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=== STlFF . :.Jii.:... People Who Actually Get Paid To Play Video Games 

NOBODY'S 
PERFECT 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

A day doesn't go by that my inbox isn't greeted by an 
email from a faithful Game Informer reader who feels 
that Game Informer either a.) hates Nintendo or b.) 
really hates Nintendo. 

My admiration for Nintendo and its rabid fanbase 
runs deep. In fact, for a big part of my life, I found it 
very hard to find any fault in anything Nintendo did. 
Nintendo brought the world groundbreaking software 
like Mario, Metroid, Smash Bros., and Zelda. What is 
there not to love about a company that delivers such 
amazing games? 

To this day, Nintendo is still one of the best develop
ers in the world. I don't think anyone can deny that 
its ability to be successful and innovative (for as long 
as it has) is something that no other company may 
ever match. 

That said, I am perplexed by how many people are 
willing to simply ignore some of Nintendo's faults -
much like I did for all those years. No video game com
pany is beyond reproach. They are all going to make 
mistakes. Some bigger than others, but at some point 
Nintendo's faithful need to realize that we don't point 
out Nintendo's mistakes out of hate. We do it because 
that's our job. We love the company just as much as 
the rabid fans out there; everyone who has ever picked 
up a controller needs to play Nintendo's long list of 
greats. Those classics made the video game industry 
what it is today. 

But there is no sin or foul or underhanded dealings 
going on when it comes to our coverage of Nintendo. 
You could perhaps argue that we expect more from a 
company with Nintendo's pedigree. But these aren't 
expectations we wouldn't put on any other company. 

So please, try to remember that we don't hate 
Nintendo or the Wii. Great games are great regardless 
of what system we play them on. But Nintendo is going 
to get called out just like everyone else, so let's stop 
believing in ghosts that simply don't exist. Just because 
you look at them doesn't mean they stop in their 
tracks, and when you look away, they won't creep up 
behind you. Umm, ok .. . maybe they do in Super Mario, 
but this is the real world: nobody's perfect and when 
we call out Nintendo for its mistakes, it's not out of 
hate. It's out of respect. 

Reiner>> reiner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Action, First-Person Shooteis, Strategy, Sports, 

' Fighting Interests: Beginning The Hunt For 100,00'.l Gameiscore, Telling Interior Designers To Make 
My House Look More "Dealh Sia( And Less "livable," Anything Muse Dislikes: The Increasing 
Price Of Dov.nloadable Garnes, Saeaming Al. The Top Of My Lungs While Playing Dead Space 
In FronlOf NFL Players(AnyOfYouGuy.; HaveA TISSUe?), Webisodes Q Realo/ Have To Watch A 
Crappy Feed To Get The Entire LOSI/Battlesiar Experiencel) Current Favorite Games: Dead Space, 
Siar Wars: The Force Unleashed, Geometiy Wars: Retro Evolved 2, Braid, NHL 09, Rock Band 2 

Matt>> matt@gameinformer.com 
Handle: The Original Gamer Expertise: Firsl-Person Shooters, Actioryf'latlom1, Actiory 

1 Adveniure, ActiorySports Interests: Nomo - Ghost Rod. (Best Live Band I've Seen In Ages), 
(' I'm Not There,tnfidel By Ayaan Hirsi Ali, My Wife Compleling Her First Triathalon (Good Job1) 

Dislikes: Paramore (Keio/ Clarkson For People Too Cool To Like Keio/ Clarkson, Wilh Worse 
Songs Than Keio/ Clarkson), Forest Fires, Disease, Third World Dictators, Spam (Both Kinds) 
Current Favorite Games: Rock Band 2, De Blob, N+, Tiger Woods PGA Tour09 

Kato>> kato@gameinformer.com 
Handle: The Game Kaiana Expertise: Sports, Racing, ActioryAdventure, ActioryRPG 
Interests: Good Foley Work In Movies, Perth's Tame Impala (Cream, Stoner Rock), The Crown 
Burger - Grilled Beef Patty Topped With Pastrami W/ Cheddar In The Middle Dislikes: ESPN 
(Irrelevant Uninformed, And Too Self-Involved), Game Freezes & Bugs That Pop Up In Retail 
That Aren't In The Review Copy (See Madden) Current Favorite Games: NHL 09, Pure, Rock 
Band 2, Skate 2 

Adam>> adam@gameintormer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: The Fact That Bliuard Seems To Finalo/ Understand What To Do With The Mage Class 
In Lich King (Hint: Make Us Better Than Warlocks At Something), Scrubs, Neal Stephenson's 
Baroque Cycle Dislikes: Making A Decision Between Three Awesome MMOs To Play This 
Winter, AT&T's Unwillingness To Make More Money Off Of Me Via iPhone (Bite Me, I Won't Be 
Soaked For Yet Another $200), Comcast Failing At Cable Current Favorite Games: Diablo II, 
Heroes Of Might & Magic Ill, Fantastic Contraption, Civilization IV: Colon~ation 

Joe>> joe@gameintormer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puule 
Interests: Wonderfalls O Blame Reiner For Not Recommending This Sooner), Dead And 
Break/OSI (David Carradine? Zombies? Sold), Innovating In The Field Of SimHarassment 
Dislikes: The Atomic Bomb Interpretation Of Braid, Surprise Princesses In RPGs (You're Not 
Fooling Anyone), Tropic Thunder (Probabo/. I Haven't Seen It But Ben Stiller Sucks) Current 
Favorite Games: Braid, Siar Wars: The Force Unleashed, LittleBigPlanet lnfinrte Undiscovery, 
Castle Crashers. Overlord II 

Miller>> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/ Adventure, Platlorm, 
First-Person Shooters, Music, Puzzle Interests: New Nieces (Hi Stella0, Getting Back Into 
Six Feet Under, Minipop'sA New Hope Dislikes: An Overabundance Of Camping Trips, 
Commercialization Of The Olympics (Are Olympians Really Eating McDonald's French Fries?) 
Current Favorite Games: Star Trek Online, Braid, Geomet,y Wars Retro Evolved 2, Rock 
Band 2, Galaga Legions 

Bertz >> mattbertz@gameintormer.com 
Handle: lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, Strategy 
Interests: The Return Of Dexter, Fantasy Football Draft Day, Firewater- The Golden Hour, 
NFL Opening Kickoff (About Time), The XBLA Content Surge (It's Working? Dislikes: Tarvaris 
Jackson's China Doll Syndrome, People Who DVR The Olympics Opening Ceremony, Tony 
Kornheise(s Laughable Comb-Over (Get It Cut Dude?, Sha(o/ Auto Dealers Selling Cars They 
Promised To You (Looking At You, Walser Toyola) Current Favorite Games: Rock Band 2, 

- --• NHL 09, Civilization N: Colonization, Dead Space, Braid, Bionic Commando Ream1ed 

~~ 
Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platlorm, Survival Horror, First-Person Shooters Interests: Star Trek TNG (Rewatching The 
Classics), Homemade Beer Party '08 Featuring The Best Tapioca Pretzels Ever Consumed 
Dislikes: How long It Takes To Write Your Own Comic Book, The Mass Prune Juice 
Consumption Experiment (It Was A Disaster) Current Favorite Games: Braid, N+, Schizoid, 
Geomet,y Wars: Retro Evolved 2, Dead Space, Civilization Revolution, Soulcalibur N 

Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platlorm, Driving, 
First-Person Shooters Interests: Dexter, USA. Football, Roast Beef 
Dislikes: The Redeem Team (Please Shoot IM1oever Came Up With This 
One), The lndust,y Not Showing Tim Schafer The Respect He Deserves, 
The Death Of Flagship Studios Current Favorite Games: Mario & Luigi: 
Partners In Time, World Of Warcraft, Braid, Dead Space, Rock Band 2 
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Bryan>> bryan@gameinformer.com 
Handle: The Game(s Advocate Expertise: ActioryAdventure, RPGs, Survival Horror, First
Person Shooters, Music Interests: The Rock Band Super Krt (Some Call It Ion), The Great 
Game Informer Tour Of Europe, First Time Home Buying Dislikes: Schizoid's Second Player Al 
In The Single Player Campaign (It's Like Teaming Up Wrth leeroy Jenkins) Current Favorite 
Games: Guitar Hero World Tour, Rock Band 2, N+, Pure, Schizoid 
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Just Buy It 
Braid was released on Xbox Live Arcade recently, and I want to 
know what you guys think of the price controversy. I played the 
demo several times and thought that it was a very good game, 
but then I saw it would cost me 1,200 Microsoft points. Judging 
on how well I did on the demo, I don't think this game is chal
lenging or long enough to be worth 1,200 points. It should be 
just 800 like almost every other game on Arcade. 

Braid is unquestionably worth 1,200 points. The only reason there 
is controversy surrounding the price is because it deviates from 

Tyler Simmons 
via email 

the typical 800 points, but Braid isn't the first or the last to break 
that convention. It's not part of some sinister Microsoft conspiracy 
to rob you of your money. Deciding to not buy the game out of 
protest is stupid, since you're only denying yourself a remarkable 
experience. What you saw in the demo may be representative of 
the gameplay, but it certainly doesn't give you the perspective to 
judge the game's overall value. Trust us: Paying only 1,200 points 
(S 15) for a game as unique, beautiful, and compelling as Braid is 
an absolute steal. 

, 1///// 
Cowabunga? 
Your Top 10 Comic Book Games article has 
a severe flaw: How the hell did the Teenage 
Mutant Ninja Turtles arcade game NOT 
make the list? Don't forget that TMNT start
ed as a comic book before it erupted into 
lV shows, movies, toys, and video games. 
I personally spent more money playing that 
game at the arcade as a kid than I spent on 
my Xbox 360. I suggest you amend your 
Top 10 to include this important (and awe
some) arcade classic. It is clearly better than 
every other game on the list! 

Anonymous 
via email 

We agree that Konami's TMNT four-player, 
side-scrolling brawler is an arcade clas
sic. It was practically assured a place on 
our list, but there was a small problem: 
Though TMNT started as a comic. the 
game was based on the animated series. 
That cartoon was a considerable devia
tion in tone from the comics, and while 
many of the characters were present, it 
would have been a stretch to claim that 
it was faithful to the original concept 
While we're on the topic of four-player, 
side-scrolling Konami games ... Why hasn' t 
The Simpsons brawler been re-released? 
Someone's rei!IIY been asleep at the 
wheel on that one. 

1/////////, / 
Remember Gex? 
Have you heard anything about a new Gex 
game? 

Kellen McIntyre 
via email 

Nope. The developer of the Gex series, 
Crystal Dynamics, has spent the last few 
years breathing new life into the Tomb 
Raider franchise. That's probably a good 
decision, since the anthropomorphic ani
mal platformer market just isn't as hot 
as it used to be. It may leave Gex out in 
the cold, but it also means we don't need 
to put up with B-list poseurs like Blinx 
the Time Sweeper anymore. If Crystal 
Dynamics were to return to one of its old 
series, we'd be more pumped for a new 
legacy of Kain. Here's a little tip you can 
take all the way to Vegas: If it ever comes 
down to gecko versus vampire, always bet 
on vampire. 

, , , , , , /////// 

The Gaming Hierarchy 
Who the hell does Vincent Dimitri think he 
is, referring to Halo players as " sub-nor
mals" (Dear GI, issue 184)? Look. Vinny. I 
grew up with Zelda, and I play Halo. If the 
"thinkers• (as you call them) are the ones 
who enjoy lighting torches, pushing blocks, 
and chasing monkeys, then I'd rather hang 
out with the sub-normals who enjoy tacti
cal thinking. tight controls, and characters 
who actually speak. Vincent, people like 
you are the reason that Nintendo gets 
away with telling the same tired story 
game after game. I'm not telling you 
what to play, but don't imply that you are 
somehow better than me because you like 
Zelda more than Halo. 

Alan Bothe 
via email 

Whoa! Sub-normals can write!? Naw, 
just kidding, Halo fans. The truth is it's 
unwise to make assumptions about 
anyone based on the games they 
enjoy playing. Personal tastes in video 
games are just as diverse as those in 
music, film, and literature. If you think 
the way your preferences align some
how grant you a measure of superior
ity, you' re just wrong. Unless you're 
talking to someone who likes Scary 

I 
Movie and those god-awful spin-offs. 
In that case, you are better, but it's still 
impolite to flaunt it 

Time To Decide 
I've always had one simple question I 
wanted to ask game journalists: Do you 
buy your multi-platform games on the 360 
or PS3, and why? 

Matt Sutton 
via email 

No one on staff chooses one console 
and sticks with it across the board; we 
usually take it on a case-by-case basis. 
Games with major competitive online 
modes, like can of Duty 4, tend to 
find a better home on the 360. On the 
other hand, Devil May Cry 4 feels more 
natural on the PS3 because the button 
layout is identical to previous install
ments. But there are other things to 
consider. What if you don't care about 
Achievements? What if you don't have 
an Internet connection? What if you 
hate mandatory installations? Numerous 
factors can dictate which system is the 
better choice for a given individual. That 
probably isn't the clear-cut answer you 
were looking for, but the question isn't 
as simple as you'd think. 

Send your comments to Game lnlormer. Snail Mail: Game lnlormer Magazine • Alln: Dear GI • 724 Norlh First St., 4Ih Floor • Minreapolis, MN 55401 Email: deargi@gameinlorrner.com 

GI [QM MUN ITY I Came Informer has a thriving online community, and 1h15 is where they can THE QUESTION 
. sound off about issues facing the gaming industry today What is the scariest moment in gaming? '. 
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Do yoo want to make your voice hca,d? 
Weigh in wij\ your opinion at www.gamtilfonntr.conyforums 
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Storytime 
It's great to see GI spending time with the 
writers of some of my favorite games, but 
I keep seeing a sentiment repeated when 
comparing video games to other enter
tainment media: video games are active, 
while others are passive. This is an over
simplification. Each medium tells different 
kinds of stories using different methods, 
all with varying strengths and weaknesses. 
Comparing these media is becoming more 
and more inappropriate as the artists take 
full advantage of what their particular 
medium does well, excelling and diverging 
down different paths. 

Christopher Mehmed 
via email 

I just read the article 'Toe Art of Writing" in 
issue 184, and I have a few things to say. I 
want to become a video game writer once 
I get out of college, and I agree with some 
of the things that the writers in the industry 
had to say, but not all of it. Player-driven 
storylines are becoming more popular (and 
better as time passes), but I don't think they 
can ever match up to a story that is not con
trolled by the player. Could games like Mass 
Effect really deliver the same experience 
if players were actually making significant 
plot decisions? At what point does it just 
become like one of those terrible Choose 
Your Own Adventure stories? It is interesting 
to see the perspectives of professional writ
ers, but I don't know if player-driven narra
tive is the future. 

Colin McCord 
via email 

We're happy that this feature gener
ated as much response as it did. 
While not everyone cares about story 
in games (some even religiously skip 
cutscenes), many gamers are evaluat
ing the role that writing plays in the 
experience. The quality of the narra
tives, as well as the role they should 
play in the future, is still up for debate. 
But it's a good sign that it is such a hot 
topic in the industry. It means people 
care about it one way or the other. 
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JONATHAN VALVERDE 
Akuma gives Ryu and Ken waving lessons. Ryu's trying, 
and Ken apparently had to learn the hard way 

reader 
art 

@ DEREK BORTZ 

Enter thf' G,ime Informer Reader Art Contes!. All you need to do is draw, p.3int. SCMtch, 

SJ)f~ or cdrve the best dam art you can think of dnd send tl to us. Pfedse indude your 
nJmt•, µhone number, and return address. If you're the monthly Wlnner, ... ve'II fedture 
your wrnk 1n GI and you'll receive a Video game pnze from the Game Informer vault 
All entne~ become the property of Game lnfomler and Cdn't be returned. 

@ PATRICK DUMAS @ EUSAGARAY 

Send to: 
C.irr.t· !dorrr.t•r 

Read( r 1\rt cc:1:c·sl 

04 h! t..: ~ 
t.1h f.ioui 

~-1pl,;. !,1~ '.>'>401 

They may be predictable, but at 
least Piranha Plants have killed 
more gamers than Goombas 

Tearing this pidure w and eating ~ will 
fill you with germs, virtually guarantee
ing you a sick (a.k.a. vacation) day 

The e'1/enls al the RaplJ.re Olyn1)ics 
include the 'Mench Smash. Telekiletic 
Disrus. and Shocx ~ kl The WcJts 

ORION ARATA 
If Big Daddy took off those gloves, maybe 
he wouldn't still be stuck on Easy 

NIOIOLAS ALDRIDGE 
The cast of Soukalibur V, in which no 
original series characters are returning 
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DATA FILE 
More News You Can Use 

EA CHARGES THE NET 
EA Sports is branching out in a new direction 
with an unnamed tennis franchise that centers 
on Grand Slam tournament Wimbledon. The 
2009 game (being developed by EA Canada) 
will appear first on the Wii, and it will be the 
publisher's first title featuring Wii MotionPlus. 
The game will move to other pladorms at a 
later date. 

PRECISION STEEL 
Ubisoft's Red Steel (shown) was a game of 
unmet promises when the sword and gun battler 
released at the Wii's launch. Now that WiiMotion 
Plus has been announced, the publisher is 
conftdent that Red Steel 2 will feature improved 
kalana combat 

PS3 RED ALERT IN FLAMES 
Electronic Arts has cancelled the PS3 version 
of Command & Conquer: Red Alert 3, saying 
the system is "very exotic and tough to develop 
for, and our engine realty at the time wasn't 
designed for PS3." 

MIDWAY'S AUSTIN 
STUDIO HIT HARD 
Midway recently cancelled an as-yet-announced 
project at its Austin studio (Area 51, BlackSite: 
Area 51 (shown!) and laid off around 100 
employees a week after reporting a disappoint• 
ing fiscal quarter. The studio will continue to 
wort< on future projects. 

TECMO PRESIDENT QUITS 
Hot on the hee~ of Tomonobu 11agaki's resigna
tion, lawsuits. and employee discord, Ternco 
president Yoshimi Yasuda has resigned from the 
company for ·personal reasons." In his resigna• 
tion staternen~ 11agaki got pe,sonal, saying that 
Yasuda was ·a man who chooses not to honor 
promises even when he is able to do so." 
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Perf ormance you 

may never have 

thought possib le 

from only two 

speakers this small . 

The Bose Computer MusicMonitor® was developed for t he 
growing number of people who use their computers for 
personal entertainment, and want accurate sound repro
duction from a small and elegant system. According to 
Rich Warren of the News-Gazette, " If you want a pair of 
exceptionally small speakers with incredibly big sound for 
any purpose, listen no further." 

Our best two-piece computer sound system. Until 
now, the rich low tones necessary for high-quality desktop 

sound have come only from large speakers 
or three-piece systems with a bass module. 

The MusicMonitor® establishes for us 
a new threshold in the accuracy of 

• music reproduction. As Arlen Schweiger 
1 Ill, _ .., of Electronic House reports, "The 
~ ~ folks at Bose rea lly know how to 

shrink a product w hile maintaining a big 
sound." It is the fi rst t ime we have been able to produce 
sound quality like this w ith only two such small enclosures 
containing all the electronics and speakers. 

Proprietary Bose technologies. The unexpected sound 
quality is made possible through a combination of unique 
Bose technologies, including our dual internal opposing 
passive radiators. This invention allows the system to deliver 

faithful low note reproduction and musical accuracy, 
despite its sma ll size. Dennis Barker says in Digital TV 
DesignLine that "after a listening test, I was quite impressed 
with this tiny pai r of speakers." 

Enjoy all your digital entertainment with the 
richness it deserves. The contemporary metal design 
and small size make the MusicMonitoi4 system a welcome 
addit ion to your desk or workspace. Digital music files 
sound more lifelike than they would with 
ordinary computer speakers t his size. 
Downloaded videos sound better, too. And 
setup is simple. It should take you about as 
long to connect this system as it takes to 
remove it from the box. 

Listen risk free for 30 days1. The best way to judge 
the performance of any sound system is in 
the unique acoustics of the environment 
where you'll use it. That's why we 
invite you to t ry the MusicMonitor® 
risk free for 30 days. When you call, 
ask about using your own major credit 
card to make 12 easy payments, with no 
interest charges from Bose.* Then listen, and 
discover why Bose is the most respected name in sound. 

1-800-407-2673, ext. CH336 I www.Bose.com/CMM _HOSE® 
Better sound through research® 

"Bose payment plan available on orders of S299·S1500 p~id by major credit card. Separate financing offers may be available for select products. See website for details. Down payment is 1/12 the product price plus apphcable tax and shipping charges, charged when your orde~ is shipped 
Then. your credit ca,d w,U be billed for 11 equal monthly mslallments beginning approximately one month from the dille your o,dm is shipped. with 0% APA and no interest charges from Bose. Credit card rules and interest may apply. U.S. residents only. Limit one active fina~cmg pro0ram 
per customer. ©2008 Bose Corparation Patent rights issued and/or pending Financing and free shipping offer not 10 be combu'ICd with other afters or applied to previous purchases. and subject to change without 001ice. Risk free refers to 30•day trial only and does not mclude return 
shipping. Delivery is sub1ect 10 l)foduc1 ava1lab1h1y. Ouo1es rcl)finted with permission. , 
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Parents' 
Perspedive 

KIT SILVAYNE 

Life With Pokemon: 
"They love this. A lot of games out there are educa
tional, but with Pokemon they learn math, strategy, 
good memorization, vocabulary, etc. Since it is one 
of their favorite things, they do it a lot. It drives my 
husband crazy sometimes, but they are good at it and 
they love it." 

Gaming Policy: 
"I home school, so during the school year they have 
to get their school work done first. Sometimes they 
have to get their chores done first, but when we were 
getting ready for this competition I let the chores and 
everything else slide so they could get ready, because 
it's really an educational game. It's like chess. It helps 
you become logical and think things through." 

Time Together: 
"I play Pokemon too. We started playing it in 1999, 
but I started playing it because of them. They wanted 
to play, but Knight couldn't read yet, because he 
was only three, so I sat down with my two sons 
on the couch and helped them out. It encouraged 
them to read because they wanted to play it so bad. 
Other people play Monopoly with their kids, I play 
Pokemon." 

Decorating Tips: 
"If you could see their room, it's Pokemon everything. 
I had to get the curtains from Australia, because they 
didn't make them in the United States'.' 
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Accomplishments: 
In mid August, more than 400 players repre
senting nearly 30 countries across six conti
nents converged on Orlando, Florida for the 
Pokemon Diamond and Pearl Video Game 
Showdown. Knight Silvayne emerge unde
feated, beating the top 64 regional champs 
from both the United States and Japan. 

Origin of Skills: 
"My mom and my brother were playing it 
when I was three," said Knight about how 
he first got interested in playing Pokemon. 
Knight's uncle had sent his family videos of 
the Pokemon cartoon when he was young, 
and that was Knight's first taste of the 
Pokemon world. It wasn't long afterwards 
that they discovered the video games and 
got hooked. 

The Key to Victory: 
Knight can boil his victory strategy down 
to one word, "Sandstorm." 
That's the move he. primar-
ily used in order to win the 
tournament with his team 
of Hippowdon, Metagross, 
Garchomp, and Groudon. 
'We practice the team on 
Pokemon Battle Revolutions," 
Knight explains. He 
practices against his 
older brother and 
mom, and spends 
weeks getting his 
team ready for matches 
against other players, some
times going to bed very late. 
The day before the tourna
ment Knight stayed up until 
two in the morning rebreed
ing one of his Pokemon. 

Knight 
Silvayne 
The Pokemon 
Master 
Game Informer scours the leader

boards in search of the best of the 

best, uncovering the person behind 

the handle, and learning his or her 

~trategies. So, if you get a pesky mes

sage over Xbox Live or PlayStation 

Network from GamelnformerMag, 

please don't delete il You could be 

our next featured gamer. 

Other Games: 
"I play Animal Crossing, Harvest Moon, and 
Geometry Wars." Knight now has four Wiis 
after having won two additional consoles at 
the Pokemon event. When we asked him 
what he planned to do with all that hard
ware, he said, "I'm going to put one in my 
room, one in my brother's room, one in my 
sister's room, and one in the play room." 

Life Outside of Video Games: 
1 like to play Pokemon cards and catch 
bugs," Knight says. His other hobbies 
include cooking and playing in the garden. 
He plays outside a lot and likes to play with 
his cats and his pet rabbit, named Darth 
Mittens. 

l'uture of Pokemon: 
"I would love an evolved form of Purugly 
that was flying/normal type, and I would 
like the daycare to ask before they delete 

a move ... using 
the 'poketech'." 
He also encour
ages an upgrade 
to the breeding 

system that would 
allow him to set 

the gender of 
new Pokemon 
before they 
are born. 

■ Purugly 

Name: 
Knight Silvayne 

Age: 
11 

Hometown: 
Chicago, IL 

favorite 
Pokemon: 
Purugly 

favorite Attack: 
Body Slam 

Longest 
Pokemon Battle: 
10 minutes 

Practice 
Time for 
Tournaments: 
10 hours a day 





For the first time ever, I played more downloadable games in my free time this month than those on disc. With 

the wave of big holiday releases on the way, I'm sure thafs likely to change. However, it was amazing that so 

many remarkable titles hit the download scene so close together. Between Braid, Geometry Wars Retro Evolved 

2, and Pixellunk Eden, I was hard pressed to find time for much else. This phenomenon could easily expand 

into seasons other than late summer. The retail publishers still have a hard time taking their big guns out of 

the holiday time frame. Am I the only one that would welcome more short form downloadable games hitting 

during some of those other dead times during the year? 

VV ith that said, a num-
ber of downloadable 
releases are braving the 

dangerous waters of the next few months. 
One of the biggest surprises for me was 
Tetris Party, a WiiWare title that should 
release before the end 
of the year. I feared 
the game would be 
another clone of 
something I've played 
a million times, but 
I was increasingly 
impressed the more 
I heard about it. 
Standard Tetris options 
are included, but a 
heap of cool additions 
set the game apart. 
A beginner's mode 
caters to kids and 
other new players, 
where large blocks 

and slow speeds ease you into the 
experience. A clever variation called Field 
Climber drops a tiny little guy onto your 
pile of tetriminos, and .you must build 
him a stairway to the top without crushing 
him. There's even a strange race mode 

where you guide a single piece through an 
obstacle-laden maze by twisting past seem
ingly impossible corners. Multiplayer modes 
include both cooperative and competitive 
options, and up to six players can play 
online at once. While I've yet to try it, there's 
even a Wii balance board option for those . 

who want a little physical activity with their 
puzzle solving. 

On the tail end of Xbox Live Arcade's 
impressive release schedule in August, 
Shred Nebula should release around the 
time you read this. CrunchTime Games 

has crafted a space com-
bat title that feels like 
the long lost descen
dent of Asteroids. 
Admittedly, the con
trols take a few min
utes to learn. Multiple 
weapons, deployable 
shields, and inertia
based thruster move
ment deliver plenty 
to keep track of as as 
you zoom your little 
spacecraft around the 
gorgeous outer space 
backdrops searching 
for a lost expedi-
tion. A score attack 

mode awaits those 
who want a break 

from the story, while 
online and offline multiplayer 

modes allow up to eight players to battle 
in the empty reaches of space. For those 
hungering for a little more complexity in 
their shooter than the "left stick moves, 
right stick shoots" mechanic, it's definitely 
worth a look. 

Both Live Arcade and PlayStation 
Network will play host to a bunch of lost 

sheep if Flock 
gets herded into 
the December 
release corral. 
During my limit
ed time with the 
game, it struck 
me as a title 
easily compa
rable to the clas
sic Lemmings. 
You fly a UFO, 
guiding farm 
animals into the 
mother ship for 

purposes that 
thankfully remain 

largely unexplained. 
Needless to say, a number of challenges 
and puzzles block your way. The idea of 
shepherding squishy stuffed animals through 
impossibly dangerous obstacle courses is 
charming, and I'll share my thoughts if I play 
it again before final release. ■ ■ 

,. Rag Doll .Kung Fu: Fists of Plastic 
Last time I mentioned this cool pirate-themed game it was called Plunder. Suffice 
to say, it's just as fun with a new name as it was with the old. The ,ace to collect 
resources and conquer towns via fast-paced grid movement makes this title perfect 
for frantic multiplayer matches. • 
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You're not playing this yet?What's wrong with you? Download this game as soon as 
possible, get some friends together, and relive the glory days of the side-scrolling 
brawler with the added option of beating your buddies over the head to get a kiss 
from the princess. 

Original~ a shareware PC title from the co-founder of littleBigPlanet developer Med~ 
Molecule. this expanded release for the PSN indudes crazy modes like Capture-the
f"osh, ""1ere you compete with otfler players to retrieve slippery seafood and transport 
~ aaoss Ifie screen. The surprisingly fun and exaggerated physics v.ill ke,p party 
gamers laughing, and the game has enough features to entertain for a while. 



