Zelda game and
mixed them together. With an epic quest that included riding
a feathered dragon, and fighting alongside three friends in
co-op multiplayer, Mana is a must-play.

SUPER NES. SQUARSOFT. 1993
AVAILABILITY: eBay

Darwinia

Darwinia came as a
complete shock to pretty much
everyone except developers
Introversion Software. Made
on a thinner-than-shoestring
budget, and without a massive
corporate hype machine
behind it, it wasn't expected to
amount to much — but it did —
becoming one of our favourite
games of 2005. You took the
role of a computer hacker,
who inadvertently hacks into

a virtual world created by

the enigmatic Dr. Sepulveda.
The world is filled with
Darwinians, a digital race of
people. Unfortunately it is also
plagued by malicious viruses
you must destroy using a mix
of shooter and RTS gameplay.
As far as independent games
go, they don’t come much
better than this.

PC, MAC. INTROVERSION
SOFTWARE. 2005

AVAILABILITY: www.darwinia.co.uk,
Steam, eBay

Final Fantasy VI

E1 Often considered the very best of the entire series (yes,
even better than your beloved Final Fantasy V1), Final Fantasy
VI is yet another SNES-era Squaresoft game to make our
must-play list. FFVI was the first game in the series to depart
from a medieval setting, instead taking place in a steampunk
world, with you taking control of a party of heroes including
Locke (a treasure hunter), Terra (an esper) and Edgar (a king)
up against the psychopathic mage, Kefka. Is it the best Final
Fantasy ever? Play it for yourself, and find out...

SUPER NES, GBA SQUARESOFT. 1994
AVAILABILITY: eBay, Retail

Animal Crossing

H it's an unassuming little game, but Animal Crossing is one
of the most addictive and absorbing gaming experiences
available —and not just for those that like really cute
anthropomorphic animals. Animal Crossing is a game about
everyday life in a small town, you have to get jobs, make
money, buy furnishings and clothes, and most importantly of
all, make friends. The game ran off the GCN’s internal clock, so
if it was night time in the real world, it was night time in the
game, and certain calendar days would trigger special events,
meaning you had to play it every day — and we're betting
some of you still are...

GAMECUBE. NINTENDO. 2003
AVAILABILITY: eBay

a\




Chrono
Trigger

I Created by Hironubu
Sakaguchi (Final Fantasy)
with characters designed by
Akira Toriyama (Dragon Ball),
Chrono Trigger is another of
Squaresoft’s most brilliant
games from the SNES era. The
game begins with a young
man named Chrono and two
friends, Lucca and Marle,
falling into a time portal,
sending them thousands of
years back in time. In a quest
to get back home, Chrono
travels to the future to the
past through all different time
periods, encountering some
friends, foes and plenty of plot
twists along the way. One of
Square’s best, easily.

SUPER NES. SQUARSOFT. 1995
AVAILABILITY: eBay

Star Wars:
Rogue Leader

Forget about Lair on the PS3 — Factor 5 really is a good
developer — and Rogue Squadron II: Rogue Leader is proof
enough of that. Not only is it our favourite Star Wars game,
ever, but it also come damn close to being our favourite
space-flight action game as well. Taking control of the Rogue
Squadron, helmed by Luke Skywalker and Wedge Antilles,
the greatest aerial battles of the original movie trilogy could
be replayed here, as well as an all-new Star Wars adventure.
Rogue Squadron Ill would of course include a co-op version of
RSII, but since the third game did include some awful on-foot
sections, part two is still our favourite.

GAMECUBE. FACTOR 5. 2005
AVAILABILITY: eBay

Paper Mario 2

H Consisting of flat cardboard cut-out style characters and
highly stylised environments, Paper Mario 2: The Thousand
Year Door was one of the most charming games you're ever
likely to see. Not only that, but it also plays great as well, with
a fresh take on traditional turn-based RPG combat, and plenty
of referential gags that show no fear when it comes to taking
the piss out of the entire Mario universe. This Papery RPG is a
must play.

GAMECUBE. NINTENDO. 2004
AVAILABILITY: eBay

Ninja
Gaiden

El Ninja Gaiden is so awesome
that it’s already been remade
twice since its release three
years ago, and although we’re
not keen on endless remakes
(especially so soon after the
original release), Ninja Gaiden
is one of those games that
probably deserves it. As master
ninja Ryu Hayabusa, you had
to carve your way through
rival ninjas, mutant freaks and
evil demons, and this game
was hard! Getting to the end
was a gruelling, yet extremely
satisfying experience, and one
we’d recommend to anyone
—you in particular.

XBOX. TEAM NINJA. 2004
AVAILABILITY: Retail, eBay

Pikmin

H As far as real-time strategy
games go, Pikmin may just be
the most original game in the
genre. Yes, you do still have
an army, although this time
they are made up of multi-
coloured carrots, each with a
distinct purpose, including
swimming, fire-resistance and
bomb throwing. Instead of
controlling your army from
above, like a god, you take
the role of Captain Olimar, a
crashed spaceman who needs
the help of the Pikmin to fix
his ship, so he can go home.
From the ground you direct
your tasty vegetable army,
attacking enemies, collecting
ship parts and many other
tasks — making Pikmin yet
more genius from Shigeru
Miyamoto.

GAMECUBE. NINTENDO. 2001
AVAILABILITY: eBay

Ninja Gaiden is so awesome
that it’s already been
remade twice since release




Yoshi’s
Island

I Although we're hesitant to
call Yoshi’s Island a legitimate
Mario sequel, despite it being
labelled Super Mario World 2
(surely it's a Yoshi game not
a Mario game!), Yoshi's first
starring adventure did have
all the qualities of Nintendo’s
greatest platform series. Yoshi
could shoot eggs to defeat
enemies and solve puzzle,

all in a quest to return a

baby Mario and Luigi to their
parents. The art direction

in particular made Yoshi’s
Island like no other game,
with the world looking like

a child’s crayon drawing. It
looked amazing, and it played
amazing — and it still does.

SUPER NES. NINTENDO. 1995
AVAILABILITY: eBay

WaveRace 64

At a time when videogames usually represented the ocean
as an unending stretch of flat, featureless blue, WaveRace 64
was a revolution. Not only did that game’s ocean look real
enough, but it also behaved realistically, so much so that
only its sequel, WaveRace: Blue Storm, could match it, but
not better it. With some amazing water physics, fast circuit
racing on some sweet Kawasaki JetSkis, plenty of stunts and a
completely unique premise in the racing genre, WaveRace 64
is still worth taking for a splash.

NINTNEDO 64. NINTENDO. 1997
AVAILABILITY: Wii Virtual Console, eBay

Sam & Max:
Hit the Road

B3 The duo of Sam and Max, a wisecracking dog and an ultra-
violent rabbit, respectively, is one of the most memorable
partnerships in videogame history. As freelance police

Sam and Max have to hit the road in search of a missing
Sasquatch, with all the point-and-click adventure magic that
LucasArts could muster in the early nineties in tow. With some
hilarious dialogue, full voice acting, gorgeous hand-painted
backgrounds and plenty more reasons to play besides, Sam &
Max: Hit the Road is a classic.

PC. LUCASARTS. 1993
AVAILABILITY: Bargain Bin, eBay

NBA Jam

B practically all of our
memories of arcade gaming

in the mid-nineties involve
NBA Jam in some way. The
spectacular dunks, the flaming
basketballs, the shattering
backboards — everything
about this over-the-top sports
game literally screamed at you
from across a packed arcade,
beckoning you to drop your
dollars in to buy four quarters
worth of play time. Of course,
if the match went into overtime
(which it usually did) you'd
have to cough up some more
coins, but its extortionate
design only added to its
charm. The home versions on
the SNES and Megadrive were
great too — but the arcade
version is still king of the court.

<DEED

I

R-Type

H One of the all-time greatest
sideways-scrolling shoot

"em ups, R-Type, debuted

in arcades, but soon proved

so popular that it received
many home ports, including

a PC Engine/Turbografx 16

port currently available on

the Wii Virtual Console. It
combined heavy firepower,
relentless enemies, imaginative
level designs, screen-filling
bosses and a few more unique
features to make it memorable.
Not least of which is “The
Force” a huge levitating ball
that can be blasted at enemies
and attached to either the front
or rear of your ship. R-Type
certainly had bigger balls than
the competition back then,
and it still does.

ARCADE. MIDWAY. 1993
AVAILABILITY: eBay

ARCADE. IREM. 1987
AVAILABILITY: Wii Virtual Console,
eBay

all of our memories of

arcade gaming in the mid-
nineties involve NBA Jam




Space
Harrier

I Yu Suzuki's first ever game,
Space Harrier is worth playing
for more than just its illustrious
creator, it’s genuinely fun,
even today. The strange,
checkerboard-like worlds
rushed at you in pseudo 3D, as
dragons, robots, space aliens,
and flying rocks flew towards
you at pace, with the intent to
kill. You of course had to kill
them first, with your ride-on
rocket/laser gun — which is
just all kinds of awesome.

It’s still available in plenty

of places, namely the Sega
Classics Collection, and as an
unlockable bonus in Shenmue
1and 2, so getting hold of a
copy shouldn’t be a problem.
So do it already.

ARCADE, MULTI. SEGA. 1985
AVAILABILITY: Classics compilation,
eBay

Super Mario Galaxy

B How many Mario games are on this list already? I've lost
count. Admittedly though, every one of them earns their place
amongst the very best “must have” games. The latest, Super
Mario Galaxy, is no exception. If you haven’t read our three-
page review of it already (found in this very issue), then just
know this — it’s the best Mario game since Super Mario 64, and
the best game on the Wii by a considerable margin. With an
entire galaxy of perception-twisting levels, and new power-
ups like the Bumblebee and Boo suits, Mario’s leap into space
is one you really shouldn’t miss.

PC, MULTI. BULLFROG. 1993
AVAILABILITY: eBay

Sonic the Hedgehog

B If you're a little younger than us (or perhaps a lot younger),
perhaps you don’t remember a time when Sonic the Hedgehog
actually featured in good games. Rest assured though, there
was such a time, and the original Sonic the Hedgehog is a
record of that. Everything about Sonic’s debut was awesome
— the super fast levels, the catchy soundtrack (that wasn’t
awful butt rock!) the ring-collecting, the robot-destroying,
the Doctor Robotnik-bashing action was all here, instantly
elevating Sonic to near-Mario status. His latest games haven't
panned out so well... so just play this instead.

MEGADRIVE. SONIC TEAM. 1991
AVAILABILITY: Wii Virtual Console, Xbox Live Arcade, eBay

Space
Giraffe

Bl We had a hard time
deciding whether to include
Jeff Minter’s Tempest 2000
rather than Space Giraffe, but
since they’re both similar in
so many ways, we'll stick with
the latest and greatest. Space
Giraffe’s bonkers concept,
even crazier presentation,
and very Tempest-esque
gameplay makes it pretty
much our favourite Xbox Live
Arcade game to date. If you
like intense shoot 'em ups with
a dash of weird humour and
insanity, this is your game.

XBOX 360. LLAMASOFT. 2007
AVAILABILITY: Xbox Live Arcade

Syndicate

H syndicate had some of

the best tactical action
gameplay of any game of

its type, and its compelling
cyberpunk atmosphere and
setting didn’t exactly hurt

it either. Taking control of a
squad of four cybernetically-
enhanced mercenaries, you
had to eliminate rival crime
syndicates from a futuristic
metropolis, represented

in isometric 2D. You could
research new weapons and
upgrades, brainwash, capture
and recruit rival characters and
of course use unreasonable
force on your enemies — all this
nastiness in the name of fun
—and it was!

PC, MULTI. BULLFROG. 1993
AVAILABILITY: eBay

perhaps you don’t remember
a time when Sonic featured
in good games




Elite

H 23 years on and Elite is still
the benchmark against which
all other space exploration/
trading/combat games are
judged. Containing eight
procedurally generated
galaxies, each with 256 planets
to explore and trade with,

Elite is a huge game, and,
whilst it may not have created
the space trading genre it
definitely kick-started it. If
you can find an original boxed
copy so much the better —in

a time when games were most
often sold in plain cassette
cases, Elite shipped in a
paperback sized box and cam
complete with a novella, a
manual and a star-chart.

C64. FIREBIRD SOFTWARE. 1985
AVAILABILITY: Download

Mass Effect

Don't let the fact that the game has some serious framerate
issues deter you, Mass Effect is proof positive that BioWare are
still at the top of the game when it comes to making amazing
RPGs. Although not an epic in terms of length, Mass Effect is

a real epic in terms of story, with an amazing plot that casts
the player in the role of saviour of the galaxy. The innovative
conversation system has already been licensed by other
companies for use in their games. Fingers crossed we see the
sequel soon. Fingers crossed that one runs smoother too.

XBOX 360. BIOWARE. 2007
AVAILABILITY: Retail

Thief II: The Metal Age

B Thief was a great game but we, like many others felt that
Garrett, the titular Thief spent way too much time in the

first game robbing tombs and running away from monsters
instead of doing thiefy things like, for instance, actually
stealing stuff. Thief Il turns that around with more focus on
stealth and robbery, better designed levels and a kickarse
plot. A few years ago some Thief fanatics and amateur coders
released a full length mod called Thief 2X: Shadow of the Metal
Age which is not only nearly as good as the game itself but is
also absolutely free!

PC. LOOKING GLASS STUDIOS. 2000
AVAILABILITY: eBay

StarCraft

Gothic 2

Even if you're not a fan of
RTS games, everyone should
own a copy of StarCraft

if only to understand the
origins of such popular gamer
clichés and sayings such as
“Zerg rush”, “KeKekeKeKe”
and “Need More Pylons”.
Seriously, StarCraft is a hugely
entertaining RTS game that,
thanks to some rather liberal
borrowing of ideas and
designs, was the closest thing
to playing a Warhammer 40k
RTS until recent years. The
balance between the three
races is amazingly good,
making for a challenging and
compelling game no matter
which side you take.

PC. BLIZZARD. 1998
AVAILABILITY: Retail

H Gothic 2 is the very
definition of a sleeper hit,
only really taking off months
after release when word of
mouth spread. Set on the
mythical isle of Khorinis,
Gothic 2 casts the player as
an amnesiac (sigh) hero with
a destiny. Although many of
the old tropes of fantasy RPGs
dominate the proceedings,
the aforementioned amnesia
being chief amongst them,
Gothic Il switched things up
with interesting political
machinations, backstabbing
and an excellent combat
system that relied on using the
WASD keys to string together
combos rather than button
mashing.

PC. PLUTO 13 GMBH. 2003
AVAILABILITY: Retail

Gothic 2 casts the player
as an amnesiac (sigh) hero
: with a destiny




Sim City 2000

I The sequel to the unexpectedly successful SimCity,
SimCity 2000 took the city building formula of the original
and extended upon it with multiple new buildings,
amenities and power-plants, allowed for underground tiles
(for building water-pipes and the like) and allowed for
greater economic control of the city, such as being able to
control tax rates for commercial, residential and industrial
areas separately. Although the game was released on
nearly every platform available (including, bizarrely, the
PSOne and Né4), the PC version is still the best.

PC. MAXIS . 2000
AVAILABILITY: eBay

Medieval II:
Total War

B Medieval II: Total War may not have been the
revolutionary step that many people were expecting
from the series. Instead the last iteration of the Total
War franchise cherry-picked all the best parts from the
franchise and delivered up the biggest and most feature
rich Total War yet. Absolutely brilliant in both the single
and multi-player, Medieval Il has set a new standard for
historical strategy.

PC. CREATIVE ASSEMBLY. 2006
AVAILABILITY: Retail

Quake I1

B Quake Il took both the
single player and multiplayer
of the original Quake game
and refined both, making
them memorable experiences
to this day. When Quake Il
first came out, for at least an
hour everyday the office shut
down for "Quake o’clock”, a
time of quiet reflection and
bonding in which we could all
blow each other to gibs and
refer to each other as bitches.
In addition to improving the
network code, developer id
also released the source code
for the game making for some
excellent mods and user made
patches.

PC. ID. 1997
AVAILABILITY: eBay

Double Dragon 2:
The Revenge

Bl Essentially a reworking of the arcade original with the same
graphic engine and graphics, The Revenge added new gameplay
mechanics such as a two-direction attack system, allowing Billy
and Jimmy to attack characters both in front of and behind them,
and, most importantly, the Whirlwind kick, the special move that
became synonymous with the franchise. Double Dragon II: The
Revenge also carries with it a timeless plot — thugs kidnap your
girl. You kill thugs and get girl back. It’s like Shakespeare!

ARCADE/NES. TECHNOS. 1988
AVAILABILITY: eBay

Colin McRae: DiRT

PS3 loyalists may like to claim that Motorstorm is the best
looking racing game around but we know that’s not true — DiRT
is far and away the best looking racing game available at the
moment. Not just a pretty face, DiRT is also a hell of a lot of fun,
combining many different forms of rally, offroad and niche
racing, ranging from standard rallying through to truck races.
Trying to climb Pike’s Peak in a truck is nothing short of insane
—and a hell of a lot of fun.

