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RULE THE SKIES AT FACE MELTING S WITH THE •T SOPHISTICATED REAL 
WORLD MODERN FIGHTER JETS. FEEL THE FIGHT AND FLIGHT IN YOUR HAmSI -
THE Wii CONTROLLERS TO EVADE, TIRGO AND DESTROY THE ENEMY! 

" ... no previous game has shown that the 
motion sensitivity in the Nunchuk 
could be this responsive." Nintendo Power (Feb 2007 / V212) 

Wii. ( 'oJcmastcrs 0-v 

• www.codemasters.com/heatsaeker 
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=== STAFF 

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

DEAR MICROSOFT 
POINTS: YOU ARE 
STUPID 

, Iii ANDY McNAMARA 
..I EDITOR-IN-CHIEF 

Ok, Microsoft, enough is enough. I've endured your 
crazy Microsoft Point system on Xbox Live long enough. 
I must now demand that you change this annoying 
tactic that is basically a giant scam to milk gamers for 
an extra buck or two. 

How do I know this? Because I have seen this scam 
before. It's perhaps one of the biggest rip-offs of all 
time, perpetrated and perfected by one of the world's 
ultimate evils: the camie. Oh yes, I'm talking about the 
crazy dude who operates rides and tries to scam you 
with a rigged bottle game. 

Don't act like you don't know what I'm talking about 
We have all been in a "beverage• line at a carnival 
or street party to eventually discover that the stand 
doesn't actually take any money; it takes tickets. Which, 
of course, means you aren't leaving this event without 
some worthless tickets and a lighter wallet, as the tick
ets never match up to the dollar amount 

I'll do the camie math for you if you haven't figured 
it out already. Beverages are 8 tickets, but you can 
only buy tickets in packs of 20. Now replace tickets 
with Microsoft Points, and the picture becomes clear. 
Microsoft wants gamers to get stuck with points that 
you have no idea how to spend, simply because they 
think gamers are there to be taken advantage of. Why 
else would Xbox Live use this annoying and antiquated 
system? You sure don't see Microsoft selling Vista with 
Microsoft Points. They sell that with cold, hard cur
rency from a little place known as the United States 
of America. It's called the dollar, and ... amazingly 
enough ... it's traded all across the glo be. Not Microsoft 
Points. Not Final Fantasy gil. Not World of Warcraft gold. 
The U5.-freaking-dollar. 

Sony offers online purchases on the PlayStation 3 
in this "state-of-the-art" way. Hell, even the Xbox Live 
website sells all its merchandise using this • revolu
tionary system.• It's almost like the whole world uses 
currency except for Microsoft's Xbox Live service and 
carnies. Don't be a camie, Microsoft. Lose the Microsoft 
Points and let me just make purchases with my credit 
card for the stuff I want without you getting your free 
cash from my extra points. 

Cheers, 

if 
PS: Nintendo's method is better, but still just as annoy
ing ... of course, if you converted ta the dollar I would 
probably have ta send a friend code ta use it 

Andy>> andy@gameinlormer.com 
Handle: The Game Hombre Expertise: RPGs, ActioryPlatform, 
Driving, First-Person Shooters Interests: Penn 8 Tellers BS On 
Showtime, Heroes, The Shins, Arcade Fire Dislikes: Bugged 
Encounters In World Of Waraaft (I Could Have S\\001 We Just Killed 
The Shade Of Aran) Cul'Telrt Favorite Games: World Of Waraalt: 
The Burning Crusade. God Of War II, Guitar Hero II ()(box 360), Guitar 
Hero, Crackdown 
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Reiner>> reiner@gameinformer.com 
lundle: The Raging Gamer Expertise: RPGs, Action, First-Person Shooters, Strategy, 
Sports, F"ighting Interests: The Chicago Cubs Winning The 2007 World Series (It Happened 
In A Simulated Season In MLB 07: The Show, So It Will Happen In Real Life!), Xbox 360 
Ach.evement Rewards Dislikes: Knowing Most Of My Time In 2008 Will Be Spent In 
Halo 3 Or GTA 4, Sidecar Gamers (Watching Someone Play A Game Doesn't Mean That 
You Played It), All St Louis Cardinals Fans Current F-itt Games: God Of War II, The 
Elder Scrolls IV: Shivering Isles, MLB 07: The Show, Ratchet & Clank: Size Matters 

Matt >> matt@gamelnformer.com 
Handle: The Original Gamer Expertise: First-Person Shooters, Actiof\,'Platform, Action/ 

- ---.-. Adventure, Action/Sports Interests: Bob Dylan's Theme Time Rodio Hour, Oeerhoof -
Friend Opportunity, The Illusionist, Alex Ross Artwork In Kingdom Come, Qigong Dislikes: 
Artistic Dry Spells, Bands That Want You To Sign Contracts To Play Bar Shows, Weird 
Weather, Bookers That Don't Return calls, Studio 60's Slow Slide Into Crap Current 
Favorite Games: NBA Street Homecourt. Guitar Hero II ()(box 360), Ratchet & Clank: Size 
Matters, Burnout Dominator, The Warriors (PSP), Gears Of War 