3 Doors Down- It's Not My Time song 1761. ---
Ashanti· Good Good song1765 

Chris Brown • Forever song1766 

Kardinal Ofhshall / Akon • Dangerous song1769 

• • I 

Helly -SteppedOnMyJ'z song1774 
:1 , I 

PussycatOolls· Whenl Grow Up song1776 

Ray-JI Yung Berg Sexy Can I song1777 



BAD GOOD 
We've complained about the Xbox 360's stiff and unresponsive 
d-pad since day one. Now, years alter it made its goMorsaken 
appearance with the original Xbox, Microsoft is finally doing 
something about it . .. for everyone not living in America. Al 
Leipzig's Games Convention, the company announced a 
limited edition green controller with a redesigned d-pad only 
for Europe, Asia, and Latin America. Predominately d-pad con
trolling titles such as Pro Evolution Soccer 2009 are believed to 
be the reason for the move. Finally, this country's shunning of 
soccer has come back to firmly bite us in the ass. 

Bliuard says the World of Warcraft 
character score planned for the Wrath of 
the Lich King expansion will eventually 
incorporate into an overall Blizzard gam
erscore called a Blizzard Level. This will 
cover your progress and accomplishments 
in future titles such as Oiablo Ill (shown) 
and StarCraft II. 

GOOD 
EA has announced the opening of a QA 
(quality assurance) studio in Baton Rouge, 
Louisiana that will accommodate 20 full
time jobs and draw on 200 LSU students 
for part-time positions. Thankfully EA says 
that the studio will wor1< on EA Sports titles. 
Too bad it can't help this year's Madden, 
which shipped with a game-freezing bug 
that we did not encounter while playing the 
game for our review. 
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Both Sony and Microsoft announced that 
the upcoming instruments for Guitar Hero 
World Tour and Rock Band 2 (shown) will be 
compatible with each game. Hell, even Rock 
Revolution will work. but nobody's gonna play 
that game anyhow. There has yet to be a deal, 
however. allowing this compatibility for the 
older Rock Band and Guitar Hero games. In 
other news, Rock Band 2 fans may be disap
pointed to know that it1I cost them a one-time 
transfer fee of no more than S5 to move the 
songs from their Rock Band disc into Rock 
Band 2 due to licensing issues. 

UGLY 
Ubisoft is suing the disc manufacturer of the PC edition of 
Assassin's Creed. The publisher says that Charlotte, North 
Carolina's Optical Experts Manufacturing didn't abide by 
security measures that could have prevfflted the leak and 
subsequent illegal copying and distribution of Assassin's Creed 
months before i1s official release. Ubisolt ~•eked the pirated 
copies and discovered they were coming from the home of 
an OEM employee. As W the sales revenue lost wasn't enough, 
Ubisoft is claiming damage to its reputation due to the fact that 
the early players experienced unfinished, buggy gameplay. 

liID 

NUMBER ONE 
WITH A BULLET 
NPD & FRIENDS ANNOUNCE WORLDWIDE SALES DATA 

S ales numbers for games can be hard to come by, even with domes
tic sales firm NPD releasing monthly data. Now, however, The NPD 
Group, GfK Chart-Track Limited, and Enterbrain have joined forces 

to combine their sales tracking information into a single report - The Top 
Global Markets Report. The first of these monthly reports incorporates the 
point-of-sale data for the U.S., U.K., and Japanese markets (which does not 
include digital sales), giving us the top five video games in sales for the 
three largest markets in the world. These reports will surely be helpful to 
publishers and developers surveying the world market. 

Looking at the first report, some interesting info pops out at first glance, 
including the U.K'.s lack of love for one of Wii's strongest titles, Super 
Smash Bros. Brawl. This is surprising given the Wii's status as a strong seller 
in the U.K., accounting for 45 percent of the U.K. console market according 
to Nintendo as of the beginning of this year. Grabbing three of the top five 
spots is an impressive achievement for a Nintendo system - something 
that the Wii's predecessor, the N64, never mustered. 

While it's not surprising that Grand Theft Auto IV earned the top spot, it's 
impressive given that 
in the report's time 
span the game was 
not yet available in 
Japan. Furthermore, 
GTA IV had only been 
out for just over three 
months in the U.S. 

Guitar Hero Ill's lack 
of success in Japan, 
meanwhile, is not a 
huge shock given that 
country's love of its 
native J-pop - a local
ization consideration 
which Activision must 
take into account in 
the future if sales are 
to rise. 

TOP GLOBAL MARKETS' 
TOP 5 VIDEO GAME TITLES' 

1 Grand Theft' Auto IV 
Total sales: 6,29~,ooo 
• U.S.: 4,711,000 
• U.K.: 1,582,000 
• JPN: Not released 

2 Super Smash Bros. 
Brawl 
Total sales: 5,433,000 
• U.S.: 3,539,000 
• U.K.: 213,000 
• JPN: 1,681,000. 

3 Mario Kart Wii 
Total sales: 4,697,000 
• U.S.: 2,409,000 
• U.K.: 687,000 
• JPN: 1,601,000 

4 WiiFit 
Total sales: 3,604,000 
• US: 1,433,000 
• UK: 624,000 
• JPN: 1,547,000 

5 Guitar Hero Ill: 
Legends of Rock 
Total sales: 3,475,000 
• US: 3,037,000 
• UK: 412,000 
• JPN: 26,000 

'January through July 2008 



LOOSE TALK 
Hot Gaming Gossip 

CRACKDOWN 2 UPDATE 
It was hard not 10 tnjoy the freedom that open wortd su-game Crackdown gav, lo pla\'ffi. But 
apparently it's hard for the sequel lo find a publishing partner. loose Talk has heard Microsoft has turned 
down Crackdown 2. The fim li1le was developed by Realtime Worlds, but lhe company is currently wori<ing 0<1 
APB and not Crackdown 2. The sequel is in production with a different development team. Wrth Microsolt no 
longer on board, we1I have to wait and see when and how the game comes out 

2K'S NEW 
STUDIO ON 
THE BLOCK 
It's no accident that 2K 
Games has handed the 
PlaySlation l version of 
BioShock CNe< IO Digital 
Extremes (Dari< Sect0<). The 
publisher has big plans f0< 
lhe studio, and ii figures 10 
be looijng for more projects 
from the d<veloper. We11 
hav, lo wail and see what 
those future games are 
and ~ they build off Digital 
Extremes' previous work. 

TIBERIUM CANCELLED? 
A variety of games were missing from this yea(s El, but loose Talk has heard 0<1e game's radio silence in particu· 
lar is a sign of lrouble. Eledronk Ms' PqlflJ{PSl tille Tlberium is fUl11()(ed lo be cancelled. An EA rep told us the 
tide was definitely stil in development, so we~ hav, lo take this fUl11()( with a grain of salt. It seems, howevef, al 
the very least the game does not ilf)pear lo be hitting its initial 2008 release dale. 

C,ot some insidtr irlo? Emoi us at -ol.@gomeno,rn,t.CO<n ondwe1 be ol e<n 

NAME THAT GAME 
Test Your Sight 

The PC is littered with simulation games. b<JI this 
month's l~e put you in lheshoes of a dicta10< of a 
Caribbean island during lhe Cold War era. Managing 
lhe island's polilic,I concerns between lhe U.~ and 
U.S.S.R. isn't yw, odl( problem, as you must Lite ca,e 
of your citizens as well You aff«t your population 
by passing down edicts tike conlrolling lhe birth 
population, raising wages f0< certain prolessions, and 
encouiaging tourism. You also hav, 10 appease lhe 
military or you11 hav, a coup on your hand. 

(MSW« on page 34) 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
JAMIE FRISTROM 
Creator, Schizoid 

1 Kohan: Immortal Sovereigns - PC 

2 Rock Band - Xbox 360 

3 The Legend of Zelda: Ocarina of Time - N64 

4 Day of the Tentacle - PC 

5 Magic: The Gathering - Online - PC 

READER 
ANDREW 
VILLARREAL 
Lake Worth, Florida 

1 Ratchet & Clank series - multi 

2 Call of Duty series - multi 

3 Grand Theft Auto series - multi 

4 Metal Gear Solid series - multi 

5 Total Annihilation - PC 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine/Top Five 
724 N 1st St 4th Fl 

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

(attach digital picture) 

TOP TEN 
Lists ... Everybody Loves Lists ... 

Top 1 O Songs You Won't 
Hear In Rock Band 2 
10 "Hazard" by Richard Marx 

9 "There's a Kind of Hush" by Herman's Hermits 

8 "The Wheels on the Bus (Go Round And Round)" 
by various artists (may appear in Wii Music, though) 

7 Anything by 2 Live Crew 

6 "Sailin'" by Christopher Cross 

5 "5th Symphony" by Ludwig van Beethoven 

4 "I Whooped Batman's A- • by Wesley Willis 

3 •1 Can Punch Through Walls And Cars - Basement 
Recording" by Andrew Reiner 

2 "Achy Breaky Heart" by Miley Cyrus' Dad 

1 "The Final Countdown" by Europe 
(for some reason. Get on it, Harmonix!} 

Name That Game Answer: Tropico 
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SONY'S NEW $499 PS3 BUNDLE COMES WITH: 
• 160GB PlayStation 3 
• Uncharted: Drake's Fortune 
• Pain PlayStation Network coupon 
• Dualshock 3 controller 





i, connect lfeature 
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► If you're anything lille us, you've sat around and tallied games with friends late into 

the night, imagining what it would be lille if your favorite game creator made a game 

for your favorite franchise. What if Sbigeru ■iyamoto made the nert Sonicf What magic 

would Will Wright work with Civilization! Our 'What m· feature allows us to erplore 

dream matchups lille these by talking straight to the creative voices. Mind you, these 

comments are purely for fun - this is an erercise in the hypothetical. This month, 

we tallied to Patrice Desilets, one of the minds behind Assassin's Creed and Prince of 

Persia: The Sands of Time. For anyone who bas played either title, his talle on lojlma's 

classic franchise should elicit some smiles. --< 

TIIBPITCB 
Something I like to do when designing a game - to make sure everyone on the team has the same 
vision - is a hypothetical 60 seconds of gameplay where I describe the experience from the gamers' 
point of view. I'll try to do it here. 

The camera pans down on city skylight, at night. A military helicopter passes by while the camera 
continues its pan into a dark back alley, placing itself behind Snake (young and athletic, kind of Middle
Eastern looking), in a trench coat. The player takes control, and using his left stick, Snake walks toward 
the end of the back alley where a crowd of N PCs can be seen, going all in the same direction. When 
the player enters the streets, it is jam packed, and using his free hands, he maneuvers through it without 
losing his speed. Through speakers in the street, we can hear: "Please, evacuate the zone ... " With a voi
ceover command, Otacon says, "Snake, your target is located inside the Military HQ, on your left at the 
next corner street. Try locating him without being detected by the military, and don't shoot any civilians. If 
you do, your nanomachines will kill you:· Snake replies, ''Yeah, I know." 

The player reaches a group of four soldiers blocking his path. The soldier says, "can't go through; you 
must follow the crowd to the evacuation zone:' Player draws a tranquilizer blade and kills the first soldier. 
They all draw their weapons, but before they can attack, the player, using the slow-motion ability, locks 
on and kills them all in one circular shot. Things returns to normal speed as the camera cuts to showing 
Snake finishing his rnove as they all fall on the ground. The camera goes back behind Snake, and the 
alarm blows. Two Metal Gear Rays start chasing the player, making the crowd go crazy. Using the right 
trigger, the player makes Snake run, then he presses and holds the feet button to make him do some 
free running, leaping over cars, hot dog stands, and objects found in a modern city. The MGR are shoot
ing at Snake, killing civilian NPCs along the way. The player returns to the back alley and leaps off the 
wall, catching an emergency staircase. The MGR are shooting the building, 
destroying the staircase that falls. Player uses "grab" to climb the wall. With 
his nanomachine power-ups, he runs really fast, dodging bullets until 
he's on top of the building. Using his free run abilities, he jumps from 
building to building, still being chased by the two MGR. Reaching the 
end of a building, Snake jumps down with his arms in a cross while 
birds fly away in slow motion, but he accidentally falls into water 
and drowns. The player uses his "Rewind" abilities to go back up 
the building, and restarts before the fatal jump. Choosing a different 
path, he goes right and uses a rope to rappel down the building. He is 
right behind the HQ. Finding a trash bin, he hides. While in first person, 
he can see the two MGR searching the area, without finding him. The 
MGR says, "He's gone:• They leap away, leaving the scene. Snake 
exits the trash can, rapidly climbs over a fence that surrounds the 
HQ, and runs towards a military vehicle and slides under it without 
being detected by patrolling guards. Using his Snake Vision, the player 
pinpoints the guard locations. At the right moment, he runs 
toward the door and enters the HQ. Once inside, he's in a 
large warehouse, full of military equipment. In the middle 
of the room stands a Metal Gear. Otacon says, ''This is 
your target, Snake. Can you get to it and destroy it?'' 
Snake responds, "I'll see what I can do. But I only have 
one cigarette left, and my tranquilizer baton .. . it won't be 
easy" Otacon encourages him: ''You have to, Snake'.' He 
replies: ''Yeah, I know ... " 

Before the player can get close to the Metal Gear, it 
starts to move and shoot at the player ... and kills him. 
"SNAKE! SNAKE! NO ... This is not what happened!," 
Otacon screams. 

The game reloads to: Old Snake sitting on a weird 
machine, with Otacon nearby, working on a computer. 
Snake: "Damned memories! I'm losing it, Otacon ... " 
Otacon speaks up: "Don't worry, just lie back, and retry'.' 

What I tried to do with this "sixty seconds" is incor
porate some elements of my vision of third-person 
action-adventure game design, mainly a fluid character, 
short cutscenes, easy-to-use melee combat and some time 
control elements. I've given a humorous feel to it, because I believe that 
MGS is perfect the way it is, even with its imperfection. ■ ■ ■ 
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CAREER HIGHLIGHTS 

► BigBreak 
~ Lee gets h~ big break filling 
O") in for weU known illustratOf 
...- Marc Silvestri for Uncanny 

X-Men#248 

► Uncanny Success 
cl;; 
a, 
,-

Jim lee experiences his coming 
out as a major comic book 
figure with X-Men #1, the 
first of a new mutant series 
he made with writer Chris 
Claremont The issue is a 
monster hit. selling 8 million 
copies worldwide 

► Going lndie 
~ -~ ~, "' ;,:: 
a, ' ,- . 

. . 1': 

Along with seven other artists, 
lee leaves Marvel to form 
Image Comics. His wing is 
called Wildstorm and h;s 
featured series is WildCA. rs 

► GoingBig 
co 
a, 
a, 

lee leaves Image Comics in 
order to concentrate on doing 

.,... more mustation work. In the 
process he sel~ Wddstorm to 
industry giant DC Comics 

► Critical Mass 
N 
C) 
C) 
N 

Lee creates his most enduring 
work with writer Jeph Loeb: a 
12 issue run of Batman: Hush -
one of the greatest Batman 
stories ever made 

► Rookie Game 
M 
C) 
C) 
N 

The next year saw Lee involved 
with h~ first video game, 
Batman: The Rise of Sin Tzu by 
Ubisoft. The game is not suc
cessful and lee's contribution 
is limited to the creation of the 
title character 

► Back to Bat 
u, Lee takes on anther Gotham· 
~ based project, All Stor Batman, 
•... with legenda,y scribe Frank 

Miller 

► AMassive 
gg Undertaking 
C) 
N 

Sony and DC announce the 
upcoming MMO DC Universe, 
which ~ being guided by Lee 
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EXECUTIVE CREATIVE DIRECTOR, DC UNIVERSE 
>> Artist Jim Lee is a legend in the comic world, and is now lending his talents to the upcoming MMO DC Universe. We recently 

spoke with Lee regarding the project << 
As an avid fan of the genre, what attracts you 
to MMOs? 
I think there's something to be said for playing a 
game where you're playing against other people. 
The thing about single-player games is that you feel 
isolated and cut off. For me, there's a certain sus
pension of disbelief when you're playing an MMO -
you actually feel like you're in that world. I felt like 
I was leading a group of 30 adventurers against a 
dragon. You needed to communicate with them 
and develop strategies and tactics. There's a level of 
realism and verisimilitude that I felt was amazing. I 
was actually involved in the game before Sony. DC 
had wanted to do an MMO game based on their 
universe for quite some time and they had explored 
a couple of different avenues. I was always pushing 
for Sony [Online) because of my experience in play
ing EverQuest. 

What do you think that you bring to this 
project? 
I've been reading comics for almost 40 years. When 
you create a game like this you want it to be true 
to the source material. That's not something you 
can just read and bone up on in a year or two. 
People that work in comics, for the most part, were 
fans since they were little kids. You can just feel 

that have been written by these amazing authors 
and we're going to tiy to adapt as many as we can 
and get them in there. 

Will there be crossovers between events in 
the game and events or storylines in the DC 
comic books? 
There better be! [Laughs) I would be veiy disap
pointed if there weren't. One of the advantages 
of having me in this position between the world 
of comics and the world of video games is that 
we can better coordinate this kind of stuff. I'm in 
almost daily contact with [DC). One of the cool 
things about this game is that we will tie in certain 
events and stoiylines that are going on in print. You 
could even do something as simple as there's a 
Thanegarian invasion in the comic books, and that's 
the big summer event that effects ten different core 
books. Then you have that happen in game, so the 
missions reflects some of the stories that appear 
in print. 

What's your role in the development pro
cess? Are you directing things or more of a 
sounding board? 
I would say it's a mix of both. My main directive 
is to have everything look and feel like the DC 

amount of grind. There will be a lot more flexibility 
in the types of groups you can create and people 
will be able to teleport to other parts of the world 
veiy quickly. I think in tiying to reduce the experi
ence of being a superhero down to its most fun 
and exciting elements, we're solving a lot of the 
[traditional] problems. 

Character balancing must be difficult in DCU. 
You have characters like Superman, w ho is 
essentially invincible. 
That's one of the big challenges of the game, but 
again, I would point you to the comics. There's that 
fiction that already exists where Batman takes down 
Superman. We don't have to make it up. There are 
ways for normal men that are smart to have the 
means to take down characters that are seemingly 
invincible. It won't be difficult to incorporate that 
into the game through items and countermeasures 
that you acquire. It's essentially a veiy complex 
game of "Rock, Paper, Scissors'.' 

How much can you customize your character 
in the game? 
I think we decided to let players customize their 
characters to a certain point, [but] we didn't want 
characters that completely clashed with the heri-

My main directive is to have everything 
look and feel like the DC universe. 

it through the stories they write. They know who 
these characters are. Hopefully, I bring that type of 
knowledge and understanding of the DC universe 
to the game. The goal is to make a game that 
non-comic book people can play and understand, 
so we'll focus on Superman, Batman and the char
acters from the Justice League that people know, 
but at the same time we'll put in characters like 
Ambush Bug and Harley Quinn and all these other 
great tertiaiy characters. 

MMOs have traditionally struggled in story
telling, especially in comparison to single
player games. What ideas do you have for 
incorporating a stronger narrative framework 
into DC Universe? 
With MMOs, you're really creating a lot of flexibility. 
Part of the fun of an MMO is that you don't feel 
constrained to do one thing. You're not on this 
conveyor belt or rat's maze being forced to go from 
point A to point B. You have to understand that it's 
a different medium. But I think the thing about the 
DC universe is that these characters and stoiylines 
have been around for nearly seven decades .... At 
the end of the day, we have all these great stories 

universe. I oversee a team of seven artists here at 
Wildstorm and we produce all the concept art. Then 
I work veiy closely with the 3D modelers at Sony in 
refining the assets they create based on our art. /le, 

far as gameplay, characters, the missions and things 
like that - that's something where I'm more of a 
sounding board. Part of what I do is report back 
to my bosses back in New York City on what the 
game experience is like. For me to be able to speak 
to that coherently, I need to know what's going on 
with all aspects of the game. 

How will DCU differ from the traditional 
MMO design template? 
This game is unique as it's a hybrid between and 
action-packed console game and an MMO. I think 
having the physics-based action sets it apart from 
other MMOs. Most importantly, I think the fiction 
will guide us into making a game that's unique, 
and hopefully be true to the spirit of superheroes: 
exciting, fast-paced, and dynamic. Being true to 
superheroes means doing amazing, fantastic 
things like running up the side of building, throw
ing cars half a mile, and defeating aliens on a 
citywide scale. We really wanted to reduce the 

tage of the DC universe. To that end, we estab
lished that there are golden age, silver age, and 
bronze eras of how heroes looked in the DC uni
verse. If they're a big golden age fans, they'll have 
the tools to create a character that would fit in that 
time. Other players might want to do something 
that's more updated and reflective of the charac
ters you see now. You'll have the tools to do that, 
but not in horrible ways that look like there was no 
hand guiding the art direction. 

When the game comes out. will it be in line 
with the current comic book continuity? 
It would be too difficult logistically to have a game 
that, when it launches, fits in veiy tightly and neatly 
with what's going on in print. The goal is that, when 
you enter DC Universe, it's the way most people 
imagine the DC universe to be. Bruce Wayne is 
Batman; the Daily Planet is in Metropolis; Clark Kent 
is a reporter. Thereafter, as we tie into things that 
are going on in the comic books, we can do short
term stoiylines where we change the status quo for 
a bit. That makes the game feel like it's alive. 
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% iCiAME % 
% 
% 
~ The iPhone hasn't been out 

~ very long, but there is already % 
1/, a sea of games available at 

% 
~ the new App Store. We dove 

1/, 
in and put several of them 

~ 
1/, through their paces and were 

% 
% Immediately Impressed by the 

~ level of ingenuity developers 1/ 
have put Into these mobile 

games. To make your deci-

~ sion easier, we whittled the % 
% 11st down to I O games worth 
% 

downloading while you wait 

for the bus. 
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I : Aurora Feint: The Beginning • Free 
The solid puule RPG gameplay that leis you com
pete against )".)lll' friends isn't the only great thing 
about this game. It's also free. 

2: Dizzy Bee • S2."9 
Use the iPhone's tilt sensitivity to help Dizzy collect 
flowers and save his frut friends from boodies. 

3: Trism • S• 
Possibly the best puule game on the system, this 
multi-angle slide and match game has three d~
ferent modes. 

ll: MofonX Poker • $4.99 
A solid poker game with a twist Instead of getting 
dealt your hand. you gEt to roll •· 

..J If you don't already have one al Apple's 3G iPhones, we 

know you want one. This all-in-one phone boasts an amaz-

..J ing interlace and more applications than some people's 

c( home PCs. But can it game? We ran Apple's sexy black 

device through a pixelated obstacle course and were pleas-

u antly surprised by how naturally it handles games. 

The iPhone's simple but elegant interlace doesn't work 

for every type al game, but irs perfect for puzzle, arcade, or w otherwise quirky titles. The system's tilt functionality works 

::c surprising well, the touch screen feels responsive and accu-

rate, and the system handles 30 graphics with moderate 

I- flair. At times we couldn't help but pine for an analog stick, 

but, al course, that goes against Apple's overall vision for 

CJ the device. 

Whether or not the iPhone will become a gaming device z that rivals the OS or PSP is questionable. The more important - issue is whether or not developers will embrace the iPhone 

~ as a unique gaming platform. Can they continue to utilize its 

c( 
technological specialties to create inventive and tun gaming 

experiences? II early attempts are any indication, we are off 

:E 
to a good starl. 

Pricing starts at S199.95 (depending on eligibility and contract 

agreement) • www.apple.com/iphone 

5: Critter Crunch • S7.99 8: Galcon • S9.99 
Think Root Beer Tapper with bugs. This colorful 
puzzler is one ol the most addictive games on 
the iPhone. 

6: de Blob • S7.99 
Guide de Blob around the boring monochromatic 
\\IJlkl and splash some color on the \\IJlkl with the 
game's intuitive tilt controls. 

7: lmangi • S3.99 
Think Scrabble mee1s Tetris Attack, as you slide 
letters across a board to make as many mrds as 
possible. 

This pick-up-and-play strategy title has you sending 
armadas of ships across the galaxy to take (NeJ 

enemy planets. 

9: Vay • S4."9 
An update to the classic Sega CO RPG, this ver
sion featu-es new \Wlesaeen graphics and touch 
soeen controls. 

I 0: Tap Tap Revenge • 
This rlrythm music game has you tapping WNif./ 
to a few free techno tracks, but promises more 
downloads in the future. 
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CREATIVE HS- 12OO WIRELESS 
GAMING HEADSET 

' ......... . 
Gamers are often dubious about wireless headphones, and 
rightly so. The audio is either not up to the corded quality 
or you have to worry about interference from other devices. 
Creative's HS-1200 cans made us forget we were even wear
ing a wireless set. The speakers perfonned well, the controls 
feel solid, and the unit's range extends 40-plus feet but the 
mic levels are a little low. The ear cups also may be too small 
for some people's tastes, but at least the next time you get 
pwnd in an online match you won't have to worry about 
yanking your PC off the desk as you throw your headset 
against a wall. 

S99.99 • us.creative.com 

.. 
KNIGHTS OF THE OLD REPUBLIC 
CAMPAIGN GUIDE 

peripherals 

ION AUDIO DRUM 
ROCKER FOR ROCK BAND 

' ......... . 
Drum Rocker's high-impact plastic pads sound 
quieter and feel more like real electronic drums. 
Probably because they are real electronic drums_ 
By swapping out the games control module with 
a real drum brain you can start making your own 
music. But using the kit just to play Rock Band is 
completely acceptable (and totally awesome) as 
well. The drum kit took two of our brightest editors 
an hour to put together, but it offers plenty of flex
ibility to configure the set the way you want. Our 
biggest qualm is the kick pedal, which negated 
the pads' audio softness by being loud enough to 
annoy our downstairs neighbors. 
$299.99 (Drum Kit) $49.99 (Cymbal 
Expansion Pack) • www.drumrocker.com 

Im 
ULTIMATE WALL•E REMOTE
CONTROL ROBOT 
Sounds like WALL•E has learned a few new tricks since his summer 
movie debut This remote-controlled replica of our new favorite robot 
is packed with original voice work from the film. It also plays music 
from any MP3 player, features eyes that light up and blink, and can 
be programmed to execute 
more than I 000 different 
action sequences. With 
built in motion sensors, 
WALL•E can dance, follow 
you around the house, or 
explore the environment 
on his own. Start stockpiling 
your trash now, so he'll have 
plenty to dean up. 
$259.95 • www.dis· 
neyshopping.com 

Tabletop gamers who haven't played the new Saga Edition of the Star Wars RPG are 
missing out This excellent rule system receives a new expansion with the new Knights 
of the Old Republic Campaign Guide. This lavishly illustrated volume details all the his
tory, ships, characters, and other details needed to flesh out a campaign set some 4,000 
years before the Battle of Yavin. However, the real selling point is the collected info of 
all the video games, comics, and books set in this era of the galaxy far, far away. As an 
added bonus, the guide just happens to release around the same time as the Star Wars 
Miniatures KOTOR boosters. 
Sl9. • " WVI • zards.com 
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Street Fighter Tribute 
This stylish art book featuring work 
from Adam Hughes, J. Scott Campbell, and 
Gabe (Mike Krahulic) from Penny Arcade is 
already sold out in hardcover, so you better 
order the paperback soon. 

9.99 • www.udonentertai, ment.com 

Mass Effect Ascension 
This second novel based off the hit 
BioWare RPG is set two months after the 
first game and details the events leading 
up to the sequel. 

$7.99 • www.amazon.com 

Prince of Persia: The 
Graphic Novel Collector's 
Edition 
This graphic novel doesn't actually play 
into the story of any of the games that 
share its name, but that doesn't mean 
it's not entertaining for anyone who 
enjoys comics. 

$29.99 • www.amazon.com 

Torchwood Season Two 
This Doctor Who spinoff follows the adven
tures of the Torchwood Institute, a secret 
organization founded to protect humanity 
from threats it doesn't even know exist. 

$79.98 • www.bbcshop.com 
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hen asked if someone from 
lndieCade could write an edito
rial about how the introduction 
of downloadable console portals 
would affect the indie games 
scene, both positively and nega

tively, I was hard-pressed to think of a downside. 
I suppose there are many: the potential for indie 
developers to sell out the possible exploitation by 
publishers, and the relatively small sales figures (at 
least at the moment). All these are, I suppose, cause 
for concern. But the upsides are far greater. In fact, it's 
somewhat baffling that the game industry is so late to 
embrace indie fare. 

By way of comparison, the film industry has, for 
half a century, embraced mainstream studio product 
and indie fare in its repertoire in a synergistic fashion 
that has benefited both sides. This "diversification of 
species" has helped create a more robust ecosys
tem that is a win for business and consumers alike. 
Conversely, the video game industry has, up until 
now, borne a striking resemblance to the film industry 
of the 1930s and '40s. Under the old studio system, 
artists - including actors, directors and writers (the 
latter of whom typically received little or no credit for 
their work) - were salaried employees of studios, 
who exercised complete and hegemonic control over 
creative output. While the fledgling film industry was 
already better at more diverse fare (and budgets) and 
at reaching broader audiences than the game industry 
is today, creative decisions were made in a top-down 
fashion. Studio executives decided what did and did 
not get made, how it was made, etc. Sound familiar? 
This system produced wonderful and artistic products 
ranging from the spectacle of the Busby Berkeley 
musical, to the humble but perennial Frank Capra 
fable, to epic historical masterpieces (also called "cos
tume pictures") like Cone with the Wind. 

One could argue that at the point film industry 
got indie religion, it was on the verge of fossilizing 
into a massive hegemonic dinosaur. Overhead was 
immense, and the studio culture was one of risk 

aversion. But the studio system seized the opportu
nity presented by indie film and integrated this new 
generation of creators into its ecosystem, to every
one's benefit. 