XBOX 360. CODEMASTERS. 2007
AVAILABILITY: Retail

N
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Snake

I Mobile phones may give you
brain cancer — but at least they
come packed with super-sweet
games! Snake is one such
game, and is without doubt
the best of the bunch. Its’
history is convoluted, having
appeared on practically every
early-generation console and
home computer, developed

by a variety of programmers
too numerous and disparate

to mention. The best-known
contemporary version is
Nokia’s. Snake is more or less
the perfect candidate to be
played in short bursts, and yet,
it is also ridiculously addictive
— with you guiding a virtual
serpent to collect power-ups,
as your tail grows ever longer.
Hit your tail, and you're

dead — and it begins all over
again... and again...

MULTI. VARIOUS. ETERNITY
AVAILABILITY: Your phone

The Legend of Zelda:
A Link to the Past

Ocarina of Time is often considered to be far and away the
best Zelda ever, but we think the competition is more evenly
matched than that. A Link to the Past, for example can’t be
underestimated. This game was one of the shining lights of the
16-bit era, and although it didn’t have any pretty 3D graphics,
it had gameplay and charm in abundance. Ganon was of
course threatening the land of Hyrule, although in this game,
there were two worlds to conquer — the good light world and
the evil dark world.

SUPER NES. NINTENDO. 1992
AVAILABILITY: Wii Virtual Console, eBay

The Secret of
Monkey Island

B3 Ron Gilbert is a genius. Creator of the original Maniac Mansion
and the entire SCUMM scripting language, Gilbert’s best work
was almost certainly the first Monkey Island adventure. The

tale of Guybrush Threepwood and his point-and-click quest to
save a beautiful Caribbean island mayor from the clutches of

the evil ghost pirate LeChuck instantly became a classic. Plus it
was hilariously funny, and worth playing for the “swordsman
insults” sequence alone. You will totally LOL.

PC. LUCASARTS. 1990
AVAILABILITY: eBay

Starwing

El Gouraud-shaded polygons
may not look like much today,
but back when it first released
StarFox was a massive shift
for console visuals. Running
in full 3D, thanks to one of
Nintendo’s secret weapons,
the “Super FX” chip, StarFox
portrayed space combat in a
cinematic and exciting way,

never seen before on a console.

The visuals weren’t the only
good thing, as it played
incredibly. Essentially an on-
rails shooter, you controlled an
ArWing spacecraft, shot down
all manner of bogies, and
screen-filling bosses, and the
soundtrack was one of the best
Nintendo has ever turned out.

SUPER NES. NINTENDO. 1993
AVAILABILITY: Wii Virtual Console,
eBay

it was hilariously funny
and worth playing for the
“swordsman insults®®

Blast Corps

H Rare are awesome, or at
least they used to be. Blast
Corps was one of their most
interesting, and yet, most
under appreciated games
from the Né4 era, and we think
it deserves to be revisited

and played again — by all of
you! You take the role of a
demolitions expert, and are
given a whole warehouse full
of destructive tools, including
a bulldozer, dump truck, dune
buggy, jet pack and even a
giant robot suit. Using these
tools you have to raze an entire
city to the ground, in an effort
to make a clear path for a
nuclear missile to come through
on the back of the truck. If the
way isn’t clear, the bomb goes
off in a mushroom cloud.

NINTENDO 64. RARE. 1997
AVAILABILITY: eBay




GAIN NITRO BOOSTS = L .
BY PULLING OFF SICK TRICKS OVER 20 LEVELS ; CHALLENGE YOUR FRIENDS

GAMEPLAY IN 4 PERSON SPLIT
! i OF NITRO CHARGED S ¥ Sxury

o dy to prope!
N'tf b'\'ké'”f'\s\a nitro charged rocket on wheels ready 10 P
1tro ) 1

ory or send you

- he air in-afiery
' fying though. d funnest!
e “\)x\’;f\irobike is'xtreme racing aljits fastest and it
wreck.

LICENSED BY

X
Wil

| ions Inc. All Rights Reserved. Published and distributed by Ubisoft Entertainment. Nitrobike is a trademark of =
d under license. Ubisoft, Ubi.com, and the Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S. and/or other countries. UuBISOFT
“ Nintendo, Wii and Nintendo 64 are trademarks of Nintendo. 2006 Nintendo.




Tetris

E There is a rather popular
gaming urban myth that
developer Alexei Pazhitnov
didn’t make a cent from Tetris,
the single most copied game in
the world but that is beside the
point. Tetris is, for all intents
and purposes a perfect game.
It's endlessly replayable,
hugely fun and brilliant in
both design and execution.
There are few, if any, games

as popular and just downright
good as Tetris or many of

the numerous clones. Please
though, for the love of all
that’s good, can we see to

it that THQ doesn’t release
another Tetris Worlds game?

DOS/GAMEBOY. ACADEMYSOFT.
1986
AVAILABILITY: Retail/Download

The Legend of Zelda:
Ocarina of Time

B Widely considered to be one of the greatest games of all
time. Legend of Zelda: Ocarina of Time can still stand the test
of...time, remaining a true and shining example of games
transcending genre and just becoming pure bliss to play.
Since its release in 1998, Ocarina of Time has retained the title
of the highest reviewed game on reviews compilation websites
Gamerankings and Metacritic. Nine years on the top — is there
any more recommendation needed to make it part of your
collection?

N64/GCN. NINTENDO EAD. 1998
AVAILABILITY: eBay

Super Mario 64

What really needs to be said about Mario 64? The game
revolutionised platforming, bringing the archaic genre to

life with 3D. Hell, Mario 64 pretty much redefined console
gaming. It may not look so crash hot today but the game is
still absolutely brilliant, with cleverly designed levels and
mechanics. It's also pretty telling that Mario Galaxy, the most
widely praised game on the Wii to date is most often described
as “the first true successor to Mario 64”. Games don’t get used
as a benchmark unless they’re pretty damn special.

N64. NINTENDO EAD. 1996
AVAILABILITY: eBay

GoldenEye

God of War

H for the first few months

of development GoldenEye
was an on rails shooter

in the vein of Virtua Cop.
Thankfully things changed
and the critically acclaimed
FPS came into being. Without
it it's doubtful we would have
console shooters like Halo and
Gears of War today — at least
not in the forms we are used
to. Brilliant in both single

and multi-player, GoldenEye
deserves a place in everyone’s
collection not only for it’s
important contribution to the
development of the FPS but
for the simple fact that it’s still
hugely fun.

N64. RARE. 1997
AVAILABILITY: eBay

H God of War has a hell of

a lot to answer for, not the
least of which is the current
prevalence of button matching
mini-games in modern
console games. They are an
abomination or at least they
are when done wrong. God of
War may not have done them
first but it sure as hell did them
right, taking the boss battles
into a whole new dimension of
hack and slash awesomeness.
The rest of the game is an
absolute cracker as well and
Kratos is destined to remain on
“best character” lists for years
to come.

PS2. SCE SANTA MONICA. 2005
AVAILABILITY: Retail

God of War has a hell of a lot

to answer for




Doom

M originally Doom was meant
to have a deep and complex
story and numerous playable
characters. Thank god those
ideas got left by the wayside,
leaving us with the adrenalin-
fuelled run and gun fest that
is the original Doom. Forget
about clever Al and scripted
sequences, Doom is all about
throwing a ton of enemies at
the player and simply trying to
survive. Doom also introduced
the world to the BFG. id should
really be thanked for that.

PC. ID. 1993
AVAILABILITY: Download

Super Street
Fighter II Turbo

B The name’s a bit of a mouthful but there are few arcade
games with the ability to steal more time and money

from gamers. The sth iteration of Street Fighter II, Turbo,
increased the speed of play (though not as fast as SFil: Hyper
Fighting), allowed for air-juggles and, most importantly,
introduced the super meter and super moves that have now
become synonymous with the franchise. Don’t worry if you
can't shell out for the arcade machine — the game is being
remixed for Xbox Live Arcade at the moment.

ARCADE. CAPCOM. 1991
AVAILABILITY: eBay/Live Arcade

Grand Theft Auto 111

H Forget Vice City and San Andreas — they were just
variations on a theme. GTA Ill, the first GTA game to feature
3D sandbox gameplay is where it’s at. Sure, there’s not

a lot in the way of plot and the nameless protagonist

isn’t exactly the most compelling in terms of personality
but GTA 11l changed the face of gaming as we know it,
leading not only to a bunch of copycats but to some real
innovation as well, Assassin’s Creed being a fine example.
Important contributions to gaming aside, GTA Il is still a
hell of a lot of fun.

PS2. ROCKSTAR. 2001
AVAILABILITY: Retail

Half-Life

OK, so the climactic jumping
puzzle/giant space baby battle
sucks as does the ambiguous
open ending that hasn’t been
clarified as yet but everything
leading up to that point is
gold plated genius. A brilliant
combination of level design,
objective design and scripted
sequences makes Half-Life one
of the very best FPS games ever
made. And Gordon Freeman
has a totally awesome beard.
The game is also responsible
for the rise of the crowbar as
melee weapon of choice.

PC/MAC. VALVE. 1998
AVAILABILITY: Retail

Tekken

H Tekken was the first
PlayStation game to sell

1 million units and it’s no
wonder why. The technical
fighting engine was (and

still is) excellent and the
controls — a button for each
limb — made for some very
clever and intuitive fighting.
Believe it or not there’s a
planned live-action Tekken
film that should be going into
production around the time
you will be reading this. Buy
the game instead — it’s bound
to be better. If you can’t find
an original on eBay, Tekken 5
on PS2 features a full version of
the original game.

ARCADE/PSONE. NAMCO. 1995
AVAILABILITY: eBay

the climactic jumping
puzzle/giant space baby
battle sucks




Soul

Calibur

K When people first saw

Soul Calibur running on the
Dreamcast they were blown
away and quite rightly so. It
looked (and still does look)
amazing, far beyond anything
else available at the time.
Taking a different approach
to technical fighting, Soul
Calibur featured fighters
wielding a variety of melee
weapons over numerous lovely
looking stages. The quest
mode also rocked the house,
giving all of the fights special
characteristics, such as time
limits, constantly declining
health, multiple enemies and
the like.

DC. NAMCO. 1999
AVAILABILITY: eBay

Pro
Evolution
Soccer 2

H sure, there have been a

few yearly iterations since

Pro Evo 2 but for our money

2 is where it's at. Complex

and wonderful ball control,
fantastic animations, excellent
player creation all combine to
make for one incredibly time
consuming experience. In 2003
no other game ate up more of
our time in the Hyper bunker
than Pro Evo 2, with daily
lunchtime 3 on 3 comps and
the office championship cup.
Brilliant football.

PS2. KONAMI. 2003
AVAILABILITY: Retail

Final Fantasy XI1 to shows
that we like games without
random battles

Final Fantasy XI1

E People may hold up Final Fantasy VII as the be all and end
all in the franchise but to our mind the best two FF games are
the much-underrated VI and the series redefining XII. Epic in
scope and full of great characters, Final Fantasy XII not only
tells a cracking good story, it also totally changes the way
Final Fantasy is played with a real time/turn based commands
system and, most importantly, a total lack of random battles!
If for no other reason, everyone should own a copy of Final
Fantasy XII to show developers that we like games without
random battles. We really like them.

PS2. SQUARE ENIX. 2006
AVAILABILITY: Retail

Halo: Combat Eveolved

1 Before Halo, GoldenEye and Perfect Dark proved conclusively
that the console FPS could work and work well. Halo: Combat
Evolved went further and kicked off one of the most powerful
franchises in gaming. We could be uncharitable and say that
Bungie was so happy with Halo they made the game twice
more but that would be petty. Instead we’ll simply say that the
original is still the best in terms of story, mechanics, levels and
multiplayer.

XBOX. BUNGIE. 2001
AVAILABILITY: Retail

Okami

H The fact that Okami didn't
sell well is a crime, as it is by
far one of the best games new
IPs in a long while. Players take
the role of Amaterasu, goddess
of the sun who has taken the
form of a white wolf. Using a
combination of platforming,
traditional action/adventure
combat, exploration and a
clever mechanic, called the
“Celestial Brush” that allows
the player to draw in the
screen (using a thumbstick) to
perform miracles. Okami also
features some of the best art
direction around.

PS2. CLOVER STUDIOS. 2007
AVAILABILITY: Retail




Ico

I A young boy with horns
must rescue a princess who
speaks in an alien tongue from
a castle. It’s not exactly the
premise you think would lead
to one of the most beautiful,
touching and downright
artistic games ever made. As
the horned boy, Ico, players
must create paths that Yorda,
the princess, can follow,
defending her at all times from
shadowy attackers who try to
take her away. It was a toss up
between Ico and the sequel,
Shadow of the Colossus as to
which game made the list. Ico
only made it by a short margin
but really, you should just get
both.

PS2. TEAM ICO. 2001
AVAILABILITY: eBay

Katamari Damacy

H sometimes the simplest ideas are the best. Katamari
Damacy is a fine example of this. The idea of the game, rolling
around a sticky ball picking up objects until you reach the
size threshold to pick up larger objects is very simple. The
execution is fantastic, with a totally charming main character
and the greatest neglectful father in the history of games, the
incredibly fruity King of All Cosmos. Although the graphics are
simple the change in perspective that comes with a change in
size threshold is an absolute treat.

PS2. NAMCO. 2004
AVAILABILITY: eBay

Psychonauts

B3 The world needs more Tim Schafer, the genius behind many
of the best games in the LucasArts back catalogue. Schafer’s
talent for creating amazing adventure games infused with

a hilarious sense of humour has left us with an incredible
legacy of hilarious LucasArts adventures, such as Grim
Fandango and Escape from Monkey Island but his first solo
game, Psychonauts is perhaps his best yet, featuring great
characters, jokes and a plot about a young psychic who can
enter other people’s psyches. Sure, Meat Circus is one of the
worst levels in recent memory but the rest of the game more
than makes up for it — what’s not to love about being a giant
monster in a miniature city full of mutant lungfish?

XBOX. DOUBLE FINE. 2005
AVAILABILITY: eBay

Guitar
Hero

Bl Guitar Hero Il and 11l may
be good but neither of them
are as good as the original
in terms or song choice,

gameplay balance and impact.

Before Guitar Hero nobody
thought a gimmicky game
using a proprietary peripheral
would take the world by storm
(unless, of course, it was
Singstar) but how wrong we
were. Sure, the vast majority
of the tracks are covers but it
doesn’t matter. The game is
still fantastic.

PS2. HARMONIX MUSIC SYSTEMS.
2006
AVAILABILITY: Retail

Resident
Evil 4

H The fact that the enemies in
Resident Evil 4 aren’t zombies
isn’t the only major change
present in the sixth iteration
of the franchise. Aside from
the lack of living dead, REx,
unlike the rest of the series is
more concerned with action
and scares than exploration
and slow-burn creepiness, not
to mention careful ammo and
herb conservation. Although
this is a significant departure
from formula it's what makes
RE4 such a great game, giving
the proceedings a sense of
urgency not found in the other
Resident Evil titles. The motion
control in the Wii version of the
game further compounds this
sense of urgency, making it
our pick of the bunch.

Wii. CAPCOM. 2007
AVAILABILITY: Retail

Meat Circus is one of

the worst levels in
recent memory




Virtua
Fighter

Il Not only was Virtua Fighter
the very first 3D fighting game,
it also revolutionised the
genre with the introduction

of technical fighting with a
few buttons, a joystick and
realistic fighting styles. While
the original game may look
seriously dated now, with low
poly count characters and
incredibly simple backgrounds
the fighting engine is still
brilliant, relying on only three
buttons (punch, guard and
kick) modified by joystick
movements. Jeffrey McWild,
the Australian character has an
awesome name.

ARCADE, SEGA SATURN. SEGA AM2.

1993
AVAILABILITY: eBay

World of
WarCraft

B with a reported 9.3 million
active subscriptions there’s

a good chance that you
already own a copy of World
of Warcraft. If that’s the case
then go about your business.
If not then you're missing

out on a very enjoyable
experience, with a simple but
gorgeous design scheme and
controls that have become the
benchmark that other MMOs
are judged by. The expansion
due some time in 2008 is sure
to push subscriptions even
higher — as it stands the only
thing that looks as though it
can hurt WoW'’s numbers is
the inevitable release of either
World of Starcraft or World of
Warcraft Il.

PC. BLIZZARD. 2004
AVAILABILITY: Retail

Jeffrey McWild, the
Australian character has an
awesome name

Tony Hawk’s Pro
Skater 11

B There are two reasons why you should own Tony Hawk'’s Pro
Skater I1, the first being that it was the first game in the series to
introduce manuals. Secondly, Tony Hawk 2 features probably
the best level created so far in the series, the simply named

but hugely fun “School 1I”. Thirdly, Tony Hawk 2 didn’t rely on
the gimmickry that plagues the modern Tony Hawk games — it
focussed on skating and having fun, not chasing around after
Bam Margera or elbowing security guards. OK, so we said there
were two reasons to own Tony Hawk'’s Pro Skater Il and gave you
three. Consider the third reason a freebie. How's that for value?