Kato >> kato@gameinformer.com 
Handle: The Game Kalona Expertise: Sports. Racing, Action/Adventure, Action/Platform 
Interests: Hammond B3 Emulators (Heavy Sound W/0 The Heavy Lifting), Van Holen, 
Damn The Torpedoes, The Cary Tennis Files, Pho King, Tyra Tirades Dislilies: NHL Owners 
And Brass Running The League Into The Ground, The Super Mario Bros. Super Show!, The 
Classless Mexican National Soccer Team Cumnt Favorite Games: Dark Tower (Board 
Game), MotorStorm, UEFft:s Ultimate Mode, Saboteur (It's The Bob Ross Of Video Games), 
Brain Buster Puule Pak 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Exploring Evefything Burning Crusade Has To Offer, Anansi Boys By Neil 
Gaiman,Abbey Rood, Nick Cave And The Bad Seeds, Having A Gean House Dislikes: 
Spending My Saturday Oeaning The House, Fergie, Having Stress Dreams Waiting For 
Baseball To Start. Cats Who Jump In Front Of My Monitor And Cause A Wipe To An Easy 
Boss Current Favorite Games: World Of Waraaft: The Burning Crusade, Supreme 
Commander, MLB 07: The Show, Brain Age, Diner Dash 

Joe>> joe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs. Adventure, Action, Strategy, Puule 
lnteresls: Tom Waits' Orphans, Finally Starting 24, Psionics, Ghost Rider (Or At Least 
Nicolas Cage And Sam Elliot), Sylar, Dwight's Continued Susceptibility To Pranks On The 
Office Dislibs: Plans, Fancy Snob Movies (Like The Departed And Children Of Men), 
Great Games Without Real Endings, Anything Miller Likes Cumnt Favorite Games: God 
Of War II, Final Fantasy V1 Advance, World Of Warcraft: The Burning Crusade, The Elder 
Scrolls IV: Shivering Isles 

Miller>> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, First-Person Shooters Interests: Mrs. Featherbottom In Anested Development, 
The Santa Monica Pier, The Luna Brothers' Girls, New Sofas Dislikes: Looming Legal 
Entanglements. Getting Used To New Sofas, People Who Hate On Something Just Because 
It's Well-Liked By Others CulTelrt Favorite Games: Uncharted: Drake's Fortune, Final 
Fantasy XII, Rainbow Six Vegas, The Legend Of Zelda: Twilight Princess, Vanguard: Saga Of 
Heroes, flOvv 

Bertz >> mattbertz@gameinformer.com 
Handle: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, 
Strategy lntettsls: The Art Of The Cheesesteak. Pan's Labyrinth, The Tossers' Agony, 
Chicago Cubs Preseason Hype (The Billy Goat Curse Lives Suckas!) Dislikes: Moss To 
Packers Rumors (Don't Do I~ RandyQ, Outlandish HBO DVD Prices, Joe's Weak Movie 
KnoY.1edge (Who Hasn't Seen Goonies? I Mean, Really!), People Who Hate On The Temple 
Of Doom CulTelrt Favorite Games: The Elder Scrolls IV: Shivering Isles, GRAW 2, FIFA 07, 
Supreme Commander, Tapper 

Ben>> ben@gameinformer.com 
Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters Interests: Getting Some Lunch Today 
(Maybe A Sandwich, Maybe A Burrito, We'll See), Indiana Jones (Those Were Two Great 
Films) Dislikes: This Office's Poor Taste In Indiana Jones Films, Cred~ card Bills (Why Is 
Magic Money So Easy To Use?), Waking Up To Cat Puke Cul'Telrt Favorite Games: Legend 
Of Zelda: Twilight Princess, Castlevania: Portrait Of Ruin, The Elder Scrolls IV: Oblivion, 
Guitar Hero II, SSX Blur 

Bryan>> bryan@gameinformer.com 
Handle: The Gamers Advocate Expertise: Action/Adventure, RPGs, Survival Horror, First
Person Shooters, Rhythm Interests: Girls By The Luna Bros., ldiouacy, Veronica Mars, The 
His Doric Materials Trilogy, The Loser.s, Lily Allen (And I Don't Care Who Knows It} Dislikes: 
"Finalizing,· Breaking Down To Buy A Wii LAN Adaptor, Accidentally Attending Goth/Fetish 
Shows Cumnt Favorite Games: Saboteur. Guitar Hero II On Xbox 360, The Legend Of 
Zelda: Twilight Princess, Yoshi's Island OS 
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• : .: The Readers Strike Back 
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GRINDING 
GEARS 
In your Gears of War 
cover story in issue 
146, you talk about a 
giant, multi-story beast 
called the Brumak. Well, 
I just beat Gears of War, 
and I fought no Brumak 
at all. 

Matthew Walukiewicz 
via aol.com 

I want to know who 
was it over at Epic that 
decided to remove the 
Brumak from gameplay 
segments and only 
reserve them for two 
quick cutscenes. Ever 
since I read the article 
about Gears in your magazine I was psyched to 
fight the awesome Brumak; it was one of the rea
sons I bought a 360. Why did Epic take it out? 

Christopher Diaz 
via yahoo.com 

■ In game development. things don't always 
go according to plan. Our cover story was 
written about a year and a half before 
Gears of War released, and in that time Epic 
probably decided that it didn't have the 
time/ resources to implement the Brumak 
as originally intended. In a recent interview 
with Game Informer Online, designer CliffyB 
admitted #it would have been nice to fight 
that creature that was in all the trailers. 
That would have been good:' However, 
gamers who felt cheated can hope that 
the towering Brumak will play a larger 
role in Gears of War's inevitable sequel. 
Unfortunately, Baird probably will, too. 