Case in point summer 2008. Many of the sum
me(s box office hits have had indie directors at 
their helms. Consider The Dork Knight, a big-budget 
mainstream film that has been heralded as the most 
sophisticated and artistic offering in the ovelWTought 
Batman franchise. The film's ad campaign could 
have easily read "From the people who brought you 
Memento'.' That's right Christopher Nolan, of time
bending. amnesia-tattooing Memento fame, was at 
the helm of the biggest summer blockbuster of 2008, 
as well as its predecessor. Film studios have leveraged 
the potential profitability of low-budget films by man
aging risk. Billy Elliot earned over $100 million at the
aters, but cost only $5 million to make. Memento cost 
the same and earned nearly $40 million worldwide. 
As of this writing. Nolan's decidedly indie-flavored The 
Dork Knight has earned $800 million worldwide, with 
production budget of $150 million. 

So the real questions regarding the game industry 
should be, what took them so long? One possible 
reason might be the taboo against hard drives and 
"soft" product spurred by piracy-anxiety, in spite of the 
fact that the Internet was breathing new life into the 
"dying" PC market. Console companies have finally 
followed in the footsteps of Shockwave and Steam, 
whose vision was to take Wal-Mart out of the game 
distribution equation. Downloadable games are the 
"wave of the present' It's about time the console
makers caught on. 

As a game design professor, an indie game festival 
chair, and a game designer, I find it difficult to see a 
downside. Sitting in the Game Developers Choice 
Awards at GDC 2008, I was struck by what, from my 
albeit biased perspective, appeared to be an "indie 
invasion'.' Major awards were carried off by games 
that got their start on indie festival circuit, including 
Portal and Aow; and a nod to Everyday Shooter, by 
one-man indie game jam band Jon Mak. This year, 

GDC indie poster boy Jonathan Blow made his con
sole debut with Braid on Xbox Live, a genre-bending 
masterpiece that is one part Super Mario Bros., one 
part Einstein's Dreams, and one part Memento. 

I suppose one could argue that these indie devel
opers have become sell-outs, but that would only be 
the case if they compromised their artistic integrity. 
Instead, what seems to be happening is that, as Raph 
Koster puts it, citing Line Rider, "indie is the new 
industry'.' lndieCade's E3 2008 showcase drew pul>
lishers like bees to a flower. Companies are still vying 
for IP ownership, but are willing to give up a great 
portion of the pie if it's already baked, so to speak. 

The big studios are finally recognizing that indie 
developers have succeeded where they have failed: 
at innovating. at finding new audiences, and doing it 
for a fraction of the cost. From scouting for new talent 
at indie game festivals like the IGF, Slamdance, and 
lndieCade, to starting divisions devoted to cultivat-
ing innovation, the game industry is finally catching 
on. Slow initial sales should not be a deterrent; they 
will grow over time. ("The Long Tail" anyone?) lndie 
games can also be more profitable since they cost 
so much less to make. Mighty oaks from little acorns 
grow. Just ask Chris Nolan or the producers of Billy 
Elliot. As to game companies working for "the man," 
Aovv's That Game Company is developing its next 
anxiously awaited PS3 offering. While Sony is guiding 
them through the process, the publisher is letting 
them do their own thing creatively. How else could 
a game called Aower make it onto an adrenaline
infused console platform like the PS3? 

Ceha Pearce is on Assistant Professor of Digital 
Media and Director of the Experimental Come 
Lob at Georgia Tech, and the Festival Choir for 
tndieCode, which hos curated the lndie Comes 
Showcase for the lost two E3 Summits and is 
launching its first juried festival October I 0-17 at 
Open Satellite in Bellevue, Washington. For more 
info visit www.indiecode.com. 

The views and opinions expressed on lhis page are strictly !hose of Ille aulh0< 
and nol necessarily !hose of Game Informer Magazine or its staft. 

II you work in the industry and would like lo share your opinion, contact senior editor Matt Helgeson at matt@gameinlormer.com. 
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"It's not about making an MMD that's 
Star Trek. It~ about bringing Star Trek 
to a massively multiplayer arena," 
explains Craig Zinkievich, executive producer on Star Trek 
Online. He's eager to talk about this dream project for his 
team. His enthusiasm is apparent from the moment we 
sit down at their studio. 'We're all passionate about the 
IP [intellectual property]," says Zinkievich. 'We love the IP. 
Some of us own weapons from the IP. We don't want to 
focus on making an MMO so much as bringing the Star 
Trek universe to life.• 

The team at Cryptic has long sought the chance to 
tackle the expansive Trek fiction, and the opportunity 
finally arose when the rights passed from Perpetual 
Entertainment to Cryptic early this year. Without pause, 

the Cryptic team dove 
into content creation. 
Throughout its existence, a large part of the developer's 
energy has gone into crafting an engine that can handle 
any game they throw at it. By allowing designers, artists, 
and programmers to work inside the game world, the 
engine can implement new ideas almost instantaneously. 
Consequently, only weeks after acquiring the license a 
devoted squad of developers had a prototype version 
of Star Trek Online up and running. For anyone familiar 
with next-gen development timetables, this sounds 
preposterous. The implausible scenario becomes a reality 
once you see just how far the game has come in these 
short months. During our visit, a huge number of art 
assets were already in place. Space combat was up and 
working. Whole planets and the ability to run through 
them were on display. The remarkably extensive race 

and character creator already produces endless variety. 
This accommodating tech gives Cryptic enough 

confidence to proclaim the game will release before the 
end of next year on PCs and consoles. Like Champions 
Online, which Cryptic will release this coming spring, Star 
Trek Online is built from the ground up as a game that 
functions as a unified experience across any platform. 
While approvals from the major console manufacturers 
are still pending, it is telling that the team demos the 
game with both keyboard and mouse or an Xbox 360 
controller - the same controller players will be using to 
tackle Champions when it releases on that console next 
year. "Both Microsoft and Sony want MMOs on their 
platforms, but they have to figure out how they want to 
enter that space," Zinkievich tells us. 



Since it acquired the rights, Cryptic has been 
busy implementing design ideas and crafting 
the future of the Star Trek mythos. While the 
upcoming J.J. Abrams movie will take viewers 

back to the genesis of Kirk and Spock's time on 
the Enterprise, Cryptic has been given full reign 
to dive into the unmapped time period of the 
much later 25th century. "The universe is a little 
bit different than when everybody left off with 
Nemesis,' explains Zinkievich. "Things have 
changed. It's more hostile. A lot of the old threats 
and challenges that the different civilizations have 
faced have come back to the forefront• STO is set 
29 years after the end of Star Trek Nemesis, the 
last of the Next Generation films. In 2409, the 
Khitomer Accords have broken down, shattering 
the peace that once kept the Federation and the 
Klingon Empire as allies. An ancient threat has 

subtly emerged, looming over the civilizations of 
the Alpha Quadrant, but each culture seems to 
only know bits and pieces of the puzzle that could 
reveal the danger. The Klingons have absorbed 
the reptilian Gorn into the Empire, and enacted an 
alliance with the green-skinned Orions, even while 
the bellicose Nausicaans are increasingly attracted 
to the Klingon's aggressive tendencies. Across the 
Neutral Zone, the Federation continues to expand. 
Longtime allies like the Vulcans and Andorians 
continue to explore the stars beside humanity, 
while both Bajor and the Ferengi have joined the 
Federation and Star Fleet The Romulans continue 
to pick up the pieces from their recent civil war, 
and the cardassian and Dominion forces remain 
an unknown factor in the upcoming struggle. As the 
game begins, outright war between the Klingons 
and the Federation seems inevitable, and each 
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faction is jockeying for resources and allies, even as skirmishes 
begin to break out. 

Players will fly their starships into this dangerous backdrop 
when they log into Star Trek Online for the first time. You'll 
begin by selecting one faction or the other. This choice will 
determine who you'll be fighting against if you partake in player 
versus-player combat what races you can choose from, and 
what ship designs you can play with. After choosing a race or 
creating your own (see page 53), you'll proceed to build your 
first ship (see page 55). Every player in the game will fly their 
own vessel into battle, maintain a crew, and explore strange 
new worlds even while playing the game solo. Your primary 
avatar in the game world is the captain of your ship, though he 
or she may not hold that esteemed rank as the game begins. 
Your first ship may be as small as a runabout but the rank pro
gression will unlock ever more grand ship classes to command. 

Each ship has a bridge crew. These unique individuals act 
like pets in other MMOs. Each one is player-controlled, but Al 



driven. Whether science officer or security chief, each 
character has his or her own unique stats, race, and 
areas of specialty. A tactical officer may know all about 
modulating shield harmonics to ward off Borg weapons. 
Your doctor may be especially experienced at.field 
medicine, and thus a great choice for your away party. 
This crew will grow alongside you, or can be transferred 
away as you encounter new officers that better fit your 
command style. They can be injured in battle and taken 
to sickbay, but as a rule they won't die as you wander 
the galaxy together. 

Below the bridge officers sit the rest of your general 
crew. Unnamed but still essential, they offer passive 
bonuses to your ship as you play. For instance, a good 
repair team is a necessity if you're planning extensive 
trips into the dangerous Neutral Zone. These characters 
can die, and once severely depleted, your ship will be in 
a sorry state. You'll need to return to a starbase or find 

a friendly planet and hope more recruits are willing to 
join you. 

Setting out into the galaxy, players will find an expan
sive game 'world" quite unlike other MMOs. Everything 
scales to the task at hand. At the top level, a galactic 
map reveals huge sectors of space to explore. Take your 
ship into an individual sector, and you'll see a tactical 
display of systems, the concentration of other ships in 
the area, and your own ship's place in the mix. "Sector 
space is like astronavigation," Zinkievich says. 'We want 
sector space to be a place where players cross into 
each othet The sector display reveals the topography 
of space, allows repairs and chatting, and seives as 
a conduit between major points of interest. In sector 
space you'll navigate to your destination, making choices 
about whether to pass through an unknown nebula or 
go around, or ho)IV close is too close to that black hole 
along your path. 

The real fun begins when you arrive at your chosen 
system. At this scale, you now see your ship in three
dimensional space. In a given system, each planet 
might have its own bubble of space to investigate, filled 
with moons, starbases, planetary rings, and of course, 
enemy ships. 

Space combat is a focused tactical affair, more akin 
to pirate sea battles than high-speed dogfights. In one 
encounter we were shown, the player flew a large Star 
Fleet ship into battle against two smaller Klingon Birds of 
Prey. Quick button presses readjusted power between 
weapons and shields. The tactical officer cued up a 
photon torpedo spread to hammer an opposing ship, 
a skill that must recharge after each use. Numerous 
complex skills also function on the same recharge 
functionality. Meanwhile, more basic attack and defense 

CONTINUED ON PAGE 57 » 
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features are built around resource management rather 
than timers. As the Klingon vessel drifted away, badly 
damaged, its companion ship tried to sneak around to 
level an attack from behind. Shifting power away from 
weapons and engines, our demo player boosted the rear 
shields in time to prevent catastrophic damage during 
the barrage. Rolling the ship around to starboard, the Star 
Fleet ship's weapons were brought back up to full and 
a long blast of phaser fire drained the second Klingon's 
shields, leaving her incapacitated. 

It won't be unusual after a battle to beam down to a 
nearby planet or across to the other ship to continue a 
mission. Here players will encounter the final level of 
scale - one that feels more familiar to MMO players - a 
traditional third-person view. 'When you go on an away 
mission, you're going to bring four of your bridge crew; 
Zinkievich relays. "The bridge crew is there to fill in when 
your friends aren't around." Any number of tasks might 
be required in this part of the game, from exploring a 
ruined structure on a planet's surface to retrieving some 
important vaccine only found in the planet's plant life. 
Like in space, a lot of the excitement will come from the 
inevitable conflicts that arise. Avatar combat is an entirely 
different battle system from the tactical ship battles in 
space. Focused on fast-paced action, phasers and disrupt
ers are fired using an aiming reticle, and visceral melee 
combat arises when Klingons bring bladed bat'leths to 
bear. "The avatar combat is meant to be a complement 

to starship combat,• 
Zinkievich says. 'We 
want it to be fast 
paced. We want it be 
a lot more visceral~ 

Fans will be quick 
to point out that 
combat is only one part of the Star Trek universe. To 
address that point, Cryptic is implementing a number 
of game mechanics to deepen the gameplay beyond 
mere battle dynamics. Diplomacy with other races is a 
core component of that plan, typified by the need to 
recruit new races into your respective alliance. Crafting. 
trade, and mining might be on a more grand scale than 
in many MMOs, but it's there for players who wish to 
partake in the galactic economy. 

Another central tenet of the Star Trek experience is 
exploration. 'We have to make sure that the universe 
feels vast, along with all the storylines and plots - that 
there is a place where you can go out into deep space 
and explore and go where no man has gone before; 
Zinkievich tells us: While thousands of players may be 
wandering through the Star Trek Online galaxy, every 
player can explore strange new worlds untouched by 
other captains and their crews. Existing worlds (like 
Vulcan) and popular locations (like Deep Space Nine) 
are heavily designed and customized by Cryptic. but the 
thousands of unexplored systems are procedurally gener
ated by the Cryptic Engine, allowing the game space to 
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endlessly expand in every direction. By creating a multi
tude of art assets for planetary features, the game engine 
can create new worlds on the fly, populating them both 
with creatures and unusual terrains. We were shown one 
planetary surface covered in huge spires of violet crystals, 
rising to impossible heights and widening into high, 
mushroom-like platforms. With a few button presses by 
an artist, the yellow-tinged sky turned a reddish hue, and 
the landscape morphed until it was unrecognizable from 
its previous incarnation. Between the use of tools like this 
and Cryptic's ability to make structured instanced areas 
for individual players, the illusion of pioneering deep 
space exploration emerges. 

Even if the combat and exploration turn out to be fun, 
the game will be in serious trouble if it doesn't deliver 
meaningful and structured gameplay. Fetch quests to 
bring back 10 Ferengi ears to a quest giver just don't fit 
The solution lies in the roots of the Star Trek franchise -
the TV episode framework. Zinkievich elaborates: 'We 
found there is a structure to all the episodes in the way 
the story unfolds. If you apply this pattern, it fits for 96 
percent of the shows. It's almost a subconscious thing. 



So we're taking that and trying to apply it to the content" 
Star Trek Online's core mission and story progression 
will appear as linked episodes - each with their own 
plot and unique events. 

Cryptic demonstrated one episode that gives a 
glimpse into how this mechanic works. Star Fleet 
contacts you with a request to deliver a Vulcan ambas
sador to his race's religious monastery of P'jem. Once 
there, a small fleet of Klingon ships attacks, warning 
that P'jem has been infiltrated by Species 8472, the 
dangerous race first seen in Star Trek Voyager. Fearing 
the threat this race represents, the Klingons intend to 
cleanse the planei an action you must now prevent 
The initial space battle eventually goes planetside since 
you must deliver the ambassador to his destination as 
Klingon forces continue their attack in closer quarters. 
After a hard fought victory, Star Fleet contacts you to 

relay that they've found the actual body of the Vulcan 
ambassador. Realizing the man you accompanied is 
an imposter, you track him down and he reveals his 
identity as a disguised member of Species 8472, then 
flees to a Klingon ship. You give pursuii and finally 
destroy the ship, but as the episode ends a number of 
curious threads remain unresolved as to how this alien 
race managed to breach Star Fleet and what their inten
tions are. Episodes like this will play out over the course 
of around an hour, and the team's goal is to have 
each one deliver a satisfying mix of action, exploration, 
diplomacy, and variety of locales, just like an episode of 
one of the TV shows. 

Apart from the dozens of episodes that provide 
context and plot, Cryptic is also focusing on the wider 
multiplayer experience. Players can form fleets that 
emulate the familiar idea of guilds. "The fleets are able 

to build starbases, which are like social hubs," Zinkievich 
explains. "There are stores for your fleet. They're also 
a place where the economy can flourish. Fleets will 
be able to build the top end ships. It's going to be 
so resource intensive that only fleets will be able to 
put those ships together~ 1/\/hile traveling as a group, 
whether with members of your fleet or in an improvised 
task force, the episodes unfold just as they would if 
you were by yourself. 1/\/hile playing with a group of 
four other players, your away team will be made up 
of each commanding officer, with support from bridge 
crew that remains in orbit Play with fewer players, and 
some captains can bring their best officers to fill out the 
five-person team. 

The more focused group content will emerge from 
dynamic events that occur in different space sectors. For 
instance, three Borg cubes arriving through a transwarp 



conduit represent a threat no captain would tackle alone. 
These incursions into friendly space will appear on your 
sector map. "If.you want, you can fly over there and 
jump in with a whole lot of people to these zone-wide 
events and take them down with your flee( Other 
similar dangers indude the planet-eating Doomsday 
Machine from the classic original series episode of the 
same name, or even the return of Vger from the first 
Star Trek movie. 

Beyond group encounters exists the unending 
factional war between the Federation and the Klingons. 
This conflict will play out both indirectly and during PvP 
combat Players who don't want to get involved in the 
war can help their faction by completing missions for 
unaligned worlds. "You don't have to actually go and 
get owned by somebody else in order to enjoy the 
faction gameplay," Zinkievich says. Convince a civilization 

that you can help them, and they'll often side with 
your faction, delivering bonus technologies, additional 
resources, special abilities, or recruitable members of 
the species for your crew. More militant players should 
head toward the Neutral Zone, a gateway to the heated 
multiplayer war zone where the war between these two 
massive powers will play out 'We want to do direct PvP 
on ships and on ground as well. The results of those 
battles will determine who owns that system that week, 
and what resources you win for your faction," Zinkievich 
relays. Systems will change hands as the war continues, 
each offering certain strategic advantages that the other 
faction will desperately try to recover. Battles can be 
massive affairs, with the sound of phaser fire, the flash 
of detonating torpedoes, and the sight of massive star
ships being ripped apart and blossoming into explosions. 

The upcoming prequel movie is meant to reinvigorate 

Star Trek viewers, and Star Trek Online is clearly meant 
to do the same for the gaming world. No other Trek 
game projects are in the works right now, and Star Trek 
Online represents the most extensive and massive 
game the Star Trek universe has ever seen. It isn't sur
prising that Cryptic is hearing demands and expectations 
from any number of different quarters. In response, it's 
done the only thing that makes any sense. 'We make 
games that we want to play," Zinkievich proclaims near 
the end of our day at Cryptic. "There's not a big market
ing meeting where we determine who our audience is 
with a Venn diagram. We're making the game that we're 
going to find fun. That's really our philosophy across 
Cryptic Studios~ ■■ ■ 
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I magine being sq scared that you fear the sound of your 
own breath. Imagine not being able to trust anything 
you see within your environment. Imagine ·every second 
of your life being subject to unrelenting horror and sus

p ense. Dead Space projects this atmosphere and sustains 
it through every one of its scarcely lit corridors. We recently 
played a near-complete version of the game, and in addition 
t o developing a Wilhelm-like scream, we found ourselves 
t horoughly entranced by this edge-of-your-seat science fiction 
adventure. 

What's surprising is how much of the game Electronic Arts 
h as kept under lock and key. We won't reveal everything 
(although some of you would probably like to know exactly 
w here a necromorph jumps out of a ventilation shaft), but 
some elements m ake this game much deeper than previ
o usly reported. When you aren't blowing limbs off of the 
ghastliest beasts in the cosmos, you'll likely be searching the 
shadows for credits and nodes. The credits are instrumental 
in upgrading your character. Isaac can use them to purchase 
n ew armor upgrades (which are shown cosmetically), weap
ons, ammo refills, and invaluable circuit nodes. The nodes 
can be inserted into any weapon to increase its damage, 
ammo storage, and rate of fire. You can't just pump all of the 
nodes into damage, however, as each weapon has an abil
ity tree. Inserting each node will bring you down a different 
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branch. Since unearthing these rarities takes a keen eye, you 
can always sell weapons to free up more funds for specific 
ammo types, nodes, or different armaments. 

The control schematic is nicely designed, allowing players 
every action they feel they should have for a particular situ
ation - such as being able to stomp on a fallen enemy's 
noggin. The over-the-shoulder targeting system provides 
a nice view of the action with tight, yet quick movement. 
The plasma cutter is your primary firearm, but it hardly 
feels underpowered as the game progresses; it can shred 
flesh and de-limb creatures with ease. It's just a matter of 
how sure your aim is. If you're a little spastic, you may take 
a liking to the Ripper (the chainsaw of the future). This 
weapon spits out a spinning sawblade with each shot, but 
you can't really call it a projectile, as the blade is sustained 
in a force field five to ten feet in front of your character. 
When an enemy approaches (which they never do subtly), 
you can move the blade to cut the foe down. You can 
usually cut all of the limbs off of an adversary in a few 
seconds, which helps for enemies that survive even after 
being decapitated. 

These persistent enemy encounters lend the action a lot of 
depth. How can you kill an enemy who keeps regenerating 
body parts? Maybe something in the environment can be 
of aid? But the game isn't just about straight confrontations. 

What would happen if the air on your deck suddenly depres
surized? Or what do you do when a large tentacle bursts 
through the wall, latches onto you, and tries pulling you back 
to from whence it came? From what we could see in the 
first five hours of the game, developer EA Redwood Shores 
makes each encounter feel different, even with the same 
enemies you've been fighting since the start of the game. 

A run button is readily available to use at any time, but 
unless we were fleeing from something unnaturally large 
and angry, we played the game as slowly as possible. This 
is mostly due to the fact that the developers were insistent 
that players jump out of their seat at least once per minute. 
Steam pipes burst in front of your face, enemies hide in the 
shadows, and there's always some kind of ominous noise 
coming from in front of you. 

The story is told in conjunction with the gameplay, either 
through radio or live video feeds that your character projects 
as holograms. Like BioShock, you are rarely taken out of the 
action to watch a cutscene. The game seamlessly blends 
actions, exploration, and cinematic sequences to create a 
running narrative. 

Dead Space can't come soon enough - we loved what we 
played so far and can't wait to see where it goes next. Unless 
this game falls apart as it progresses, it deserves serious 
Game of the Year buzz. ■ ■ ■ 





Guitar Hero World Tour 
> STYLE 1 TO 4-PLAYER MUSIC (UP TO 8-PLAYER ONLINE) > PUBLISHER ACTMSON 
> DMLOPER NMRSOFT (PSl, 360), VICARIOUS VISIONS (WU), BUDCAT (PS2) > RELEASE FALL 

IN THE STUDIO IS THE PLACE TO BE 

W 
e recently rocked out with Guitar 
Hero World Tour, testing the final 
functional instruments and dab
bling with the new music creator. 

But first, we hit up some of the new features. 
Players can finally earn money for the store 

in quickplay mode in addition to creating play
lists of up to six songs. call of Duty fans will 
also recognize World Tou(s ranking progres
sion. Instead of tracking multiplayer stats, play
ers gain new icons for career earnings, moving 
from a little piggy to progressively more 
badass rock symbols. Rock Band owners will 
be glad to know that all of their instruments 
will be fully compatible with the game on all 
systems except Wii. 

The recording studio is surprisingly deep, 
if not intimidating. You can jam and record 
with up to four people at the same time, or 
create tracks yourself and layer them together. 
Budding composers can select the scale they 
want the buttons synched to and easily bring 
the whole band into the same key. The lead 
guitar track plays single notes, while chords are 
found in the rhythm guitar section. 

V<mile messing around with drums in the 
studio, we noticed the many velocity sensi
tive capabilities. You can build up a roll on 
the heads from quiet to blasting. If you hit 
the yellow cymbal softly it'll produce a closed 
hi-hat sound, while hitting it harder makes a 
louder open hi-hat noise. Like all the instru
ments, there are an absurd amount of drum 
sounds ranging from Foo Fighters rock to 
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M.IA gunshots to V<mitney Houston synth. 
Each of these drum features can be played 
on guitar as well. You can play one to one 
notes by tapping the colored buttons or use 
the drum machine and manipulate pre-made 
beats with the whammy, tilt star bar, and 
touch pad. 

Once you're ready to record, just flick the 
d-pad knob on the guitar and start playing. 
V'men you've got something tasty, you can 
bring it over to GH Mix to copy and paste 
sections, erase odd notes, and "nudge" notes 
around if the timing is a little off. When every
thing is complete it'll translate the song into 
Guitar Hero language to allow others to play 
along. It'll even automatically calibrate to all of 
the various difficulties. 

Once you' re ready to show your creation 
to the world you can post it on GH Tunes. At 
first you only get five slots for uploads, but 
that number will rise as you contribute more. 
On the other end, you can search for othe(s 
creations using various filters like most recent 
most popular, or top artists, and load up your 
hard drive with up to 100 user-created songs. 

At this point it seems like Neversoft has all 
the bases covered as far as giving players a 
ton of options in the studio. But we can't help 
but think that some musicians out there will 
be frustrated that they just can't plug in their 
real guitar or keyboard somewhere. The team 
is far from playing all of their cards at this 
point however, so don't count something like 
this out completely. ■ ■ ■ 
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tlllllCIIICI 
Game Informer takes the new instru
ments for a spin. 

IKUMt 
It takes a couple songs to integrate 
cymbals into your repertoire, but 
once you get the hang of it, it feels 
very natural. The quiet pads have a 
nice bounce to them, the cymbals 
are height adjustable, and the pedal 
offers an adequate amount of resis
tance. The pedal did slide forward 
during play since it's not latched on 
to the rest of the drums, but the final 
version will include the option of 
sticky foam pads or velcro (depending 
on floor surface) to keep it in place. 
Triggering Star Power on drums can 
be tricky (hit both cymbals and the 
kick drum), so you' ll get a couple 
notes of leeway when it's unleashed 
without losing your multiplier. While 
we already knew the MIDI jack on the 
back of the set is compatible with real 
electronic drum kits, Neversoft hints 
there are still more surprises in store 
for that input. 

GUITAII 
Even though it isn't shaped like a 
classic Gibson anymore, the new gui
tar controller has the potential to be 
the best of the best. The strum bar is 
now contoured similarly to the Rock 
Band controller, but the mechanism 
remains true to Guitar Hero. The new 
Star Power button is easy to press 
if you don't like tilting, even though 
tilts felt spot-on during our playtime. 
But the coolest addition to the mix is 
the new touch-sensitive pad on the 
neck. This can be tapped with your 
strumming hand as a replacement for 
the bar and slid back and forth for a 
whammy effect. If you see a series 
of clear notes connected by rope 
you'll be able to slide your finger 
along with the notes without having 
to strum. The d-pad now juts out of 
the controller to resemble a volume 
knob and is an easy way to record 
and navigate through tracks in the 
music creator. 

MICKOrHOnE 
This looks almost identical to the Rock 
Band mic, including the presence of 
a cord. Neversoft says that the quality 
of wireless mies isn't up to snuff yet. 
Hopefully, Microsoft's wireless Lips 
peripheral will be compatible. 
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G 
hostbusters fans are a haunted 
bunch. No doubt they are hounded 
by fears that their favorite franchise 
won't get the video game treatment 

it deserves. These concerns aren't entirely 
unreasonable, as the recent Activision/Vivendi 
merger has left the game on the verge of 
being canceled. While the game is being sold 
to a new publisher, developer Terminal Reality 
is still hard at work on the game, and our 
hands on time with the newest playable build 
is proof that the game is shaping up to be 
quite a crowd pleaser. 

Our demo started with a familiar scene: 
the Ghostbusters climbing the steps of New 
York's public library. Crowds of people pack 
the streets cheering them on as they inves
tigate a paranormal disturbance. Suddenly, 
two ghosts explode out of one of the famous 

lion statues that sit in front of the landmark. 
"Whoa, double full torso animators!' exclaims 
Ray as the ghosts fly off. The voice work for 
all the principal actors from the original films 
is finally in, and the game sounds fantastic. 

Inside the library, the chase is on. Your PKE 
meter, wa it like a metal detector to track 
down your ghosts. 

The game is filled with plenty of great 
scripted sequences. Exploring the library's 
basement catacombs keeps us on our toes. 
Bookshelves slide around to form an ever
evolving labyrinth for us to navigate, books 
stack themselves in neat piles from floor to 
ceiling whenever we look away, and ghosts 
unexpectedly pop out to scare us while we 
innocently examine the walls. 

Upon entering one of the library's open 
reading rooms, we face our first real chal-

lenge. A level six bi-dimensional Attractor 
erupts from the floor, cutting a swath through 
the room of desks and sending piles of 
paper through the air in its wake. The appari
tion finally settles in front of us taking the 
form of a monster constructed from objects 
found in the environment. 

The proton pack's blast stream does a 
great deal of damage. It leaves scorch marks 
along walls and destroys statues, chandeliers, 
and, well, pretty much everything it comes 
in contact with. A damage total keeps track 
of how much the city is going to have to pay 
out due to the Ghostbusters' recklessness. 
Then again, if these guys don't leave a room 
trashed, they're probably not doing their job. 

After snaring the ghost in our capture 
beam, trapping it becomes a matter of slam
ming the apparition against every object in 

the environment until it's dazed and we can 
slide a trap under its belly. The mechanics 
still need a few tweaks, but causing havoc 
while wrangling the little poltergeist is plenty 
entertaining regardless. 