PSONE, DC. NEVERSOFT. 2000
AVAILABILITY: eBay

Civilization

Bl The fact that the game is still played and supported by a
loyal fan base 16 years on should tell you just how popular,
and how damn good, Civilization is. Choose from one of
sixteen races (the number originally chosen so the game could
be played in EGA with each race having their own colour) and
play from the bronze age (around 4o00bc) the near future

in an effort to build a thriving civilization and take over the
world. Some people have bitched that the combat in Civ is
unrealistic, citing the fact that veteran garrisoned phalanxes
can destroy tanks but that shouldn’t stop you from owning
the granddaddy of turn based strategy.

PC. MICROPROSE. 1991
AVAILABILITY: eBay

BioShock

H Awesome story, awesome
design, awesome characters.
Some people may have been
disappointed that BioShock
didn’t have more RPG leanings
like its predecessor, System
Shock 2 but not us. We think
it's one of the games of the
year and certainly a title
everyone should play, if only
to prove to the money men
that incredible games should
be made, rather than the
same old retreads and yearly
iterations that make up the
bulk of games released each
year.

XBOX 360. 2K BOSTON. 2007
AVAILABILITY: Retail




Portal

H sure you can finish the
game in a little over two hours
but that doesn’t stop it from
being one of the best games of
the year. Based on a student
project called Narbacular
Drop, Portal is a fiendishly
clever puzzle game in which
the player, taking the role of a
mysterious test subject named
Chell can create "quantum
tunnels” between two points.
GLaDOS, the villain of the
game also ranks up there as
one of the best villains ever
and the ending is mind-
blowingly good.

PC. VALVE. 2007
AVAILABILITY: Retail

Diablo 2

Getting RSl in your mousing
fingers has never been so much
fun. Repetitive left clicking
followed by the occasional
right click may not sound

like a formula for success but
Blizzard knows their stuff.

A combination of simple

but great mechanics, good
characters and tech trees and
well-written mythology can
serve to really suck a player

in. We're not sure if this is a
compliment or not but you
know you’ve done something
right when EB is still selling
your game at a premium price
range seven years after release.

PC. BLIZZARD. 2000
AVAILABILITY: Retail

Fallout 2 features some of
the very first voice acting
work by RON PERLMAN?

Wing Commander

E ignore, for a moment that the crappy Wing Commander
movie exists. Instead set your mind back 18 years. Then there
were no epic space shooters that weren’t either some form

of R-Type clone or Elite wannabe. Wing Commander was
something new, an epic space shooter with a lengthy plot,
some pretty sweet graphics and a huge amount of fun. Later
iterations of the game may have sported video cutscenes
starring ex porn stars but the original game is where it’s at.

AMIGA/PC. ORIGIN. 1990
AVAILABILITY: eBay

Planescape: Torment

Bl planescape: Torment is one of the very best CRPGs ever
created, proving once and for all that Black Isle are the
absolute masters of their craft. Following the story of The
Nameless One, a horribly scarred and tattooed man suffering
from amnesia, players must make their way through Sigil,

the City of Doors and various planes of existence to find out
what happened to The Nameless One and why he is being
hunted by an unknown but strangely familiar assailant. The
writing is some of the best ever to have graced a game and the
characters will stay with you long after you fmish playing.

PC. OBSIDIAN. 1999
AVAILABILITY: eBay

Fallout 2

H Some hardcore fans of

the original Fallout voiced
disappointment at the number
of pop-culture references

and in-jokes present in the
sequel but not us. We may
have loved the original game
(and Wasteland for that matter
— the game that inspired
Fallout) but for our money
Fallout 2 is the greatest post-
apocalyptic RPG of them all.
Simultaneously funny and a
little sad, Fallout 2 casts the
player as the Chosen One, the
distant relative of the Vault
Dweller, the hero of the first
game, charged with going out
into the wasteland to recover
the GECK (Garden of Eden
Creation Kit), a device that can
help his ailing tribe thrive in
the post-apocalyptic future.
Fallout 2 also features some of
the very first voice acting work
by RON PERLMAN!

PC. BLACK ISLE . 1998
AVAILABILITY: eBay




The
Darkness

I Starbreeze have shown
themselves to be the go-to
guys when it comes to licensed
games that are both faithful to
the license and great games

in their own right. Based on
the comic book of the same
name, The Darkness follows
the exploits of mafia hitman
Jackie Estacado and his
relationship with an ancient
and evil possessing entity, the
titular Darkness. Not only is
the game great, The Darkness
also features some of the

best loading screens ever as
they feature short vignettes
that help to flesh out Jackie’s
character.

XBOX 360. STARBREEZE. 2007
AVAILABILITY: Retail

?

MASHED: Fully Loaded

Racing is rarely as fun as it is in Mashed, one of the great
party/racing games around. Hooning round tracks in a top-
down manner similar to Micro Machines whilst picking up
weapons and trying to either frag or knock your opponents
off the track is a great visceral thrill. Polar wharf, a simple
oval track made of ice is also one of the very best tracks in any
racing game. Ever.

PS2. SUPERSONIC SOFTWARE. 2005
AVAILABILITY: Retail

Prince of Persia:
The Sands of Time

B Even though he’s not nearly as attractive as Jade Raymond,
Ubisoft should have trotted out Patrice Desilets more often
when marketing Assassin’s Creed. Although not a household
name or face, Desilets is one of the great creators around at
the moment, with the reinvented Prince of Persia marking his
first real triumph. Although there had been stabs at moving
the PoP franchise to 3D before the 2003 release, Sands of Time
was the first time it really worked, thanks to a combination

of excellent movement puzzles, beautiful animations and
fantastic level design. Fingers crossed the film due out in 2009
won’t be yet another game transposition stinker.

Tom Clancy’s
Splinter Cell

Tom Clancy’s Splinter Cell keeps a roof over Michael Ironside’s
head. You know you're on to a good thing when your supremely
tough main character is voiced by supremely tough and
awesomely named Ironside, and that’s the case with Splinter
Cell. Although there have been several iterations of the franchise
now, for our money the first game, on Xbox is still the best,
concentrating more on stealth and well designed levels than
social interaction, morality and the like as have become more
prevalent in later games.

XBOX. UBISOFT MONTREAL. 2002
AVAILABILITY: ¢Bay

Chronicles of Riddick:

Escape from Butcher Bay Developer’s Cut

H Although the Xbox version of Escape from Butcher Bay may
have been one of the best looking games on the system, for our
money the PC version of the game is superior for one reason — the
unlockable director’s commentary accessible after you complete
the game once. There’s also one other reason you should get a
copy of Riddick — it proves once and for all that it is possible to
make a good licensed game. Every other developer of licensed
titles should take note.

XBOX. UBISOFT MONTREAL. 2003
AVAILABILITY: Retail

PC. STARBREEZE. 2004
AVAILABILITY: Retail




Unreal
Tournament 2003

Il Tokara Forest. If for no other reason, UT 2003 should be
owned for Tokara Forest, one of the two greatest deathmatch
maps ever designed (the other, of course, being The Longest
Yard from Quake 3). Of course, there’s more to the game than
one map with glowing mushrooms and jump pads. There’s
brilliant weapons, alt-fire, beautiful character design, a
plethora of well-designed maps and enough built-in tweaks
to keep all but the most demanding fragger happy.

PC. EPIC. 2002
AVAILABILITY: Retail

Grim Fandango

H One of the funniest, cleverest and most touching adventure
games ever made, Grim Fandango tells the story of Manny
Calavera, a travel agent-cum-grim reaper in the land of the
dead whose job it is to either send the dear departed to the
ninth circle on a luxuriously appointed train or break the news
to them that they must take the four year spiritual journey to
their final rest. After an attractive client fails to receive her
much deserved ticket, Manny uncovers a web of corruption
and murder spanning the afterlife.

PC. LUCASARTS. 1998
AVAILABILITY: Retail

Assassin’s
Creed

H A serious contender for
Game of the Year, Assassin’s
Creed extends on the
movement puzzles of Patrice
Desilets previous franchise,
Prince of Persia and brings
sandbox gaming kicking
and screaming into the next
generation. Altair himself is

a brilliant creation with some
of the best, if not the best
animations we’ve ever seen in
a game. Get in on the ground
floor — so far Assassin’s Creed
has been the fastest selling
new IP in the last four years.
We think the sequels will be
even bigger.

XBOX 360. UBISOFT
MONTREAL. 2007
AVAILABILITY: Retail

Wipeout
2097

Bl WipEout 2097 made people
drink Red Bull. In-game
billboards proclaimed that
“Red Bull Reduces Reaction
Time” and prompted many
players who were unused to
the incredible speed of the
racing game to chug the drinks
in an effort to get to the next
race. WipEout was also one

of the first games to boast a
truly impressive professional
soundtrack, featuring the likes
of The Prodigy, Future Sounds
of London, Underworld and
Chemical Brothers.

PSONE. PSYGNOSIS. 1996
AVAILABILITY: eBay

Skate

H frinally a game has come
along to challenge the aging
(and stagnating) Tony Hawk
franchise. Taking a totally
different route than Tony
Hawk, Skate is all about real
world skating and real world
physics and combining them
with an alarmingly good
control scheme that uses two
thumbsticks instead of button
combinations. The franchise is
destined to be big but having
a copy of the first game on
your shelf means that you
knew about it before everyone
else!

XBOX 360. EA BLACK BOX. 2007
AVAILABILITY: Retail

ill <
Simply crqgp, your pc




HYPER::
2 EVIE
Database

Although some cynical readers may look at this year's score list and proclaim that we have either sold out or have gone soft and
scored everything high, the truth is that 2007 has been one of the best years for games in recent memory.

GAME SYSTEM/S
Legend of Zelda: Phantom Hourglass DS
BioShock Xbox 360/PC
Orange Box Xbox 360/PS3/PC
Final Fantasy XII PS2
Virtua Fighter 5 PS3
Metroid Prime 3: Corruption Wi
Colin McRae: DIRT Xbox 360/PS3/PC
Assassin's Creed Xbox 360/PS3
Civilization IV: Beyond the Sword PC
Final Fantasy VI Advance GBA
ORANGE BOX God of War |l PS2
know what is! Call of Duty 4: Modern Warfare Xbox 360/PS3/PC
The Darkness Xbox 360/PS3
Project Gotham Racing 4 Xbox 360
Ratchet & Clank Future: Tools of Destruction PS3
Fight Night Round 3 PS3
Metal Gear Solid: Portable Ops PSP
Minna no Golf 5 PS3
Titan Quest: Immortal Throne PC
Guitar Hero Il Xbox 360
Gundam Musou PS3
Puzzle Quest: Challenge of the Warlords DS/PSP
Skate Xbox 360/PS3
= Space Giraffe Xbox 360
9 5 ‘ ASSASSIN’S WipEout Pulse PSP
CREED : :
The most promising new IP Disgaea 2: Cursed Memories PS2
we've seen in ages. Resistance: Fall of Man PS3
Lunar Knights DS
Command & Conquer 3: Tiberium Wars PC
Osu! Tatakae! Ouendan 2 DS
2007 HIGHEST SCORE Mercury Meltdown Revolution Wi
Crush PSP
Stranglehold Xbox 360/PS3/PC
World in Conflict PC
Final Fantasy Tactics: The War of the Lions PSP
Persona 3 PSo
God Hand PS2
Lost Planet: Extreme Condition Xbox 360
Motorstorm PS3
Chili Con Carnage PSP
Madden NFL Wi
Blue Dragon Xbox 360
TimeShift Xbox 360/PS3/PC
Neverwinter Nights 2: Mask of the Betrayer PC
Dragon Quest Heroes: Rocket Slime DS
Sam & Max: Season 1 - Bright Side of the Moon PC
Juiced 2: Hot Import Nights Xbox 360/PS3/PS2/PSP/PC/DS
Supreme Commander PC
Virtua Tennis 3 PS3
NHL 2K7 PS3
Capcom Puzzle World PSP
SKATE Metal Slug Anthology ESP
Although plagued by small Guitar Hero 3: Legends of Rock Xbox 360/PS3/Wii/PC/PS2
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flaws, Skate shows huge
promise as a new franchise.

Naruto: Rise of a Ninja

Xbox 360




Phoenix Wright: Ace Attorney - Justice for All

DS

Mario vs Donkey Kong 2: March of the Minis

DS

1I:2 Sturmovik: 1946

PC

PC

Resident Evil 4: Wii Edition

Wii

Uncharted: Drake's Fortune

PS3

Crackdown

Xbox 360

S.T.A.L.K.E.R.: Shadow of Chernobyl

PC

Valkyrie Profile Lenneth

PSP

Final Fantasy Fables: Chocobo Tales

DS

Monster Hunter Freedom 2

PSP

Drawn to Life

DS

The Witcher

PC

Yoshi's Island DS

DS

NBA 2K7

Excite Truck

Wi

DK: Bongo Blast

Wii

Tony Hawk's Proving Ground

Xbox 360/PS3/Wii/PC/PS2

Sega Mega Drive Collection

PS2

Gunpey

PSP/DS

Call of Juarez

Xbox 360

Scavenger

PC

Wildlife Tycoon: Ventrue Arctic

PC

Warioware: Smooth Moves

Wii

Wario the Seven

DS

Kororinpa

Wii

Chromadome 2

PC

Silent Hill Origins

PSP

Ridge Racer 7

PS3

Tiger Woods PGA Tour 07

PS3

Chocolate Castles

PC

Rogue Galaxy

PS2

Forza Motorsport 2

Xbox 360

FlatOut: Ultimate Carnage

Xbox 360

Harry Potter and the Order of the Phoenix

Xbox 360/PC/PS2/PS3/DS/Wii/PSP §

Blazing Angels 2: Secret Missions of WWII

Xbox 360/PS3/PC

Pursuit Force 2: Extreme Justice

PSP/PS2

WWE Smackdown VS RAW 2008

Xbox 360/PC/PS2/PS3/DS/Wii/PSP §

Blacksite: Area 51

Xbox 360/PS3/PC

Lego Star Wars: The Complete Saga

Wi

Alien Shooter 2

PC

Battlestations: Midwat

PC/Xbox 360

Castevania: Portrait of Ruin

DS

Ratchet & Clank: Size Matters

PSP

Ninja Gaiden Sigma

PS3

Guitar Hero Encore: Rocks the 80s

PS2

Custom Robo: Arena

DS

Kane & Lynch: Dead Men

Xbox 360/PS3/PC

Full Auto 2: Battlelines

PS2

TMNT

Xbox 360/PC/PS2/GCN

Heavenly Sword

PS3

Conan

Xbox 360/PS3

FIFA 08

Xbox 360/PC/PS2/PS3/DS/Wii/PSP

Snaky Jake

PC

Super Paper Mario

Wii

Wartech: Senko No Ronde

Xbox 360

Immortal Defense

PC

Table Tennis

Wii

Test Drive Unlimited

PS2

Impossible Mission

DS/PSP

Overlord

Xbox 360/PC

The Simpsons

Xbox 360/PC/PS2/PS3/DS/Wii/PSP §

Capcom Classics Collection V2

PS2
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PHOENIX
WRIGHT

We have no objections to
many more sequels.

FORZA
MOTORSPORT 2
Incredible artwork and
amazingly realistic driving.

2007 AVERAGE SCORE

3
SUPER PAPER
MARIO
Slightly awkward but utterly

charming in every way.
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2007 LOWEST SCORE

19
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RABBIDS 2

Please, no more party
games for the Wii.

GENJI: DAYS OF
THE BLADE

Insert giant crab boss joke
here.

DOA XTREME 2

Not so much agame asa
sad masturbatory aide.

Sam & Max: The Mole, The Mob and the Meatball

Silverfall

Everybody's Tennis

F.EAR.