SHOCKING REVELATION 
Every month it's the same old thing. You talk 
about how you like this game or that. You say 
how much you really like a certain system. Or 
another. Just face it - you're biased towards 
video games! 

Erin Hoffman 
St Paul, MN 

You got us. We'd like to take this opportuni
ty to come clean: We like games. A lot And 
yes, we even like some games more than 
others. We are currently taking no steps to 
fix the problem. 

HUGE ZELDA FAN, EH? 
I've noticed that several pictures in your magazine 
have recently depicted Link holding the Master 
Sword in his right hand, and his shield in his left. 
I'm a huge Zelda fan, and I just wanted to inform 
the Game Informers that this is an error, because 
Link is actually left-handed! 

Chris Spencer 
Lamesa, TX 

■ If we were petty 
and small, we could 
point out that this 
was not an error on 
our part. Nintendo 
deliberately changed 
Link into a right
hander for the Wii 
release of Twilight 
Princess, anticipating 
that most gamers 
would hold the Wii 
remote (thereby 
controlling the sword 
swings) with their 
right hands. Link 
was changed back 
into a lefty for the 
GameCube version, 
though. Not know
ing this would be an 
embarrassment for 

any self-professed Zelda fan, which is why 
we're taking the moral high road and not 
making a big deal out of it Man, we are so 
good at handling delicate matters! 

GALACTIC LOVE 
I have a question about Rogue Galaxy. You guys 
said that it was a great game. You even gave it a 
9 out of 10. But you didn't even put it in your Top 
50 games of 2006 list. Some games that only 
scored in the Bs made it on! Show a little love to 
the space pirates! 

Anonymous 
Via aol.com 

■ Are you saying we don't love space 
pirates? That's a dangerous accusation to 
level at a bunch of nerds, mysterious reader. 
Here's the truth: It wouldn't have been accu
rate to include Rogue Galaxy in our Top 50 
of 2006 because it released on January l0, 
2007. Don't count ol' Jaster Rogue out just 
yet; we'll give the game another round of 
props when the Top 50 Games of 2007 rolls 
around ... unless there are 50 games that 

■ Yes, it has. We didn't know tlllt last month, 
though. We mistakenly listed Mercenaries 2 as a 
360 title; at the time it was PS3 only. Since then, 
publisher EA has officially confirmed what we 
all suspected: Pandemic's destructive adventure 
is going multiplatform. Given the widespread 
success the first game enjoyed on multiple 
consoles. this is probably a smart move. It also 
means tlllt more gamers will know what ifs like 
to be a Swede with a mohawk...an illuminating 
IHe lesson for anyone. 

score 9.25 or higher this year. In that unlike
ly case, you wouldn't even care about Rogue 
Galaxy anymore - your head will have cer
tainly exploded from pure gaming bliss. 

ALL THINGS IN MODERATION 
Some psychologists with nothing better to do 
are claiming that addictions to video games are 
ruining friendships, marriages, and even getting 
people fired! That's complete bull. People need 
to get it straight: Video games are not a problem, 
and if you hate them, then you obviously don't 
play them. 

Michael Morales 
via yahoo.com 

■ Sorry to extinguish your outrage, but these 
findings really don't sound that unreason
able. If you play games compulsively and 
neglect your familial, social, and profes
sional responsibilities, those areas of your 
life are going to suffer. Surprise, surprise. Of 
course, when that happens, you should own 
up to the responsibility instead of blaming 
electronics - but no one is even saying the 
games are at fault here. It is just a simple 
cause/ effect relationship, not an attempt to 
destroy the foundations of the industry. Ifs 
great that you want to defend video games, 
but that shouldn't include opposing every 
theory that doesn't say #games are totally 
awesome for everyone all the time and as 
much as possible:' 

-2 POINT CONVERSION 
I really enjoyed your article on the decline of EA 
Sports in issue 166. It is about time someone 
called them out for it However, I don't think you 
emphasized enough what a complete rip-off the 
next-generation titles have been. The biggest 
example has got to be NCAA Football. It didn't 
have as many teams, stadiums, or features as 
the current-gen versions. Is making us pay more 
for less a good way to show you care about the 
customer? 

EA Sports doesn't get it. The representative's 

Send yoor convnents to Game Informer. Snail Mail: Game Informer Magaz,ne • Attn: Dear GI • n 4 North Firs! St., 4th Fl001 • Minneapolis, MN 55401 Email: deargi@Oameinformer.com 
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statement in your article basically means that they 
only care about sales, not quality. EA's exclusive 
deals have proven that they don't have to try 
as hard. Football fans are going to buy Madden 
because It Is their only option, not because they 
like Madden anymore. I've loved Madden and 
NCAA for years, but I feel EA has turned its back 
onme. 

They say it is irresponsible to only go by review 
scores. I say it is irresponsible to just go by the 
numbers. In the end, we'll all see what we already 
know. EA does care. They care about money, and 
that's about it 

Jack Fairchilds 
Via aim.com 

■ Thank you for your thoughts, Jack. For 
those people who don't understand why 
sports gamers give EA a hard time, this letter 
does a great job of summing up several of 
the major concerns and complaints. Here's 
one thing to keep in mind, however: Even 
though the review scores for some EA Sports 
titles have been in decline, they still don't 
dip into the range of being downright bad 
games (except NBA Live 07). As a corpora
tion, EA certainly cares about profits, but 
that doesn't mean that the execs are sitting 
in vast underground lairs, stroking evil cats, 
and planning ways to torture gamers. With a 
few exceptions, they're still releasing some 
pretty good stuff. 