Fans of the series who haven't been keep
ing tabs on this game since day one will be 
happy to know that Dan Aykroyd and Harold 
Ramis wrote this script as a direct sequel to 
the last film. The game's music retains the 
classic Ghostbusters flair, and the character 
models look like eerie representations of 
what Aykroyd, Ramis, and Hudson would 
have looked like in 1991. In short, this 
game feels like Ghostbusters Ill. If all goes 
to plan, when it releases it will feel like that 
two-decade gap between the game and the 
movies never existed. ■ ■ ■ 





I t's fun to make people do what you tell 
them to. Unfortunately, there are limits 
to the acts people can be convinced 
to perpetrate, which is why you need 

minions. If you played Overlord last year, you 
know that minions are joyfully violent and 
hilariously immoral imps that live to seNe 
your will. If you need a town sacked, or just 
a pumpkin patch ruined, they'll do whatever 
it takes. The problem is they need an over
lord to command them - and the world of 
Overlord II has been without a supremely 
evil being for the last 50 years. That's where 
you come in. 

In this sequel you take on the role of a 
fledgling overlord. The descendent of the 

original overlord, this new antihero was res
cued by minions at a very young age. These 
slavering imps raised him to be a fearsome 
force to be reckoned with. In the time of 
peace between the two games, a new 
empire (based on the Romans) arose to 
rule over the people. You must overthrow it 
to take your place as their rightful oppressor. 

Using a host of new tactics, weapons, and 
abilities, players must wage a guerilla war 
against the empire. By taking over camps 
and assassinating officials, you gain a foot
hold in the various environments. From 
tropical locations to frozen northern wastes, 
the locations are more distinct and less 
rooted in storybook fantasy. As you tromp 

through these regions, you will encounter 
new battlefield scenarios to test the might 
of your legion like large-scale battles that 
involve siege weaponry and naval skir
mishes. That's not to say that there won't 
still be a fair share of defiling and pillaging. 
but even an overlord needs a break from 
time to time, right? 

Your horde of adoring gremlins has 
evolved alongside the combat. Minions 
now can use certain creatures as mounts, 
such as spiders, wolves, and dragons. This 
increases their combat effectiveness and 
provides them with additional bonuses. For 
instance, wolves can jump over chasms, 
while spiders can shoot webs. You can 

also promote certain minions to battlefield 
commanders, and you'll even possess your 
minions and control them directly in some 
situations. The idea is to avoid the feeling 
that you can solve any problem by throwing 
a ton of minions at it; you'll need to evaluate 
your options and use strategy. 

The first Overlord was a great concept, and 
the final product delive.red a lot of laughs. 
If Triumph Studios can iron out that game's 
control issues in addition to adding all of 
this content, Overlord II should be the ideal 
outlet for any gamer who would rather raze 
the world than save it. ■ ■ ■ 





■ Mr, Miyagi taught 
you well 

PLAYSTATION 3 I XBOX 360 

Skate 2 
> STYLE I-PLAYER SPORTS (ONLINE TBA) 
> PUBLISHER ELECTRONIC ARTS 
> DEVELOPER EA BLACK BOX > RELEASE 2009 

KEEP ON ROLLING 

W 
hen EA and Black Box released 
Skate last year, the game attacked 
a genre dominated by one series 
for a decade and changed it for

ever. By moving the concept of skateboarding in 
a video game to more realistic influences, they 
took a risk that paid off. Now the team is hard at 
work on Skate 2. \llihere do they go from here? 
Bigger and better. 

Due to the disaster sequence in Skate It on 
the Wii, the fictional city of San Vanelona was 
destroyed and rebuilt five years later by a large 
corporation. This allowed the team to start from 
scratch with the environment Black Box took 
note of the small issues players had with the 
first game, like frustrating citizens and unforgiv
ing cars. Now the people around you are aware 
you're skateboarding and will jump out of the 
way. The traffic will also let you just ride. 

The team is also improving the all-important 
control scheme. Skate's deep control system 
allowed players to execute a full gambit of tricks 
using the sticks and triggers as of they were 
their own feet and hands. This system makes a 
full comeback with twice as many tricks. Tricks 
like the finger/lip (a kickflip performed by using 
your finger to flip the board), footplants, hippy 
ollies, no complies, and one-foots debut within 
the grabs and flip tricks system you already 
know. The team has also added a new grab
the-world button that easily lets the character 
grab the half pipe coping for handplant tricks. 

The other big addition to Skate 2 is the ability 
to get off your board. Many fans wanted this 
in the first game, and Black Box has upped the 
ante by allowing the player to drag a ton of rails, 
tables, benches and more around the city. ''You 
want to go to the top of the mountain because 
you really like the bench that's up there and 
drag ~ all the way down to the water front?' 
asks gameplay producer Jay Balmer, "It will take 
you like a half hour, but if you want to do it go 
ahead'.' These pieces won't be on a limiting grid 
system - we dragged a picnic table up onto a 
stair set to create a fun session in a place that 
would have otherwise been unskateable. 

Black Boxs plan on revealing even more 
new features at a later date. Taking the smart
est path of "not messing with a good thing" 
while adding more skateboarding depth, Skate 
2 has us thinking that the franchise may be 
here to stay. ■ ■ ■ 



■ Skatebo,irders are 
extreme! They jump fems' 



T 
he Need for Speed series has been extremely 
inconsistent over the years. Last year's Pro Street 
fell squarely in the dud category as its controver-
sial design decisions (most notably a return to 

closed track courses) led to mixed reviews. The recently 
announced Need for Speed Undercover looks to restore the 
brand name's luster with a return to the open-world, over
the-top racing fans have come to expect. 

The nods to "realism" are gone in favor of balls-out police 
chases and highway craziness in an enormous fictional 
metropolis dubbed the Tri-City Bay Area. Players explore 
this hair-raising world as an undercover agent who must 
infiltrate an international crime syndicate by - you guessed 
it - engaging in races, chasing rivals, evading the police, 
and generally driving like a maniac. While this sounds like a 

thin excuse for a series of blazingly fast races ... oh hell, it is 
just a thin excuse for a series of blazingly fast races. Frankly, 
that's fine with us. This window dressing plot should at 
least look pretty, as Undercover stylishly blends video foot
age with CG and features Hollywood-by-way-of-Hong-Kong 
movie vixen Maggie Q (Mission Impossible Ill, Live Free or 
Die Hard). 

EA touts Undercover as the fastest and most responsive 
racer in the series' history, with virtual speed reaching 180 
miles an hour. The developers accomplish this through 
what EA (the industry's masters of meaningless nomen
clature) has dubbed the "Heroic Driving Engine.· We have 
no idea what that means. However, a game demo at the 
Games Convention in Leipzig. Germany ran remarkably 
well - as fast as imaginable and extremely enjoyable to 

control. Heroic or not, Undercover should continue the 
series' tradition of delivering high production values. And 
yes, the realistic damage from ProStreet remains. 

The gameplay is also refined, most notably with its 
improved Al. The police are much more aggressive and 
intelligent, which should translate into exciting chase 
sequences and a greater degree of challenge. Undercover 
also has more customization options, as well as a host of 
impressive rides to tweak, including the Audi R8, BMW M6, 
and the Lexus IS-F. 

While this is our first look. the game's been in develop
ment for quite some time. You won't have to wait long 
before you hit the streets; Need for Speed Undercover 
drops on November 18. ■ ■ ■ 



"OLD SPICE SWAGGER TRANSFORMED ME FROM THIS 
SAD LITTLE NERD PERSON INTO THE COLOSSAL MAN 
MOUNTAIN OF AWESOMENESS YOU SEE NOW. THANKS, 
OLD SPICE." -BRIAN URLACHER 
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PC 

The Sims3 
> STYLE I-PLAYER SIMULATION > PUBLISHER ELECTRONIC ARTS > DEVELOPER EA REDWOOD SHORES 
> RELEASE FEBRUARY 20 

MEET THE NEIGHBORS 

W 
ake up. Use the bathroom. Eat 
breakfast. Go to work. Whether 
or not you've played The Sims 
before, this morning routine is 

all too familiar. The difference in The Sims 
is that simple tasks like these take several 
hours, filling your sim's day and leaving 
them with less time for fun stuff. Thankfully, 
that's about to change. The Sims 3 focuses 
less on the mundane tasks of everyday life, 
allowing players to shape a story around 
their sims as they explore their seamless, 
open neighborhoods. 

"Our ambition for the Sims 3 is to make 
the gameplay quick and rewarding, so every 
game session you feel like you're getting 
something big done - like you're moving 
the story of your character's life forward," 
explains executive producer Ben Bell. "As 
a player, you'll be focused on fulfilling 
your sim's destiny or driving them towards 
some sort of bigger goal you've chosen. 
We really want the sims' basic needs to fall 
into subtext~ Your characters still have basic 
needs, but you'll spend less time keeping 
all of those balls in the air, and more time 
working toward larger goals. What exactly 
those goals are varies depending on the 
sim, since different personality traits lead 
to different ambitions. Even better, the 
game generates smaller aspirations ( called 
wishes) that guide the player down the 
path of fulfilling a sim's dream. 

"In the case of the sim who wants to be 
an astronaut," Bell elaborates, "he or she 
is going to want to join the military career 
and get ahead, and getting ahead means 

schmoozing it up with people, and also 
building skills and all those things that are 
really a key part of the Sims experiences.· 

With this new structure, getting your 
sims ahead in their careers isn't just a 
matter of going to work for eight hours 
each day. Players are given prompts that 
inject diversity into the daily grind (like 
choosing whether or not to work late for a 
career boost at the price of your energy). 
Additionally, various things in the world feed 
into your sim's career. Getting promoted 
isn't just about building skill points - you 
need to interact with the world in various 
ways. "In the previous Sims games, each 
career progressed in a very similar fashion," 
says Bell. "Now we really have a lot of 
unique goals - and they also get you out 
in that neighborhood where you can meet 
the people around you.· If you progress far 
enough in your career, you can even attain 
a certain level of fame. For instance, if your 
sim is a high-ranking official in the military 
career, other townspeople may salute you 
as you walk down the street. 

If all goes well, these changes to the core 
gameplay will eliminate that babysitting 
feeling some gamers get from monitoring 
their sims' bladder and hunger. Instead, The 
Sims 3 focuses on guiding your sims' des
tinies as they achieve small daily goals and 
lifelong dreams. The more you imagine the 
aspirations of an entire community popu
lated by diverse sims - all at your control -
the harder it gets to wait for the next entry 
in this juggernaut franchise. ■ ■ ■ 





PC 

The Lord of the Rings 
Online: Mines of Moria 
> STYLE MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME> PUBLISHER TURBINE 
> D£VEIOPER TURBINE > RELEASE NOVEMBER 3 

YOU MAY NOT WISH TO PASS 

W 
hen it comes to MMORPGs 
that largely follow traditional 
designs, The Lord of the Rings 
Online is the best one around 

that isn't named Warcraft. The game's care
ful digitizing of Tolkien's world and solid 
mechanics allowed it to carve out a niche 
for itself in a post-Wow market. This fall, 
its first retail expansion goes live. Mines of 
Moria is everything a major add-on should 
be; it revitalizes the base game with new 
classes, more levels, and a ton of content 
to explore. 

The Fellowship has stirred up holy hell in 
the ancient dwarven stronghold, and play
ers must haul their heroic butts in there 
to cqntain the terrors of the deep trying to 
get out. From available monsters to ruined 
underground cities, the depths of Moria 
are only vaguely alluded to in Tolkien's 
writings, so the team can get a little more 
creative. 

The new Rune-keeper and Warden 

classes - a magic-using nuker and agile 
tank, respectively - sound cool, and the 
usual slew of minor improvements across 
the board are great. But these features 
take a back seat to Moria's new legendary 
equipment. These named items, which 
heroes start finding early on in the expan
sion's quests, gain experience and grow in 
power just like a character does. Despite 
being a central tenet of nearly every RPG, 
loot is too often a meaningless set of stats. 
The prospect of having a badass magical 
sword that grows in power with you and 
sports unique traits that reflect your hero's 
investment in it is sweet. 

Despite all the buzz around Age of 
Conan, Warhammer Online, and Wrath of 
the Lich King, Mines of Moria looks set to 
deliver plenty of its own brand of MMO 
entertainment. If Turbine executes well 
on these new features, LOTRO will live on 
quite healthily in a crowded market. ■ ■ ■ 

XB0X 360 

Race Pro 
> STYLE I-PLAYER RACING (UP TO 12-PLAYER ONLINE) > PUBLISHER ATARI 
> DEVELOPER SIMBIN > RELEASE NOVEMBER 

RACING FOR REALISM 

D 
eveloper SimBin made a name 
for itself with PC racing series like 
GTR and Race. Now it's hoping 
to dazzle console players with 

the upcoming Race Pro. The company's 
proprietary Lizard engine powers this in
depth racing sim. A lengthy career mode 
begins with Mini Cooper circuits and 
spans all the way to the World Touring Car 
Championships, which features 48 different 
high performance vehicles from manufac
turers like Aston Martin, BMW, Honda, and 
Audi. Players will gain notoriety over time 
and receive new challenges and offers from 
sponsors. You'll be faced with choices like 
racing for BMW or Aston Martin and choos
ing between formula and touring circuits. 

Race Pro focuses heavily on authenticity, 
with accurate in-cockpit views and engine 
noise captured from several cars using a 
specialized 5. 1 recording system while 
they zipped around tracks. Players can 
tweak a ridiculous amount of options on 

their rides like gears, suspension, and tire 
pressure. Meanwhile, loading screens allow 
you to navigate an overhead map of the 
coming course and read up on all of its ins 
and outs. Expect many real life tracks like 
Laguna Seca and GP Macau. 

Multiplayer supports up to 12 players 
online, and eight over system link. SimBin 
is absolutely against splitscreen play due 
to the limited view, so it came up with a 
unique solution for local multiplayer. The 
Hot Seat mode comes in co-op and versus 
flavors and allows players to pass control
lers back and forth and take turns driving 
the same car. All player-specific control 
preferences actively switch depending on 
who's behind the wheel. 

While the main game content should 
keep players busy for quite a while, SimBin 
is already promising both free and paid 
downloadable content. Interested racers 
should look for a demo on Xbox Live 
sometime in October or November. ■ ■ ■ 
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B 
eing a crime boss looks easy. Dons 
like Vito Corleone and Tony Soprano 
earn their keep by ordering hench
men to risk their lives while suck-

ing down cannolis from the safety of their 
offices. How else did they get so obese? 
While EA's version of The Godfather let you 
manipulate, extort, and swindle your way to 
the top, you never got to call the shots. 

'We felt we did a good job of capturing 
the 'thug' aspect of the mafia, of being an 
enforcer, but what always was missing was 
the sense of feeling like you were a Don; 
says senior producer Joel Wade. 'You were 

able to rise up in the ranks, but you were 
always still the 'lone wolf attending to all the 
dirty work yourselr With the Godfather II, it's 
your turn to be the Don behind the desk. 

Like its predecessor, The Godfather II 
takes liberties with the eponymous film's 
plot. This tribute to Coppola's opus features 
key characters like Fredo, Hyman Roth, 
Frank Pentangeli, and Senator Pat Geary. 
Unfortunately, the game forgoes the Sicilian 
flashback scenes that earned Robert De 
Niro his first Academy Award. Instead, the 
plot follows the Corleone's criminal activities 
in 19605 New York, Florida, and Cuba. The 

unique character from first game, Aldo, also 
makes a brief appearance as the boss for the 
new character, Dominic. 

The Godfather II preseNes the gunplay, 
fisticuffs, and torturing (the Mafia prefers to 
call it "convincing") from the original title, but 
takes the experience further by allowing you 
to run and manage the criminal outfit from 
afar. Players must expand the Corleone fam
ily's influence by recruiting new henchmen, 
upgrading their skills, and promoting promis
ing soldiers to made men. Each crewmem
ber has a specialty, like arsonist or medic. As 
the Don, you can send henchmen to attack 

or defend your illegal rackets. More hands-on 
leaders can also roll with a violent entourage 
of three stooges. 

The new "Don's View" interface reveals 
a 3D overview that tracks the rackets, busi
nesses, and inter-family battles raging across 
the city. With five families vying for the same 
illegal trades, you must decide how to protect 
your current operations while expanding and 
monopolizing. The more rackets you control, 
the more money you generate to hire new 
thugs, purchase new weapons, and upgrade 
your family's skills. Expect to build your crimi
nal enterprise in early 2009. ■ ■ ■ 



PLAYSTATION 3 

NBA 09: The Inside 
> STYLE I TO 4-PLAYER SPORTS (2-PLAYER ONLINE) > PUBLISHER SONY COMPUTER ENTERTAINMENT M1ERICA 
> DMLOPER SCEA SAN DIEGO STUDIOS> RELEASE OCTOBER 7 

A RETURN TO ITS ROOTS 

I n transitioning to next-generation bas
ketball on the F1ayStation 3, Sorr-/s NBA 
franchise <itched what separated it from 
the other titles: The Life. This stOfY-based 

mode brought a fun context to an otheiwse 
typical season foonat and presented situ
ational goals that kept the game from feeling 
like you 1111ere simply playing a calendar full of 
games. Thankfully, this year The Life is making 
a comeback. 

The Life's cutscene S!OfY development and 
welklone voice-acted characters return, but 
no.v the game lets you experience three dis
tinct stories: a point guard, center, and swing 
man. You start at the summer developmental 
league showcase tournament and follo.v them 
to NBA superstardom, all the while complet
ing in-game challenges to progress the SIOfY. 
Unlike in previous years on the PS2, The 
Life's rutscenes seamlessly transition into the 
gameplay ~ a load screen. Furthermore, 
last years player progression system - where 
you earn points and gear throughout all 
modes of the game in order to upgrade your 
created player - fully integrates into The Life. 

The Life used to be a substitute for NBA's 
lack of a tra<frtional franchise mode, but no 
longer. NBA 09: The Inside rcN features a 
full franchise mode. 'Mlile it's not too robust 
(tt lacks a scouting feature), it does feature 
a training mode that allo.vs you to allocate 
(or automate) the distnbution of 100 points 
among your players before the season starts 
in <:Ner 1 O skill areas. Each player gains differ
ent bonuses - or sometimes none at all -
depending on their ability. 

The real test for The Inside will be how it 

handles on the court, which hasn't been the 
series' strong suit During our initial playth
rough, the transition game felt more varied 
and fouls 1111ere more prevalent in the past 
How well the rest of the gameplay rounds out 
will be important in determining how far this 
series has come. ••• 



Wii 

Dead Rising: 
Chop Till You Drop 
> STYU 1-PlAYER ACTION> PUBLISHER CAPCOM > DEVEI.OPER CAPCOM > RElWE 2009 

THRIFTY SPENDER 

F 
inally Wii owners will experience 
the thrill of beating down hordes of 
zombies with a cash register when 
Dead Rising, the mall sul\lival game 

that pleased 360 owners two years ago, 
appears on the Wii next year. Considering 
the system's technical limitations, there is 
some concern the Wii won't generate the 
same number of zombies the 360 pro
duced. Capcom assures us that it's been 
pushing Nintendo's system to the limits. 
Chop Till You Drop will crank out up to 100 
shambling corpses at a time, so it should 
still provide plenty of fodder for you once 
you get your hands on the excavator. 

To those unfamiliar with Dead Rising 
already, the premise is simple. A zombie 
outbreak in a small Colorado town leads 
freelance photographer Frank West out to 
investigate. Thankfully, the local mall offers 
a great place to bunker down and comes 
loaded with and endless supply of creative 
weapons. To save the remaining survivors 
of the outbreak, Frank must use whatever 

mannequin, shovel, or lawnmower comes 
in handy. 

A few other features compel you to 
check out the 'Mi version of this classic 
stress reliever, the most notably the new 
save system. Capcom isn't willing to go into 
details yet but the game no longer oper
ates under the strict time limits found on 
the 360 version. Players can take the game 
at a slower pace, and the story will unfold 
in a more episodic nature. 

Bui~ using the 'Mi Resident Evil 4 engine, 
Chop lill You Drop uses the Wii's motion 
controls for shaking zombies off your back. 
Players can also aim firearms by pointing 
their controllers at the screen. Other weap
ons have special controller functions as well. 
'Mien using a bat for example, you can 
shake the 'Mi remote to build up extra power 
and release it all with one supper swing guar
anteed to knock a few zombie heads out of 
the park Ol<ay Capcom, oo;v that you're get
ting the obligatory port out of the way, start 
talking sequel. ■ ■ ■ 

Wii 

Mushroom Men: 
The Spore Wars 
> STYU 1-PlAYER ACTION > PUB USHER GAMECOCK > DMlOPER RED FLY STUDIO > RELEASE NO'JEMBER 

ODD GROWTH 

W 
e've always suspected that 
a secret society of sentient 
mushroom creatures who 
worship a mysterious meteor 

that fell to earth and bestowed them with 
consciousness hides within every forest 
Red Fly Studio has validated our suspicions 
with Mushroom Men, which revolves 
around that very premise. The plant world 
is entangled in a brutal civil war; the edible 
plants are at odds with the poisonous 
ones, and one mushroom by the name of 
Pax must journey through the lines, battling 
crazed animals and plants to collect the 
remaining meteor fragments that will help 
restore peace. 

Mushroom Men is primarily a platformer, 
but given Pax's small stature, negotiating 
something as simple as a lawn shed can 

be like traversing a dangerous cavern. This 
twisted scale means not everything is as 
it seems. A stack of dominos becomes a 
block puule that Pax must solve. Similarly, 
a toy sticky hand can be used as a grap
pling hook to help Pax climb to higher 
vantage points. Throughout his journey, 
Pax must cobble together many everyday 
items such as razorblades, matchsticks, 
jacks, staple removers, chewing gum, and 
rubber bands to make new weapons. 

Not all of Pax's tools are physical, how
ever. This little shroom has been granted 
special telekinetic powers that allow him 
to manipulate small objects and plants 
within the environment Many of the goals 
require a combination of exploration and 
exploitation of Pax' s abilities. The levels 
are open-ended, allowing you to complete 
the objectives in any order you see fit. 
From the little bit we played, Mushroom 
Men seems like a very creative adventure. 
Hopefully it ends up being the clever title 
the 'Mi needs to brighten up its otherwise 
dry holiday lineup. ■ ■ ■ 



OS 

Sonic Chronicles: 
The Dark Brotherhood 
> STYLE I-Pl.AYER ROlE-PI.AYING GAME> PUBLISHER SEGA> DMLOPER BIOWARE > RELEASE SEPTEMBER 30 

RECLAIMING GLORY 

A 
s Sonic continues to age, his fans 
only get younger. Older gamers 
raised on the franchise 15 years 
ago have abandoned the Blue Blur 

as Sega focuses on the younger crowd. But 
if ever there were a company that could 
bridge that gap and make a Sonic RPG rel
evant to those lost gamers, it's the creators 
of KOTOR and Mass Effect. Canadian devel
oper BioWare. 

In classic RPG fashion, the game starts 
off with a flashback. A slick animated comic 
shows the end of an epic battle between 
Sonic and Dr. Eggman. As Sonic escapes 
an exploding flying fortresses, Eggman is 
presumably left to fall out of the burning sky. 
Fast foiward several years later to when one 
of Sonic's friends get kidnapped. It looks like 
the good doctor has returned from oblivion 
and is somehow involved. It's up to Sonic 
to rally his friends back together and put an 
end to Eggman's schemes once again. 

A large portion of the game focuses on 
exploration. Sonic speeds along familiar 
locations like Green Hill Zone and Mystic 
Ruins. By exploring the environments fully 
we find extra items, new Chao eggs, and 
encounter NPCs who provide us with side 
jobs. But Sonic can't get everywhere on his 
own. We have to switch between the other 
members of our party to traverse certain 
obstacles. In signature fashion, Tails flies the 
group to higher walkways, Knuckles climbs 
walls, and Amy (when we absolutely have 
to use her) takes her hammer to any boxes 
that block our path. 

Enemies appear in the environment so 
you can avoid encounters if you choose. 
But even if you charge headfirst into battle, 
there's no guarantee you'll jump right into 
the fight. Occasionally, enemies try to run 
from Sonic and the gang. When this hap
pens a minigame launches where you must 
avoid obstacles and use speed boosts to 
overtake your prey. 

The action itself is turn based. Instead of 
magic, Sonic and his friends have special 
PON attacks that do extra damage and 
have special effects. When using these POW 
moves you'll be required to complete quick 
touch-screen minigames. Reminiscent of Elite 
Beat Agents, special onscreen prompts direct 
you through a tapping rhythm sequence. 
Complete the sequence property and your 
PON attack will deal maximum damage. 

But what would an RPG be without con
versations? Thankfully Chronicles navigates 
the minefield of anthropomorphic animal 
dialogue with more amusement than 
annoyance. The fact that there is no stab
yourself-through-the-ears voiceover helps a 
good deal. Sonic is an impatient hog, and 
to stay in line with that a dialogue option 
highlighted with his picture always provides 
players with the fastest way back to the 
action. Players interested in learning more 
about the story also have the freedom to dig 
deeper into the dialogue trees. There isn't 
an evil Sonic dialogue option, but there are 
snarky Sonic responses, which have Sonic 
delivering his lines with the most 'tude. 

Chronicles certainly doesn't look like it's 
breaking any RPG boundaries, but it looks 
like solid work from one of gaming's premier 
developers. We'll reserve final judgment 
on this one for when it's released, so we 
won't know if Chronicles is the best thing to 
happen to Sonic since the Sega CD until the 
end of September. ■ ■ ■ 

CHAO GARDEN 
Sonic' s adorable pets return. There will 
be 40 different Chaos to find and collect 

throughout the game. Every Chao has 
its own special talents, and they can be 

equipped to your party members to provide 
them with special bonuses. Some Chao aug
ment a character's attributes, such as attack 
or defense, while others might make them 
harder to hit or add elemental damage to 

their attacks. However you raise your Chao. 
they are important assets to your team. 

GAME INFORMER 91 











• • • • • • • • ••• • • ••• • ···=··· • REVIEWS 
. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

Star Wars: The Force Unleashed De Blob 

We don't know many gamers who have yet to succumb to the charms 
of Harmonix's Rock Band, but just in case a few of you still exist, the 
company is releasing a brand-new sequel that raises the bar in the 
music genre once again. For the veterans, there are improved instru
ments and a revamped career mode. For fledgling rockers, there is a 
new "No Fail" mode and the most engaging and diverse soundtrack yet. 
All this adds up to one hell of a good time for everyone, and our cov
eted Game of the Month award for Harmonix. 

Our crack ( or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

THE SCORING SYSTEM 
10 
9 
8 
7 

Outstanding. A truly elite title that is nearly perfect in every way. This score is given 
out rarely and indicates a game that cannot be missed. 

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

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

Average. The game's features may wor1<, but are nothing that even casual players 
haven't seen before. A decent game from beginn(ng to end. 

Infinite Undiscovery 

N+ has had quite a ride. Starting out as a free, PC-only shareware 
title, the game became a worldwide cult hit due to its success on 
the Xbox Live Arcade. Now coming to both DS and PSP, the game 
should experience another renaissance on handhelds, as it's fast
paced and ultra-challenging platforming is perfect for on-the-go 
gaming. As a single-player game, it's near perfect, and a solid multi
player component comprehensive level creator, and online sharing 
hub only sweeten the pot. 

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

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

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

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

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 

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

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

5 
4 
3 
2 
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Passable. It may be obvious that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 

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

Painful. If there is anything tha(s redeeming in a game of this caliber, irs buried 
beneath agonizing gameplay and uneven execution in its features or theme. 

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

Tribbles. Stupid fur,y muffins. 

> Replay Value 

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

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

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

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

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



pr 

Dragon Quest IV: Chapters of the Chosen 

Civilization IV: Colonization 
Turning 4X strategy conventions on their ears, this remake of Sid Meier's 
1994 classic serves fans and newbies alike. Why conquer the world 
when merely winning your independence from the greedy King is the 
lone condition for victory? War takes a back seat to economics and 
diplomacy in Colonization as players try to build a great New World 
nation out of the dregs of European society. Nobody does sublimely 
addictive strategy like Firaxis. 

- edge 
For our newer readers, here is a glossary of terms and acronyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 

• ~I ' ' I l II l 'I r ( r, I , f 

This 1s where GI breaks down multi-plat
form games So whenever you see this 
logo. there 1s important mulb-system infor
mation regarding that product 

Content sullable 
oi-;,,toradulls. 