V8 Supercars 3: Create & Race

DS

Cooking Mama DS

DS

Tomb Raider: Anniversary

Xbox 360/PC/PS2/PS3

Pokemon Diamond & Pearl

DS

Armoured Core 4

PS3

Bullet Witch

Xbox 360

SSX: Blur

Wi

Sonic and the Secret Rings

Wii

Stuntman: Ignition

Xbox 360/PS3/PS2/PSP

Tales of the World: Radiant Mythology

PSP

Endless Ocean

Pangya! Golf With Style!

o
(o2}
w

Blazing Angels: Squadrons of WWII

Formula 1

RAYMAN RAVING

Final Fantasy Il

Cooking Mama: Cook Off

Mario Strikers: Charged Football

Eledees

Atelier Iris 3: Grand Phantasm

PS2

Shadowrun

Xbox 360/PC

Peace Maker

PC

Hellgate: London

PC

Need for Speed: Pro Street

Xbox 360/PC/PS2/PS3/DS/Wii/PSP

Hotel Dusk: Room 215

DS

Transformers: The Game

Xbox 360/PC/PS2/PS3/DS/Wii/PSP

The Bigs

Wii

Ghost Rider

PS2/Xbox

Mortal Kombat: Armageddon

Wii

King of Fighters: Maximum Impact 2

PS2

Folklore

PS3

300: March to Glory

PSP

Professional Baseball Spirits 4

PS3

Innocent Life: A futuristic Harvest Moon

PSP

Ricky Ponting Crisket 2007

Xbox 360/PC/PS2

Two Worlds

Xbox 360/PC

Mario Party 8

Wii

Crash of the Titans

Xbox 360/Wii/PS2/DS/PSP/GBA

Rayman Raving Rabbids 2

Wi

Runaway: The Dream of the Turtle

PC

Beowulf

Xbox 360/PS3/PC/PSP

Untold Legens: Dark Kingdom

PS3

Moster Madness: Battle for Suburbia

Xbox 360/PC/PS2/PS3

Spiderman 3

Xbox 360/0S3/Wii/PC/PS2

PaRappa the Rapper

PSP

Clive Barker's Jericho

Xbox 360/PS3/PC

Wing Island

Wi

Def Jam: Icon

PS3/Xbox 360

Monster 4x4 World Circuit

Wii

Geniji: Days of the Blade

PS3

Spectrobes

DS

Grimm's Hatchery

PC

Infernal

PC

Fantastic 4: Rise of he Silver Surfer

Xbox 360/PS3/Wii/PS2/DS

D&D Tactics

PSP

PS3

Pirates of the Caribbean: At World's End

Xbox 360/PC/PS2/PS3/DS/Wii/PSP

Dead or Alive Xtreme 2

Xbox 360

P&

25 to Life

PS2

-
(o)}

2

-
o

i
@




SIN CITY, CHILDREN OF MEN THE ILLUSIONIST, LADY IN THE WATER THE MATRIX FILMS

WES
E“““\ m\\t‘\“““‘ “wﬂ““\

A}

<R>18+ Higlh level _‘f
violence R\
e B RENT OR BUY IT NOW

ROADSHOW
ENTERTAINMENT




= = |/ THE OTHER KIND OF Wil
= 1t would be funny if it wasn’t so tragic. In
J i ‘ January of this year, a California radio
" i station held a contest called “Hold your
wee for a Wii”, where the contestant

who could drink the most water without

® & ” going to the toilet would walk away
ln PEVlew ' with a Nintendo Wii as their prize. As
- A~ ‘ it turns out, fighting your body’s urge

to eliminate fluids isn’t all that good

for you. One of the participants died of
suspected water intoxication (yes, that’s
a real medical phenomenon) shortly
after the contest. The dead woman’s
family sued, the local police launched

a criminal investigation and ten radio
station employees were told to clear out
their desks.

WIii SPORTS WEIGHT LOSS

Video games got some good press in
January, thanks to an American blogger
who decided to show off the results of
his Wii Sports fitness regime. Mickey
Delorenzo lost nine pounds (four kilos)
in a month just by playing Wii Sports for
half an hour a day. (As far as we can tell,
he’s managed to keep the weight off,
too). The fitness benefits of enthusiastic
waggling were later backed up by
university studies in the US and UK.

Just imagine how many more of these
testimonials we're going to hear when
Wii Fit comes out.

january
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MOOGLES AND MYSTERY

If you weren’t busy using your DS to
lure unsuspecting kiddies into your

van this February, you may have been
following Kyle Hyde through the noir-
tinted mystery game, Hotel Dusk. Some
of the puzzles may have bordered on
infuriating, but the game was widely
praised for its high quality writing.
Another high-profile release in February
was the long-awaited Final Fantasy Xii,
which breathed new life into the series
with the elimination of random battles
and the introduction of the new Gambit
system. Some people may have been

a bit lukewarm on the new combat
mechanics - but the gaming community
was united in its love for Balthier.
Balthier is irrestible.

PROFESSIONAL HELP

We're all pretty used to the fact that
Japan gets all manner of weird and
wonderful games that never see the
light of day in the West (and some
which eventually do —Brain Training

and Elite Beat Agents being recent
examples). One of the strangest so far
is DS Therapy. The game bills itself as
“mainichi kokorobics”, loosely translated
as “aerobics for the heart”. Four young
and hip-looking psychologists ask the
player a series of questions and then
make a diagnosis based on the latest
psychological research. The game has
some serious psych-cred, too, boasting
a number of consulting psychologists on
the development staff.

iebruary
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PS3 LAUNCHES IN AUSTRALIA
After four months on sale in Japan
and the US, the PS3 finally arrived in
Australia on March 23. There were the
usual midnight launch events we’ve
come to expect with the release of
a new console, although observers
noted that the crowds were a little on
the pathetic side. The PS3’s hefty
price tag may have turned some
prospective buyers away, but it did
help Sony break the Australian
record for post-launch revenue;
approximately 27 million dollars
worth of consoles and accessories
left the shelves in the ten days after
the PS3’s market debut.

XBOX FIGHTS CRIME

It’s always nice to hear a story about video games preventing
violence rather than causing it. Police in Tepito, Mexico took a
novel approach to getting illegal firearms off the streets. Not

only did they give citizens the opportunity to surrender illegal
firearms anonymously, they were offering Xboxes and PC as
rewards. We don’t know whether they were giving away the
original Xbox or the 360, but it seems like a pretty good deal
nonetheless.




GTA IV DISPLEASES NYC MAYOR

The next instalment in the Grand Theft
Auto series takes place in a Liberty

City which bears more than a passing
resemblance to the Big Apple. After the
teaser trailer revealed the franchise’s
new look, New York City mayor Michael
Bloomberg was quick to denounce the
game, as if to suggest that the real New
York could never be such a hotbed of
violent crime as its virtual counterpart. As
part of a broader crackdown against the
GTA series and its ilk, the New York state
government passed legislation that made
it a felony to sell or rent to minors any
game containing “depictions of depraved
violence and indecent images.” The law
also required that home gaming consoles
could only be sold if they incorporated a
parental lockout mechanism.

THE SERIOUS SIDE OF GAMING

Gaming got a bit of a bad rap in

April, with UK newspaper The Daily
Mail lamenting the fact that today’s
youngsters are more likely to develop
RSI from excessive game playing than
they are to break a limb falling out of a
tree. In the same month, the Chinese
Government ordered all online games
to implement “anti-addiction measures”
which limit each player to three hours
of play time per day. It wasn't all bad
news for our beloved pastime, however.
PS3 owners were helping to cure cancer
with the Folding@Home project and a
UK researcher announced a “serious
game” for mobile phones that can

be used as part of missing persons
investigations.

msr, SIR m
~ Peter Moiyn%ux, the man respons:ble fotj
Black & White, Fable and an awful lot
of unfulfilled promises, was awarded
a Knighthood in the Order of Aris of
Letters by the French government in
April this year. Molynuex
is neither the first non-
Frenchman nor - the
first game designer
1o be recognised by
the Order. Shigeru

-

knighted last year,
along with Frederick
Raynal {best known for
Aione in the Dark) and
Rayman creator Michel
Ancel.
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STARCRAFT 2 ANNOUNCED

When Blizzard revealed that they were going to make a major
announcement at the Blizzard World Wide Invitational event in
Seoul, it wasn’t a huge surprise that the news had something to
do with Starcraft (which is practically the state religion of South
Korea). The crowd at the Olympic Gymnastic Stadium were
treated to an impressive video demonstration which marked the
official unveiling of Starcraft 2. RTS nerds can expect to get their
Zerg Rush on sometime in 2008.
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STUDENT EXPELLED OVER
COUNTER-STRIKE MAP

If you think that your school has great

potential as an FPS level, this story might
make you think twice before you show
off your leet modding skills. A Texas high
school student was transferred to an
ominously named “alternative education
centre” after it was discovered that he’d
used his school as the basis for a map
he made in Counter-Strike. The map, the
boy’s ornamental sword collection and a hammer found in his
room all added up to what the School District classified as a “Level
3” situation, necessitating the student’s transfer. A Level 3 situation
is one where a student “engages in conduct relating to a false
alarm or report (including a bomb threat) or a terroristic threat
involving a public school.” Some members of the School Board
viewed the decision as an overreaction, while others argued that,
after Columbine and Virginia Tech, any hint of a threat has to be
taken seriously.
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MARIO GOES TO THE OPERA HOUSE
Play! A Video Game Symphony, the world-
wide concert tour featuring - as its name
suggests — symphonic arrangements of
videogame music, came to the Sydney
Opera House for a run of five shows in
June. The shows featured music from
games as diverse as Metal Gear Solid,
Shenmue, Oblivion and the obligatory
Final Fantasies. It’s really hard to pick a
highlight. The Mario medley that opened
the performance pushed all the right
nostalgia buttons, as did the beautiful
selections from Chrono Cross and Chrono
Trigger. Snappily-dressed composer Akira
Yamaoka joined the orchestra to perform
the Silent Hill 2 theme on electric guitar
and the Opera House pipe organ got a
good workout in a thrilling rendition of
the FFVI boss theme “Dancing Mad”.
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SONY “DESECRATES” UK CATHEDRAL
The Church of England threatened to
pursue legal action against Sony, in a
dispute over the PS3 shooter Resistance:
Fall of Man. A section of the game takes
place in a very faithful recreation of
Manchester Cathedral; the developers
never asked permission fo use images of
the building in their game. The Bishop of
Manchester likened the unauthorised use
of the cathedral’s likeness to trespassing
and “desecration”, arguing that the
cathedral shootout was “irresponsible” in
light of Manchester’s ongoing issues with
gun violence. Even Tony Blair weighed

in on the controversy, claiming that
Resistance’s depiction of the cathedral
was “in bad taste, and very insulting”.
However, in a characteristically Christion
display of forgiveness, the Church
decided to drop the matter in October,
noting that Manchester cathedral had
attracted an unusually high number of
tourists since it was featured in the game.




THE SEASON OF THE REMAKE
Two of the biggest game releases in July were remakes of last
generation titles, all fine-tuned and tarted up for the consoles
of today. The Xbox’s Ninja Gaiden (which had already been
remade once as Ninja Gaiden Black) was released on PS3 in the
form of Ninja Gaiden Sigma. The changes to game were mostly
superficial, although some extra levels starring the axe-wielding,
barely dressed Rachel took full advantage of the Cell processor’s
boob-rendering capabilities. Resident Evil 4 was given some
ﬂ\ more substantial re-engineering when it was ported to the
Wii. An extremely well-executed Wii-mote aiming system
helped make a game that was great on the GameCube
and into something extra-special this time around. Not
every game that came out in July
was covering familiar territory — other
notable releases for the month
included The Darkness, Overlord
and Puzzle Quest.

E32.0

Now officially known as the “E3 Media and Business Summit”, 2007’s E3 was a more
subdued affair than those of years past. Costly and elaborate displays in crowded
exhibition halls were cast aside in favour of smaller invitation-only gatherings where the
industry could present their latest creations to the press. Nintendo used their E3 2007
press conference to launch three new peripherals for the Wii: the Wii Zapper, The Wii
Balance Board and the Wii Wheel. Sony announced a PS3 price cut and showed off the
new, slimmer model PSP. Microsoft decided to share the E3 experience with the common
people, releasing a stack of their E3 demos and trailer for download over Xbox live.
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WELCOME TO RAPTURE

Bioshock, the much-hyped “spiritual
successor to System Shock 2” was
undoubtedly the biggest game released
this August. Set in a crumbling
underwater city populated by all manner
of genetically enhanced freaks and
weirdos, the game explores the downfall
of a society founded on the philosophy
of objectivism, espoused by the likes

of Ayn Rand. Bioshock is by no means

a perfect game - it attracted its fair
share of petty griping about widescreen
display issues in the 360 version, as

well as more legitimate criticism about
how the gameplay and narrative fell a
bit flat towards the end. Still, Bioshock

is expected to feature prominently in
“Game of the Year” lists for 2007.

AN INTRIGUING DEVELOPMENT

Here’s an interesting little story that may have slipped under
the radar. In August this year, Nintendo filed a patent in the US

W™  for a portable gaming device incorporating motion sensitive
technology. The handheld would be capable of reacting to tilt,
impact and movement through space. Nintendo have played
down the implications of the patent submission, adding that they
file hundreds of them every year. Still, you can’t help but wonder
if the Wii might have a little brother or sister on the way.

X-ALIS
DIRECTION

X-ALIS

-AXIS Y-AXIS
- DIRECTION + DIRECTION
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WORLD GOES MAD FOR HALO 3

The release of Halo 3 was always going to be a big deal, but
few could have predicted just how big it would be. The game
broke Australian and international sales records on its first day,
selling more than 50,000 copies in Australia alone. Mainstream
news outlets were quite fond of mentioning that Halo 3’s first
day revenue of A$190 million surpassed the opening weekend
takings for recent blockbuster movies (to be fair, an Xbox

360 game retails for significantly more than your average
cinema tickets, so take any “Games bigger than Hollywood”
declarations with a grain of salt). Halo 3 was breaking more
than sales records - more than 1 million people

were playing the game on Xbox Live in the 24

hours since its release, making for the biggest

game day in history. To top if off, Master Chief

became the first videogame character

immortalised in wax by Madame

Tussauds.

ONLINE GAMING CLAIMS ANOTHER LIFE

It’s a story we hear every couple of years or so: someone sits
down in an internet café somewhere in Asia, plays MMOs for
a ridiculously long time and dies from exhaustion. This year’s
victim was a Chinese man who played for three days in an
internet café in Guangzhou. It hasn’t been reported what the
unfortunate man was playing, so we're left in the dark as to
what game inspired such fatal dedication.

HYPER?? 43




44 HYPERY»

'imm

The Entertainment for All Expo, beﬂer
known asE for All, endeavours to

provide a more egalitarian videogame

trade 'show experience than the

_mvﬂnhoa nnty 53 Business and Media

The event is open to the pubtt:,

L df Metal Gear Soké 4 and Super Smash
- Brothem* Brawl, and was considered by

 the organisers to be a success. It could
get interesting next year, when the expo
is scheduled for the same weekend as
the increasingly popular PAX.

HADOKEN!

It's news so good we nearly can’t bring ourselves to believe

it. On October X this year, Capcom announced that they were
working on Street Fighter IV. The game is still more than a year
away from completion, but Capcom still managed to whip up

a kickarse video to accompany their announcement. The trailer
featured fully 3-D models of Ryu and Ken, so it's not clear
whether Street Fighter IV will remain true to the series 2-D roots.
But, hey — more Street Fighter! Can’t complain.

A BATTLE FOR THE AGES

Nintendo set a precedent in May 2006
when they announced that Solid Snake
would be a playable character in

Super Smash Bros Brawl. After more
than a year of speculation about other
3rd party characters, the Smash Bros
Dojo website made the announcement
we’d all been waiting for: Sonic the
Hedgehog. That’s right, Sonic is in Brawl
- complete with a speedy, spin-heavy
move set and the gallons of ‘tude for
which he’s famous. Finally, we have a
game where Mario and Sonic can beat
the crap out of each other, setiling a
rivalry that dates back to the days of the
Master System and the NES.




SPACE SMOOCHING SCANDAL!

Another serious Game of the Year contender hit us in November, in the form of Mass Effect, a futuristic action-RPG
(in space, no less!) for the Xbox 360. The game attracted giant heapings of praise for its story and presentation.
The characters’ facial animations and voice acting (the game features the wonderful Jennifer Hale as the female
player character) were particularly well-received. The release of Mass Effect was not entirely without controversy,
however. In addition to a small number of retailers breaking the street date in Australia in the US, Mass Effect was
briefly banned in Singapore on account of a romantic scene between two female characters. Although, strictly
speaking, it was less girl-on-girl action and more girl-on-genderless alien of feminine appearance action. Perhaps
that’s why the Singaporean authorities reconsidered their decision and un-banned the game the following day.

RHETORIC. AND YOU BELIEVE IT!

It’s true! The newly formed Eidos
Montreal studio is hard at work on a
new game, which they recently revealed
as Deus Ex 3. After the lukewarm fan
reaction to Invisible War (which was
either a half decent game or a crime
against humanity, depending on which
part of the internet you listen to) and
with neither Warren Spector or Harvey
Smith on board, it will be interesting
what direction the new Deus Ex will
take. The game isn't likely to be finished
before the end of 2009, so we’ve got at
least two more years to start frothing
with fanboy outrage or to remain
cautiously optimistic.

november
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A HAPPY NEW YEAR FOR SONY?

It took almost all year, but things were
finally starting to look up for Sony’s
beleaguered PS3. The console actually
managed to outsell the Wii in Japan,
becoming the biggest selling home
console for November. (Handhelds
continue to dominate the Japanese
sales charts: the DS is number one,
with a sizeable lead over the second-
place PSP) There were a number of
possible reasons floated for this sudden
upswing in PS3 sales. The cut price
40GB model was released, as well as

a stylish ceramic white version of the
PS3. Of course, it’s entirely possible
that the Japanese are only buying PS3s
now because everybody over there has
a Wii already.

WII FIT INTO THESE JEANS NOW
One of Japan’s biggest selling games
at the end of 2007 was Wii Fit, a game
which utilises the new Wii Balance
Board peripheral. The pressure-
sensitive board functions as a set of
scales, as well as a controller for a
variety of highly physical mini games.
There’s no word on when Wii Fit will be
available in Australia, although the US
and Europe are
likely to see it
sometime in the
first half of 2008.
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Careers at GAME

Ever dreamt of working in a game store? Enjoy a fun and fast
paced environment?