UNPLUGGED 
I JUst found out that there was a w,reless con
troller for the ong1nal Nintendo! Do you guys 
remember 11? How did 11 work? Good? Bad? I 
must know more of this fascinating thing - I 
thought the PSone was the first console that had 
w,reless controllers. 

Vic Tenono 
Via yahoo.com 

■ We remember it, all right The NES Remote 
Controller was made by Acclaim, though 
it did carry the official Nintendo Seal of 
Assurance. From a practical standpoint. it 
worked just like a regular control pad, and 
utilized infrared sensors to function at a 
range of about 30 feet However, it lacked 
many of the conveniences of modem wire
less gaming. Because it used infrared, it had 
to be constantly aimed at a receiver above 
your TV. If you happened to put your feet 
up on the table and obstruct the beam, the 
signal would cut out It also required four 
AAA batteries that never lasted as long as 
you wanted. If you were surprised that a 
system as old as the NES used this technol
ogy, prepare yourself: There was a wireless 
controller for the Atari, too. Did we just blow 
your mind? 
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SABRINA SMITH 
If you have a lit fuse 
coming out of your 
head, your existence 
is short and bleak. 
This one's for 

'----.---=--..i,;;:'-" you, Bob-omb! 

MIKE ASUNUMA 
Umm ... 

CARRIE MUNFORD 
Game Informer brand controllers: guaranteed to bring your 
games to life and break your TV 

CINDY LIMON 

Enter the Game lnfooner Reader Art 
Contest All you need to do 1s draw, 
paint. scratch, spit. or carvi, the best 
dam an you can think of and send tt to 
US- Please 1ndude your name, phone 
number, and return address. If you're 
the monthly w,nner, we'll feature your 
work 1n GI and you'll receive a video 
game poze from the Game lnfooner 
vault 

Send to: 
Game lnfooner 
Reader Art ConteSt 
724 1st St N .. 
4th f1oo< 
Mpls, MN 55401 

This wins the "most feminine art" award. 
Not a single male in sight! 

VICKY KAO 
We didn't even know Mario had a car! We thought he just 
rode around on lame stuff like douds, shoes, and public 
transportation 









connect ten 

1 Metroid 
You played this engaging sci-fi maze 
game for weeks just trying to figure out 
how to get past that stupid pterodactyl. 
When you finally finished the game, you 
found out that the awesome bounty 
hunter dude you played as wasn't a dude. 
This was The Crying Came moment of 
video gaming, but in this case, it was 
totally sweet instead of stab-yourself-in
the-eye disturbing. 

2 Star Wars: Knights of 
the Old Republic 
You woke up in the middle of a 
battle with amnesia (of course), 
then ended up with a ragtag 
group of strangers on a mission 
to hunt dOINll the evil Darth 
Malak. You knew that Malak 
was once the apprentic.e of 
Darth Revan, a master Sith who 
disappeared a year ago in battle. 
Suddenly, you remembered something else. You were Revan! 
Wiat's more, the Jedi Council knew all along. There's a little 
voice in your head that says "Kill them al~ Can you hear it? 

5 Jak 3 
Naughty Dog had been building 
this up over the course of three 
games. The Precursors were an 
advanced race responsible for 
much of the planet's technology. 
It was just a backdrop to the 
sto,y about Jak and his friend 
Daxter, who'd been tragically 
turned into an Ottsel. 'MlO knew 
these two things were related; 
the Precursors were actually Ottsels themselves. This was a 
IV-Ast that not only tied off the series neatly, it pulled it off with 
Naughty Dog's signature brand of tv-Asted humor. 

8 Final Fantasy X 
Final Fantasy X has one of the 
most moving ending sequences 
in video game histo,y. The 
game's 40-plus hours had all 
led up to the dirnactic fight with 
Sin - FF X's big bad guy. Yeah, 
we all saw that fight coming 
from a mile away, but maybe 
that is why learning that his 
father Jecht was Sin steamrolled 
us so well. We expected T Klus to find some resolution with 
his old man; we didn't suspect that it would mean Tidus 
would have to kill him. 
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3 Metal Gear Solid 2 
From Big Boss being Snake's 
nemesis in the first Metal Gear 
to Eva being a Chinese double 
agent in MSG 3, we could fill 
this whole page with Metal Gear 
twists alone. But the moment 
Metal Gear is still best known 
for is that point a few hours into 
MGS 2 when you find out that 
series standby - the lovable anti
hero Snake - isn't the main protagonist This decision is still 
hotly debated by fans, but watching Snake through someone 
else's eyes only furthered his badass mythos. 

6 Chrono Cross 
Lynx was shadowy, mysterious, 
and one of the oppressed Demi
hurnans. He had thwarted your 
attempts to retrieve the frozen 
flame, and had your companion 
Kid poisoned. He even killed 
Kid's sister. Lynx was everything a 
bad guy should be. He was the 
bad guy! Yet halfway through 
the game you erid up switching 
places with him. You become Lynx. This twist was not only 
surprising, it changed how the game played, as you had to 
recruit new allies after losing all your friends. 