Proooa is 
awalingfinal 
rating. 

lOBOi - A resolu1ion specification used for HD11/. 
1080i stands for resolution of t920xl080 pixels 
The 'I" means !hat the video ~ being interfaced 

1080p - Currently the best resoiul!On for gaming 
on an HIJ!V. In v.idescreen, I 080p generates 
an image at resolution of 1920xl080 in 
progressNe format 

480p - ProgressNe scamng, tlls opuon ("p"= 
progressNe), creates a pictu,e ~ Wl1h double 
the scan ines of a conventJonal Nlterfaced 
picture. 480 ('I" s interlaced), to create a 
noticeably sharper image. The 480p image 
offec; highe, picture iesolution and eliminates 
~l!Ually al motion artifacts in a 640x480 pixel 
1esolution setting 

n0p - A resolution specification used for HDTV. 
720p stands for resolution of 12aoxno 
pixels. The ·p· means that the video is in 
progressil~ format 

oction - A tenm "~ use for games ike God of 
Wat and Dew M;,J 0y 

ad hoc - A type of ,weless connecllon !hat 
conneas you \\ith othe< piaye,s in your 
immediate vicinity 

Al - Mificial Intelligence. Usually refeB to how 
well the computer reacts to human opponents 
or oorks with human allies 

adventure - A term i.ve use for games like Myst 
and Escape From Monkey Island 

bloom - An effect !hat simulates the soft. blurred 
g,o,, of blight hght reflecting off of surlaces 

board - A tenm we use for gatnes like Scene It? 
and Mano Party 

bored - A tenm we use for gatnes ike Mario 
Super Sluggers and Mano Party 

eel shading - A 1ecmque used to create 3D 
rendered obiects !hat resemble hanckira'Ml 
aninatJon eels 

CG - Computer Generated. Usually iefer.; to 
ClJISCeOeS !hat don't use in-game graphics 

DLC - Dov.Tlloadable content Usually takes 
the form of inexpensive or free add-ons to 
existing games 

El - Electronic Entertainment Expo. A gaming 
convention held r,,ery year since 1995. It~ one 
of the ~rgest events in the gaming industJy 

first•porty - A game made by a console 
maoofacture,'s rllemal de,elopment teams 
exclusively for ns rwn S')'Slern 

fighting - A tenm we use for games lil<e Mortal 
Kombat and Dead 0< />/Ne 

FPS - F,r.;t-Person Shooter. Describes games 
Ike Halo, Doom, and Call of Duty. Also used 10 
denote the phrase 1rames per second,· 0< how 
many animation frames happen in one second 

hamerate - The frames of animation used to 
generate the appearance of movement 

frontend - A game's menus and options 
HDTV - High Definition Teielision 
HP - Hit l'llints A numerical representation of a 

characte,'s remaining l~e. Common in RPCs 
infrostructure - A type of .,;,e1ess oonnecbOn 

that uses the Internet 10 connect v.ith othe< 
piaye,s OYer long distances 

IP - lnteleaual Property. A single gatne 0< 

franchise encompassing the ideas and dlaracteB 
contained v.ithin 

isometric - 11vee-quanec; top down \liew, fike 
Waraafi 3 0< Balduls Gate: Dali< All~nce 

i•aies - Graphical lines !hat look jagged v.!ien 
they should be straight 

LAN - Local Area Nel'Ml<l<. Connecting computer.; 
0< consoles together within a small space to 
allow communication between them. Provides 
last, simultaneous gameplay 

MMO - MasSIYeiy Multiplayer Onhne. Usuall-f 
applied to~ titles, we use this term for 
gatnes \\ith pe,sistent, multi-user online worlds 
Ike Eve<Quest and WO<fd of Wataafi 

motion blur - Phantom frames follow an object 
to give the impression of realistic speed 

music - A tenm we use for games like Guitar Hero 
and Rock Band 

:• reviews 

NPC - Non-Player Character. Those people and 
aeatures you see wandering around in games 
!hat are not being controlled by actual humans 

partide effects - Things ike smoke 0< spari<s 
aeated in reakime 

platfonn - A term "~ use fo, gatnes Ike Super 
Mario and Ratdlet & Clank 

pop-up - When objects onsaeen suddenly 
appea,, typically due to poor draw distance 

PSl - Sony PlayStation 2 
PS3 - Sony's PlayStal!On 3 console 
punle - A term we use for games like Tetris 

andPicross 
racing - A term we use for games llke Gran 

Turismo and Mario Kart 
RPG - Role-Playing Game. A Jenn games Ike Final 

Fantasy and The Elder Scrolls 
RTS - Reamne Strategy. A subgenre of strategy 

games incbling titles Ike StaiOafi and 
Command & Conquer 

shooter - A term we use for games hke lkaruga 
and Gradius 

sports - A term we use for games like Madden 
NFL and Top Spin 

strategy - A term we use for games like Disgaea 
and Fire Emblem 

third-party - Something made for a console by a 
comparry other lhan the console manufacturer 
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I n Episode Ill: Revenge of the Sith, we watched 
Anakin Skywalker fall to the dark side and take 
his place at the side of Emperor Palpatine as 
Darth Vader. The prequel trilogy told the origin 

story of Darth Vader, but it didn't tell us why the 
galaxy shudders at the mere mention of his name. 
Star Wars fans have been left wondering, "Is he the 
'chosen one' from the Jedi prophecy, or is his legacy 
that of the Emperofs puppet! 

In The Force Unleashed, we finally see Lord Vader 
in his prime. This game bridges the gap between 
movie trilogies, and with the blessing and guidance 
of George Lucas, is an official chapter of the hal
lowed Star Wars saga. We not only see why Vader 
is a symbol of the Empire's mighi we experience 
his wrath firsthand. Vader is playable only for the 
first level, and although our time under the mask is 
brief, it is a study in Force-powered brutality. Vader is 
an unstoppable killing machine and his control over 
the dark side pushes the Force far beyond anything 
we've seen before. LucasArts did a great job sculpt
ing his move set (he doesn't run, he confidently 
marches forward), and turning him into badass we 
always wanted to see. 

At the conclusion of this level, control is passed 
from Vader to his secret apprentice, codenamed 
Starkiller, a character that falls in line with George 

> STYLE 1-PlAYER ACTION 

Lucas' lineage of doe-eyed, moderately irritating 
male protagonists. With Vader as his instructor, 
Starkiller is a force to be reckoned with on the battle
field. He's agile, amazingly aggressive, and firmly 
in control of the dark side. Through a beautifully 
sculpted control scheme that allows the Force to 
flow smoothly through your fingers, Starkiller is one 
of the saga's most talented combatants. As the game 
progresses, his Force powers evolve and give way to 
an even more impressive move set Lightsaber and 
lightning become one, rancors are a minor inconve
nience, and star destroyers can be taken down with 
the wave of a hand. 

The gameplay is electric and fun, and the plethora 
of awesome new enemy types will make Star Wars 
action figure collectors salivate. You know what a 
royal guard can do, but what about an Imperial 
incinerator trooper? Fans will also be pleased to hear 
that this dark tale takes us to new planets and areas 
of familiar facilities I never thought I would see. All of 
the levels are loaded with highly destructible struc
tures and sights you'll take a second to maivel at. 

It's an amazing game, but there are disturbances 
in this Force-powered experience. Targeting difficul
ties make some battles troublesome, and blocking 
inconsistencies lead to some absurd deaths. The 
game offers a generous helping of checkpoints, so 

The Wii version shares the same story and is similar in 
design to the Xbox 360 and PlayStation 3 iterations, but 
is largely a different game. You still start out playing as 
Darth Vader, but the objectives are altered, and the story 
sequences play out a little differently. The motion-based 
controls are precise and easy to pick up, but the action 
isn't as explosive, and the cutscene details are quite crude 
by comparison. If you really want to see this game in all its 

j glory, play it on one of the other systems. However, if the 
j Wii is your only system, this version is still worth a look. 
: ..........................................................................................• ••• 
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a death won't set you back too far. Still, it's hard to 
believe that enemies ( especially some of the later 
bosses) can block anything you throw at them, even 
when you clearly have the jump on them. Some 
fights, especially on the higher difficulty levels, come 
down to dumb luck. 

The story will also leave Star Wars fans puzzled. I 
won't spoil the plot's twists and turns, but there are 
some serious leaps in logic that don't add up. Wny 
am I on this planet? Vader did this why? 

The Force Unleashed clings to the classic video 
game design of book-ending gameplay segments 
with short cutscenes, which doesn't allow the story 
to grow in the ways it needs to. I'm not saying the 
game should feature Metal Gear-length clips, but 
more content is needed to tell a cohesive tale. 
Starkiller ends up being an underdeveloped charac
ter; you know his mission, and you periodically see 
his emotions flare, but you never really get an idea 
of who he is. 

The Force Unleashed isn't the ultimate Star Wars 
game - KOTOR is still king in my book. But, as 
advertised, it amplifies this mystical power in new 
ways to delivers exciting gameplay and unforgettable 
Star Wars moments. It'll leave you wanting more, 
but take my word for ii it's worth playing just to see 
Vader Force-throw wookiees. - REINER 

BOTTOM 8 75 
LINE • 

> Concept: Tap inlo the force 
with this official entry into the 
Star Wars canon 

> Graphics: Beautifully detailed 
and so true 10 the Siar Wars 
legacy lhal the AT·STS appear to 
be animated in stop molioo 

> Sound: Great YOice acting 
accompanies the classic John 
WiUiams sc0<e 

> Playability: The F0<ce l1ows 
strong, but other aspects ol 
COfllbal run into p<oblems. 
And why does It need 10 load 
belwEen menus? 

> Entertainment: Roughly 
10 hours of explosive Force
powered wartare 

> Replay Value: Moderately 
High 

Second Opinion 8.75 

After years of unsuccessfully 
trying to m011e things with 
my mind, I finally know ,mat 
It feels like to IOOd the Force. 
This chapter of the Siar Wars 
saga transfonms players into 
a walking catastrophe, dis
playing the amazing offen
sive potential of the dark side 
as you throw, impale, and 
generally humiliate legions of 
foes. No matter how many 
times I whipped my lightsa· 
ber at Ugnaughts or tos~ 
stormtroopers from dizzying 
heights, I never tired of the 
explosive action. While using 
the Force is fluid and intui
tive, the rest of the combat 
system isn't quiet as refined 
or responsive, mainly due to 
dodgy targeting and block
ing. It's also a pity that the 
game's awesome premise 
doesn't have a chance to 
shine; you only get what you 
need to justify moving to the 
next level, and nothing m0<e. 
On the other hand, true Siar 
Wars fans will appreciate the 
conceptual groundwork (d 
not the details) established 
by game's evells. Despite 
some combat irregular~ 
ties and plot holes, there is 
one constant in The FO<Ce 
Unleashed: It puts power at 
your fingertips in a way that 
no game - Star Wars or oth· 
eiwise - has ever achieved. 
This is the first game that gets 
the Force right. -JOE 
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I t's too predictable to mercilessly pummel 
FaceBreaker because of its kiddy graph
ics, stereotypical characters, and for the 
fact that it's not Fight Night. But every 

fighter has a few tricks up his or her sleeve, 
and FaceBreaker is no different. Whatever criti
cal punishment you can level at the game, its 
gameplay core packs enough punch to survive 
your flurry. 

FaceBreaker is a throwback to the clas-
sic button-masher Mike Tyson's Punch-Out. 
You might think the game's fast pace would 
upset its balance, but FaceBreaker turns this 
expected folly into one of its strengths. While 
hammering on the controller to launch a flurry 
of punches at your opponent is enjoyable, the 
fight is all about timing. As fast as your fists of 
fury may be, if you're not tactful you'll end up 
on the mat. 

My favorite part of the game is its block, 
dodge, and parry system. Each one has its 
place depending on the situation or oppo
nent - particularly dodges and parries. Time 
them correctly as your opponent punches and 
you'll get in a couple free shots. FaceBreakefs 
cast of broad caricatures may make you wince, 
but it's fun to go round-for-round with them 
exchanging punches and, more importantly, 
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timing blocks, dodges, and parries effectively 
to turn the fight in your favor or avoid a beat
ing. Each boxer responds with his or her own 
counterattack, and many aren't beatable 
unless you learn to use defensive tactics for 
offensive payoff. 

FaceBreaker features a number of special 
combo attacks particular to its characters that 
provide a fun flourish, but none are as deadly 
as the move the game is named after. Players 
earn these game-ending punches by building 
up the multi-tiered combo meter without being 
interrupted. As dangerous as 
this sounds, it was pretty rare 
to earn or be the victim of 
one. This only highlights how 
important it is to play defense 
and stick to your attack strate
gies. Combos are merciless if 
you don't know what you're 
doing, but it's also rewarding 
when you discover an oppo
nent's weakness. 

As fun as FaceBreaker can 
be, it falls prey to a scourge 
of many new EA titles - this 
first title in the franchise is 
shorn of exciting features. The 

game's bare-bones structure presumes 
that you'll take each boxer through the 
same gauntlet of fights over and 
over again. Even with the solid 
gameplay, it doesn't take 
long before the unadorned 
nature of the career mode 
makes you feel brain dead, 
like you've taken a few too 
many punches to the noggin. 
Regardless, I think this game is worth 
strapping on the gloves.-KATO 

BOTTOM 7 75 
LINE • 

> Concept: More of an old
school button masher than 
Fight Night 

> Graphics: Its comic look 
doesn't push the limits, but 
at least it's a very fast and 
smooth game 

> Sound: You'll groan more at 
the charactecs· pathetic one-lin
ers than you will at seeing your 
character getting pummeled 
> Playability: The defensive 
moves are pulled off nicely. 
Given the speed of the game. 
this is no small thing when it 
comes to winning fights 

> Entertainment: FaceBreaker 
wrings as much fun out of its 
gameplay as possible, but even 
that has its limits 

Vivid cartoon graphics and 
smooth gameplay? Check. 
Simplistic boxing controls that 
hark back to the arcade days? 
Check. Borderline offensive 
charactecs quipping groan
inducing one-linffi? Check. 
So why doesn't FaceBreaker 
feel like a natural evolution 
of Mike Tyson's Punch-Out? 
At first glance FaceBreaker 
seems like a simple button 
masher, but the combo and 
counter systems reveal con
si4erable depth that allows 
skilled playecs to manhandle 
newcomers. My problem 
rests with the mash-heavy 
control scheme, which 
puts the dodge controls on 
the same buttons as the 
punches. Since the game 
moves at the speed of an 
arcade fighter, the bouts 
generally end in pain as my 
fingers throb from overus-
ing the three main button~ 
The poor player movement 
also didn't do me any favocs; 
l'Alile the dash controls work 
fine, strafing to reposition 
your character is an exer-
cise in futility. Beyond the 
arthritis-inducing gameplay, 
FaceBreaker offers a creative 
versus mode that allows you 
to take your create-a-boxer 
online to spar with new com
petition, the prize being the 
head of the loser. If the game 
didn't have such a limited 
~ngle player offering and an 
unforgiving control scheme, 
I might have been a golden 
glove. N, is, I feel more like a 
Golden Girl.-BERTZ 



I 
t seems there's always a new golf tip to learn. 
Just ask Larry David. The problem is that they 
aren't always good. You try many out, only to 
find that most of them don't improve your 

game. EA has made some slight I\Neaks this year to 
what I think was the best Tiger ever - Tiger 08 - bu~ 
like those golf tips, they don't improve the game. 
Luckily, this title still knows how to stroke the ball. 

My main beef with Tiger 09 is the altered skill 
system. The four skill categories (Power, Accuracy, 
Short Game, and Putting) rise and fall automati
cally according to your performance. While this 
isn't new for Tiger (see last year's Confidence 
system), all this happens because of Tiger's coach, 
Hank Haney. EA incorporated his digital likeness, 
and while it's great that Hank got paid (I'm sure 
golf teachers are like real teachers - underpaid), 
there's no payoff for us players. I miss applying my 
hard-won attribute points over a large variety of 
categories, as well as meeting and exceeding my 
potential by beating Tiger Challenge pros. It's like 
EA changed it just to call it new, when it's actually 
pared down and less interesting. What really stinks 
about this new way of rising through the ranks 
is that Hank's boring skill drills didn't keep my 
attention nearly as long as last year's drills, which 
at least gave you some variety. On a similar note, 
it seems the importance of your equipment has 
decreased, which was always one of the more fun 
things about Tiger. 

Despite these changes, Tiger is still 
a well-made game. The addition of a 
real-time swing indicator is very help
ful. No longer are you simply told you 
sliced the ball after the fact (no duh, I 
didn't intend it to veer sharply to the 
right). Now, you can see your shot is 
offer center while you practicing your 

CLUB TUNING 
By balancing a variety of trade-offs, players can tweak 
clubs to achieve more spin, power, or control. For 
instance, you can instantly get more power out of your 
beginning set of clubs, but this will decrease the size of 
your sweet spot which makes ~ harder to get a hold 
of the ball. One tweak that doesn't have a trade-off, 
however, is changing your clubs' bias. This allows you to 
compensate for a slice or hook in your swing. 
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HANK'S WISDOM 

backswing. In conjunction with club tuning (see 
sidebar), this mechanic allows you to optimize your 
swing. EA has also made small but meaningful 
changes to the career structure, online play (which 
allows you to see where your opponents' balls are 
going in real time), and the amazing GamerNet fea
ture. Each refines Tiger in useful ways - unlike Hank. 

I'm not sure why EA stripped away features that 
already worked beautifully. I wish this year's five new 
courses were just the beginning of the additions 
instead of one of the highlights, but it'll have to do 
while we wait for a course creator. I guess that's just 
the way golf is. One day your swing is near perfec
tion - until it isn't-KATO 

No wonder Tiger is the best golfer on the planet. Hank Haney, his real
life coach who appears in the game for the first time, serves no real pur
pose other than to drop the following life-changing golf advice. Anyone 
who plays golf will want to jot these down and keep them handy. 

" The short game is all about recovety. Yau wont ta get it on " 
the green and as close to the hole as possible. 

" Putting is very simple: Get the boll in the hole in the 
least number of attempts when on the green. 

Thanks for the insightful tips! 

" 

:• reviews 

sonor,1 8 5 
LINE • 

> Concept: Seems like EA 
changed the game for the 
sake of change, but at least the 
gameplay core hasn't been cor
rupted too much 
> Graphics: Pops off the screen 
with better lighting and attention 
to detail 
> Sound: The unremarkable 
new announcers nde the same 
soothing timber of the p,evi
ous pair 

> Playability: The real-time 
swing meter provides immedi
ate feedbac~ which can be a 
big help 
> Entertainment: The new 
career structure takes some 
of the luster off an O(herwise 

solid tide 

> Replay Value: High 

Second Opinion 8.75 

After last year's great Tiger 
08, the developers kept 
pushing forward on multiple 
fronts, making large changes 
to the career and training 
structure. While I appreciate 
the effort. not all of the new 
features work as well as they 
should. The gameplay is still 
solid (the new dub tuner will 
help many gamers), but the 
deci~on to forgo the usual 
stat points with a "dynamic" 
system that changes auto
matically based on your 
performance is a mistake. 
Now, poor performances 
decrease your stats, meaning 
that when you're struggling 
the game actually becomes 
harder. While the new Tiger 
Challenge structure is easier 
to understand, the removal 
of much of the training 
variety and depth in favor 
of diched "pro tips" from 
Tiger's coach Hank Haney is 
ludicrous. He offers nothing 
insightful, and his training 
drills are very repetitive. The 
good news is that things are 
great on the course. Some of 
the new courses - particu
larly Gary Player and Wo~ 
Creek - are among my all
time favorites, and the new 
Simultaneous Golf online 
mode is a great addition 
to an already robust online 
component. Once again, it's 
the best golf game on the 
market-MATT 
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NHL09 
> STYLE I TO 4-PlAYER SPORTS (UP TO 12-PI.AYER ONLINE) > PUBLISHER EA SPORTS 
> DEVELOPER EA CANADA> RELEASE SEPTEMBER 9 > ESRB E 

SKATING AWAY WITH THE CUP 

W 
hile Madden treads water and NBA 
Live struggles to find its shot, NHL has 
quietly raised the benchmark for sports 
games. With its unparalleled controls, 

refined presentation, and unrivaled selection of 
game modes, NHL 09 is the best hockey game 
ever created. 

Forget the patsy-cake checks of last yeafs game -
NHL 09 dishes seismic hits that leave your oppo
nents a huddled mass of pain and broken bones 
on the ice. Combine the big checks with the stick lift 
and improved poke check, and the gameplay finally 
finds a balance between offensive and defensive 
abilities. Many games will be won or lost in front of 
the goalmouth as you disrupt potential one-timers 
to protect your net or set up deflection scenarios on 
the attack. 

While the action between the boards continues to 
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improve, the franchise mode lags 
behind other sports games. Tools. 
like a trade block, refined scout
ing, midseason contract negotia
tions, and improved draft tools 
would go a long way to bringing 
this experience up to par. The 
confusing free agency interface 
and inability to buy out poorly 
performing players' contracts also 
stand out as sore thumbs. 

This year marks the debut of the 
Be A Pro mode, which invites gamers to create a 
skater and guide him from the minor leagues to the 
hall of fame. Your player must meet a set of goals 
each year contingent to your playing style and posi
tion. As you meet or exceed expectations, the coach 
rewards you by moving you to more potent lines or 

calling you up to the NHL. The camera 
fixates on your player throughout the 
game and smartly changes perspective to 
give you the best view of the action. The 
only times we experienced a poor angle 
was when the puck got hung up in the 
corners of our zone. 

But it gets better. You can take your 
player online, join a club with friends, and 

pa_rticipate in 6-on-6 games versus other teams in 
the hopes of being crowned the champion of the 
EA Sports Hockey League. Finally, the thrill of work
ing as a cohesive team in a real sport translates 
effectively to the virtual space. This is the future of 
sports games. We experienced con~iderable lag 
while playtesting this mode, but EA believes this 
should be fixed before launch. Lag in a fast-paced 
game like hockey makes or breaks the experience, 
so we hope it's true. 

With the best controls in sports, an addictive Be 
A Pro mode, and the amazing EA Sports Hockey 
League, NHL 09 is the pinnacle of contemporary 
sports games. I hope other sports franchises take 
note and try to achieve greatness as well.-BERTI 

BOTTOM 9 25 
LINE • 

> Con<ept: Take~ yea(s 
excellent trtle and build upon 
the victOIY by introducing the 
,nnovatr,e new on line and Be A 
Pro modes 

> Graphics: With booe
aunching hits, fluid skating, and 
acrobatic saves, NHL 09 is the 
most realistic-looking hockey 
game to dale 

> Sound: Ga,y Thome and Bill 
Clement are the best commenta
tors in pixelated spons 

> Playability: The skill stick 
combined with new defensive 
tools give veteran playeis more 
control lhan ever 

> Entertainment: With three 
modes begging to be played in 
depth, this is the best hockey 
game to date 

> Replay Value: High 

Second Opinion 9 

In NHL 09, Be a Pro mode 
isn't just a rurious side mode, 
it's the only way to play. 
Unlike Madden's Superstar 
mode, where your~ tends 
to be either a su~ar or 
a brt part. in NHL your Al 
teammates react well to your 
action~ Take the puck to the 
net as a defensemen and a 
winger will cover on D for 
you. Dance behind lhe net 
with the puck and guys fight 
to get open for a pass. This 
allows you a good measure 
of freedom. Add in lhis yea(s 
more physical play, which 
allows forwards to forecheck 
and defensemen to rough 
up skaters in front ol the net 
and in the corners, ind NHL 
09 nails almost evef'/lhing in 
hockey except for the fetid 
smell of rotten shouder 
pads While small tv,eaks 
have been made to the skat
ing. it's still feels a litle floaty. 
Unfortunately, this ~ most 
noticeable in the gillle's oth
erwise awesome o~ine seg
ment -which is so \m that it 
outshines the old gb,y days 
of multiplayer hockty. This is 
no small statement But since 
this is the best hociey game 
I've ever played, it'sonly 
fitting.-KATO 



PLAYSTATION 3 I XBOX 360 

NHL2K9 
> STYLE I TO 4-PLAYER SPORTS (2-PLAYER ONLINE)> PUBLISHER 2K SPORTS > DMLOPER 
VISUAL CONCEPTS > RELEASE SEPTEMBER 9 > ESRB EIO+ 

FACE FIRST INTO THE BOARDS 

W 
ith Visual Concepts replacing Kush 
Games as the lead developer of 2K's 
NHL franchise, I expected a return to 
the days where the series ruled the 

ice. VVhat I found instead was a player past his 
prime facing the waiver wire. 

NHL 2K9 fails to impress from the moment the 
skates hit the ice. The emotionless and repeti-
tive commentary and presentation betray the 
excitement generated in a hockey arena. The stiff 
skating makes star players look like unathletic 
junior varsity kids struggling to make the team, 
and the goalies stand in the net like Herman 
Munster. Both control options - the classic face 
button scheme and the part analog/part face 
button hybrid - fail to feel as fluid or natural as 
EA's superior skill stick. The only areas where 2K 
outshines the competition are in the varied colli
sion animations and the face-off mechanic, which 
keeps you guessing each time the puck drops. 

The franchise mode fares just as bad as the 
on-ice action. Though the game offers several 
tantalizing trades throughout the season, there 
isn't a trading block that lets you see who else 
is available. There are no scouting options for 
learning about prospects, you can't buy out player 
contracts, and free agency is a mess. At the end of 
our second season, every team's salary cap was 
so maxed that star players like Henrik Zetterberg, 
Roberto Luongo, and even the cover boy Rich 
Nash were sitting the season out because no one 
could afford them! 

Playing a mess like NHL 2K9, it's hard to 
think that just a few years ago this was the 
hockey game of choice for serious puckheads. 
Now it would take several pucks to the head to 
even make me consider paying money for this 
experience. - BERTI 

BOTTOM 6 75 
LINE • 

> Concept: Try 10 keep pace 
with the vastly superior NHL 09 

> Graphics: Player ammalMlOS 
are more rigid and awkward Jhan 
a goalie laking a slapshoi 

> Sound: Lifeless commenta
tors and overzealoos sound 
effects like the puck hitting the 
backboards make this one of the 
poorer sounding SfJOIIS lilies 

> Playability: The classic con· 
trol scheme and hybrid options 
are serviceable. bul pale in com
parison lo EA's skill stick 

> Entertainment: Both 
hardcore and casual hockey fans 
should Slid< ID NHL 09 

> R•play Value: Moderate 

Second Opinion 7 

This series needs to sharpen 
its skates in numerous areas, 
because it's simply a dull 
game. Skate<S' movements 
are so floaty that players 
often drift out of position 
and defensemen have 
trouble keeping tl1e puck in 
the offensive zone. I'm also 
not a fan of the dekes (even 
with the new controls), or 
the franchise mode's lack 
of depth. Can't skate, low 
skill se~ shallow, but can hit? 
Wrry isn't Chris Simon on the 
cover?-KATO 

PLAYSTATION 3 I XBOX 360 

Pure 
> STYLE I-Pt.AYER RACING (UP TO 16-Pt.AYER ONLINE) > PUBLISHER DISNEY INTERACTM STUDIOS 
> DEVELOPER BLACK ROCK STUDIO> RELEASE SEPTEMBER 16 > ESRB E 

DON'T BLINK 

W 
hen you're tearing 
through the sky barely 
holding onto your ATV, 
tempting fate and dan

gling your body in a death-defying 
superman stunt doesn't make much 
sense - especially when you've got a 
race to win. But Pure happily endan
gers more than your limbs with its 
well-done blend of tricks and racing. 
This combination rewards your risks 
every second of the way. 

Tricks and ATVs have combined 
many times before, but Pure pulls 
away from the pack in both form 
and function. You want to bust as 
many tricks as you can to earn boost. 
Earning your way through the three 
trick tiers unleashes special tricks, and 
pulling off one of the four specials 
automatically earns you a full tank of 
boost. Boost is valuable for how fast 
it makes you go, and it's also a scar
city since any trick you pull off drains 
its supply. 

The moves themselves aren't out 
of the ordinary, but how Black Rock 
presents them is. The camera con
torts to the side, accentuating your 
tweaked body while sound effects 
and character voice work punctuate 
the bigger tricks. Since the courses 
are designed to maximize your 
boosts and special tricks, the game 

effortlessly delivers a blast of pedal
to-the-metal adrenaline. 

Pure's gameplay insulates itself 
from the boredom that usually creeps 
into most racing games. Although 
the tricks eventually become com
monplace, I like how my favorite race 
type - freestyle - gets stronger as the 
game progresses. Here it's all about 
combing tricks and pulling them 
off as often as you can. During the 
later stages of the game, where the 
competition becomes more difficult, 
it's fun to see how adept you are at 
maximizing tricks, boosting, and find
ing alternate routes or more efficient 
runs on the tracks. 

The one wall the game runs into 
is that the other race types - race 
and sprint - don't evolve as well as 
freestyle. Moreover, while there's a 
plethora of bike parts to earn, the 
game doesn't clarify how the parts 
impact performance. Amidst the sea 
of customizable parts, I was never 
sure I had the best bike possible -
and I found out later there were 
times when I didn't. 

Pure doesn't present the deepest 
pool out there. But with a game 
this fun, you should dive in nonethe
less. The game achieves its core 
focus, taking you along for a 
thrilling ride.-KATO 

. . .• reviews 

BOTTOM 8 5 
LINE • 

> Concept: Wtri do birds fly? 
Because they do. '#tff do ATV 
ridels scream through the sky at 
blazing speeds popping tricks? 
Don't ask dumb questions 
> Graphics: Some slight pop-up 
is the only p1ice to pay for a fast 
experience and lush and varied 
envirooments 
> Sound: The game's use of 
sounds and ~lence to accom
pany tricks - particularly the 
specia~ - is surprisingly effective 

> Playability: The racing is 
smooth and the tricks flow. What 
else do you want? 