We are a new and rapidly expanding retailer looking for
enthustiastic staff!

The following positions are available:
 Store Managers
* Assistant Store Managers
* Full Time Staff Positions
« Casuals

How To Apply:
* Visit www.game.com.au for more information
* E-mail your resume directly to careers@game.com.au
* Visit one of our stores and drop off your resume to a friendly staff member

Intfo Games? Get into GAME!

New South Wales: Bankstown Centro (02) 9708-1479 - Blacktown Westpoint (02) 9679-9425 - Bondi Junction Westfield (02) 9386-0578 - Broadway Shopping Centre (02) 9212-5001
Campbelltown Mall (02) 4626-6207 - Chatswood Westfield (02) 9410-0322 - Eastgardens Westfield (02) 9349-2566 - Erina Fair (02) 4367-6266 - Glendale (02) 4954-7327 - Hornsby Westfield (02) 9987-4000
Hornsby Kiosk (02) 9476-0511 - Hurstville Westfield (02) 9586-4420 - Kotara Westfield (02) 4965-5074 - Lakehaven (02) 4393-6198 - Lidcombe (02) 9748-3377 - Liverpool Westfield (02) 9601-2774
Liverpool Kiosk (02) 9602-9246 - Macarthur Square (02) 4626-5960 - Macquarie Centre (02) 9888-5477 - Miranda Westfield (02) 9525-9630 - Mt Druitt Westfield (02) 9677-1722 - Narellan (02) 4647-0533
Nepean Centro (02) 4732-5076 - Parramatta Westfield (02) 9689-3966 - Plumpton Market Place (02) 9625-6355 - Rouse Hill (02) 9836-1933 - St Mary's (02) 9623-3247 - Tuggerah Westfield (02) 4353-9611
Windsor COMING SOON Australian Capital Territory: Belconnen Westfield (02) 6251-8666 - Canberra Centre (02) 6262-6802 - Gungahlin (02) 6241-0328 - Tuggeranong Westfield (02) 6293-2455
Woden Westfield (02) 6260-3733 Queensland: Cairns Central (07) 4041-4509 - Logan Hyperdome (07) 3806-1513 - Sunshine Plaza NOW OPEN - Stockland Cairns (07) 4033-6447
Toombul Shopping Centre (07) 3256-6319 South Australia: Colonnades Centro (08) 8186-0453 - Marion Westfield (08) 8298-5625 Tasmania: Eastlands (03) 6244-3756 - Northgate (03) 6272-6304
Victoria: Bayside Frankston (03) 9783-5110 - Epping Plaze (03) 9408-6744 - Knox City (03) 9800-3120 - Shepparton COMING SOON - Watergardens (03) 8361-6322
Western Australia: Innaloo Westfield (08) 9204-2166 - Kingsway (08) 9409-7733 Northern Territory: Casuarina Square (08) 8927-4378

More Stores Opening Soon - Australia Wide!




2007 has been a huge year in
gaming, seeing some of the best
games to have been released in

years and the emergence of new
technologies and consoles. Well, now
it's time to vote for the games you
think have been the best of the best.

We've polled all of our staff here at
Next as well as all of our contributors,
both past and present fo come up
with nominees for our various awards
but it's going fo be up to you to vote
for your favourite games.

Votes can be posted to us at:
Hyper Game of the Year Awards
78 Renwick St
Redfern 2016

Emailed to:
freakscene@next.com.au

or posted on the Hyperactive forums
in the Hyper Game of the Year
Awards thread located at:
www.hyperactive.com.au

Please only vote for one game per
category.

7% o £ .
oting Form
s e SR S e
Gameplay
Sound
Innovation
Independent
A{rt Direction
Sports ..
Racing

Multiplayer

Peripheral ....

Xbox 360
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" g, LEENDOF
4 Z6LDA: PHANTOM
9" HoureLass

BIOSHOCK
m: Xbox 360/PC
- 2K Boston/2K

Australia

£ ASSASSIN’S CREED
ﬂ\"" - Xbox 360/PS3

" . MASS EFFECT
‘ii‘ y Platform: Xbox 360
Bioware
or: Microsoft

TEAM FORTRESS 2
Platform: PC/Xbox 360
D er: Valve « D
Steam = EA

o METROID PRIME 3
b m: Wii
- Nintendo

COLIN MCRAE DIRT
Xbox 360/PS3/PC

L MASS EFFECT
Pl Xbox 360

Q @ ‘sgm;v fumo

SUPER MARIO
GALAXY
Wii
Nintendo
- Nintendo

FORZA
MOTORSPORT 2
- Xbox 360

T+ | VIRI‘IIA FIGHTER 5
"53 Xbox 360/PS3

e %: *#  GUITAR HERO 3
Rhe. o m: Xbox 360/PS3/PS2/

Plai

Wii/PC

- Neversoft
- Adtivision

CALL OF DUTY 4
atform: Xbox 360/PS3/PC

CALL OF DUTY 4

Xbox 360/PS3/PC
Infinity Ward

1 Adtivision

UNCHARTED:
DRAKE’S FORTUNE
n: PS3

CALL OF DUTY 4
 Xbox 360/PS3/PC
nfinity Ward

\"@f‘ THE DARKNESS
S ..,;] Xbox 360/PS3
g 2 - Starbreeze

2K Boston/Australia

Developer: Ubisoft Montreal

ﬁﬁ .~ Distributor: Ubisoft

D Naughty Dog ’; Activision - 2K

Dis Sony ?

BIOSHOCI( G, o > ASSASSIN’S CREED COI.III MCRAE DIRT
1: Xbox 360/PC form: Xbox 360/PS3 Xbox 360/PS3/PC

Codemasters

‘ BIOSHOCK
"# Platform: Xbox 360/PC

. t o : Developer: 2K Boston/2K
R = Australia

\% Distributor: 2K

HEAVENLY SWORD
PS3

Ninja Theory
- Sony




PORTAL

Platform: Xbox 360/PC
Developer: Valve
Distributor: Steam/EA

SUPER MARIO
GALAXY

Platform: Wii

Developer: Nintendo
Distributor: Nintendo

METROID PRIME 3
Platform. Wii

Developer: Nintendo
Distributor: Nintendo

oD 4
MULTIPLAYER
Platform: Xbox 360/PS3/PC
Developer: Infinity Ward
Distributor: Activision

PUZZLE QUEST
Platform: DS/PSP/PC/Xbox 360
Developer: Infinite Interactive
Distributor: D3 Publishing

Best Art Direction

BIOSHOCK
Platform: Xbox 360/PS3
Developer: 2K Boston/2K
Australia

Distributor: 2K

SKATE

Platform: Xbox 360/PS3
Developer: EA
Distribufor: EA

METROID PRIME 3
Platform: Wi

Developer: Nintendo
Distributor: Nintendo

FIGHT NIGHT:
ROUND 3
Platform: PS3
Developer: EA
Distributor. EA

ROCKSTAR TABLE
TENNIS Wil

Platform: Wii

Developer: Rockstar
Distributor: Rockstar

PORTAL

Platform: Xbox 360/PC
Developer: Valve
Distributor: Steam/EA

PRO EVOLUTION
SOCCER ‘08

Platform: Xbox 360/PS3/PS2/
PSP/Wii/DS/PC * Developer:
Konami = Distributor. Atari

SUPER MARIO
GALAXY

P - Wii

loper: Nintendo
Distributor: Nintendo

FIFA 08

Platform: Xbox 360/PS3/PS2/
PSP/Wii/PC

Developer: EA

Distributor; EA

SMACKDOWN VS
RAW 08

Platform: Xbox 360/PS3/PS2/
PSP/Wii/DS * Developer
Yuke's Distributor: THQ

PEGGLE

Platform: PC

Developer: PopCap

Distributor. PopCap/Steam/EA

MR ROBOT
Platform: PC
Developer: Moonpod
Distributor: Moonpod

FLOW
Platform: PS3
Developer: Nicholas Clark

Distributor: PlayStation Network

SAM & MAX:
SEASON ONE
Plattorm: PC

Developer: Telltale Games
Disiributor: Telltale Games

SPACE GIRAFFE
Platform: Xbox 360
Developer: Jeff Minter
Distribufor: Xbox Live Arcade

or: Steam/EA

PROJECT GOTHAM
RACING 4

Platform: Xbox 360

Developer. Bizarre Creations
Distiibutor: Microsoft

HEAVENLY SWORD
Platform: PS3

Ninja Theory
stributor: Sony

FORZA
MOTORSPORT 2
Platform: Xbox 360
Developer: Microsoft
Distributor: Microsoft

DEF JAM ICON
Platform: Xbox 360/PS3

JUICED 2: HOT
IMPORT NIGHTS
Platforn: Xbox 360/PS3/PS2/
PSP/DS/PC = Developer Juice
Games ¢ Distributor. THQ

COLIN MCRAE:
DIRT

Platform. Xbox 360/PS3/PC
Developer. Codemasters
Distributor. Atari

OKAMI

Platform: PS2

Developer: Clover Studio
Distributor: Sony

MOTORSTORM
Platform: PS3

Developer- Evolution Studios
Distributor: Sony

WIPEOUT PULSE
Platlorm. PSP

Developer: Sony Studio
Liverpool

Distributor: Sony
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Best Multiplayer

TEAM FORTRESS 2
Platform: Xbox 360/PC
Developer: Valve

Distributor: Steam/EA

Best Xboax 360 Game

Developer: Bioware
Distributor: Microsoft

HALO 3
Platform: Xbox 360
Developer: Bungie
Distributor: Microsoft

PORTAL

Developer: Valve
Distributor: EA

FORZA
MOTORSPORT 2

BIOSHOCK
Developer: 2K Boston/2K
Australia

Distributor: 2K

CALL OF DUTY 4
Platform: Xbox 360/PS3/PC
Developer: Infinity Ward
Distributor: Activision

HALO 3
Developer: Bungie
Distributor: Microsoft

UNREAL
TOURNAMENT 3
Platform: PC/Xbox 360/PS3

FORZA
MOTORSPORT 2
Developer: Microsoft
Distributor: Microsoft

SIXAXIS

WIRELESS GHIlI
GUITAR

360 RACING WHEEL

b

PLAYSTATION EYE

VIRTUA FIGHTER 5

Developer: Sega
Distributor: Sega/THQ

ACE COMBAT 6

Developer: Namco
Distributor: Atari

THE DARKNESS

Developer. Starbreeze
Distributor: 2K

ASSASSIN'S CREED

Developer: Ubisoft Montreal
Distibutor: Ubisoft

SEGA RALLY REVO

Developer: Sega Racing Studio
Distributor: Sega

UNCHARTED:
DRAKE’S FORTUNE
Developer:

RATCHET &
CLANK: TOOLS OF
DESTRUCTION
Developer: Insomniac
Distributor: Sony

RESISTANCE: FALL
OF MAN

Developer: Insomniac
Distributor: Sony

VIRTUA FIGHTER 5
Developer: Sega
Distributor: THQ/Sega

FIGHT NIGHT:
ROUND 3
Developer: EA
Distributor: EA

MOTORSTORM

Developer: Evolution Studios
Distributor: Sony

FLOW

Developer: Nicholas Clark
Distributor: PlayStation Network

THE DARKNESS

Developer: Starbreeze
Distributor: 2K

COLIN MCRAE: DIRT

Developer- Codemasters
Distributor: Atari

ASSASSIN’S CREED

Developer: Ubisoft Montreal
Distributor: Ubisoft




Best Wii Game

Best PC Game

METROID PRIME 3
Developer: Nintendo
Distributor: Nintendo

BIOSHOCK
Developer: 2K Boston/2K
Australia

Distributor: 2K

LEGEND OF
ZELDA: PHANTOM
HOURGLASS
Developer: Nintendo
Distiibutor. Nintendo

CRYSIS
Developer: Crytek
Distributor: EA

SUPER MARIO
GALAXY
Developer: Nintendo
Distributor: Nintendo

PHOENIX WRIGHT:
JUSTICE FOR ALL

Developer: Capcom
Distributor: Adtivision

RESIDENT EVIL 4:
Wil EDITION
Developer: Capcom
Distributor: Ninfendo

PORTAL
Developer: Valve
Distributor: Steam/EA

PUZZLE QUEST

Developer. Infinite Interactive
Distributor: D3 Publishing

SUPER PAPER
MARIO

Developer. Intelligent Systems
Distributor: Nintendo

THE WITCHER
Developer: CD Projekt
Distributor: Atari

LUNAR KNIGHTS

Developer: Konami
Distributor: Atari

LEGO STAR WARS
COMPLETE SAGA
Developer: Traveller's Tales
Distributor: Adtivision

CALL OF DUTY 4
Developer: Infinity Ward
Distributor: Adtivision

WARIO: MASTER OF
DISGUISE

Developar: Suzak

Distributor: Nintendo

ROCKSTAR TABLE
TENNIS Wil
Developer: Rockstar
Distributor: Rockstar

WORLD OF
WARCRAFT:
BURNING CRUSADE
Developer: Blizzard

Distributor: Vivendi

HOTEL DUSK:
ROOM 215
Developer: Cing
Distributor: Nintendo

GUITAR HERO Il

Developer: Neversoft
Distributor: Activision

CIV IV: BEYOND
THE SWORD
Developer: Firaxis
Distributor: 2K

DRAGON QUEST
HEROES: ROCKET
SLIME

Developer: TOSE

Distributor. Ubisoft

DRAWN TO LIFE
Developer: 5th Cell
Distributor: THQ

WARIOWARE COMMAND &
SMOOTH MOVES CONQUER 3:
Developer: Intelligent Systems TIBERIUM WARS
Distributor: Nintendo Developer: EA

Distributor: EA
MADDEN WORLD IN
Developer: EA CONFLICT

Distributor: EA Developer: Massive

Distributor: Vivendi

FINAL FANTASY VI
ADVANCE

Developer: Square Enix
Distributor: Ubisoft

MERCURY TEAM FORTRESS 2
MELTDOWN Developer: Valve
REVOLUTION Distributor: Steam/EA

Developer: Ignition
Distributor: QU

MARIO VS DONKEY
KONG 2: MARCH OF
THE MINIS

Developer: NST

Distributor: Nintendo

Sl



Best PSP Game Best PS2 Game

METAL GEAR SOLID:
PORTABLE OPS
Developer: Konami

Distributor: Atari

Developer: Clover Studio
Distributor: Sony

JEANNE D’ARC
Developer: Level 5
Distributor: Sony

GOD OF WAR i
Developer. Sony
Distributor: Sony

FINAL FANTASY " ) FINAL FANTASY XlI
TACTICS: THE WAR ek Developer: Square Enix E
OF THE LIONS ¢ Distributor: Ubisoft

Developer: Square Enix
Distributor: Ubisoft

BIOSHOCK

form: Xbox 360/PC

- 2k Boston/2K Australia
or: 2K

GUITAR HERO Il

Developer: Neversoft
Distributor: Adtivision

WIPEOUT PULSE
veloper: Sony
Distributor: Sony

GOD HAND
Developer. Clover Studio
Distributor: Sony

PUZZLE QUEST

r- Infinite Interactive

CHILI CON CARNAGE
Developer: Deadline Games
Distributor: Atari

DISGAEA 2: CURSED
MEMORIES
Developer: Nippon Ichi

Distributor: Atari

VALKYRIE PROFILE ROGUE GALAXY 5 L,p;,,a.owure
LENNETH Developer: Level 5 Distributor: Microsoft
Developer: Square Enix Distributor: Sony

utor: Ubisoft

CRUSH SHADOW HEARTS: m i
Developer: Zoe Mode FROM THE NEW

WORLD ,

Developer: Nautilus I .

Distributor: THQ

METAL SLUG
ANTHOLOGY

/ 9 / D
Devloper Terminal Realiy Where's My Game?!
istributor: L
Favourite game not on the list? If you feel
we’ve missed a nominee, write to us and let us
know - who knows, your nominee may win!

SILENT HILL Best (category & game)

ORIGINS

Developer: Konami PP,O‘RTQI)I' 360/PC

Distributor: Atari iy Al

Wy G.O. T} Developer: Valve
Distributor: Steam/EA

l ] [ .
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HALO 3
Platform: Xbox 360
Developer: Bungie
Distributor: Microsoft

CRYSIS
Platform: PC
Developer: Crytek
Distributor: EA

METROID PRIME 3
Platform: Wii

Developer: Nintendo
Distributor: Nintendo

SUPER MARIO GALAXY
Plotform: Wii

Developer: Nintendo

Distributor: Nintendo

THE DARKNESS
Platform: Xbox 360/PS3
Developer: Starbreeze
Distributor: 2K

CALL OF DUTY 4
Platform: Xbox 360/PS3/PC
Developer: Infinity Ward
Distributor: Adtivision

THE LEGEND OF ZELDA: PHANTOM HOURGLASS
Platform: DS

Developer: Nintendo

Distributor: Nintendo

GOD OF WAR 2
Platform: PS2

Developer: Sony
Distributor: Sony

ASSASSIN’S CREED
Platform: Xbox 360/PS3
Developer: Ubisoft Montreal
Disfributor: Ubisoft
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WORLD O

WARCRAFT

or three years, there’s been one name
Fthat counts in the MMO market. World

of Warcraft is the eight-hundred pound
gorilla, the big man, the boss. It's Warcraft's
yard. Since November 2004 it has raked in the
players, the dollars, the mainstream attention,
the South Park episode, the car ads, a live-action
film coming and on and on it goes. | write these
very words as Mr. T barks orders at me to buy the
game from my television. It boasts a player base
of over nine million, possibly more considering
the itinerant player base in China. In the words of
Eric Cartman himself, it seems everyone wants you
to ‘get with the online sensation that’s sweeping
the nation... or we will kill you.’