9 Soul Reaver 2 
The Soul Reaver series has 
more twists than a soup opera. 
Thankfully it's about vampires 
(and not the wussy Anne Rice 
variety, either) therefore infinitely 
more masculine. We'd been 
surprised more than once by 
Raziel's crazy hijinks, but when 
we found out that he wasn't just 
the Soul Reaver in a metaphori
cal sense - that he was actually destined to become the 
soul of the blade - our brains popped out of the back of our 
heads. Seriously. 

4 God of War 
You spend most of the game 
channeling Kratos' rage into 
destroying his opponents. But 
after several hours you begin to 
wonder why this guy is so pissed 
off. Is whatever crawled up his 
butt really worth all this hassle 
anyway? Then you find out that 
the god Ares not only tricked 
Kratos into killing his own fam-
ily, but that their ashes have also been bonded to his skin. 
In that moment you understand. It's enough to make a guy 
want to ... well ... kill a god. 

7 Eternal Darkness: 
Sanity's Requiem 
Not every game twist has to 
involve a story. We're not even 
sure we could provide a detailed 
syropsis of Eternal Darkness' 
story if we were being held at 
gunpoint However, we could 
readily list off a dozen ways this 
game pulled pranks on us. Our 
favorite has to be the time it pre
terided to erase our game save. Don't worry, we got it back 
pretty good when we put red Kool-aid in its showerhead. 

10 Oddworld: 
Stranger's Wraith 
His name? No one knew his 
name. The town folk called him 
The Stranger, and this Eastwood
esque bounty hunter was col
lecting bounties to pay for an 
operation he adamantly needed. 
But there was one bounty The 
Stranger mysteriously wouldn't 
take. He wouldn't find and kill 1 
the endangered and rarely-seen Steef. No one knew why, 
until we learned that The Stranger had four legs and was the 
last of his kind: a Steef. 



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

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

Call (800) 660-8193 today! 

LOOK AT ALL YOU GET: 
• ALL NEW Advanced Ab Station with Built-in 

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

Lower Pulleys 

• 7-Year Limited Warranty 
• No-Time-Limit Power Rod®Warranty 

• 100% Satisfaction Guarantee• 
• Leg Attachment Included 

The Bowflex Xtreme., SE Home Gym 
with New Advanced Ab Station 

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

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

CALL 800.660.8193 or order online at 
www.BowflexWeb.com 

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

Before 
251 lbs. 

After 6 weeks 
210 lbs. 

Alex Bejarano 
lost 41 pounds 
in just 6 weeks!' 

~ 
BOIIVFLEX 

Be Strong. Be Fit. Be Bowflex. 

CALL 800.660.8193 
www.BowflexWeb.com 

•0n 1pprovtd Bowflel(" crtdit card purchases. The 1d't'trtistd payment is based on 
1 Pf()ffl00ClMI niimum payment of 15'4 of pyreh1se priCI. The amount ol your total 
Minimum Moouwy P1yment wia depend on additional purch111s and account b1l1nc11. Ste 
~ Agrttmtnt and Disclosur, Statement for dtll~s. fl(QI Satisfaction Gu1r1nt11 
lncu:les ti, rafund of purchas, price, less shipping end hendling. Cd lor complete datalls. 
flndMduel rasutu may very. Participants' results based on using tht Bowfl,.,- home gym 
end lht ·fast fal loss Now· program Included in tht owne(s manual 0 2007 Nautilus, Inc, 
Al rights rtmvtd. Bowftex. the Bowflax logo, Bowflax Xtrame, and Power Rod art tither 
rtgisttftd tradtmarts ortr1dtm1rts of Nautilus, Inc. BFM~l 1 P0407GAMEINR0TAT 



DATA FILE 
More News You Can Use 

BUENA VISTA NO LONGER 
Buena l'tSta Games has been renamed Disney 
lnloractivt Sludios by Walt Disney Co. allhough 
malUre-raled releases formerly handled by 
Buena Vista, such as Turok. will be handled by 
Disney's new Touchstone label. 

SQUARE'S ENGINE ROOM 
Nol known for ils use of outside lechnofogy, 
Square Enix surprised lhe induslry by announc
ing it will create games using Epic's Unreal 
Engine 3 - lhe middleware behind Xbox 360's 
Gears of War. Square En~ says !hat It will use 
the engine in future next-gen and PC games, 
although lhe previously announced Final 
Faniasy XIII will Slill use !he company's own 
White Engine, 

NINTENDO'S SCHOOL OF ROCK 
Guitar Hero-mania is spreading to the Nintendo 
OS and Wii. According to recent comments from 
Activision Publishing CEO Mike Griffllhs, !he 
games will appear before spring 2008 at !he 
lalest No word on how lhe series' gameplay will 
be adapled 10 ei1her system. 

ECKO EXPANDS EMPIRE 
Clothing magnate Marc Ecko is continuing his 
invotvement in video games with the announct
ment of his new interactive entertainment divi
sion. Edo says lhal he wanls lo help develope,s 
bring !heir products 10 publishers. The first 
part of his plan invovles a new title developed 
by Human Head, crealors of !he critically 
acdaimed Prey. 

CLOVER ALUMNI RESURFACE 
Former Ck,yer studio bigwig Atsushi Inaba 
(Okam~ and Residenl Evil creator Shinii Mikami 
have launched a new company called Seeds. The 
studio is already recruiting talent for upcoming 
projects. 
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Em UNLIMITED ENABLED 

THE EXIT INTERVIEW 
GI TALKS WITH DOUG LOWENSTEIN 
After his presentation at the O./.CE Summit Gome Informer hod a chance to talk to ESA 
founder and outgoing president Doug Lowenstein, who outlined some of the ongoing 
challenges fadng the industry. 