> Ent•rtainment: Pure is 
honed to constantly deliver a 
fast, fun experience 

> Replay Valuo: Moderately 
High 

Second Opinion 8.5 

Wien it comes to polished 
presentation and over-the
top ATV racing thrills, it 
doesn't get much better than 
Pure. Absolutely ridiculous 
jumps are combined with 
an intuitive trid system that 
makes eve,;y successful land
ing extremely satisfying. I 
love the constant tradeoff 
between building up to 
better tricks and hitting the 
speed boost. New parts and 
upgrades flow like wine, but 
only a few of them are useful 
(there needs to be a better 
parts comparison system). 
Even though splitscreen isn't 
ideal, local muhiplayer would 
have been nice. Online play 
is a solid,~ not straighrtor
ward, offering. I'm just curi
ous why you can't create 
championships that blend 
different event types (race, 
freestyle, etc.).-BRYAN 
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P andemic loves controversy. Mercenaries: 
Playground of Destruction South Korea 
banned for depicting a war between the 
country and its closest neighbor, North 

Korea. Then Venezuelan president Hugo Chavez 
publicly condemned the sequel, World in Rames, as 
propaganda created to drum up support for an inva· 
sion. All this for a belated playground action game 
tagged as Grand Theft Auto with bigger guns. So, is 
Meres 2 worth the fuss? 

The concept certainly raises some approving 
eyebrows. As a money-grubbing mere more inter
ested in paydays than politics, you're placed in the 
middle of a Venezuelan revolution. Your target: a 
drug lord who seizes power, reneges on a contract, 
and shoots you in the arse. Your mere must play 
the local revolutionaries, oil com
panies, pirates, and meddling 
nations against one another to 
gain information and put your 
revenge plan in motion. While 
you're on the blood hunt, you 
must complete fetch quests, 
races, escort missions, assas
sinations, abductions, and out
post assaults to earn favor and 
greenbacks. Your large paydays 
allow you to purchase any tool 
of destruction you see fit. Artillery 
strikes, bunker busters, RPGs, 
tanks, choppers, assault boats, 
you name it - if it goes boom 
you can buy it. 
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While drowning enemies in rubble with a barrage 
of chopper missiles is a blast, the action often stum
bles on itself. Environmental obstacles impede your 
movement; forget hiding in the shrubbery, by the 
time you wiggle yourself free from the entangled 
branches you'll likely be dead from enemy gunfire. 
The fast-paced action makes shooting from the hip 
a necessity, and thankfully your mere fires accurately 
on the run. So why is it so hard to hit an enemy 
when you take the time to zoom? The air support 
system is equally questionable. To call an air strike, 
you must throw a smoke grenade on the target you 
want obliterated, then run like hell to get out of the 
way. Wouldn't it be more effective to use binoculars 
to paint the targets from a distance so you don't 
have to dodge your own daisy cutters? Furthermore, 

you cannot call air strikes from vehicles, which 
means you must get out of your 
armored tank in the midst of gunfire 
to throw the damn grenade. 

The lack of tactical savvy is fit
ting considering the zombie-worthy Al. 
Venezuelan civilians can't circumnavigate 
abandoned vehicles, dense enemy sol
diers continually take over gun emplace
ments where you just smoked seven guys, 
chopper pilots frequently dump supplies in rivers or 
on top of buildings, and lowly grunts sent to capture 
outposts loiter in the South American sun rather 
than securing the buildings. These soldiers should 
be nominated for Daiwin Awards. 

These nitwits ruin even the co-op experience; 
attacking factions with a friend is 
undeiwhelming given their feeble • 
resistance. Furthermore, many of 
the vehicles don't give the pas
senger anything to do - you 
can't even shoot out the 
window while riding shot
gun. I suppose it's fitting 
that Meres 2, like most 
topics bearing the 
weight of political 
posturing, is ulti
mately flaccid. But 
that doesn't stop 
me from expecting 
more.-BERTZ 

BOTTOM 7 25 
LINE • 

> Concept: Grand Theft Auto 
with a military arsenal 

> Graphics: The attractive 
environment is compromised by 
conslanl pop-up 

> Sound: Repetitive lines 
from your PMC employees will 
make you wish it were a lone 
wolf game 

> Playability: Simplistic con• 
trols gel the job done, but could 
use some fine.tuning 

> Entertainment: Turning 
Venezuela into a smoldering war 
zone sounds fun, bul the vacu· 
ous Al spoils the experience 

> Replay Value: Moderate 

Mercenaries 2 is a huge 
game with loads of stuff to 
keep you busy and some 
remarkable destruction that 
dazzles the eyes. Sadly, the 
game is also shallow, offer• 
ing a gameplay experience 
that rarely elevates above the 
most basic run and gun style. 
Abysmal Al and poor balanc • 
ing are apparent even in the 
first few hours of play, and 
the frequently repetitive mis· 
sion structure sure doesn't 
help matters. Luckily, the 
co-w experience is a blast; 
the lack of a decent story isn't 
as bothersome when blow
ing things up with a friend. 
In many ways, Mercenaries 2 
is a fantastic example of a 
game that values breadth 
over depth. There are a huge 
number of weapons, vehi• 
cles, collectibles, missions, 
and areas to explore. But all 
that content blurs together 
when there is so little to dis· 
tinguish one activity from 
the other. - MILLER 



Wii 

De Blob 
> STYLE I TO 4-PLAYER ACTION > PUBLISHER THQ > DEVELOPER BLUE TONGUE 
> RELEASE SEPTEMBER 22 > ESRB E 

RELAX, IT'S JUST A GAME 

D 
e Blob is clearly a game that struggles with 
its identity. It's not really a good platformer; 
shaking the Wii remote to jump makes 
negotiating the environment too impre

cise. It's not really a good action game; the combat 
mechanics are far too simple. It's not really a good 
puzzle game; the most difficult thing you'll solve is 
how to mix the colors together to make brown. I can 
best describe de Blob as a very chill, open world 
painting game. Surprisingly, this is more enjoyable 
that it sounds. 

lhe powerful I.N.K.T. Corporation has created an 
oppressive 1984-like society where the world is 
devoid of all color. As the oddball paint creature de 
Blob, players must liberate the citizens of Chroma 
City by repainting every building, tree, and vehicle 
that stands before them. lhe story isn't particularly 
moving, but between each level you're treated to 
a hilarious short involving de Blob and his exploits 
with the hapless 1.N.K.T. police. lhese movies have a 
Pixar-style charm to them, but sadly your actions in 
the game never connect to these story sequences. 

Each level is a mini-open world that you are free 
to explore. Navigating the world is made simple 

by the game's circle navigation tool. 
Holding down A points you to the 
nearby items of interests. lhe most 
rewarding aspect of the game is dipping 
Blob into the different paint pots and 
spreading color across the environment. 
Watching the world brighten up as you 
paint the city a rainbow hue fills you 
with an unusual sense of pride. The 
musical vibe makes this game great. 
Each color has its own sound effects, 
and as you restore the world to color 
you are also creating a musical rhythm. 
Being in the throes of de Blob's pulsing 
color and sound is the closest thing to 
a sensory high I've ever experienced 
from a game. 

The problem with de Blob is that I'm not sure I 
was ever having fun. While I enjoyed certain aspects 
of the game, nothing got me excited to pick up 
the controller again. The game simply lacks variety. 
You paint some building yellow, then you'll paint 
some other buildings red ... or blue ... or purple. 
lhat summarizes 80 percent of the missions. The 

other 20 percent is racing through checkpoints and 
beating down groups of enemies. 

I wish there was more to de Blob. The title has 
some great ideas and produces a great, relaxed 
atmosphere. The game is missing the most impor
tant element to a game: the gameplay. Perhaps 
experiencing de Blob in short half-hour chunks is 
the best way to enjoy this quirky little title.-BEN 

BOTTOM 7 75 
LINE • 

> Concept: Bring life back lo 
Chroma city by liberaling the 
citizens with splashes of color in 
th5 open-world painting explora
tion game 

> Graphics: Watching the 
world evolve from drab tones of 
gray to the bright colors of your 
choosing 5 a calming experience 

> Sound: Moody and quirky, de 
Blob's sound effects and music 
evolve as you paint 

> Playability: The camera is 
annoying at limes, and lhey 
should have allowed you to 
swilch lhe jump command over 
lo one of the face buttons 
> Entertainment: This unortho
dox attempt at a game design is 
al times entertaining 
> Replay Value: Moderalely 
Low 

Second Opinion 8 

De Blob taps into that same 
feeling as Katamari Damac:y. 
PJ. first I thoughl "Is this 
all there is?" Then, I sud· 
denly felt myself becoming 
addicted lo painting every 
object in sighl complet-
ing the little missions, and 
turning a drab world into a 
colorful wonderland Whars 
more - unlike Katamari - the 
game actually develops over 
time, adding new elements, 
goals, and enemies to the 
mix. While it's certainly a 
serviceable platfonner, the 
control, level design, and 
camera aren't going to win 
any awards. Whid1 brings 
de Blob's appeal down to 
that hard~o-define magic 
that makes some things fun 
and some things not It's 
hypnotic, and as simple at" 
it is, doesn't get old. In the 
end, I like this for the same 
reason kids like playing 
with finger paints - it's fun 
lo mess around with color. 
While that sounds overly 
simple, making a game that 
taps into that basic urge is 
a very complex task. one 
that de Blob performs with 
aplomb.- MATT 
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Nothing comes easily or 
quickly in Harvest Moon: Tree 
ofTranquility. The introduc
tory hours can be grueling as 
you save up for basic conve
niences like cutting boards 
and calendars, but once your 
farm gets off the ground, 
the inrtial time investment 
begins to pay off big time. 
As I watched my plot of land 
prosper, I became addicted 
to the routine of tending 
crops, maintaining relation
ships with townsfol~ and 
upgrading my equipment. 
Like an MMO, Harvest 
Moon's small rewards 
obtained over a long period 
of time add up to a satisfying 
sense of accomplishment. 
The minimal guidance and 
lackadaisical pacing will frus
trate gamers who demand 
more structure, but as far as 
laid-back farming simulations 
go, Tree of Tranquility gets 
the job done. - JOE 

Wii 

Mario Super Sluggers 
> STYLE I TO 4-PlAYER SPORTS > PUBLISHER NINTENDO> DEVELOPER NINTENDO 
> RELEASE AUGUST 25 > ESRB E 

BELOW THE MENDOZA LINE 

D 
o you like the silly, 
shallow, pick-up-and
play stylings of Mario 
Party or Mario & 

Sonic at the Olympic Games7 
Congratulations, Nintendo 
is happy to take another 50 
of your dollars in return for 
another interactive experience 
that vaguely resembles an 
actual video game. My apolo
gies for the vitriol, but I prefer 
games that take more than ten 
minutes to master. 

Like the previous iteration 
on GameCube, Mario Super 
Sluggers has about as much to 
do with the sport of baseball 
as 52-card Pickup does with 
high-stakes Texas Hold 'Em. 
There are bases, bats, balls, 
and gloves, but the gameplay 
is hardly more than a few 
extremely simple timing minig
ames. Once you master the 
pitching and hitting mechanics 
(i.e. ten minutes after loading 
up the game), there's nothing 
left but to repeat them until 
the random number generator 
declares a winner. 

' ■ Adding crap to the 
stadiums doesn't make 
the gameplay any better 

Using only a remote, the 
game does everything from 
run the bases to moving your 
fielders for you - simply shake 
the remote to throw the ball 
when your fielder picks it up. 
The Wii even picks which base 
to throw to. With a nunchuk 
plugged in, you get more 
direct control, but the shoddy 
implementation makes the 
game play worse than it does 
if you just let your team do its 
own thing. 

Multiplayer is amusing in 
that hanging out with your 
friends is fun anyway, but the 
single-player content is truly 
terrible. A series of boring one
off challenges punctuated by 
simplistic exploration and the 
occasional full game makes up 
Mario's quest to foil Bowser Jr. 
via baseball. Yes, it's as insipid 
as it sounds. Playing non
persistent exhibition games 
against the CPU is better, but 
still lame. Go do something 
fun with your buddies rather 
than wasting an afternoon with 
this crap.- ADAM 

BOTTOM 5 5 
LINE • 

> Concept: Add Mario and 
friends to lh~ bland baseball-like 
substance in the hopes that 
someone will care 

> Graphics: The animalions are 
surprisingly bad for a Nintendo
made game 

> Sound: Not much to talk 
about besides the same gibber
ish from the usual suspects 

> Playability: Your grandma 
could probably play this, and 
she'd probably be just as bored 
as you are 

> Entertainment: Hall an hour 
at a time wrth a couple of bud
dies over? Sure, but you'll have a 
better time playing a good game 

> Replay Value: Moderate 

Second Opinion 5.5 

Mario should have learned 
from Michael Jordan's mis
take: baseball ~ nol for 
everyone. Even the best can 
suck it up when they're out 
of their element. Though this 
is Mario's second step up to 
the plate, he's still batting oh
fer-four. The motion controls 
work well most of the time, 
but occasionally an uninten
tional motion sets off your 
characters and they'll pitch or 
swing too early. But that's the 
least of this game's problems. 
Slugge(s mechanics are too 
simplified, the stadiums are 
annoying minefields with all 
the junk you contend with in 
the outfield, and the story-
lite challenge mode was an 
obvious rush job. While I'll 
undoubtedly stand at Mario's 
side for his next platlonn 
outing, I wish he'd stop soil
ing his name with sports 
games he dearly doesn't 
knowhow to play.- BEN 



I 
t's remarkable what a few adjustments can do. 
From instruments to user interface to gameplay 
options, one thing after another makes you 

one, and the music genres represented are all there 
for a reason - they are almost without exception 
great song choices. 

nod appreciatively and smile while playing Rock 
Band 2. Rarely are these profound alterations, but 
taken together Rock Band 2 is now a much more 
cohesive experience - a fantastic 

The other reason to spring for the sequel is the 
game's tweaked structure. Progression is now united 
under one big touring experience. You make a band 

and always play with that group, whether 
platform all the better for its nearly 
infinite expansion possibilities. 

It's unwise to go into Rock Band 2 
expecting some decisively differ-
ent game from the original. Even a 
practiced eye might have trouble 
distinguishing the two. You're really 
paying for two things. The first is a 
huge new selection of songs. Over 
80 tracks ship on the disc, another 
20 will be available for free in the 
first weeks, and literally hundreds 
can be purchased online from a 
library that has been slowly build-
ing since the first game's release. 
Previously downloaded songs seam
lessly integrate into Rock Band 2's 
primary modes, and you can even 
import all the original Rock Band 
on-disc songs into the new game. 
Examining only the songs on the 

TIME TO UPGRADE? 
If you're happy with your 
existing instruments. there's 
little reason to grab the 
newly enhanced Rock 
Band 2 peripherals. On the 
other hand, d you're always 
complaining about how 
loud your drum pads are, 
or how squishy the strum 
bar on your guitar feels, 
then you're in luck. Without 
fundamentally changing the 
basic design, the new drum 
kit and guitar address these 
most common complaints, 
and both come highly 
recommended based on our 
time with them. 

you're going solo or playing with friends 
(online or in your living room). While 
out touring, you'll encounter dynamic 
band battles - multi-day events where 
your band vies for the top spo~ both 
among your friends and against all 
the other players - all the multiplayer 
modes now seamlessly integrate 
between online and off. Getting into 
the game and finding the song you 
want is now easier, thanks to some 
clever UI reorganization. An increased 
number of special events and different 
hired staff options let you customize 
and hone your band's focus on fans 
or money. Finally, and perhaps most 
importantly for parents with young 
kids, a No Fail mode can be turned 
on to assure that the fun keeps going, 
even if every player isn't a rhythmic 
genius quite yet. The only thing that 

new disc, Harmonix has embraced the philosophy 
of all-inclusion. There's something here for every-

frustrates is the lack of a more straightforward way 
to unlock songs - you're now faced with occasional 

song repeats to get to later venues. 
While they may not be game-selling features, 

a few smart additions further flesh out the pack
age. A challenge mode offers an alternative way to 
progress through the game. A drum trainer helps 
you improve your skills on the kit. The freestyle 
drum mode even allows you to drum along with 
any music you've downloaded to your console's 
hard drive. 

I can't think of any person to whom I wouldn't 
recommend Rock Band 2. Playing alone, it offers 
a suitable challenge for any skill level. Playing with 
friends and family, it is one of the best social games 
ever made - a testament to the way games can 
bring people together to have fun. Sometimes 
good game design is about dramatic innovation. 
Sometimes it's about knowing what not to change. 
Harmonix knows how to do both.-MILLER 

:• reviews 

BOTTOM 9 25 LI NE ■ 

> C0n<opt: The sequel to last 
yea(s phenomenal music game 
offers more great times with 
some notable improvements 
> Graphics: Includes new ven
ues, costumes. and background 
effects, but most players won't 
notice the diffe,ence from the 
last game 
> Sound: This is the most varied 
and surprising music selection 
in the genre thus far, and the 
sound mix on a good set of 
speakers is ideal 
> Playability: The new No 
Fail mode makes the game 
accessible to everyone, while the 
core challenge is highe, than its 
predecessor. 
> Entertainment: Together with 
the ability to access all the songs 
(both on-disc and download
able) from the first game. this is 
a massive game that can deliver 
fun for months 
> Replay Value: High 

Second Opinion 9.25 

Rock Band 2 is a sequel in 
the true sense of the WOfd. 
It's not a dramatic reinven
tion. but a collection of small 
improvements on an already 
strong game. There are a 
lot of nice touches, like how 
Harmonix fixed the prob
lem of newbs always sign
ing out of your four-player 
sessions by mistake. The 
new instruments are better, 
but probably not worth the 
upgrade d your old ones 
are still functioning. The 
real selling point is the new 
career mode and the epic 
soundtrack The gig-based, 
management-fOCI.ISed Tour 
mode delinitely makes things 
more interesting and more 
flexible (I kwe the special 
surprise challenges like video 
shoots}, but it also muddies 
your sense of progression. 
sometimes leaving you won
dering what you have to do 
to unlod< new songs. The 
songs themselves are breath
taking; it's easily the largest 
and most divefse soundtrack 
of any music game to date. 
Any game that embraces the 
furious riffing of Metallica, the 
classic songwriting of Dylan, 
and the doudy experimenta~ 
ism of Sonic Youth gets my 
vote.-MATT 
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Infinite Undiscovery 
> STYLE I-PLAYER ROLE-PLAYING GAME > PUBLISHER SQUARE ENIX> DEVELOPER TRI-ACE> RELEASE SEPTEMBER 2 > ESRB T 

FLUTE HERO 

T 
ri-Ace is one of my personal favorite devel
opers. It has made a name for itself by 
creating intricate role-playing experiences 
for hardcore RPG fans, utilizing unconven

tional battle systems and unique stories. Infinite 
Undiscove,y nails the combat, but the sto,y is disap
pointingly well-worn - especially for the developer 
behind games like Valkyrie Profile and Radiata 
Stories. Fortunately, Infinite Undiscovery's inventive 
mechanics elevate the familiar tale and distinguish it 
from the rank-and-file of role-playing games. 

You'll take up the flute of a minstrel named capell, 
who happens to look exactly like the world's great
est hero (coincidence, right? Wrong!). Of course, 
he gets swept up in a quest to save humanity and 
joins forces with a group of freedom fighters. In the 
company of these peers, Infinite Undiscove,y has its 
best moments. Your allies are unusually intelligent -
or at least competent - in combat, which helps 
emulate the sensation of fighting alongside capable 
warriors. (apell is still the driving force of any battle, 
but I never felt I had to do everything myself. If one 
of your guys is fighting a group of soldiers, you can 
count on him to get the job done. 

Amid your actions 
and the flashy moves 
of your party, battle 
is a gorgeous sight to 
behold. Explosions, sword 
slashes, and various 
particle effects go off 
in all directions, but the 
carnage never extends 
beyond your control. 
Even though you primar
ily use capell, you can 
link to your other party 
members (including a 
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giant bear!) and direct them to perform certain 
abilities. They'll use special attacks on their own 
as well, but you need to monitor them so they 
don't drain their entire mana pool. This could 
have been prevented by more ways to adjust 
ally Al behavior when you aren't linked, but your 
options are limited. 

The depth of combat, along with the char
acter's skill development, mainly drives your 
progression. In other words, don't count on the 
plot to keep you enthralled. You could take a 
checklist of genre cliches and fill it out by the 
end of the first disc. Surprise princess? Check. 
Spell-casting children? Check- plus they're twins to 
boot. There are a few surprises, one of which I had 
spoiled for me because I paused the game, which 
displayed the too-revealing title of that chapter. I 
guess I should be thankful that most events are 
fairly predictable. 

Despite the formulaic plo~ some of 
the characters are endearing (a giant 
bear!), and several dungeons make 
excellent use of a multi-party mechanic 
that lets you put all of your accumulated 

warriors to good use. Along with its thoroughly 
entertaining combat mechanics, these elements 
help Infinite Undiscove,y recover from its lack of 
surprises. It may not be the best game on Tri-Ace's 
resume, but it's still one of the best RPGs available 
for the 360.- J0E 

BOTTOM 8 
LINE 

> Concept: A good game man
ages to grow from lhe average 
story at its roots 
> Graphics: The excellenl visu
als stand in contrast lo missteps 
like poor lip-synching and repe1i-
1ive dungeon design 
> Sound: Some of lhe voice 
acting is downright painful, but a 
nice score evens out ihe audio 
> Playability: The ally Al is 
more than capable, so you're 
ne-ierbabysitting 
> Entertainment: ShMer lhan 
your average RPG, bul it's time 
well spenl 
> Replay Value: Moderate 

Second Opinion 8 

lnfinrte Undiscovef'( has 
a swagger on the battle-
field, but a monotone 
voice for storytelling. This 
tale of played-to-death cli
che. and vanilla dialogue 
moves slowly, often grind
ing to a halt for town visits, 
but quickly becomes an 
afterthought when combat 
commences. Each battle 
is loaded with excrtement 
and deep in strategy, allow
ing you to dive in headfirst 
with sword strikes or assign 
commands to your party 
membe~. I especially like 
how most of the battles are 
completely menu-free. If you 
are "in danger of dying. just 
hrt a button to yell out for 
help. If your party membe~ 
are draining MP too quickly, 
order them to conserve rt. 
All told, the party Al is quite 
impressive, and the quick 
interfacing with them works 
well. Your focus is always on 
the heart of the battle. While 
enemy types are recycled 
too often (hey, another 
giant!), the battle scenarios 
are nicely varied for both 
single and multi-party forma
tions. Skill progression and 
rtem creation also add a ton 
of depth to the mix. In the 
end, Infinite UndiSCovef'( 
is a great game to play. 
It's just not that much fun 
to watch.- REINER 



MULTI QUICKIES 

XBOX360 

Guilty Gear 2: 
Overture 
> STYLE I OR 2-PI.AYER ACTION/ 
STRATEGY (UP TO 4-PI.AYER ONLINE) 
> PUBLISHER AKSYS GAMES 
> DMLOPER ARC SYSTEM WORKS 
> RELEASE SEPTEMBER 30 > ESRB T 

1111 After a brief glance at 
C>,erture you might 
mistake it for a Dynasty 
Warrio<s clone. You'd be 

wrong to do so. While C>,erture is largely 
a hack and slasher !hat sends you 
speeding across large battlefields and 
slicing through enemies by the dozens, 
ihe game also adds RTS elements. 
While this strategy twist could have 
made ihe title shine, it's marred by too 
many problems. When your units duster 
together it is difficu~ to select specific 
units. Your troops also don't respond 
quickly enough, but ihat doesn't matter 
since they don't listen to your orders 
half the time any,,ay. With crawling load 
times and a story that reeks of awl<ward 
Japanese translation, a glance should be 
all you give this game.-BEN 

PLAYSTATION 3 I XBOX 360 

Battle Fantasia 
> STYLE I OR 2-PI.AYER FIGHTING 
(2-PI.AYER ONLINE) 
> PUBLISHER AKSYS GAMES 
> DMLOPER ARC SYSTEM WORKS 
> RELEASE SEPTEMBER 16 > ESRB T 

II Considering 1his game 
hails from the same 
company that created 
the insanity that is Gui~ 

Gear, you mighl expect Battle Fantasia to 
play as fast as the Flash with a caffeine 
buzz. While it offers up a fair amount of 
craziness, BF turns out to be a slightly 
slower, mo,e technical fighter. The char
acters and environments are all 3D, but 
the action Jakes place on a 2D plane. 
Visually, ihe game is a charmer, with all 
the vibrancy and artistic style of an anime. 
Unfortunately, BF doesn't do anything 
to break the mold in terms of gameplay. 
While the characters are original (where 
else can you see a magical rabbit fighting 
a baby in knight's armor?) their move 
sets are not The combat also feels too 
basic compared to most modem fighters. 
The long-winded story segments show 
that BF was trying 10 do something differ
ent and exciting. Too bad it's not enough 
to carry ihe title to success.-BEN 

XBOX 360 

Tales of Vesperia 
> STYLE I TO 4-PI.AYER ROLE-PLAYING GAME > PUBLISHER NAMCO BANDAI > DEVELOPER NAMCO BANDAI > RELEASE AUGUST 26 > ESRB T 

YEP. ANOTHER TALE 

C 
asual obseNers could be 
forgiven for looking at a 
new Tales game and saying, 
"Didn't one of those games 

just come out?' The answer, of 
course, is yes. Many of the familiar 
staples of storytelling and design 
from previous Tales games repeat 
again and again, rarely evolving in 
any meaningful direction. Depending 
on your perspective, Vesperia either 
fails to innovate or willfully embraces 
a popular tradition. Either way, the 
game is a solid and straightforward 
example of a beloved genre. 

Visuals and sound highlight the 
series debut on 360. The graphics 
are like an anime film brought to 
life. The sharp, crisp lines, evoca
tive faces, and colorful backgrounds 
are breathtaking. These visuals are 
only enhanced by the tremendous 
amount of spoken dialogue that 
flows through the game. 

Combat is based strongly on ear
lier incarnations of the series, with 

a focus on simple, quick real-time 
fights. However, a few features make 
it stand out. The 3D field of battle 
encourages at least a modicum of 
strategy and movement options to 
avoid the most dangerous areas. The 
combat system evolves as the game 
continues, offering new ways to flesh 
out the action, and you can even 
play cooperatively with friends once 
a battle starts. Sadly, these features 
can't keep the experience from feel
ing too focused on button mashing. 
For far too long in the early hours, the 
combat is easy and uninteresting. 

The painfully standard story is the 
biggest disappointment. Say what 
you will about keeping or throwing 
away old gameplay features, but 
decent narrative, unique characters, 
and a compelling plot is where RPGs 
should shine. Tales of Vesperia fails 
right out of the gate, embracing tired 
cliches with abandon. I don't want to 
spoil anything, but if you think some
one might be a princess in disguise, 

you're probably right. The painfully 
linear and predictable story progress 
bogs down in an endless barrage 
of in-game cutscenes and dialogue 
exchanges. The end result is a largely 
forgettable yam that goes where 
you expect. 

Nothing I've said should discourage 
players who eagerly await the gor
geous visuals that the 360 provides 
to Tales. If you're still a fan of the 
old school approach to storytelling 
and gameplay, you'll be pleased to 
know that Vesperia is a tour de force 
of what you love. For the rest of us, 
this series meets our modest expec
tations, albeit with a pretty visual 
overlay.- MILLER 

:• reviews 

BOTTOM 7 25 
LINE ■ 

> Concept: Journey ihe mr1d in 
a lradfonal Japanese RPG 1-.ith 
gorgeous anime visua~ 
> Graphics: The highlighl of ihe 
game is ihe an style - brighl and 
inviting graphics draw easy com
parisons lo animaled movies 
> Sound: The well-done voke 
work fits 1he lone of 1he slory, 
but lhe musk doesn'I keep pace 
> Playability: While often loo 
easy for experienced players, ihe 
familiar RPG convenlions aren'I 
hard 10 pick up or follow 
> Entertainment: Ii may be by 
lhe numbefs. bui lhe cornba1 
system keeps 1he game afloa1 
> Replay Value: Moderaiely 
Low 

Second Opinion 8 

Wtf,/ do kids and old people 
in JRPGs always sound 
more annoying than in 
real l~e? Even though Tales 
of Vesperia falls into this 
cliche - among olhers - it 
overcomes lhe stereotype 
and delivers a solid, story
focused adventure. Though 
lhe story fits into lhe clas~c 
RPG mold, it's still respect-

.t , ably told and sometimes 
• amusing. Vesperia's most 

- impressive quality is its gor
geous visuals; the cel4laded 
style tickles the e-,es with 

, its vibrant anime-inspired 
design. You'll spend a great 
deal of time in c0<nbal and 
the fun real-time battles 
keep the action moving at a 
nice dip. The battle medlan
ics take getting used to, but 
for an RPG they're a nice 
change of pace and they 
encourage you to e)(l)lore 
new attacks and weapons. 
Fans of the Tales series will 
undoubtedly love this one, 
but anyone who digs a fun 
adventure should check 
itout.-BEN 

GAME INFORMER 109 



T 
urning a small plot of land into a thriving 
sanctuary where animals play and procreate 
may sound like an enterprise better suited 
for PETA than couch-bound gamers, but 

you'd be surprised just how addictive this sandbox 
experience can be. The first Viva Pinata title won me 
over with its strategy and customization. The chal
lenge of discovering how to lure specific animals to 
my garden without cluttering my artistic design kept 
evolving as the game went on. This sequel delivers a 
deeper and more enjoyable experience, but its big
gest draw, surprisingly, is the interaction it allows with 
fellow gamers. 