Some players have been there since beta, rich in
epics, putting in terrifying numbers of hours per
week. New players sign up every day and more
still just enjoy a few hours a week. One of the great
successes of WoW is that it supports all play styles,
providing the hardcore raider the crunch they
desire, the roleplaying aspects and lore for the story
mad crew, a complex and robust player versus
player league, the game is all things to all people.

Three years in, one major expansion, twenty
or so patches, later, World of Warcraft is getting
ready for its next big expansion, Wrath of the Lich
King. We thought it was time to sit down and talk
with Blizzard about what’s gone on, what's to
come, and the state of play in Azeroth.

City in a Bubble

Dalaran is a good example of how Blizzard works
to develop content. In the original RTS games, it
was a human city of mages that was destroyed
by a demon lord. It has appeared in the MMO as
a city in a force field, patrolled by overzealous
wizards and elementals. In the new expansion,
Dalaran will have teleported itself to the far
north, becoming a neutral city intent on taking

its revenge on the Lich King, once servant of the
demons who destroyed their town. The Knights of
the Silver Hand, an order of mighty paladins, will
also be in the new expansion, inspired by quests
taken by players. WoW has long since left the
idea of static storytelling behind.

—

We had a chance to chat with Frank Pearce,
the head boss-mob responsible for a little thing
we call The Burning Crusade and ask him a
few questions, first amongst them being that,
although the Warcraft franchise was immensely
popular, why was the decision made to base their
first MMO around that game rather than the more
action oriented Diablo franchise or StarCraft, their
IP with the most fanatical following?

“Though all of our franchises have a great
story foundation in their epic settings,
characters, and lore, Warcraft was probably
the most mature of the three as far as having
an established background on which to base
a massively multiplayer game. At the time we
began development on the game, it just seemed
most sensible to base it within an epic fantasy
framework, which the Warcraft series provided
after three different real-time strategy games, as
well as a number of fantasy novels.”

When a man and a = o

horse love each other

very much...

OVERNIGHT
Certainly that rich, existing setting is one of
the reasons players enjoy the game but very
little prepared the gaming community, or
Blizzard itself, for how quickly that success
arrived. To call World of Warcraft an overnight
success wouldn’t quite encapsulate the speed
with which the game took off. We asked Frank
whether the sudden massive popularity of the
game changed the way in which Blizzard viewed
the game and in turn did that change the way
in which the game was supported in terms of
patches, content updates and expansions?

“We were surprised and humbled at how
quickly World of Warcraft gained popularity.
The rate at which players took to the game
exceeded even our most optimistic projections,
catching us a little bit off guard. But we were
able to quickly ramp up our level of support both
on the customer side, as well as on
the network and back-end support S
side. The experience was certainly an
eye-opening one, which did cause
us to plan more carefully in order to
support future growth. These lessons
carried over to the launch of The
Burning Crusade, which went off quite
smoothly even with the expansion pack
setting new sales records.

We're also pleased with the immense
amount of content we’ve been able
to deliver via content patches and
of course, with the release of The
Burning Crusade expansion set. In fact, we
recently shipped the Gods of Zul’Aman patch,
which added a new 10-person dungeon, new
daily quests, guild banks, and a host of new
balance tweaks, profession recipes, and more. But
we're also very mindful that providing a steady
stream of new content is just one piece of the

We were surprised and
humbled at how quickly

World of Warcraft
gained popularity
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Ease down Battlecat, she
is a friend to Eternia

puzzle when it comes to operating an MMO
game. We're committed to providing the best
possible service to our more than 9 million
players worldwide.”

One of the ways that Blizzard has kept the
game fresh is in-game events. The monthly
Darkmoon Faire offers gifts, quests and prizes.
Holidays such as Christmas and Halloween
are celebrated in-game with special monster
attacks and fun harmless items like snowballs
and flying brooms. They also regularly
patch, adjusting game balance and rules and
introducing new dungeon content, often with
great fanfare.

The addition of the 40-man raid zone
Naxxaramas saw an invasion of the undead
across Azeroth. A nigh-unstoppable demon
lord, who ravaged across the world, opened
the Dark Portal. To take the war to the Silithids,
huge campaigns had to be undertaken server
wide. Instances such as Mauradon, Dire Maul
and others have been all been released by
patch with Outlands having just received
the hardest 5-man in the game with a new
25-man on the way, promising an end to the
lengthy saga of the villainous Prince Kael’thas.

SMALL IS THE NEW BIG

The new instances in Burning Crusade have
all show appreciable changes: Shorter,
more intense, without the very, very
lengthy grinds of the high level Azerothian
instances. We asked Frank, nearly a year
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after The Burning Crusade how the identification
of strengths and weaknesses in the design
of Azeroth influenced Outland’s design?

“The design of our outdoor zones in Outland
is arguably the greatest success of The Burning
Crusade. The quest design in the original World
of Warcraft was great, but it’s quite clear that the
overall quest flow and exploration in Outland and
the new Blood Elf and Draenei regions is much
more tightly designed and polished, making
leveling in the newly-designed regions even more
fun than before.

We're also pleased at how successful the new
winged-dungeon designs have been for us. With
such a variety of five-person dungeon content
divided into bite-sized chunks, players can
experience instances and fun boss fights without
having to devote a great deal of
time in a single sitting.”

Northrend itself. Instead of having one entry zone
for new players to jump into the new continent,
Northrend will offer a choice of two different
entry zones to explore. This design choice will
hopefully distribute the rush of new players that
will inevitably happen during the first several
days after the game launches, and alleviate
overcrowding issues for that crucial time period.
In the long term, having two entry points gives
players additional choices for exploration when
they level an alternate character, so they don’t
feel like they’re treading down the exact same
path again.

Another lesson we took from The Burning
Crusade is that our players love the 10-person
raid dungeons. That expansion shipped with
Karazhan, which continues to be one of our most
popular dungeons ever. Our
most recent content patch also

How then, did instance-
design and raid-design
philosophy change and what
factors led specifically to the
cut down of numbers from the
40-person to 10-person raids?

“Actually, The Burning
Crusade still features a lot of

We're also
pleased at how
successful the
new winged-

shipped with a new 10-person
raid dungeon, Zul’Aman,
which is also proving to be
popular. With Wrath of the

Lich King, we are planning on
introducing more 10-person
dungeon content for our
players to explore, giving them

25-person raid content, which more choices in raid content.”
is the direct replacement to the dungean

40-person end-game raids of y ACROSS THE UNIVERSE

the original World of Warcraft. deSlgnS have The ‘Warcraft Universe’

The 10-person raids aivailable been for us is ngtably rich. With the

in the game are provided as an | rapid rate of death of lore
alternative. In any case, there N Characters, we asked M.

are a number of reasons we
decided to cut down from 40 to 25 player raids.

First of all, the 25-person raids allow each
person to play a more important role in the
outcome of the fight. Whereas 40-person content
sometimes allowed “passengers” to just come
along for the ride without contributing much,
our 25-person raid content is designed in a way
that each player must contribute and play a key
role in the fight—this provides a more satisfying
experience to everyone involved.

It’s also much easier for guilds to organize 25
players instead of 40. With fewer players present,
there’s less time wasted waiting on certain players
to show up, come back from breaks during the
middle of the raid, or deal with other real-life
distractions. Fewer players also means a greater
chance for each player to pick up loot on any
given run.

Of course we'd never have made the decision
to cut down the number of players if we felt
that the reduction would compromise the epic
feel of the boss fights. But as the success and
popularity of the new end-game raids in The
Burning Crusade show, we're still able to deliver
a fantastic and large-scale experience with the
new 25-person raid size.”

80 IS THE NEW 70
It’s taken a year but many guilds have
worked their way through a great deal of the
first expansion and many players are seeing
endgame content at a rate simply impossible
for most in Azeroth. Simply put, endgame at
seventy is a hell of a lot more fun than endgame
at sixty. With the level cap being raised to
eighty in the new expansion what failures
and successes of The Burning Crusade will
shape the design of Wrath of the Lich King?
“We're already incorporating a lot of the
lessons we learned from The Burning Crusade
into the design of Wrath of the Lich King. One
example is in the design of the continent of

Pearce if Blizzard has any
plans to extend new lore past Wrath of the Lich
King, or if instead we will we see new elements,
such as Emerald Dream, Naga cities and the like?
Furthermore, how would that lore be presented?

“The great thing about the Warcraft universe
is that there’s never a lack of ideas about where
to take the game next. Even just after finishing
the original World of Warcraft, we ended up with
enough lore and content ideas to keep us busy for
years and years to come. We're looking forward
to showing off some of those ideas in the future,
but can’t get into any specifics yet.”

P V P For a game that
ee ee ee has plenty of fluffy
lore and RP options, WoW certainly has a lot

of options for mucking into vicious PK territory.
There are PvP servers with little or no intervention
from GMs. Even regular servers have PvP zones
and there are four battlegrounds and Wrath

of the Lich King promises at least one more,
including destructible buildings and big ass siege
weapons. On top of that, a cross-faction, cross-
server Arena league for, teams of 2-5 to compete
for rich prizes and glory operates seasonally. If
that’s not enough, there’s also a duelling function
for friendly matches.
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Mr. Pearce isn’t exactly lying when he talks
about the Lore, the established back story of the
world being far more elaborate than Diablo or
Starcraft. Not only are there three RTS games with
numerous expansions, all with differing faction
stories, WoW now enjoys nine printed novels,
with a tenth on the way, two comics with a new
monthly just launched and the game itself has
many, many quests that deal with elaborate
histories. Azeroth enjoys ten thousand years of
pretty elaborate history, dealing with ancient
attacks by demons, dragons versus trolls, dragons
versus bugs, dragons versus everyone and
dragons versus their most hated foes... dragons.
One instance, Uldaman, is famous for revealing
epic storylines for just the Dwarven race.

WoW has so far expanded to other planets as
places to visit but we’ve still to see the fabled,
hellish undersea realms, the other-dimensional
Nightmare, one of perhaps five Old Gods, the
goblin stronghold of Undermine, the Legion
worlds of Xoroth, Argus or any of the primordial
Titans. It's a fair bet there’ll be no shortage of
places to expand to. While we know lore is mainly
handled by one individual, we asked Frank about
how the actual workflow and design decisions
were arrived at and maintained?

“While Chris Metzen guides the direction of our
games’ lore, there’s actually an entire department
at Blizzard called creative development, devoted
to managing and creating the lore in our games.
Metzen heads up the department as the vice
president of creative development.

As far as the gameplay and design decisions,
those are handled primarily by the World of
Warcraft development team, which splits the
design tasks along a few different lines, including
quest design, itemization, PvP, and dungeon
encounter design, to name a few. However, the
interconnected nature of the game ensures that
no one can work in a vacuum.”

LORELOL
These guys seem to know their job, regularly
stepping up not only in quality of quests and
monsters but also in the lore department.
Undoubtedly someone reading this will fall
back on the old “lorelol” meme, complaining
about revisions to established lore to aid the
development of a constantly evolving story but
one of the most promising elements of the Wrath
of the Lich King expansion is that Arthas, one of
the most compelling protagonists in Warcraft,
indeed gaming history, is the big boss. Blizzard
have promised that, unlike Cthun or even
Kel'Thuzad, the war against the Lich King will be
an intimate war for the soul, rather than simply
‘raid the dungeon, kill the boss, get the epix’.
Frank agrees that creating a more dynamic world,
a more fulfilling gaming experience, is a priority.
“As World of Warcraft matures and its players
grow more experienced, it’s natural for them to
identify closely with certain aspects of the world,
so allowing the world to evolve and grow as
the players do can be fun for everyone, if done
correctly. Any time there’s a good opportunity
for us to evolve characters and settings within the
game, we're going to experiment with that and
see how the players take to it. The opening of the
Ahn’Qiraj dungeons is one example of a world
event where players on both factions had to work
together in order to gain access to the regions.
Another great example will come in Wrath of
the Lich King, where players can look forward
to the magical city of Dalaran opening up for
exploration as it moves from Azeroth into the skies
of Northrend.”

The Dark Side

Mind you, with all the love that Warcraft gets, the
enormous popularity and mainstream attention,
it isn’t without a few slip-ups, publication
relations gaffes and bonehead manoeuvres.
The BBC reports the Chinese government wants
to place curfews on online games. There was
a nasty incident occurred when a Guild started
advertising itself as gay, lesbian and trans
friendly but was warned to stop all recruiting
activities to ‘protect’ the Guild from harassment.
The adult performer, Mia Rose, lead actress in
a rather explicit ‘homage’ site, was recently
banned for undisclosed reasons after being outed
by a player, leading some to ponder the actual
reasons for the ban. Other players worry at the
presence of The Warden, a programme that
monitors the information on a player using the
Windows version of the game. Ostensibly there
to look out for banned third party clients, Blizzard
doesn’t disclose what other information the
Warden can find and transmit. Then there was
the forcibly disbanded ‘pedosexual’ (read: child
molester) friendly Guild Abhorrent Taboo and the
ensuing minor kafuffle about free speech.

Then there’s the variety of spam scams, the
server lag, the barrens chat, the downtime
and more besides. Make no mistake, World of
Warcraft is the current pinnacle of the MMO but
not without bugbears.

Blizzard keeps close tabs on player actions
and statistics. Indeed, the constant patching
and adjustments reflect fan concerns over
how their characters and rule sets work. No
matter what forums would have you believe,
Blizzard pays close attention to their players. We
enquired as to how that information is used to
influence game design?

“We can use this type of information as a tool
to identify what is and what isn’t working in
the game. There are lots of examples of this — if
there’s a certain talent that players aren’t using,
we’ll know about that and consider improving
it, or removing it in favour of something that
might be much cooler and more attractive for our
players. Similarly, if we find that players are not
questing in a certain zone, or if certain dungeon
wings are not being explored, we
can take a look at those areas and

wossemnewny eyt N the language can get
heated at times, but we

attractive to players. We can then
use that information to improve
those zones, inform our future design

decisions, o both.” recognize that level of

One of the downsides of this
semi-experimental approach to
content development and tweaking

vocal and even offensive, especially
concerning the dreaded nerf, a
reduction of power levels. We can only assume
that it can have an effect team morale? Ever
the diplomat, Frank told us, “We recognize
that our players are extremely passionate and
we appreciate the feedback they provide to us
about the game. Sure, the language can get
heated at times, but as developers we recognize
that level of emotion means that the players
truly care, which is something we never take for
granted. We're glad that our players are so vocal
and passionate about the game.”

With a much-anticipated expansion on
the way, ads all over telly, a tenth million
subscription surely on the horizon, we're sure
Blizzard can be magnanimous with even their
most vocal detractors. %%

emotion means that the
is that fans of Warcraft can be very... players trUIJ/' care
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Super Nario Galaxy

MAURICE BRANSCONMBE wants to know when it will be Luigi’s turn

t’s been no more than two

months since we last declared
that the Wii had a new best game,
one that beats out all others to
the top of everyone’s must-have
titles for Nintendo's tiny white
wonder. The previous champ was
of course The Legend of Zelda:
Twilight Princess, and its usurper
was Retro Studio’s Metroid Prime 3:
Corruption. It's a pity that Samus
couldn’t hang onto her trophy
long enough to relish victory
though, since with the release of
Super Mario Galaxy, the princess
rescuing plumber has well and truly
dethroned her, ground-pounded
her and then drop-punted her into
the inky black of space. In other
words, Super Mario Galaxy is good.

PLANETOID PANIC

So it’s good. You knew that already.
Nintendo have never put out a
game in the official Mario series (in
other words, the real Mario games,
not all those sports and party game
tie-ins) that wasn’t incredible. Even
the much-maligned Super Mario
Sunshine, despite what some elitist
snobs will tell you, was the greatest
platform game of its era, so it comes
as no surprise that Galaxy has lived
up to those lofty expectations. What
is a surprise, however, is that it not
only matches the brilliance of the
holy grail of 3D platform games,
Super Mario 64, but in many ways

it even manages to better it.
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Before we get ahead of ourselves
though, lets start at the beginning.
Mario Galaxy is different from the
others for pretty much one reason
— this time Mario isn’t conquering
the Mushroom Kingdom, exploring
Princess Peach’s castle, or liberating
Delfino Island, instead, he’s taking
off into outer space.