Why did you decide now was the time to 
leave the ESA? 
It's very simple. I was given an extraordinary 
opportunity to start a new trade association for 
the private equity industry, which is perhaps 
the most significant player in global finance 
today, and the opportunity to build and cre-
ate something for that industry at this stage in 
my life and career. To do another start-up was 
really irresistible. I was very content at the ESA. I 
loved what I did at the ESA. and I was not look
ing to leave the ESA. 

What's your biggest accomplishment? 
I think it's hard to single out one thing as 
much as it is to say that over the time that I 
was there, the industry has emerged as an 
industry that is taken very seriously. It has more 
credibility, more visibility, and more influence 
than it did when we started, so I think that's 
important There are a lot of specific things in 
the course of the 12 years that I'm very proud 
about but in sort of a 10,000 foot look~ov.m. 
when we started ESA this was not an industry 
that was on the map. This was not an industry 
that had any respect, and it didn't have any 
visibility, and it certainly didn't have any political 
profile. I think today we have all of that That 
doesn't mean that the job is done. That doesn't 
mean that everybody thinks of us as highly as 
we think of ourselves. But we're certainly a lot 
stronger than when we started this thing. 

One of the highest profile things you've 
done is combating all the laws trying to 
impinge on the First Amendment rights of 
video games. Is this always going to be a 
battle the ESA has to fight? 
This is evolutionary, I've said this on many 
occasions. By the year 2010, there will be 75 
million Americans between the ages of 1 0 and 
30, which will be more people between 10 
and 30 than there are Baby Boomers. Baby 
Boomers still have the leverage of power and 
influence in this country, and that's the gen
eration that hasn't grov,,n up with interactivity 
as part of their lives. As the post-Baby Boom 
generation assumes those seats of power, their 
tolerance and acceptance of video games will 
make these sustained attacks a thing of the 
past In 20 years we will have a president that 
will have grown up playing Grand Theft Auto. 
That's inevitable. 

In your D.I.C.E. presentation you men
tioned some of your pet peeves, and 
you chastised the industry for not being 
political enough, expecting the ESA to do 
the dirty work for them. Does not having 
Political Action Committees involved in 
fundraising hurt the industry? 

It's absolutely hurting us. Let me be clear: 
Trade associations Pike the ESA] ought to be 
doing the dirty work - that's why we're there. 
My point was: You can't win a war without 
an army. We have a lot of sunshine patriots, 
as Thomas Payne used to call them back in 
another era. It's easy to be a champion of the 
First Amendment when everybody else is on 
your side. But the fact is that a lot more can 
be done. 

Look, I think it would be great if people 
called their congressmen, if they went down 
and asked for meetings with their local state 
legislatures. If you're a developer, you call and 
say, •I'd like to invite you to come down to 
my studio, meet my team, and expose you to 
what video games are all about• I think that 
would be great That's what other industries 
do. Look. I understand not everybody has the 
time or inclination to do that but all I'm talking 
about is, raise your voice. Get in the game, so 
to speak. Be part of the battle here because we 
need you. For anybody who has their livelihood 
tied in any way, shape, or form to the growth 
and success of the game industry not to do 
something politically to raise their voice, is a 
complete and utter inexcusable cop-out 

You also talked about your hope that 
games would try to touch on social or 
political issues or more meaningful stories. 
Look. I'm not a creative person. I'm not a devel
oper. I understand that nobody wants to make 
games that are politically interesting and don't 
sell anything. But I just gotta believe that given 
some of the robust subjects out there ... take 
global warming. There are so many parts to 
that and I don't believe that it's not possible to 
make a compelling interactive game experience 
which forces users - in an entertaining way -
to confront the problems and challenges of 
global warming. Maybe I'm na'ive. Maybe that's 
why I'm a political guy and not a creative guy. 
Maybe it's not possible. I hope it didn't come 
out that I think the industry has failed in this 
regard. I was really trying to express something 
aspirational. I hope we can do that 

But it goes to this question of being taken 
seriously, because why does a politician look 
at the film industry, and take it and say, •Even 
though I know there are some awful movies, 
but I can look at it and be supportive of the 
industry?" Well, it's because they see mov-
ies that really move them in ways and force 
them to think about it and confront problems 
in ways that games don't get It's a different 
medium - I understand that Storytelling is not 
yet the central part of games. Character devel
opment - those kinds of things are all a part of 
the evolution of games. But I gotta believe that 
somehow or other we get there. And when 

we do I hope we make games that speak in 
the same way, because people will take them 
more seriously if they do. 

We talked to a lot of publishers and 
developers, and everyone seems to be 
unsure of what's going on with E3 in 
terms of participation and format Is the 
new E3 on track? 
Yes. People are booking suites and meet-
ing rooms. That process is going along quite 
rapidly. Companies are fully supportive. The 
invitation list is almost finalized. The intent of 
this new event is not to make everyone in 
the industry happy and not to find a home for 
everybody. It is designed for a very different, 
focused purpose. We want it to succeed, but 
I can absolutely guarantee you that there are 
things about it that won't work out that you and 
anyone else, without looking very hard, will say 
after it's all over, 'That really sucked," or "What 
the hell were they thinking?!" because it's a first 
year event But I think we got the right struc
ture for this event and I think we got the right 
business plan for this event and I think it will 
execute very well. It's totally on track. 