You can now create a garden with 
three friends over Xbox Live, and 
depending on how close you are with 
them, you can limit their interactions or 
grant them complete control over your 
garden. If one player treks off to a dif
ferent zone to catch a new critter, the 
other players stay in the garden, work
ing on its progress. This is an amazing 
shared experience that pushes player to 
coordinate their efforts, and conversely, 
veer off the beaten path to try a strategy 
that may have set the garden back in 
single player. 

If your Xbox 360 isn't connected 
online, cooperative play is still available. 
Just plug in a second controller and your 
friend can help you on the same screen. 
This method is enjoyable, but the rub-
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berband effect of keeping players in the same area 
can lead to some frustration. 

If you have no interest in sharing your garden 
or its contents, the single-player experience is far 
better than the original game. The streamlined 
menu management means you'll no longer spend 
needless amounts of time in the store. Control 
over the garden is remarkably easy as well. All of 
your tools can be selected from the directional pad, 
and you now have the ability to direct pii'iata to 
desired locations. 

While improved, some elements still underper
form. The mating minigame (which bored the life 

out of me in the first 
game) is slightly different, 
but still far too repetitive 
and easy. The game also 
doesn't know when to let 
go of your hand. It's great 
to ease new players in, 
but it needs a faster ramp 
up and less tutorial. 

Once the game starts 
moving at a quick pace, 
the strategies keep 
expanding. Like the first 
game, the stars have to 
align to lure in pii'iatas. 

You may need a specific tree, 
a percentage of a terrain type, 
or certain pii'iata collection to 
make an animal appear. Above 
and beyond this, certain spe
cies must be trapped in new 
off-site snow and desert maps. 
Other pinata types are blocked 
from entering your garden, 
which means you will have 
to spend significant funds to 
remove the object in their path. 
These new gameplay avenues 
create a deeper, more tightly 
balance game. 

On the downside, Rare has 
added an awful story. While you 
are forced to sit through some 

groan-inducing cutscenes, at least this tale brings a 
mission structure to the mix. In addition to building 
the garden of your dreams, you can now find spe
cific piiiatas for characters spread across the world. 
Some are incredibly easy; others require a complete 
garden redesign. These missions change the way 
you play and are instrumental in giving the player 
different gameplay queues to lock down. 

Keeping your pinatas happy can still be monoto
nous in task, but the expanded content and finely 
made multiplayer relieves some of the repetition 
that plagued the first game. Viva Pii'iata retains its 
child-like charm, but the content is layered with 
deep strategies and entertaining gameplay that can 
suck anyone's life away.- REINER 

BOTTOM 8 25 
LINE • 

> Concept: A sequel that 
addresses the problems in the 
first game and adds variety to 
the mix 

> Graphics: The graphics are 
vibrant, the texturing is clean, 
and the animation is top notch 

> Sound: You'll likely enjoy 
the game more with your 
ovm soundtrack or no sound 
whatsoever 

> Playability: The gameplay is 
deeper and far more intuitive. 
The multiplayer component 
makes ~ even more enjoyable 

> Entertainment: The new 
content helps keep the experi
ence fresh, and the multiplayer 
pushes its longevity through 
the roof 

> Replay Value: High 

Second Opinion 7.5 

Viva Pinata has a great art 
style and a ton of depth, 
especially compared to 
similarly targeted games like 
Animal Crossing and Harvest 
Moon. Microsoft added a 
bunch of new features for 
this second edition, many of 
which have a minimal (but 
positive) impact on the expe
rience. The online co-op is a 
godsend, as n helps speed 
up the tedious pace and 
gives you someone to con
spire with during the boring 
sections (of which there are 
still more than a few). While 
the game is better paced and 
more engaging than its pre
decessor, it's still hard for me 
to embrace Viva Piriata the 
way I did the purposeless
ness of Animal Crossing or 
the more complex god game 
theatrics of Black & Whrte. 
For some, Vr,,a Pinata might 
be the perfect mix between 
aimlessly messing around 
and high-level strategizing. 
Personally, my attention 
starts to wander after a brt. 
Maybe enticing stuffed ani
mals into having nookie has 
itslimits.-MATT 



PC 

Space Siege 
> STYLE I-PLAYER ACTION/RPG> PUBLISHER SEGA > DEVELOPER GAS POWERED GAMES 
> RELEASE AUGUST 12 > ESRB T 

IN SPACE, NO ONE CAN HEAR YOU GRIND 

B 
lizzard's iconic Diablo 
series isn't lacking for 
clones, and Space 
Siege doesn't offer 

much to recommend it other 
than a few thin gameplay 
innovations. A severe lack of 
variety in enemies, attacks, 
and environments fails to keep 
the action fresh. Between the 
absence of loot barebones 
progression, and execrable 
story, there's no reason to keep 
playing after the combat's nov
elty wears off. 

Space Siege's gameplay is 
classic isometric action/RPG 
fare, enhanced by the clever 
additions of a diving dodge 
move that allows sidestepping 
enemy fire and environmental 
kills, which easily integrate into 
your strategy. Exploding barrels 
(and oxygen tanks, fuel can-

isters, and more) are liberally 
scattered around the world to 
make the physics functional as 
well as pretty. Sadly, two hours 
into the quest you'll have seen 
everything the physics have 
to offer. 

A customizable robot com
panion tries to make up for 

the bland sameness of Space 
Siege's content but poor Al 
and commands for it make it 
little more than an ambulatory 
distraction. Two slightly forked 
skill trees allow you to spend 
plot-regulated points on such 
awesome game-changing 
abilities as ·two percent higher 
critical chance· and "armor 
increased by SO,' whereas 
junk dropped by fallen ene
mies can be turned in for simi
larly unexciting progression. 
Neither of these elements is 
engaging in the slightest. 

The plot is barely worth 
mentioning, never going much 
beyond "there's an alien inva
sion, you're a dude with some 
guns and a melee laser sword 
thing, go beat 'em up~ Upon 
its conclusion (around 15 
hours of-gameplay at maxi

mum), there are 
no random levels, 
noticeably different 
character builds, or 
alternate modes 
to explore. 

Space Siege has 
two good bits -
the cool dodge 
move and lots of 
explosive environ

mental elements - wrapped 
in a thin layer of utterly forget
table content I'd stay away 
from it unless the very idea 
of an isometric hack n' slash 
in space seems too good to 
be true.-ADAM 

BOTTOM 6 
LINE 

> Concept: Point and click 
Diablo-style action in space, but 
without loot or a remotely pass
able story 
> Graphics: The art direction is 
boring vanilla sci-f1 but when the 
action heats up it's fun to watch 
> Sound: A terrible script exac
erbates the phoned-in voiceovers 
> Playability: The well· 
implemented dodge move 
adds a lot to standard isorne1ric 
hack n' slash 
> Entertainment: Fo, a no-fril~. 
linear, uninspired dungeon 
crawler, this isn't bad 
> Replay Value: Low 

Second Opinion 5.5 

Wnh its aged graphics, basic 
dungeon crawl gameplay, 
bland level designs, and 
generic sci-fi world featur
ing diched concepts like 
insect aliens and cybernetic 
enhancements, Space Siege 
should have released several 
years ago. The unrewarding 
combat your standard point 
and click affair, feels equally 
outdated.The pa115 you col
lect from downed aliens 
can be used to upgrade the 
abilities for you and your 
clueless Al controlled robot 
companion, but the options 
are so limited you'd swear 
they took the design from 
the current two-party politi
cal system. Unless you're 
hard up for a modest retro 
gaming fix. don't surrender 
to this siege. - BERTZ 

There may be a few fans of 
the Japanese Zoids toys and 
anime, but I can't imagine 
either of them actually enjoy
ing this repetitive strategy 
title. There is nothing original 
about this game. Upgrading 
your characters is a chore, 
the battles feel overly long 
and drawn out and you'll 
constantly rely on the same 
few attacks. The game's 
production values are also 
extremely low; the story 
might actually be filled with 
some interesting political 
intrigue, but it's told with all 
the art and style of a You Tube 
video. If you spend five min
utes with this game, that's 
too much.-BEN 



:• reviews 

M 
ost 4X games ultimately revolve around 
setting up your empire to dominate via 
economy, industry, or technology. \Nhile 
Colonization shares some elements 

with the rest of the genre, its unique mechanics 
fundamentally alter the way you approach the game. 
In this exploration-age simulation, you don't win by 
conquering the world or eliminating the opposition. 
Victory is had simply by declaring your fledgling 
colony independent - and then surviving 
the massive onslaught your former king 
sends to slap your rebellion down. 

Since Colonization is more of a race 
against your rival colonies than a strictly 
adversarial game, the pressures on play
ers are very different than in a standard 
4X. You've got to deal with your local 
natives, either by befriending them via 
money and religion or taking their land at 
gunpoint. The King must be appeased, 
lest he raise your tax rate even faster and 
demand even more money from your 
cash-strapped treasury. Founding Fathers 
(each of whom has awesome global 
effects, and are the closest thing here to 
technology) must be recruited before 
a rival picks them up. Plus, there's the 
small matter of forging a handful of mal-
contents fresh off the boat into an industrial power 
that can stand up to the might of Old Europe. 

Like all good strategy games, Colonization's great
est strength is how it forces players to fit a some
what-random set of pieces into an ever-changing 
puule. Since you need money for everything, set
ting up your economy is the first order of business. 
Choosing which resources to harvest, shipping them 
to a production center staffed by skilled artisans, and 
then sending them off to Europe for sale sounds 
simple - and it would be, if you were doing it in 
a vacuum. Instead, you're balancing it against the 
needs of self-defense, the King's arbitrary dictates, 
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the growth of your industrial capacity for the even
tual war with the motherland, and expansion of 
your borders. The game's many mechanics work 
seamlessly in concert, and adeptly create that "just 
one more turn• feeling that Sid Meiefs games are 
deservedly famous for. 

Colonization's interface rarely gets in the way of 
implementing your many decisions. Most of the 
Civ IV scheme is unchanged here, and it still does 

an amazing job giving the player most critical infor
mation without needing to dig through menus every 
ten seconds. However, it's difficult to efficiently auto
mate repetitive goods transfer between settlements, 
and the contents of a city's storage are hidden a 
level too far. This interface is still one of the best in 
the genre, but compared to Firaxis' typically high 
level of polish these flaws are disappointing. 

Combat is incredibly simplistic, with only a handful 
of units on land and sea. During normal gameplay 
this isn't a problem, as wars are infrequent and 
generally brief. However, it does make the endgame 
rebellion less exciting - the Al-controlled royal forces 
are happy to throw themselves at the nearest few 
cities no matter how heavily fortified they may be, 
and you generally know whether you're going to win 
or not before the war of independence even starts. 

These few minor knocks shouldn't dissuade 
any strategy fan from buying this otherwise excel
lent title. The random map generator, several 
unique factions and difficulty levels, and many 
approaches to the ultimate goal of independence 
give Colonization as much replay value as any title 
you care to name. Barring a hate for the 16th and 
17th centuries, any gamer should have a blast with 
Colonization. - ADAM 

BOTTOM 9 
LINE 

> Concept: Remake Sid Meier's 
1994 classic ~mulation of the 
colonizalion of the New World 

> Graphics: This runs on !he 
Civiliza1ion IV engine, so oddly 
slow performance mars lhe 
otherwise fine presentation 

> Sound: The score is decent 
enough for the first few play
throughs, bu! doesn't hold up 
past thal 

> Playability: Someone 
decided to ugly up the Civ IV 
inlerlace for some reason, bu1 
it's functionally similar 

> Entertainment: A focus 
on economy and !he unique 
revolution endgame make this 
a thoroughly amusing change 
of pace 

> Replay Value: High 

Colonization ditches the 
world-beating empire for
mula of Civ in favor of a 
smaller scenario focused on 
revolution. As you establish 
a colony in the New World, 
tum resources into traclable 
goods. and manage relation
ships with the native popu
lation, the crown demands 
increasingly excessive tributes 
and tax returns. Your colo
nists eventually reach their 
boiling point and once they 
revolt the game shifts from 
an economy-focused experi
ence to all-out war heavily 
tilted in favor of the king's 
superior army. Colonization's 
interface is largely accommo
dating, but managing trade 
routes is headache if you 
don't automate the process. 
The game offers no option 
to lock a ship in a trade pat
tern; instead you must reset 
its course every time you 
bring over immigrants from 
Europe. The game could 
also benefit from expanded 
trade options with other 
factions and more varied 
military units to reflect the 
different fighting styles of 
the time period. Regardless, 
all Civ fans should experi
ence the thrill of discarding 
the shackles of the mon
archy. Powdered wigs and 
tea parties have never been 
this fun.-BERTZ 





:• reviews 

HANDHELD QUICKIES 
NINTENDO DS 

Mystery Case Files: iilllJI 
Million Heir 
> STYLE I TO 4-PIAYER PUZZLE> PUBLISHER NINTENDO> DEVELOPER BIG FISH GPMES/ 
GRIPTONITE GPMES > RELEASE SEPTEMBER 9 > ESRB E 

A 
re you a fan of the IMJere's Waldo 
books? When one of your friends 
loses a contact lens, do you jump at 
the opportunity to find it? If you enjoy 

hunting for well-hidden items, Mystery Case 
Files will put strain into your eyes in a good way. 
The goal of the game is simple: find a specific 
number of items within a heavily cluttered 
painting before time expires_ This may sound 
easy, but you'd be surprised how well a fish 
can be hidden. To locate some items, you must 
interact with the painting. such as tapping a 
clam to reveal a pearl. There isn't much to the 
game, but with plenty of paintings to scour, it 
makes for an enjoyable eye exercise.-REINER 

NINTENDO OS 

Pop Cutie! Street 
Fashion Simulation 

111111 
> STYLE !·PLAYER SIMULATION (2-PLAYER LOCAL) > PUBLISHER KOEI > DEVELOPER KOEI 
> RELEASE SEPTEMBER 30 > ESRB E 

.wt tao. o loolc. You i,ott4 hire me, 
bol,y! P 

op Cutie is more of a 
sales simulator than 
Project Runway, but its 
mix of running a fashion 

boutique and creating clothes 
styles makes it more than just a 
curio. Moving around the world 
is a pain in the butt, but creating 
new fashions is as easy as match
ing keywords you accumulate by 
talking to people. You can propel 

your shop by hiring employees, placing ads, and utilizing models. The fashion 
shows even add some competition to the mix. These trappings are nice, but 
aren't very involved; you don't have to be a business wizard to get your shop 
going. The trade-off, however, is that Pop Cutie ultimately settles into a limited, 
predictable pattern.-KATO 

NINTENDO OS 

Dragon Quest IV: 
Chapters of the Chosen 

111111 
> STYLE 1-PIAYER ROLE-PIAYING GPME > PUBLISHER SQUARE ENIX > DEVELOPER ARTE PW.ZA 
> RELEASE SEPTEMBER 15 > ESRB EIO+ 

F 
or a gussied-up remake of an 
NES game, Dragon Quest IV 
features some nice touches. 
The clever episodic structure 

puts a twist on the classic "young hero 
saves the world" formula, and the 
game adopts several advances from 
later DQ titles to minimize hassle. 
However, Dragon Quest IV is about as 
traditional as an RPG can get. It isn't 
deep or complicated, and it relies heavily on grinding. When you need another 
level or better equipment, your main quest must often be put on hold in favor 
of wandering around and killing monsters in random encounters. If that doesn't 
scare you off, DQ IVs gameplay, storytelling. and artwork are rewarding ... but 
rarely surprising.-JOE 
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NINTENDO DS I PSP 

N+ 
> STYLE I-PLAYER ACTION (2-PIAYER LOCAL) > PUBLISHER ATARI > DEVELOPER SILVERBIRCH STUDIOS 
> RELEASE AUGUST 26 > ESRB E 

II 
0 

BACK TO BASICS 

F 
or the uninitiated, the N 
series has progressed from 
a free indie online game to 
Xbox Live Arcade hit to por

table retail game. Hopefully, this will 
allow a new set of players to experi
ence this simple yet highly addictive 
game. As a tiny, nimble black ninja, 
players must navigate endless rooms 
of hovering bots, lasers, mines, and 
tracking missiles with nothing but a 
d-pad and a jump button. It handily 
awakens gamers' long dormant 20 
platforming skills and, over a gradual 
difficulty curve, pushes them to the 
ultimate test 

On the other side of the coin, 
N+ veterans will love the rock solid 
controls, hundreds of new levels, and 
the ability to finally take the game 
on the road. The game's famously 
brief stages are perfect for hand
helds. Using the sleep mode feature 
on both PSP and OS, you can take 
a break from a particularly tough 
level and come back to it without 
trudging through the earlier stages in 
the episode. 

The game takes a hit for lacking 
leaderboards (what good are high 
scores?), online multiplayer, and 
Xbox Live's four-player matches. 
The co-op stages a re cool, but you 

can only pick five to play in a row. 
Since the game doesn't keep track of 
which ones you completed, it's easy 
to forget where you left off. Versus 
play includes three decent new 
modes that have players compete 
to hit the most switches, play tag. or 
race to the finish several times on 
the same stage before moving on 
to the next one. Once you complete 
the matches, you're unceremoni
ously dumped out to the title 
screen. Where's the victory fanfare or 
the stats? 

Even though multiplayer is offline, 
thankfully, the entire game doesn't 
suffer the same fate. Unlike the 
home console version, players can 
upload, download, and rate cre
ated levels from a central server. 
Even if you don't care about craft
ing your own stages, the virtually 
limitless stream of everyone else's 
content will keep replay value high 
long after you've beaten all of the 
on-disc levels.- BRYAN 

BOTTOM 8 75 
LINE • 

> Concept: Bring the fast and 
addiaing Xbox Live Arcade lrtle 
lo a fitting portable home 

> Graphi<s: The simple 
>ruil style wor1<s well on less 
powerful machines 

> Sound: Sparse, yet funky 

> Playability: The tight controls 
of the original translate perfealy 

> Entertainment: Equally great 
for five-minute sessions and 
multi-episode marathons 

> Replay Value: Moderalety 
High 

Second Opinion 8.75 

N+ breaks down the plat
fonmer to its base ele-
ments - running, jumping, 
collecting widgets, and hrtting 
switches- to create a tour de 
fo,ce of abstract minimalism. 
It's an amazing game design 
that creates ~ingly end
less pennutations out of a 
simple concept The goal of 
every level is the same: run 
to the switch, hit it, and run 
back to the end icon. As the 
game proceeds, increasingly 
difficult obstacles, perilous 
jumps. bombs, missiles, and 
much lllOle will litter your 
path. It's as challenging a 
game as I've played recently, 
but you're never betrayed by 
the extremely accurate con
trols. Throw in multiplayer 
and a great level editor, and 
you have limitless amounts 
of handheld fun.-MATT 



HANDHELD QUICKIES 
NINTENDO OS 

Away: Shuffle 
Dungeon 
> STYLE 1 ·P\AYER ACTION/RPG (2-PIAYER 
LOCAl) > PU BUSHER MAJBCO 
> OM LOPER MISTWALKEl!/AQ INTERACTIVE 
> RELEASE OCTOBER> ESRB E,O. 

• 

I usually find Japanese 
dungeon games to be 
Sisyphean exercises in 
repetition and futility, 

a pitfall Shuffle Dungeon thankfully 
avoids. The game doesn't have any 
harsh penalties for dying or fleeing, 
and it shuffles ihe layouts of the lop 
and bottom screens every fn,e or so 
seconds to keep things fresh. This 
makes the dungeons play more like 
rolling puules and mad dashes for loot 
since you have to figure out how to get 
around the constantly changing layout 
Shuffle Dungeon also features a Dark 
Cloud-esque overworld builder, but just 
like the combat it leaves you wanting 
more. Shuffle Dungeon just doesn't 
dive deep enough.- KATO 

NINTENDO OS 

From the Abyss 
> STYl£ 1-P\AYER ACTION/RPG (2-PIAYER 
ONLINE) > PUBUSHER AXSYS GAMES 
> OMLOPER SONIC POWERED GAMES 
> RELEASE AUGUST 26 > ESRB E 

Considering the refined 
nature of the action/RPG 
genre, a game must do 
something special 10 be 

noticed nowadays. Unfortunately, From 
the Af:t'{ss is ultimately a vapid experi
ence. The story is filled with diched 
fantasy archetypes - aystals, myslerious 
drifters, and portals to dark worlds. The 
gameplay is worse. There aren'I enough 
carrots dangled under your nose to keep 
you crawling through the monotony of 
randomly generated dungeons, and 
the text-based overworld exploralion is 
so simple it seems copied and pasted 
from an NES game. The only semi-
neat aspect of this game is the local 
co-op. But considering the experience, 
lhis is probably a better way to lose 
a friend.- BEN 

NINTENDO OS 

New International 
Track & Field 
> STYLE 1-PIAYER SPORTS (UP TO 4-PIAYER LOCAi. OR ONLINE) > PUBLISHER KONAMI 
> DEVELOPER SUMO DIGITAL > RELEASE JULY 22 > ESRB EIO+ 

RUNNIN' WITH THE DEVIL 

W 
hen the original Track 
& Field was released 
in arcades, the intense 
button mashing and care

ful timing was perfect for brief, crazed 
face-offs. When you stretch this expe
rience out to longer hand-cramping 
sessions it just becomes painful. Sure, 
you're burning through a multitude 
of events like cycling, swimming, 
and weightlifting, but they're almost 
all controlled with the same screen 
rubbing/circling techniques that put 
your touch screen at risk of being 
scratched. Don't even think of play
ing this on a bus or other form of 
transport - the stability of a desk is 
a necessity if you want to get decent 
scores. The classic control scheme is 
available as well, but you can't really 
go nuts on those tiny DS niblets like 
you can on fat arcade buttons. 

As you start up every event, the 
game offers short instructions. While 
some events are intuitive and easy to 
pick up, others require many tries just 
to complete successfully, let alone hit 
the qualifying mark. A little more clar
ity in the tutorials could have gone 

a long way. I'm sure this will vary for 
every player, but some events are 
ridiculously easy while others are 
crazy hard. This leads to a jagged dif
ficulty curve that spikes and valleys 
throughout the entire experience. 

The one thing that keeps you plow
ing forward is the truckload of unlock
ables. Achievement trophies, Konami 
characters like Solid Snake and 
Frogger, challenge missions, and out
fits pour out in a waterfall of rewards. 
Multiplayer is extremely flexible, 
allowing for single card, multi-card, 
and online play (though single takes 
forever to load between events). You 
have to register via Konami's pesky 
proprietary online system, but it's 
cool to get constant stat and record 
updates and to participate in regularly 
scheduled tournaments. 

If you have an affinity for the classic 
franchise and an interest in proving 
you're the best in the world at the 
steeplechase, this game may do it 
for you. Otherwise, it's not worth the 
possible risks to your DS and blood 
pressure.-BRYAN 

:• reviews 

BOTTOM 6 25 
LINE • 

> Concept: Replace button tap
ping with screen scralching and 
release before the Olympics 
> Graphi,s: The big-headed 
characters are more unsighlly 
lhan cute 
> Sound: Nice retro music and 
effects square off against annoy
ing character voices 
> Playability: Frustrationoccom
panies both conlrol schemes 

> Entertainment: Unlocks are 
great bul lhe evenls are juSI 
loo repelrtive 
> Replay Value: Moderale 

Second Opinion 8 

Worthy of the podium, New 
International Track and Field 
captures the spirit il!ld sweat
inducing finger alhle6cism of 
the bei<,;ed NES series. MoSI 
of the events push playefs to 
swipe or rotate the stylus at 
breakned: speeds. Some of 
the events, like the hammer 
throw, don't leave much 
margin for error, IWlich can 
be frustrating unbl \W get the 
hang of it But all told, there 
wasn't an event !hat I didn't 
grow to kJ,.,e. They are all fun 
and extremely well made. 
The game also offers surpris
ing depth with unlockable 
coSlumes, characters, and 
challenges earned by gaining 
experience points. It's a great 
game for short sessions, but 
even better for bragging rights 
in mutiplayershowdcJoMls. 
Just don't break iwr OS 
playing it- REINER 

NINTENDO OS NINTENDO OS NINTENDO OS 

Disgaea OS 
> STYLE 1-P\AYER STRATEGY/RPG 
> PUBUSHER NIPl'ON ICHI 
> DEVELOPER NIPl'ON ICHI 
> RELEASE SEPTEMBER 23 > ESRB T 

• Like Civilization 
Revolution, the most 
noteworthy thing aboot 
Disgaea DS is how the 

developer managed to squeeze all of 
lhis conlenl inlo a DS cartridge. This is a 
direct port of lhe excellent PSP remake 
of the PS2 original, with the cool 
alternate Etna mode in addition to the 
outstanding base quest Unfortunately, 
,t looks noliceably worse (surprise!) 
and doesn't control as well - the touch 
screen is useless given the small size 
of the individual battlefield squares 
and menu items. Still, the content is 
amazing and 1he strategic gameplay is 
inlact. This is a slightly inferior version 
of an awesome game, which makes 
it a pretty good offering on Nintendo's 
handheld.-ADAM 

Rhapsody:A 
Musical Adventure 
> STYLE 1-P\AYER ROLE-P\AYINGGAME 
> PUBLISHER NISM1ERICA 
> OMLOPER NIPl'ON ICHI sonwARE 
> RELEASE SEPTEMBER 23 > ESRB E 

IMlen people ask what 
you want to be when 
you grow up, do you 
reply ·a princess?" If 

not (or if you're too old for people to 
even ask you lhat), don't bother with 
Rhapsody. This quirky RPG port of a 
PSone t~le has a reworked tum-based 
battle system 1ha1 makes the already 
simplistic experience mind-numbingly 
dull. You control Comet - a country 
girl with a crush on a prince - and her 
entourage of talking puppets. Every 
now and then Comet breaks into some 
trite, insipid musical number, and then 
you regain con1rol so you can complete 
humilialing goals like "wear a dress that 
makes you look beautiful: Ugh.-JOE 

Harvest Moon: 
Island of Happiness 
> STYl£ 1-P!AYER SIMUIATION 
> PUBUSHER NATSUME 
> OMLOPER MARVELOUS ENTERTAINMENT 
> RELEASE AUGUST 26 > ESRB E 

Ill 
Farming, raising 
livestock, marrying 
people - none of this 
is a big surprise. What's 

different? I liked the idea of develop
ing and unlocking an entire island in 
addition to my farm, and online leader
boards add a new element of competi
tion to the franchise. Unfortunately, 
bad mechanics and ho-hum gameplay 
progression bring things down. The 
Zelda-inspired touch-screen control 
scheme doesn't gel with the precise 
moves you need to make in the 
field, and inventory requires constant 
babysitting due to the lack of aulomatic 
item stacking.-BRYAN 
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TOP 10 JAPAN 
Rank Tille 

Phantasy Star Portable 

Rank Title L.Mo. System Score Release Fire Emblem: The Dark Dragon & 
The Sword of LI ht 

1 NCAA Football 09 N/A 360 8.25 07-08 Rhythm Heaven Gold 

Tales of Vesperla 
Dragon Quest V: Hand of 

2 Wii Fit 4 Wii 8 04-08 the Heavenl Bride 
The Three Kingdoms War 

Summon Night 2 

3 Guitar Hero: On Tour 2 DS 7 06-08 WII Fit 

Mario Kart Wii 

4 Wii Play 5 Wii 7 02-07 
I Soulcalibur IV 

. -

5 NCAA Football 09 N/A PS3 8.25 07-08 
ii"' I~ I' 

• • .., .,. ~ ... 9 0-.. ~ • . -,. 
:-,, ,. , 

6 Soulcalibur IV N/A 360 8.75 07-08 
..... ,... 

TOP 10 GI 
7 Mario Kart Wii 7 . Wii 8.5 04-08 

8 Rock Band 12 Wii 8.25 06-08 
Rock Band 2 

Civilization IV: Colonization 

Star Wars: The Force Unleashed 

9 Soulcalibur IV N/A PS3 8.75 07-08 Pure 

N+ 
Metal Gear Solid 4: Guns of the 

10 Civilization Revolution N/A 360 9 07-08 Patriots 
Soulcalibur IV 

Tiger Woods PGA Tour 09 

11 NCAA Football 09 N/A PS2 8.25 07-08 

12 . Battlefield: Bad Company 6 360 9.25 06-08 

13 Guitar Hero: Aerosmith 16 360 8 06-08 

14 New Super Mario Bros. 18 DS 9.25 05-06 TOP 10 PC 
Rank Tille 

15 Final Fantasy IV N/A DS 8.5 07-08 
Nancy Drew: The Phantom Of 
Venice 
The Sims 2 Double Deluxe 

16 Super Smash Bros. Brawl 13 Wii 9.5 03-08 
Spore Creature Creator 

World Of Warcraft: Battle Chest 

The Sims 2 IKEA Home Stuff 

17 Mario Kart OS N/A DS 8.5 11-05 
Diablo Battle Chest 

World Of Warcraft 

World Of Warcraft: Burning Crusade 

18 Unreal Tournament 3 N/A 360 8.5 07-08 

19 Guitar Hero: Aerosmith 14 Wii 8 06-08 

20 Metal Gear Solid 4: 
1 PS3 10 06-08 

Guns of the Patriots 
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Souf<t· Tilt NPO C.,oup/NPO fUl'M()lid '{IRSTS' • DaYld Riley ~16-615-2271 8.Jsed()nMooehlyl.Kl«SSold 