Peach has of course been
kidnapped by Bowser (we would
expect nothing less), and the
terrible terrapin has taken her,
along with Toadstool Castle, into
the centre of the universe. To
get there yourself and rescue the
Princess you'll have to harness the
power of the stars by travelling
to nearby galaxies, each of which
are made up of sparsely scattered
planetoids, among many other
bizarre and brilliant levels.

Is it just
does thig
freall

category: Platform
players: +2
developer: Nintendo
publisher: Nintendo

available: November

In this way, Galaxy is very similar
to the previous two Mario games.
There is a hub, a small city that
floats in the middle of space, and
from this hub all of the game’s
levels (or galaxies as they are now
known) can be accessed. It’s a tried
and true formula, and it works
again perfectly here.

The real innovation is of course
the levels themselves. Instead of
a large continuous landscape,
Galaxy'’s levels are disparate
collections of planetoids, with the

price: $99.95 / rating: G

Apart from an
appearance by Mario’s

B B m brother, Luigi, Galaxy
also features a few other cameos
from the Nintendo universe,
including Yoshi (as a planet!), and

an appearance by Captain Olimar’s
space ship from Pikmin!

[sbkeoeve] The pengiuns from
Super Mario 64 return.

only way to travel between them
being to fly there.

The galaxies usually adhere to
a theme, including all the usual
suspects like fire, ice, water and
desert, although there are a few
pleasant surprises like the level
themed around a beehive, or the
one based entirely on toys.

The immense diversity of the
environments that you encounter
in each galaxy is also remarkable,
since even if a galaxy seems to
have an overarching theme, you'll
often come to a planetoid that is
radically different from anything
you've seen before.

Within each galaxy there are
numerous power stars to be
collected, 121 in total, and each
and every one of them has a
unique, fun and challenging
way of obtaining them — ranging
from simple exploration quests to
hardcore platform jumping, and
from defeating minor enemies
to battling against massive boss
characters. It will take only 60 stars
to finish the game the first time
around, but if you want to collect
all 121 stars, it will take a lot (a lot!)
more time — and even then there is
an far more exciting secret waiting



[above] Dragon breath? He
needs the “Bathroom Buddy”.

for you, which is so awesomely
spoilerific that we dare not tell you
about it here...

One thing is for sure; Super Mario

Galaxy has variety — and plenty of it.

IT’S-A-HIM... MARIO!
Mario himself is about as stripped
back as we’ve seen him for quite
some time. Unlike Super Mario
Sunshine, he doesn’t have any
new contraptions to toy with, and
unlike Super Mario 64, he can no
longer punch and kick enemies.
Instead he’s been returned to
his bear essentials. Mario has a
variety of jumps at his disposal
(the long-jump, high-jump and
triple-jump among them), and
by shaking the Wiimote you can
also make him do a spin, which
can be used to stun enemies and
to get a little extra height on your
jumps, among quite a few other
uses (ice skating, for example!).
Another key feature is the Star

We found Qlimar’s
ship, but where’s
the Pikmin?

Bits. Around each level there are
hundreds of multicoloured crystals
scattered about, and it's Mario’s
job to collect as many of them as he
can. Not only do the Star Bits give
Mario an extra life for every 5o he
collects, but they also function as
the currency of the game and you
can use them to buy your way into a
number of secret levels.

That's not all though, since
the Star Bits can also be used as
ammunition. By aiming the Wiimote
at the screen and pulling the B
trigger, Mario can shoot out the
Star Bits, and use them the stun
enemies, among many other tasks.

This also gives rise to a new kind
of multiplayer game for Mario
Galaxy; a second player is now
able top take control of another
cursor on the screen. Player two is
able to collect and shoot Star Bits,
but can also immobilise enemies
by grabbing hold of them with
the cursor, and can even make
Mario leap higher by pressing
the A button at the same time as
player one. The addition of the

»

co-op mode is certainly welcome,
although it is a poor replacement
for a real multiplayer mode. We
were really hoping for some Luigi
versus Mario action...

One last point to make about the
Mario of Super Mario Galaxy is that

his power suits have returned! Mario

now has access to a Bumblebee suit,
which allows him to buzz around
on tiny wings, a Spring suit, which
gives him a super-high jump, and
an Ice Flower, which lets Mario run
on water, creating a frozen walkway
as he goes. For the first time in a
long time the Fire Flower also makes
a comeback, and when collected it
clothes Mario in the classic white
and red overalls, and allows him to

[below] The classic Goomba,
Super Mario Galaxy style.

The return of power suits is nostalgic of
Super Mario Bros 3, and instantly gives
Mario Galaxy a classic feel.

shoot fireballs at will, and there are
still more power-ups that we don’t
have room to talk about.

The return of a large variety of
power suits is somewhat nostalgic
of games like Super Mario Bros 3,
and instantly gives Mario Galaxy
a classic feel — as if it needed any
more reasons to be called a classic.

MARIO DOES IT FOR THE CAKE
Mario Galaxy also looks fantastic,
although the Wii’s relatively meagre
pixel-pushing power means that
the game doesn’t have as much
technological impact as a game
you may play on the Xbox 360 and
PS3. The Wii’s maximum resolution
of 480p/480i, for example, looks
good on a standard definition

set, but if you're going to be
playing Galaxy on your brand-
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GALAKY OF GANIEPLRY
There is just so much more to say
about Super Mario Galaxy that we
could easily fill up another three
pages if we had the space. Just a

few of the other game features that
we didn’t get to talk about in depth
include racing on the back of a Manta
Ray, on a track made out of water,
floating in the vacuum of space, or
riding a Koopa-shell underwater

like a torpedo. There are even some
bonus levels that are designed after
the pixelated sprites from old Mario
games... really, if we don’t stop there,
we'll never stop.
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Mario reaches
for the stars
*groan*

spanking HDTV, prepare yourself
for more than a few jaggies.

Overall, the character models of
Mario and the Toads, Goombas and
Koopas that inhabit his world don’t
look too dissimilar to how they
looked in Super Mario Sunshine.
They are a little smoother, and
their animation has a little more
character, but overall they haven’t
changed too much. That’s not to
say that Nintendo have been sitting
on their hands in the graphics
department, since Galaxy does
look significantly better than its
predecessor.

The lighting in particular
has probably received the most
attention. Its has been greatly
improved over Sunshine, with
plenty of bloom, as well as
varying shades and effects that

New race discovered living
six inches underground!

denote what comets are flying
over your galaxy.

However, where Galaxy really wins
is in its classic art design. Mario
himself is as charming as ever, his
enemies are still just as cute as they
are menacing, and his allies, like the
bumbling Luigi (who makes several
humorous appearances in the
game), are as charismatic as you'll
find in any game.

Last night’s
vindaloo
catches up

All together now! “Flip it
over for massive damage!”

arrangements, and as a result
they’re neither as catchy nor as
memorable as the simple tunes that
have been taken from older Mario
games — but they are definitely easy
on the ears.

It’s a fairly bold call, but I'm
willing to make it — Super Mario

Super Mario Galaxy is better than Super
Mario 64, and for that matter it's better
than anything else on the Wii to date.

The soundtrack is another
highlight of Mario Galaxy, as it
features not only new compositions,
but also classic tracks from the
entire Mario back catalogue.
There’s the underground theme
from Super Mario Bros, the hammer
bros theme from Mario Bros 3, the
Bowser boss-fight theme
from Super Mario 64,
and more, all adding
a degree of nostalgia
and familiarity to
the soundtrack. The
newly composed
songs have a bigger
sound and are more
orchestral in their

Bloody amazing.

The best game on the Wii, | VISUALS
and easily one of the best
games of the year.

ssme Jggies, ot much lse.

Galaxy is better than Super Mario
64, and for that matter it's better
than anything else on the Wii to
date. There are certainly a few
things that I think could have been
better — the Bowser boss battles,
for example, aren’t quite as epic as
1 would have liked, and there are a
couple of levels that either re-
use bosses, or use mirror-
imaged planetoids from
other galaxies. Like any
game there is room
for improvement, and
while it may not be
perfect, it certainly
comes close. You get a
gold star Nintendo. <<
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How bad is it?

ne man, two hawt

= “W——1'm coming back.

Mass Effect

The mass of DANIEL VWILKS remains constant

Inevitably the mainstream media
will remember Mass Effect due
to the fact that you can have some
hawt alien lesbian sex with a blue
chick who looks pleasantly like
Drew Barrymore than they will the
fantastic storyline, stellar voice
acting and interesting characters
but them’s the breaks. You'll
probably also read more about the
rather large number of technical
flaws in the game, including, but

not limited to, serious framerate
issues, texture popups and
intermittent crashing than you will
the exciting and fun combat and
epic scope of the plot.

Players take the role of
Commander Shepard, a human
officer tipped to be the first human
Spectre; a kind of intergalactic
James Bond, a special agent with
a license to do whatever need be
done to achieve peace. The creation

N

bom Out €8
Travel 3 N7 © Exit

There are a lot of planets in the Mass Effect universe but not all of them can be
visited. Each system that you can access on the Normandy will feature only one
of two planets on which you can land. If there isn’t a main story mission tied to

the planet, players can explore the planet in the Mako, a six wheeled awesome-

buggy that can climb nearly vertical walls. These uncharted planets usually
contain a few mineral deposits that can be surveyed for cash, a pirate or Geth
(evil robot aliens) base and maybe a few alien artefacts that can be salvaged
for collection quests. Disappointingly, even though players can travel to the Sol

system you can’t actually land on Earth, only on the moon.
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Hey, weren’t you in
FF XI1? With some
fluffy chicks?

category: RPG

players: 1

developer: BiolWare

publisher: Microsoft

price: $99.95 / rating: MA 15+
available: Now

of the Shepard character is the first
indication in Mass Effect that you're
playing something that is not only
special but clever to boot. Although
the player is free to choose the sex,
appearance, class, background and
first name of their character, the
fact that the Commander Shepard
part of the name is immutable really
leads to a sense of immersion in the
game, as the character is referred

to by name in all the dialogue. This
may seem like a minor detail but
after slugging through countless
RPGs in which my created character
was referred to by some faceless
moniker such as “lord” or “chosen
one”, having a name put to my
character felt...well...special.

CHOOSE YOUR SHEPARD

Whilst the character creation may
not be on par with a wrestling game
(still the ultimate genre for creating
characters), players are given a
decent range of faces, skin tones,
hairdos and the like, enabling them
to create their ideal Commander
Shepard. After creating their look,
players then go on to choosing both
a career and a background for their
character — whilst the background
doesn’t alter the mechanics of
gameplay or character abilities in
any way it does change how some
characters respond to the player, as
well as a few side quests. Although
the careers have names such as
Soldier, Engineer and Adept they

basically fall within the wanrrior,
thief and mage archetypes, the only
major points of difference being that
Soldiers use ranged weapons instead
of melee, Engineers use technology
rather than stealth and Adepts use
“biotics” rather than magic. Three
additional classes, the Infiltrator,
Vanguard and Sentinel combine the
skills of two of the core classes.
Enough of the character creation
— how does the game actually
play? Well, to be honest, Mass
Effect does start in a rather odd
way, taking the player from an
intense introduction to the real-
time third-person combat to a
space station upon which there
is little to do for a few hours but
talk to NPCs and solve some basic
conversational quests. Although
the quests are fantastically written
and the characters are engaging,
the jump from all action to all
talking is more than a little jarring,
possibly even enough to turn some
potential fans away. It would be
a pity because after the first few
hours Mass Effect achieves an
almost perfect balance of action
and story as Commander Shepard
takes his beautifully designed ship,
the Normandy across the galaxy to
chase down a rogue Spectre and
uncovers a threat that could wipe
out all sentient life.



“And they said

having a flash-
light for a head
was useless!”

Mass Effect uses a morality
I l system that awards either
B = == Paragon (good) or Renegade
(evil) points depending on your actions. As
you progress as a paragon or renegade
new abilities are unlocked, such as more
charm or intimidate points, more damage
or a faster cool down on abilities.

WALK THE WALK, TALK THE TALK
Being an RPG, Mass Effect is all about
two things, talking and fighting

— two things that Bioware do well.

At least they do them well in games
we mean. We’'re not making any
guarantees that BioWare devs are all
witty raconteurs capable of whooping
more arse than the love child of

Mr. T and Chuck Zito, even though
we think it may be true. Anyway,

all conversations in the game are
controlled via an elegant branching
structure that allows players to
choose the way they wish to talk and
have Shepard turn that into words.

but instead can overheat if fired too
quickly — and the overall accuracy.
Overall it is a fun and engaging
approach to RPG combat but there
are some problems.

To aid you in battle, throughout
the game Shepard recruits six
traveling companions, two of which
can accompany Shepard on any
mission. Each of the companions
are fully realized with excellent
voice acting and personal histories
that are slowly gleaned through
conversation, sometimes even
offering side-quests tied in with
their personal histories. Companion

Being an RPG, Mass Effect is all about
two things, talklng and fighting - two
things that BioWare do well.

Once again BioWare have
changed up their combat
mechanics for a game, this time
using controls that will be familiar
to anyone who has ever played a
third person shooter. All combat is
played out in real-time so player
skill is required when it comes
to aiming, but character skills
leveled up throughout the game
influence the weapons players can
wield without penalty, the damage
inflicted, the rate of cool down
— weapons don’t have ammunition

Al is, however, quite
retarded, so it’s

not uncommon

to see one of your
party members
shooting a wall in the
middle of a firefght,
walking in front of your
gun when you're trying to shoot
(and bitching about friendly fire if
they get shot) or simply standing
around dumbfounded. Players do
have limited command over their
companions but it is limited to

telling them to find cover or attack,
neither of which really work. still
despite the obvious shortcomings
combat is a rather enjoyable
experience.

WEAPON JELLY

Before I start sounding too gushy

about the game there are a few

other sore points that must be

addressed. The inventory system

is terrible, racking up items in

an invisible list that you can

only access when you enter the

inventory screen, forcing you to go

through and painstakingly convert

individual items to “omni-gel”,

a catch all tech fuel, so you can

fit your loot into your prohibitive

150 item limit. Weapon

progression is a little lax

as well, with each of

the available weapon
models — shotgun,
pistol, assault rifle and
sniper rifle — remaining
constant throughout

the game, the only

differences with new loot

Fantastic story, character and
voice acting

Probably the best Western
console RPG available
- bring on the sequel!

The Tron
body suit,
version 3.0.

sometimes being the colour of the
weapon. Although not necessary
it would have been nice to see
some different weapon models
and perhaps some special or rare
weapons to really flesh out the
rather uniform game world.

Even though the framerate can
sometimes drop to the single
digits, Mass Effect is a stunningly
beautiful game. Character models
are fantastically realized and the
industrial design of places such as
the Citadel space station and the
Normandy is just brilliant. A ilm-
look filter really brings warmth to
the image and it smoothes out the
rough edges.

If you're a fan of RPGs then you
owe it to yourself to pick up a copy of
Mass Effect and set about exploring
and ultimately saving the universe.
You will have moments where you
will want to pull your hair out as
the game turns into a slideshow in
the middle of a hectic firefight, that
much is inevitable, but the rest of the
game is so good you'll soon forgive
the cruddy framerate. <<

& Poor framerate, texture pop,
P crappy AL '
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We haven't had a
I ' chance to play the
B B EE console versions
of the game as yet but we’ll
update you when we do.

Unreal Tournament 3

YURI SPADEFACE runs on the Unreal 3 engine

s ince the beginning of the
century gamers have long
fought over which multi-player

FPS franchise was best — Quake

11T Arena or Unreal Tournament.
Ultimately the choice comes

down to feel — whilst both games
approach the same content
(blasting seven shades of shit out
of other players or bots) the subtle
differences are what make them
such... different experiences. Quake
111 is @ much more pared down
game with a fairly straightforward
(and brilliant) selection of weapons
and maps. Unreal Tournament

took a slightly more fanciful route
with more outlandish weapons,
each with an alternate fire mode
and a wealth of game modes.

The fourth game in the franchise,
Unreal Tournament 3 (Epic explains
that UT 2003-2004 are part of the
same generation and therefore
are both UT2) takes a “back to
basics” approach, cutting down
on the gameplay modes and
outlandishness in favour of fast
paced combat and a stunningly
beautiful game world and character
models — well, stunningly beautiful
in that slightly shiny action-
figure way that all Epic games
look. Although this approach is
appreciated we can’t help but
feel a little disappointed with
Unreal Tournament 3 as, overall,
it feels like a pared down version
of UT2004 rather than a new game

68 HYPER»?

Nobody can run fast enough to
escape giant shoulder pads

in its own right. Worse, UT3 has
the feeling of being something of
a tech demo or obligation rather
than a fully realised game.

NO TOKARA?