It's not going to be the scale of what every
body remembers E3 like, that's another thing 
to realize. By four of five months in front of [the 
old] E3, that was part of the problem. Entire 
companies were re-vectoring their whole busi
ness operations to plan what we were going 
to do at E3. That was a huge part of what this 
albatross of E3 was. E3 was determining how 
people were running their business. It was 
completely the wrong way to operate. 

What different challenges will your 
successor face? 
It's hard to predict the future. Certainly in the 
short term I think that everything we've been 
working on remains front and center for this 
industry. The content issue is not disappearing, 
at least, in the next year or two. I do believe 
that we'll make headway on the front There's a 
lot going on in the global trading area that will 
affect the video game industry, and that's all in 
front of us, the anti-piracy issues. 

Certainly one of things that we understand as 
we move away from an E3-type event, which 
was a huge catalyst for media coverage in the 
industry, was how do we replicate that and also 
spread it over a longer period of time? Those I 
think are all the challenges that my successor is 
going to have. I hope the person comes in and 
recognizes all the good that we've done and all 
the positive things we've done, and also comes 
in with a fresh set of eyes and ears and says, 
"Lowenstein's done it this way for twelve-and-a
half years, let's try something different" 



led. tt you have prob 
mer Care hoUlne (see 

ed help? 
866-856-JAMS 
info@jamster.co 
ED CARRIERS: 

Verizon Wireless 
nt Virgin Mobile 
bile Dobson Cellular 

Alltel* 

Check out Jamster's voice 
an1er Line TOLL FREE for all 
Ille hottest Ringers, Graphics, 

&Imes and Mobile AppLications! 
call 877-G0-4-JAMS 

from your cell 
now! 

~ 

re part of the Jamsterl M s of Service available at jamst will get download er 
(unavailable for T-Mobile, mers), all for just $9.99/mon at jamster.com. To 
18+ or have parent's pe set does not support content, ent is delivered. No 

• ? • • • • 



Md.JI Gta(s Hocko Kojima rocondy d«la,od that 
he'd like lo mat. a 360 game, saying, ·1 do have 
• Slrllfll l1lfml ., aeatina somdhing for the 
Xbox :ial. In the U.S. and Europo, ~ ~ sotling, and 
I think• wil sol a lot th~ yoar as wol I'm a fan of 
Gears of w« as well, ~•, w,y interesting." In OCh<r 
Kojima/Metal Gear 
....,,5onyPicllns 
has announced that d 
hassoandthenghts 
lo the~ 
Mda!Ge«Solid -
UGLY 

El«!ronic Arts wins dMloptr Pandemic's 
'Who Wants 1o Prinl ,,.,,.,,,r contest 
by being named the publi,her for the 
studio's Merctnaries 2 game - whidl 
has now bt<n confirm<d for the Xbox 
360 and PC. as wel as the PS3. The first 
Merctnaries tide was a hu1!' success for 
pubish<r LucasArts, which must have 
bt<n oud>id forthes,quel. Getz. No 
wooder lhey cal EA the Otath Stat, h's 
got mor• monoy than Mn Georgo Lucas! 

GOOD 
Spoaking lo canacian pap« the Edmonton Sun, Dan 
AykrO\'(I rMalod that ht wil bo roprising his role as 
Or. Raymond Slanz for an upcoming Ghoslbu,ter, 
Yidoo game. UniYer,aj Stucios has the rights lo the 
game and VIYondi Game' parer« company V"""'1 
SA has a major llake ., the sludio, so could .,. ,.. 
Vlvondi's iconsediamos 1\#11 "'1t Wanat on the 
proj«l)W.hoposo, 
and trust us-you 
do too. For mor• on 
wanat and his thoughts 
on lie..-! games, 
chedcoutouri.atur• 
in issue 166. 

From the minds that brought you lht PSJ launch cornos th~ latest deft mart.ting mow,, In an attempt to 
OCM<1ise a now ll'ailtr for the Gran Turismo HO download, Sony's PSP vid<o download sit• ran an add using a 
pidtl-t - not from the demo - but ~om rival racer Projed Gotham Racing 3. 

llurw,g its llwck!uantt fisal r,port Sony admittod that woodwide shipping numbeis for the PSP handheld 
were down by n percent from last yoar. Only 1.76 million were sont out to !tores. 
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wow 
In ns first 24 hours on the market in 
North America and Europe, Wor1d of 
Warcraft: The Burning Crusade sold 
almost 2.4 minion cOf)ies - making 
~ the fastest-selling PC game in both 
territories. Does the game even have 
eoough mailboxes lo accommodate that 
many dancing naked Blood Elves' 
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More than any other art form, video games are constantly 
evolving. With each successive generation of console 
and PC technology, new horizons in game design and 
presentation open up. What was once considered the 
cutting edge in graphics or gameplay mechanics quickly 
becomes expected, even passe. For this reason, the people 
that create the games we love must be in a constant state 
of change, forever reinventing their craft to achieve new 
heights of excitement and artistry. At the recent DICE 
Summit, a three-day event in Las Vegas that draws top 
game developers from around the world, we sat down with 
some of the industry's most respected creators to find out 
their views on a number of issues that will shape the future 
of games. 