System 

PSP 

DS 

DS 

360 

DS 

DS 

DS 

Wii 

Wii 

PS3 

L. Mo. System 

N/A multi 

N/A multi 

N/A PC 

N/A multi 

N/A multi 

N/A DS 

PS3 

2 multi 

N/A multi 

3 PS3 

L.Mo. Price 

N/A $19 

$30 

$10 

$38 

7 $19 

12 $39 

6 $20 

9 $28 

11 $30 

14 $40 



PLAYSTAIION 3 Dew MayCry4 

1vrrf1 of Two 7.5 Apt-08 
Sattlefield: Bad Company 9.25 Jul-08 
Bourne Consptracy, The 6.75 Aug-08 
Burnout ParadtSe e.s· Feb-OB 

Don K,ng Presents: Pnzef,ghte< 
Dynasty Warriors 6 
Enemy Telrito,y: Quake Wars 
FIFA Street 3 

Chronicles of Narn.a: Frontlines: Fuel of War 
Prince (aspian, lhe 6.25 Jul.OB 

U\llliza1ion Revolution 9 Jul.OB 

Grand Theft Auto IV 
Gnd 

Oub, The 8.75 Mar-08 Guitar Hero: Aerosmith 
College Hoops 2KB 7.75 Feb-OB 
Condemned 2: Bloodshot 8.75 Apt-08 
CooHoct: Detued Ops 5.75 Apt-08 

Hail to the Clump 
Hellboy: The Science of Ev,I 
lncredoble Hui~ The 

Dark Sector 7.5 May-08 
Devil May Cry 4 9 Mar-08 
D,sgaea 3: Absence of Justrce 8.25 Sep-08 
Dynasty WarrlOfS 6 7.25 Mar-08 
Enemy Territory: Quake Wars 8 Jul-08 
FIFA Street 3 Mar-08 
Gran Turismo 5: Prologue 7.75 Jun-08 
Grand Theft Auto IV 10 Jun-08 
Gnd 9 Jul-08 

~on Man 
Jumper: Griffin's Story 
Ka<aol:e Revoluoon Pfesents: 

American Idol Enccxe 
K,ngdorn Under F•e: 
Cirdeof Doom 

Kung Fu Panda 
LEGO tndiana Jones: 

The 011gmal Adventures 
lost Odyssey 
Lost Planet: Extreme Conchoon 

Colon.es EcfitJOn 
lost: \,la Domus 
Madden NFL 09 
MLB 2KB 
NASCAR09 
NBA Ballets: Chosen One 
NCAA Football 09 
NCAA March Madness 08 
NFL Head Coach 09 
NFL Tour 

Guitar Hero: Aerosmith 8 Aug-08 
Hail to the Chimp 4 Jul-08 
Haze 6.25 Jul-08 
Hellboy: The Soeoce of Ew 7 Jul-08 
Hot Shots Golf: Out of Bounds 8 May-08 
looed,bfe Hui~ The 6.75 Aug-08 
lroo Man 3.75 Jul-08 
Kung Fu Panda 8 Aug-08 
LEGO lnd,ana Jones: 

The Ong,nal Adventures 7 Jul-08 
lost Planet: Extreme Coo<lition 8 Ma<-08 
Lost Via Domus 6.75 Apr-08 
Madden NFL 09 8.25 Scp-08 
Mei,I Gear Solid 4: 

Guns of the Patriots 10 Jul-OB 

Ninja Ga1den II 
Pro Evolution Soccer 2008 
R,;nbow 5"' Vegas 2 
Sega Superstars Tenors 
Sol6er of Fonune: Payback 
Soulcahbur rv 
Sp,derw,d Ouonocles. The 
Supceme Commander 
Too Human 
Top Spm 3 
Turning Point Fall of Liberty 
Turok 
Universe at War: Earth Assault 
Unreal Tournament 3 
~!ting: Battle for Asgard 

MLB 08: The Show 8.5 May-08 Wal~E 
MLB 2KB 8.5 Apt-08 
Monster Madness: c,...., Danger 7.25 Aug-08 
NASCAR09 8 Jul-08 Battle of the Sands 
NBA Salels: Chosen One 6.75 Jun-08 Blast Woos: 8uid Trade Destroy 
NCAAFootbal09 8.25 Aug-08 
NCAA March Madness 08 7.25 Feb-OB 

Bombe<man lNld 
Boom 8lox 

NFL Head Cooch 09 6.75 Sep-08 Buly: Scholarsh,p Ed,t,on 
NFL Tour 5 Feb-OB Castie of Shikigami Ill 
Orange Box. The 9.25 Feb-08 Cranfllm Kabooku 
Pro Evolution Soccer 2008 7.75 May-08 Death Jr.: Root of Evil 
Rainbow Six Vegas 2 9.25 Apr-08 
Sega Supe<Stars Tennis 7.25 May-08 
SmgStar 8 Aug-08 
Soulcahbur IV 8.75 Sep-08 
Top Sptn 3 7.75 Aug-08 
Tum,ng ""'1t: Fall of l.ibeny 3 Apt-08 
Turol: 7 Mar-08 
Unreal Toumement 3 8.5 Feb-OB 
Vokrng: Battle for Asgard 7.25 May:08 
wan-E Sep-08 

XBOX 360 
Alone m the Dark 6.5 Aug-08 
Army of Two 7.5 Apr-OB 
Battlefield: Sad Company 9.25 Jul.OB Deca Sports 
Bourne Conspiracy, The 6.75 Aug-08 Destroy All Humans: 
Bully: Scholarship Ednion 8.5 Apr-08 Big \Mlly Unleased 
Burnout Paradese 8.5 Feb-OB Dragon Quest Swords: The Masked 
ChtONCfes of Naroo: Queen and the lower of M,rors 

Pnncc Caspran, The 6.25 Jul-08 Eme,gency Mayhem 
CMlizabon Revofuuon 9 Jul-08 F,nal Fani,sy Fables: 
Oub, The 8.75 Ma<-08 Chocobo's Dungeon 
College Hoops 2K8 7.75 Feb-OB Harvey Blrdman: Attorney At Law 
Command & Conquer 3: House of the Dead 2 & 3 Return 

Kane's VVrath 7.25 Aug-08 Jumper: Griffin's Story 
Condemned 2: 81oodshot 8.75 Apr-08 Karaoke Revolution Presents: 
Conflict: Denied Ops S.75 Apr-OB American Idol EncOfe 
Culdcopt Saga Feb-08 Kung Fu Panda 
Da,k Messiah of LEGO Indiana Jones: 

Moght & Magic: Elements 8 Apr-08 The Onginaf Adventures 
Dari< Sector 7.5 May-08 Lmk's Crossbow Trammg 

Ma,or league Baseball 2KB 
Mano Kart Viii 
Nights: Journey of Dreams 
N'°"' Reflex 
Nitrol>ke 
No More Heroes 
Obscure: The Aftermath 
Okami 
Opoona 
Order Up 
Pinball Hall of Fame: 

The Williams Collect)()O 

9 Mar-08 Pro EvolubOn soccer 2008 
7.5 Aug-08 Rro Band 
7.25 Mar-08 Sam & Max Season One 

8 Jul-08 Samurai Warnors: Katana 
Mar-08 Sega Sass F~h,ng 

7.25 Apr-08 Sega Superstars Tennis 
10 Jun-08 Sonic Riders: Zero Gravity 
9 Jul-08 Star Trek Conquest 
8 Aug-08 Super Smash Bros. Brawl 

Jul-08 Super Swmg Golf Season 2 
Jul-08 Target: Tenor 

6.75 Aug-08 Wall•E 
3.75 Jul-08 We LOYe Golf 
1.25 Apt-08 WeSlo 

W.Frt 
7.5 Apr-08 Wild Earth: African Safan 

5.25 Feb-OB 
8 Aug-08 

\Mnter Sports: 
lhe Ultimate Challenge 

Worms: A Space Oddity 

7 Jul.OB PLAYSTAIION 2 
8.S Apr-OB Ka,aoke Revolution Presents: 

AmerKan Idol Encore 
8.25 Jun-08 LEGO lndoana Jones: 
6.75 Apr-08 The Ong,nal Adventures 
8.2S Sep-08 Mana Khemoa: Alchen,;sts of al-Re,,;s 
8.5 Ap<-08 Obscure: The Aftermath 
8 Ju-08 Persona 3: FES 

6.7S Jun-08 Star Trek Conquest 
8.25 Aug-08 
7.25 Feb-OB 

Tw,sted Metal: Head On: 
Extra TWISted Edit)()O 

6.75 Sep-08 Wall-E 

5 Feb·OB 
8.75 Jul-OB 
7.75 May-08 
9.25 Apr-08 
7.25 May-08 
4.25 Feb-OB 
8.75 Sep-08 
6.5 Apr-08 
5.5 Sep-08 

6.75 Sep-08 
7.75 Aug-08 

3 Ap<-08 
Mar-08 

5 Jun-08 
8.5 Aug·OB 
7.2S May-08 

Sep-08 

Age of Conan: 
Hyooian Adventures 

Alone in the Dark 
Assassin's Creed: 

[);recto(s Cut Edrtion 
Command & Conquer 3: 

Kane's 'Nrath 
Confltct: Denied Ops 
Fronthnes: Fuel of War 
Lost Empve: Immortals 
Mass Effect 
Obscure: The Aftermath 
seven Kingdoms: Conquest 
Sins of a Solar Empire 
Turning Point: Fall of liberty 
Turok 

NINTENDO OS 
6 Jun-08 
8 Jul-08 

6.5 Apr-08 
8.5 Jul-08 
8.5 Ap<-08 
6.S May-08 
6.7S Feb-OB 
7.25 Jul-08 

Advance WMS: Days of Ruin 
Apolo .lusl,ce: A<I! Attorney 
AssasS<l's Creed: AJtarr's Chronkles 
Sang.,·O Sporlls 
CivilizatlOO Revolutoo 
Draglade 
Orone TactlCS 
Eco-Creatures: Save the Forest 
Final Fantasy Crystal Chronicles: 

Ring of Fates 
Final Fantasy IV 
Final Fantasy Tactics A2: 

Gnmoore of the R>ft 
Gutar Hero: On Tour 
lnsectlode 
Jake Hunte<: Detectllle Chronocles 
Left Br atn, Rrght Br a,n 
LOL 
Lost m Blue 3 
Major League Baseball 2KB: 

Fantasy All-Stars 
Mario Party DS 

Jul-08 My Word Coach 
Nm;a Gaiden: Dragon Sword 

May-08 Professor Layton and the 
Cunous ~Hage 

7.75 Mar-08 Puch; Puch l,lrus 

5.5 Jun-08 Space Invaders Extreme 
Summon N,ght: Twon Age 

5.5 Jul-08 
6 Feb-OB 

Teenage Zombies: Invasion of 
the Alien Brain Th1ngys! 

7.S Apr-08 
1.25 Apr-08 

Trauma Center: 
Under lhe Krnfe 2 

World Ends With You, The 
7.S Apr-08 
8 Aug-08 

Crisis Core: Final Fantasy Vil 
Jul-08 

6.75 Feb-OB 
Dungeon Explore<: 

WarrtOf of Anoent Arts 
6.75 May-08 
8.5 Jun-08 

FlatOut Head On 
God of Wa,: ChaU1S of Olympus 

6.5 Feb-OB Ho< Shots Golf: Open Tee 2 
5 Jon-08 Patapon 

4.25 Mar-08 Pursuit Fo,ce: Extreme Justice 
6 Mar-08 R-Type Command 
3 May-08 Secret Agent 0.nk 

9.25 May-08 Space Invaders Extreme 
5.5 Apr-OB 
7.75 Sep-08 

\Niki Arms XF 
\Mpeoot Pulse 

8.5 Apr-08 

8 May-08 
8.25 Aug-08 

Sep-08 
6 Mar-08 
s Apr-08 

7.5 May-08 
6 Mar-08 
s Feb-OB 

9.S Apr-08 
8.5 Feb-OB 
4.S Jul-08 

Sep-08 
6 Jul-08 

6.25 Jun-08 
8 Jun-08 

5.75 Jul-08 

6.5 Mar-08 
6.7S May-08 

7.S Apr-08 

Jul-08 
May-08 

3 May-08 
8.25 May-08 

5 Feb-OB 

7.25 Apr-08 
Sep-08 

8 Aug-08 
6.5 Aug-08 

9 Jun-08 

7.75 May-08 
5.75 Apr-08 
7.25 Apr-08 
7.2S May-08 
9.5 Jul-08 
3 May-08 

May-08 
Apr-08 
Apr-08 
Mar-08 

8.75 Mar-08 
8 Mar-08 
6 Apt-08 

7.5 Sep-08 
8.S Aug-08 
6.75 Feb-OB 

Jun-08 
Apr-08 

6 Apr-08 
8.5 Aug-08 

8.75 Jul-08 
7 Sep-08 

5.75 May-08 
6.5 Jun-08 

Feb-OB 
t Aug-08 

6.25 May-08 

5.S Jun-08 
7 Feb-OB 
8 Feb-OB 

7.7S May-08 

7.5 Apr-08 
7.5 May-08 

8.25 Jol-08 
Jun-08 

6.75 May-08 

8.25 Aug-08 
8.25 May-08 

7.25 Apr-08 

6 Apr-08 
7.S May-08 
9 Mar-08 
8 Jul-08 

8.75 Ma<-08 
7.25 Feb-08 
7.25 Jul-08 
8.5 Jul-08 
8.25 Jul-08 
7.S May-08 
7.75 Apr-08 

"I've chosen 
concentration 
rather than conformity, 
imagination in place 
of mainstream 
social acceptance." 

0
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Come get your geek on. 

UAT is a community of geeks- passionate 

seekers of knowledge and truth in an 

ever-expanding universe of technology. 

!£ARN: 

DIGITAL ANIMATION GAME PROGRAMMING 
DIGITAL ART ANO DESIGN NElVIORK ENGINEERING 

DIGITAL VIDEO NETWORK SECURITY 
GAMEOESIGN SOFTWARE ENGINEERING 
ARllflCIAL LIFE PROGRAMMING WEB ARCHITECTURE 
COMPUTER FORENSICS ROOOO:S & EMlEOOED S1'SlEMS 

www.ualedu > 877.UAT.GEEK 
877.828.4335 
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Attention All Cheaters! 
Cheat codes, by their ve,y nature, are in 
many cases buggier than Virginia in August 
Sa, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and back up your save before using 
any codes 

On a lighter na1e. you can send your codes 
ta secretaccess@gameinformeuom for a 
chance to be featured here and win a prize' 

MULTI-SYSTEM 

wan-E 
> PLAYSTATION 3, XBOX 360 

From the main menu go into Bonus Features 
then select the Cheats option. Match up the 
order of the characters correctly to unlock 
the following. 

Create A Cube Anywhere - M-0, 
Security bot, Eve, Eve 
Eve Gains Super Laser Upgrade - Eve, 
Wall-E, Wall-E, Auto 
Infinite Health - Wall-E, M-0, Auto, M-0 
Unlock All Bonus Features - Wall-E, 
Auto, Eve, Security bot 
Unlock All Game Content - M-0, Auto, 
Security bot, Eve 
Unlock Holiday Costumes - Auto, Auto, 
Security bot, Security bot 
Unlock Multiplayer Costumes - Security 
bot, Wall-e, M-0, Auto 
Unlock Multiplayer Maps - Eve, M-0, 
Wall-E, Auto 
Unlock Single Player levels - Auto, 
Security bot, M-0, Wall-E 
Wall-E Always Has Super laser - Wall-E, 
Auto, Eve, M-0 
Wall-E & Eve Both Have Laser Guns -
Security bot, Eve, M-0, Wall-e 

From the main menu go to the Museum 
then select Landmark Collection and finally 
Password then enter these codes to unlock 
all the landmarks in the game. 

Anglican Cathedral (UK) - kipling 
Arc de Triomphe (France) - gaugin 

Atomic Dome (Japan) - kawabata 
Big Ben (UK) - orwell 
Bowser Castle (Nintendo) - hanafuda 
Brandenburg Gate (Germany) -
gropius 
Coit Tower (San Francisco) - kerouac 
Conciergerie (France) - rodin 
Daibutsu (Japan) - mishima 
Edo Castle (Japan) - shonagon 
Eiffel Tower (France) - camus 
Gateway Arch (USA) - twain 
Grand Central Station (USA) - f.scott 
Great Pyramids (Egypt) - mahfouz 
Hagia Sofia (Turkey) - ataturk 
Helsinki Cathedral (Finland) - kivi 
Himeji Castle (Japan) - hokusai 
Holstentor (Germany) - durer 
Independence Hall (USA) - mlkingjr 
Jefferson Memorial (USA) - thompson 
Kokkai (Japan) - soseki 
Lincoln Memorial (Washington DC) -
melville 
liver Building (UK) - dickens 
Melbourne Cricket Ground (Australia) 
- damemelba 
Metropolitan Cathedral (UK) - austen 
Moai (Chile)- allende 
Mt. Fuji (Japan) - hiroshige 
National Museum (Taiwan) - yuantlee 
Neuschwanstein Castle (Germany) -
beethoven 

Notre Dame (France) - hugo 
Palace of Fine Arts (USA) - bunche 
Palacio Real (Spain) - cervantes 
Paris Opera (France) - daumier 
Parthenon (Greece) - callas 
Pharos of Alexandria (Egypt) - zewail 
Rama IX Royal Park (Thailand) - phu 
Reichstag (Germany) - goethe 
Sagrada Familia (Spain) - dali 
Shuri Castle (Japan) - basho 
Smithsonian Castle (USA) - pauling 
Sphinx (Egypt) - haykal 
St Paul's Cathedral (UK) - defoe 
St. Basil's Cathedral (Russia) - tolstoy 
St. Stephen's Cathedral (Austria) -
mozart 
Statue of liberty (USA) - pollack 
Stockholm Palace (Sweden) - bergman 
Taj Mahal (India) - tagore 
Tower of London (UK) - maugham 
Trafalgar Square (UK) - joyce 
United Nations (UN) - amnesty 
United States Capitol - poe 
Westminster Abbey (UK) - greene 
White House (Washington DC) -
stein beck 

'GI Oroid' 
(location unknown - last seen 

ordering a pizza from a 
bathroom stall) 

0 
FULL SAIL 
U N I V E R S I T Y. 

Online Programs Available 
M ast er's I B ach e lor 's I A ssociate's Deg rees 

800.226.7625 • 3300 University Boulevard • Winter Parle Fl 32792 
Fin1nc11I aid avaibble to thost who q1.11ldy • c,,e., devtlopmenl assistance 

Accredited Uruve,siTy, ACCSCT 

fullsail.edu 



f RIDAY THE 13TH (NES) 
Jason Voorhees is one of the most terrifying 
icons of horror, but even a resurrected walk-
ing death machine couldn't inspire nightmares 
more terrifying than this game. Friday the 13th is 
ridiculously difficul~ even by NES standards. The 
problem is that it's the broken kind of difficult. 
Unavoidable hits, stupid weapons, and baffling 
enemies ensure that your crew of teenagers dies 
quickly and without ceremony. If they make it 
through that, Jason will probably appear (as he 
randomly does) and kill you. In that sense, it's 
true to the series ... but aren't video games sup
posed to be fun? 

120 GAME INFORMER 

This Month In 
Gaming History 
Aker October 2Z 2001, 

videogommg"'1l 

never /he some. That's 

the day Grand Theh 

Auto Ill re/eosed on 

PS2, and one of the 

first true blockbuster 

video game franchises 

was born. CTA Ill 

set the stond0td for 

open-world gommg, 

establlSh,ng a ,obid 

fonbose that woold 

only expand ,wth fate, 

entfles ,n the series.. 

Since ,ts teleose, CTA 

Ill hos sold over 

t2milli-On copies, 

RESIDENT EYll: 
SURVI YOR (PSone) 
Considering its role in shaping survival horror, 
Resident Evil is one of the most trusted names 
in the genre. Survivor exploits that trust to 
the fullest degree, giving players a worthless 
side-story, first-person combat, and exploration. 
Imagine trying to shoot a horde of zombies 
while neck-deep in water ... that's how it feels to 
move through this world. The awful mechan
ics make a little sense when you consider that 
Resident Evil: Survivor was intended to be 
played with a light gun, but the U.S. version 
didn't support any peripheral of the sort. What 
you get instead is an affront to Resident Evil's 
good name. 



Mcf AR LANE'S EVJl PROPff ECY 
(PS2) 
This mess of a game is a thinly disguised marketing tool 
intended to sell more Mcfarlane toys. It kind of works, 
since you quickly realize you'd be better off buying one 
of those grotesque figures than this unplayable disas
ter. Eve,ything anyone could possibly like about video 
games is absent from Evil Prophecy, including good 
graphics, creepy atmosphere, and not totally sucking 
every second you play it. Even the blandest button
masher looks like divine genius next to this tedious, 
festering pile of necrotic pixels. 

NHHff TRAP (Sega CD) 
This list of bad horror games could have easily been 
populated solely by garbage full-motion video titles of 
the '90s. Though Corpse Killer and Ground Zero: Texas 
get honorable mentions, Night Trap is the ultimate FMV 
abomination. Despite all of the controversy surround
ing the game's content, Night Trap is essentially about 
watching security camera footage. The whole game is 
basically just switching cameras to overhear conversa
tions. No nudity. No ridiculous gore. Every now and 
then you trigger a trap to catch some bumbling "vam
pires.· Boring! 

:• classic gi 

GRABBED BY THE GffOUUES (Xbox) 
Ha ha! "Grabbed by the Ghoulies'.' Its name alone is one 
of the most enduring punchlines in the gaming industry. 
Developer Rare, which at the time had a sterling track record, 
managed to throw together one of the worst games in Xbox 
history by combining simplistic controls, repetitive gameplay, 
and awkward innuendo-laced 
dialogue that was too mature for 
kids and too dumb for adults. We 
heard (read: started) rumors that 
Microsoft tried to dump and bury 
excess copies of this game E.T.
style, but no landfill would accept 
a contaminant so foul. 

lllBlHD (Dreamcast) 
Amusement parks! Wait, that doesn't scare you? What about... 
trap-laden amusement parks! Now we're talking. lllbleed 
makes players tiptoe around various deadly contraptions in a 
theme park, using their senses to locate and disarm various 
hazards. There is no tension, only tedium, as you methodi
cally search each area for devices 
meant to maim, scare, or kill you. 
That's easier said than done, 
since lllbleed's awful controls 
make even basic movement 
hopelessly difficult. To be fair, 
lllbleed doesn't take itself serious
ly ... but maybe someone on the 
development team should have. 

NOSfERATU (SNES) 
This martial-artist-fights-vampires game is like Prince of Persia 
meets some kind of homemade sequel to Van Helsing. It 
actually looks okay, but once you touch the controller, all 
optimism is sucked from your veins, leaving only desiccated 
contempt. The main character moves like he just downed 
a bottle of elephant tranquil-
izer, so any button you press is 
more like a suggestion than a 
command. Convincing the dope 
not to get skewered by spikes 
is bad enough without the addi
tion of sluggish combat. On 
the plus side, you get to punch 
werewolves in the face, so it's 
not all bad. 

D (multi) 
Cult followings often develop around underappreciated games, 
but sometimes people are just looking for people to share 
their pain. The latter must be the case with D, a plodding and 
frustrating adventure title about a young woman wandering 
around a corpse-littered hospital. The atmosphere actually 
succeeds in being creepy. but you won't even notice amid all 
of the terrible design choices. 
Players have two real-time hours 
to solve puzzles and get to the 
bottom of the mystery, but since 
there is no save system, the 
game needs to be beaten in a 
single sitting. By the way, the 
"D" stands for "Dracula'.' There. 
Now you have no reason to ever 
waste your time on this one. 
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• • • ============= 0 N LI N E 
... • •. • ... Extra Content You Can Find At 
::::::::::::: www.gameinformer.com 

UNLIMITED LAUNCH: SEP. 15 

Spock Talk 
Leonard Nimoy 
pontificates on Star 
Trek's lasting legacy, 
why Spock resonates 
with so many fans, and 
what he knows about 
J.J. Abrams' new film. 

Also Online This Month: 
The online staff keeps you up to 
date on all the latest news as 
we lead up to the holiday game 
release bonanza. 



••••••• ••••••••• •• ••• •• ..... OVER 
::::::::: To Build A Castle Of Appropriate Size, He Will Need A Great l\1any 
••••••••• h I "k bl :•:: .. :•: Stones. But W at He's Got Now, Fee s L1 e An Accepta e Start ... 

VIDEO GAME TRIVIA 
Remember the Choose Your Own Adventure books? Yeah, they were pretty sweet What 
do you want to bet we can make those come back if we use familiar video game char
acters and inject them into our story? Try this one, and then complete the quiz to figure 
out which option you choose. "You're standing in a dark room, and there are five col
ored doors. Which one do you step through?" 

1 What was the name of the 
American release of Seiken 
Densetsu 2? The more literal 
translation, in case you're curi
ous, is Legend of the Holy 
Sword 2. 

A. Zelda II: The Adventure of Link 
B. Secret of Mana 
C. Spirit of Excalibur 
D. Halo 

3 While we're talking Star Wars, 
who was the master of Teras 
Kasi in the game of the same 
name? 

A. earth Onasi 
B. Jodo Kast 
C. Arden Lyn 
D. R2-D2 

4 Boy, there sure have been a 
lot of Need for Speed games to 
this point. What was the sub
title for the second game? 

A. Hot Pursuit 
B. High Stakes 
C. Underground 
0 . 11 

5 Which one of these non-Sony 
systems has a Wipeout game in 
its catalogue? 

A. Dreamcast 
B. Xbox 
C. Nintendo 64 
D. Game Boy Color 

6 uAny Way You Want It" is a 
pretty sweet song you can play 
in Rock Band 2. What does she 
love to do in that song, again? 

A. laugh 
B. groove 
C. lovin' things 
D. All of the above 

7 Which one of these Live 
Arcade games didn't release on 
November 22, 2005? 

A. Geometry Wars: Retro Evolved 
B. Bejeweled 2 
C. Marble Blast Ultra 
D. Zuma 

8 The Advanced Dungeons & 
Dragons video game called Iron 
& Blood was set in what game 
world? 

A. Forgotten Realms 
B. Ravenloft 
C. Dragonlance 
D. Dark Sun 

9 Which place did you not visit 
in the original Bloodrayne? 

A. Louisiana 
B. Germany 
C. Transylvania 
D. Argentina 

10 Word is they're going to 
make a castlevania movie. If we 
had to guess, it'll probably star 
Simon Belmont. Which one of 
these names is an imposter in 
the esteemed bloodline? 

A. Justin Belmont 
B. Trevor Belmont 
C. Leon Belmont 
D. Sonia Belmont 
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BREAKDOWN 
25 million copies of Bejeweled have been sold since the 
game's launch, while publisher PopCap proclaims that 350 mil• 
lion copies have been downloaded online 

63.2 billion dollars in revenue will flow through the video game 
industry annually by 2013, according to a recent forecast by 
research firm IBISWorld 

100 employees were recently laid off from Radical 
Entertainment in the wake of the Activision Blizzard merger. 
Instead of four independent teams working on games, there 
are now only two 

0 sequels are planned for Braid, according to the game's 
maker, Jonathan Blow 

2 issues ago, we told you there was some big super secret 
message hidden in the magazine. That was a total fabrie<1tion. 
But this month there's a code on this page to find which page 
a real secret message appears 

* Trivia Score & Rank * 
You open the blue door. 
Solid Snake is standing 
against the wall, smoking 
a cigarette. He approaches 
you, and then punches 
you in the face. You die. 
Go back to the beginning. 

0-1: 

You open the red door. 
You suddenly find yourself 
on the field of Madden 
2009. Loud cheers echo 
from the stadium stands. 
Several extremely large 
defensive linemen tackle 
you. You die. Go back to 
the beginning. 

4-5: 

You open the orange door. 
and arrive in the crowd 
at a Guitar Hero concert. 
Onstage, Judy Nails and 
Lars Umlaut are complet
ing their set on Expert. 
They unleash a powerful 
blast of star power dur• 
ing a wicked solo. You 
are amazed. Your head 
explodes. You die. Go bad< 
to the beginning. 

8-9: 

You open the yellow door. 
Tums out it was the exit 
from your vault in Fallout 
3. Broken remains of 
destroyed buHdings scatter 
the cou~ You are 
thirsty, and take a drink of 
water from a nearby water 
fountain. You get radiation 
poisoning. You die. Go 
back to the beginning. 

2-3: 

You oren the grttn do01. 
Out o the darkness, you 
hear: • It's a me, Mario!" 
You feel an intense pres• 
sure as someone's feet 
land on your head. Your 
neck is broken. You die. 
Go back to the beginning. 

6-7: 

You recognize the danger 
presented by the doors, 
and remain in the dark 
room. Sadly. the zombies 
from Resident Evil that 
have been chasing you 
break through the wall 
and gnaw on your head 
You become a zombie. 
Congratulations! You're 
alive. Sort of. 

10: 

Video Ciame Trivia Answers: 1. 8 2. A 3 C 4. D S.C 6. D 7. C 8 89. C 10. A 



DESTROY 
<: 

AN ANCIENT EVIL 

'\J WITH BEASTS, 

~LADES AND MAGIC 



Jump in. X-80, 360. LIVE:. 