Controls remain excellent and
responsive and the weapons are
still a hoot to play with, but one of
the major problems comes down

to the maps. Although the new
maps are well designed and very
attractive, UT fans have been far
too spoiled in the past with to settle
for so few. Unreal Tournament 2004
shipped with over 100 maps. Unreal
Tournament 3 has less than 20.
Each of the new maps is very well
designed for gameplay balance
and you won'’t ever get lost looking

In the future, Toduy;
Tonight cameras

still geidgbusedwﬁ'

category: Multiplayer FPS

players: TMulti
developer: Epic

publisher: Midway

price: $99.95 rating: MA 15+

available: Now

for someone to kill but for all of

the different architecture a number
of them feel the same, focusing

on a balance between indoor and
outdoor areas on a rather flat plane.
Sure many of the maps that shipped
with UT2004 were remakes of UT
and UT2003 maps but many of these
were fan favourites. Would it have

Looks great, fast paced action

Great fun but it feels
more like Unreal 2004.5
minus features

A Too pared back, feels like an
A obligation rather than a full game

VISUALS
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been too much to ask that these
maps be remade once again for the
newest iteration of the franchise?
Bitching about the limited number
of maps aside, Unreal Tournament
3 is still a lot of fun. All of the game
modes have their pleasures with
Vehicle Capture the Flag and Warfare
(a combination of the Conquest
and Assault modes of the previous
games) standing out as truly great,
with the new Necris vehicles, such
as a War of the Worlds-esque walker
lend the right level of outlandishness
to Vehicle CTF and the combination
of having to capture and hold key
points and progressive objectives in
Warfare ensures that players have
to work as a team to get the job
done. The obligatory single player
mode does away with the cheesy
but enjoyable sports entertainment
trappings of the previous game in
favour of a really cheesy revenge
storyline in which game mechanics
like respawn and capturing the flag
are explained away with technical
jargon. It’s incredibly silly but great
fun as the Al is top notch, whether
you're working with an Al team
to achieve an objective or simply
blasting away in a deathmatch. <<

SOUND




WINNING IS

EVERY THING

steelseries |

NECKBAND |

Developed for gaming and music
Retractable microphone
Full-size neckband design

Xbox 360 compatible

|
i
i
i
P
i
|
;

steelseries

IKARI o
|
| ¥ |
LASERMOUSE |~ |

40.000 SPS for unbeatable tracking
1,8 mm lift distance

Driverless plug-and-play

Fully adjustable 1-3200 CPI

steelseries @ - | ( S
i
i
|
i

\ | i ; |

\ | 1 |

| 1 1~ @ i

| 3 | o

| | | i

e | S |1

Soundscape engineered for gaming
Specifically optimized for FPS games
Pull-out microphone system

Can be dismantled into 3 pieces

Pro

L]
MMIM; professm!mg

SteelSeries is a leading manufacturer of peripherals for gaming and electronic sports (eSports), including headsets, keyboards, mice, mouse pads and mouse accessories. SteelSeries has been on the forefront of professional
gaming gear since fts inception in 2001, thanks to continued innovation and product development in cooperation with leading professional gamers.

Available at JB Hi-Fi www,jbhifi.com.au - Clive Anthonys ww.cliveantonys.com.au - Harvey Norman wwwharveynorman.com.au Distributed by ProGamer Australia v progamer.com.au



NIAURICE BRANSCONMBE needs tomorrow’s technology today.

c rysis looks amazing. That’s
probably the main thing you'll
take away from any encounter
with this visual tour de force — we
certainly did — but as we’ve seen
this month, there’s more to the
game than just a pretty render.

The spiritual successor to 2004’s
Far Cry, Crysis continues that
game’s legacy of juxtaposing jaw-
dropping tropical vistas with cap-
popping military combat, although
this time the realism has been taken
to a spectacular new high, in more
ways than one.

COMPUTER NEEDS UPGRADE... BADLY
The game starts out with our
protagonist, Lieutenant Jake Dunn,
codenamed “Nomad”, free falling
into an idyllic island paradise from
a ridiculously high paradrop. As
the ground rushes up at you from
bellow you get to see the full scale
of Crysis’ environments.

The world open to you is
absolutely huge, and although
there are some loading screens
between areas, most individual
sections of the environment are
several kilometres across. These
massive tracts of land are many
and varied, ranging from beautiful
sandy beaches to turquoise oceans,
white-water rivers, waterfalls,
mountains, valleys and everything
in between — and what’s more it all
looks gorgeous.

The lighting in particular is a

70 HYPERY

thing of beauty. As the game’s
scripted day/night cycle rolls
around you get to see red sunsets,
orange sunrises, white-hot middays
and dark starlit nights. Each light
phase imbues the scene with not
only realism but with a real sense of
atmosphere often unattainable in
most modern games.

0f course, the game’s stunning
visuals do come at a cost. Crysis is
the kind of game that isn’t really
meant to be played on today’s
technology. Rather, it is obvious
that developer Crytek have peered
into the not-to-distant future, seen
the kind of grossly overpowered
PCs we’ll all have several years from
now and designed Crysis to work
properly on those machines.

What does all this mean, you
ask? Well, it means that if you're
running a computer that hasn’t
been upgraded in the last couple
of weeks, you're probably going to
have a tough time playing Crysis
at its peak. For the graphics whores
amongst you, this will no doubt be
the inspiration you need to spend
up big on some new internals for

your PC, but for the more spendthrift

it will more likely mean that you'll
just have to put up with Crysis in its
medium or *gasp™ low settings.
Nevertheless, just seeing Crysis

running in all its resource-hogging
glory is enough for us to nominate
it as the frontrunner to win the most
gorgeous game of the year award.

[he ddngers bf o
PoBTly bETforimet |
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category: FPS

players: +Multi

developer: Crytek

publisher: ER

price: $99.95 / rating: MA 15+
available: Now

You know that envelope that
people are always talking about?
Crytek has pushed it.

CHUCK NORRIS NOT INCLUDED
Once you get past the staggering
beauty of the game’s visuals, there
is of course that other important
feature — gameplay. Thankfully
Crysis doesn’t disappoint here
either, as it plays essentially like a
supercharged Far Cry.

For starters, the premise and
story are far more intriguing. When
an island in the South China Sea is
invaded by North Korea and a group
of American archaeologists on the
brink of an exciting discovery are
taken hostage, Delta Force (sans-
Chuck Norris) are sent in to save the
day — with extreme prejudice!

Jake “Nomad” Dunn is part of

Yes, that is
an exploding
warship. Rad.

Crysis does of course have the
obligatory multiplayer mode,
including deathmatch and capture
the base modes. The maps are
extremely large, and we often
found that if you weren’t playing
with a full server of 32 players,
it could be hard to find a single
person. The massive environments
and thick vegetation seems to
encourage a lot of snipers to simply
camp in the dense bush — never to
be seen, until *boom* headshot.
It’s quite fun but it won’t be
replacing Team Fortress 2 as our
favourite multiplayer shooter
anytime soon.




If you

I l encounter

B = = any wildlife
while playing Crysis, like
the gulls, chickens, fish
or turtles that inhabit
the island - be Kind to
them. Picking them up
and hucking as hard as
you can into the air, or
using them as projectiles
to kill enemies is SO not
environmentally friendly
(it is fun though...).

this crack military squad and is sent
in to rescue the hostages and kill
anything that looks vaguely Korean.
Naturally things go awry when it
turns out that the aforementioned
archaeological discovery is in fact

a nest of hibernating aliens who
delight in killing anything that
looks vaguely human, whether
they’re Korean or not.

To aid the fight, Nomad has
assault rifles, a shotgun, sniper
rifle, rocket launcher and even
a gauss cannon at his disposal.

All of the weapons have several
different firing modes, ranging
from single shot to full auto

and can also be customised by
attaching silencers, new sights,

Nomad does have a secret Ay,
weapon up his sleeve. In fact, it ¥4

IS his sleeve!

scopes, underslung grenade
launchers and numerous other
accessories.

Vehicles feature prominantly
- you can take the wheel of jeeps,
trucks, civilian utes, jet boats and
hovercrafts on the menu. There’s
even helicopters!

Neither the North Koreans, nor the
Aliens, will go down without a fight.
The artificial intelligence is as solid

[above] Damn it - even guns
feature annoying popups now

as they come, with enemies ducking
and weaving out firing range, and
taking cover behind rocks, fences or
whatever they can find. They’ll call
for backup when they’re in trouble,
and try to flank you if you're a
holed up in one spot for too long.
Getting the better of enemies is
a formidable challenge but Nomad
does have a secret weapon up his
sleeve — in fact, it IS his sleeve.
Nomad is kitted out in the latest
piece of US military technology,
the "nanosuit”; a full-body outfit
that endows him with superhuman
powers of shield, speed,

strength and stealth.
Shield is the
obvious default
power, as it protects
you from enemy fire, but
should you need to make a quick
getaway, the speed power lets
you run faster than most cars. The
strength power comes in handy
when you’re jumping or throwing
things, particularly people, while

The secret
behind the
Hindenburg
disaster

the stealth power makes you all but
invisible, letting you get the drop
on unsuspecting opponents.

Each power has limited usage that
charges up when it’s not active, but
the juice always seems to run out far
too quickly for you to do anything
particularly impressive. The stealth
cloaking, for example, only last five-
to-ten seconds - not quite enough

to do much sneaking at all.
Having said that, they
do become incredibly
useful both in combat
and in simply playing
silly buggers in the
massive environments.
Ever wanted to take
a superhumanly high
leap off a waterfall and

into a river?

Looks freakin’ awesome. Great
tactical shooting action.

VISUALS
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Crysis is the kind of game that
you can do nearly anything you
want in. If you want to go in all
guns blazing, you can. If you
want to ride around in cars (or
helicopters), running over enemies
in between pulling doughies, you
can. If you'd rather sneak around
unseen, you can do that too. If
you're slightly weird (like me)
and want to go around beaning
people on the head with a washing
machine — you can even do that
as well!

For the sheer scope of its
military gameplay, the vastness
of its environments, and its
gorgeous visuals, Crysis deserves
recommendation. If you've got
the rig to do it justice, Crysis is
definitely worth your time. <%
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Resident Evil:
Umbrella Chronicles

f you've gone out and

bought yourself a Wii
Zapper you may be tempted
to play Umbrella Chronicles

category: Light-Gun
shooter

players: +2
developer: Capcom
publisher: Capcom

with the slightly awkward price: $99.95
gun setup. Don't — the PatNGIER 15+
available: Now

controls for the RE based
light-gun shooter don’t work
well with it. Why? Well, players need to use the B
button to shoot, the A button to pick up objects,
the D-pad to switch weapons and a combination
of buttons for various other activities such as
hacking away with the all-too-fast knife or
throwing grenades. It just doesn’t work. With
the Wiimote and Nunchuck in two different
hands, however, RE: Umbrella Chronicles is a
bit of old-school zombie-blasting fun, running
down, in action-packed and highly condensed
form, the events of RE: Zero, RE and RE3 with a
few side missions thrown in for good measure.
While the complexity of the game is limited
too how fast you can pull the trigger and hit
the right button to dodge attacks, it does do a
good job of fleshing out the RE universe, albeit
in a rather un-scary way — you're usually too
busy shooting to absorb any of the atmosphere.
Like the recent Wii edition of RE 4, Umbrella
Chronicles sports some impressive visuals,
making it one of the better-looking games on
the console. Ultimately though, while Umbrella
Chronicles is inevitably going to be a hit with
RE fans, the game really is too little too late
— we played House of the Dead years ago.

DIRK WATCH
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! franchise has made its

{ way onto Nintendo’s

! dual-screened console,

i and the only surprise

i yowll find here is that

it didn’t come out sooner.

Mario Party DS

Predicably enough,

category: Party
the Mario Party players: +4
publisher: Nintendo
price: $69.95
rating: PG

available: December

This is Mario Party as you either love, or loathe.

i All the familiar faces are back — as is the well-

! established Mario party formula. As before you’ll
i roll the dice and move around the board trying
to earn enough stars to beat your opponents.

The mini-games have always been the

! backbone of the series, and Mario Party DS doesn’t
! disappoint in this regard. There are more than

! 70 new mini-games, ranging from races, battles,

! card games, games of chance and games of skill

i and reflexes. Some of them are genuinely good,

! particularly the end-of-level boss battles, and

! fittingly there are plenty of touch-screen-based

i games, although the DS microphone, d-pad and

i buttons do get a thorough workout as well.

As always, the single-player mode is a bit of a

i drag. The CPU opponents you are pitted against

i are often unfairly balanced, and the A.lL is so

i elastic that a character in last place can easily go
i from having no stars or coins at all in the last five !
i turns, to having everyone else’s stars and most of |
| the coins by the time the game is over. '

As frustrating as playing alone can be, Mario

Party is really meant to be played with friends

i — three of them if possible — and fortunately one
i of this game’s strongest features is that you can

i set up a four-player party with only one copy of
i the game.

In brief, if you've got a few friends and four DS

consoles on hand, Mario Party DS can be a blast.
i If you're a loner, Warioware is still better for
i mini-game thrills.

VISUALS

i if you're thinking

i about buying Geometry
| Wars Galaxies, is not

i so much whether it is

i agood game — since

| VISUALS
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| Geometry Wars:
. Galaxies

category: Shooter

plagers: +2

developer: Kuju

publisher: Vivendi Games
price: $49.95

rating: G

available: February

he question you'll
have to ask yourself

it is — but whether or not it’s worth its asking

i price. Considering that you can get half of

i the game for around five dollars on the Xbox

! Live Arcade (and it looks a hell of a lot prettier
i there too), it is a bit steep to have to pay

; roughly ten-times that to play it on your DS.

Nevertheless, for those of you with money

sl to burn, the latest in Bizarre Creations’ series
S Baon Spfc (developed here by Kuju Entertainment) is just as

i addictive as ever in portable form.

As mentioned previously, Geometry Wars:

| Retro Evolved is included with this release in

| its entirety, with the new features being a new
! two-player mode, and the Galaxies mode — a

i career mode of sorts where you must travel from
! galaxy to galaxy, landing on different planets
! and annihilating their inhabitants. Each planet
! has a different shaped arena, different waves

! of enemies as well as “Geoms” to collect, a

! new currency for the game that can be used

! to buy more levels. In this sense there is more

! playability and replayability contained in

! Galaxies than the original, although the core

! mechanics remain unchanged.

Visually, there is disappointment to be had. A

i lot of the game looks the same as before, as it is

i mostly very simple vector shapes, however, the

! background grid that usually waves and undulates
i with the action in the XBLA game is completely

i static here offering no feedback whatsoever.

Despite some flaws, Geometry Wars: Galaxies

does still have the essence of what made the
i original one of our all-time favourite XBLA games.
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Consoles may come and go but a good gaming PC has been one of the
staples of the industry for as long as there has been an industry. Putting
together a decent gaming machine within a budget can be something of a
pain in the periphery. Whereas consoles are basically all in one units with
little in the way of customisation or upgrading that needs to be done, PCs
are all about customisation and upgrading.

Choosing what you want in a PC can sometimes be a daunting task as you

look through components trying to balance want with need - sure, everyone
would love a quad core system with 4Gb of high speed RAM, a couple of

74

8800GTX cards in SLI, a 30” LCD and all the trimmings but most of us can’t
afford the expense. We have to live within strict budgets and make sure that
we can pay the bills and rent as well as have some fun.

Well, for your pleasure (and hopefully a little bit of enlightenment) we've
taken the liberty of putting together three systems at different price points to
give you an example of what you can do depending on your budget, from
the ludicrous all the way through to the alarmingly tight.

Enjoy.



CPU + MOBO:

E AMD PHENOM QUAD-CORE 9600 (2.3 GHz)

AMD 790 FX
www.amd.com SUS 283

Intel’s Penryn QX9650 processors have benchmarked well and set a high
bar for the AMD Phenom processors (9500 and 9600) to reach. But while
the recently released Phenoms may clock lower speeds (2.2 & 2.3 Ghz to
Intel’s 3 Ghz), when they are combined with the 790 FX chipset and ATI
3800 series they are a force to be reckoned with. New HyperTransport 3.0
technology means the AMD processors have expanded system bandwidth,
which equates to 14.4 GB/second of high bandwidth I/O. When this is
combined with the bandwidth of AMD PCI Express 2.0 chipsets and ATI
graphics processors, the AMD Spider platform is gutsy enough to produce
smooth HD playback, enhanced multi-GPU graphics and high-speed disk

and network inferfacing.

M 4 X ATI RADEON HD 3870
www.amd.com 4 X US $219

DEARDLY GAMING DUWER: HE AMD
SPIDER PLATFORM

We can already hear the chanting, graphics, graphics, graphics! The spider
platform is for gamers wanting the power of multi GPU at a competitive
price and this is where its strength lies. In a nutshell the platform consists

of the new AMD Phenom Quad-Core processor with the ATI Radeon HD
3800 series graphics processor, and AMD 7-Series chipset, and while you'd
probably find higher spec components out there, the obvious strength of
the Spider is the sum of its parts — which, we might add, are glued together
with some pretty nifty technologies. Two of these technologies are Microsoft
DirectX 10.1 support and ATI CrossFireX. CrossFireX provides graphics-
hungry gamers with the option to increase their systems’ performance by
harnessing up to four ATl 3800 series graphics processors in the one PC. In
case you were wondering, this essentially means supercomputer graphics
power. What's more, the 3800 series are more energy-efficient than
previous ATl graphics processors and produce less heat... Cool!

i phenom FX |

Power officiency has been a priority
for AMD ever since the Radeon

HD 2900 XT was claimed to use
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