: Cory BaNog : Ricnara Garriott : : roaa Howara . : Cliff BISSZlhSKI . 
• Having worl<ed under Sony Santa Monica's Dave • The creator of the Ultima franchise. Garriott is one • • The leader of Bethesda Soltworu, Todd Howard and • Epic Games' Cliff Bleszinski (better known as "Oiffy8") , 
• Jaffe, Cory Banog recently stepped into the spotlight • • of the true pioneers of PC gaming. With Ultima • • his partners have recently made the transition from • • is one of the most outspoken and successful game • 
: as the director of the highly antidpated sequel God : Online, he created the template for modem MMOs : successful niche developer to gaming Sllpffitars with : designers in the industiy. Having recently shipped the • 
• of War II, which manages to improve on the series' • • like World of Warcraft and EverQuest. His current • the unp<eeedented success of The Elder Scrolls IV: • • breakoutXboxl60 hit Gears of War (which won Game • 
: already amazing gameplay. For proof, see ourreview : : project is Tabula Rasa, an MMO for Korean publisher : : Oblivion. Howard has also recently shipped the excit- : : of the Year at the AIAS Awards) Oiffyis now turning his : 
• on page 100. • NCSoft. • ing Shillering Isle expansion to the game, reviewed • attention to helping polish the company's upcoming , 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • : ~ .pa_!'. 9!-. . . . . • . . _. , • . • • • • ~nreal ~ou."1!'°!"!11!1. • • • • • • • • • • • • • • 

With tne new tecnno1-
ogy aua11an1e to you 
on PC or consoles, 
wnat are some OF 
tne new aoors tnat 
are opemng 1n game 
aes1gn? 

wnat are some OF me 
greatest pron1ems 
Facmg game aes1gners 
rtgnt now? 
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1000 HOWARD: With open-world games becoming more popular, 
it's [about] letting the player do more things. The whole buzzword 
of •emergent gameplat You see it in more areas than in the games 
where you'd expect to see it - games like our stuff or GTA I'm 
seeing it more in all kinds of games, like Burnout - here's a car, go 
crash it That's emergent The technology allows you to do more of 
tha~ because you can open up a level and have more things in it 
Your standard game where you go through and it's very scripted - a 
very polished action game of the last generation - if you just do that 
now with nicer visuals, the audience isn't responding to it They look 
for something more that you can put your hands on as a player and 
press and touch and see what it does. 

RlotARD GARRIOTT: If I had to pick one right now it's the fact that 
processor speeds are really allowing us to start thinking about things 
like Al in ways that we haven't be able to do previously. It used to be 
that 100 percent of the horsepower of a machine was invested in 

CLIFFYB: I think there are a lot of problems in modem game design 
that need to be solved. If it were up to me there would be a list 
of rules tha~ if not in place, a game is not allowed to ship. Such as 
somewhat forgiving checkpoints in a single-player game, where I 
know that a game will automatically save my game and I know that 
I can go back without having to play through 20 minutes of previous 
gameplay. Every game needs to allow you to skip cutscenes. Games 
that have text dialogue boxes should be shipping with voice at this 
point There's just a lot of n<rbrainer "win-wins• that people can do 
in games. 

1000 HOWARD: I still think that people who make their own 
games still forget that it's supposed to be fun. I still play enough 
games where I'm really into it and there's something just amazingly 
frustrating. Never give the player a reason to put your game down. 

making the graphics work. Now, that's actually starting to free up, so 
we're starting to say, "How can we make physics in the world act in 
a more realistic way? How can we make the Al more than just mag
nets that attract to you and whack you on the head?" It's trying to 
think of radically more sophisticated ways to interact with the world, 
and I think that's going to enrich these experiences profoundly. 

CORY BARLOG: I think community in the next few years is going to 
be a huge thing. It's already big - it's kind of like an animal that grew 
without everyone pushing - and suddenly everyone's saying, 'Wait a 
minute ... this is really important!" I hope it doesn't become too cor
porate, in that it's all very antiseptic and stupid. I think user-created 
content is awesome. I'm a huge proponent of that But I'd want to 
make sure it's done so that it can be disabled. So it isn't something 
that's just haphazard ... something like what Will [Wright] is doing 
with Spore. Everything is user-controlled. I'd love to see how people 
respond to that I don't know if it's too much for people. 

You want to challenge them, but I still find that there is not a good 
benchmark to go to for how easy or hard something should be. 
Everyone complains about the end of Halo 2, more than the end of 
any other game. If they had finished more games, they'd probably 
complain about those endings. But that game is really well paced 
- everyone gets to the end. 

CORY BARLOG: The challenge of knowing what you want out of 
your game versus what the public is expecting. You guys, journalists 
and gamers, kind of set a bar. How do we meet that? More impor
tantly, how do we meet that and not lose sight of our goal, what our 
game is supposed to be, and not tum into this massive, bloated, 
confusing mess? I think the best games are saying, 'This is what our 
vision is.• 



How ao you rate tne qua11ty OF storytemng 1n moaern games? 
Are we approacmng a Ho11ywooa canner OF stor1es? 

Hal02 
•r1a1o 2 is really 
wellpoced 
eve,yone gets to 
the end,· 

TODD HOWARD: I think the improvement there is faster 
than the graphics, actually. It's one of the areas that there's 
less of a technical boundary to. There's no reason not to 
have a good story .... Better writers are coming into it and 
people who've been making games for awhile are getting 
better at how to present that It's got a ways to go, but I think 
it's very close to being on the level of Hollywood. I think, 
sometimes, because the characters don't feel real, maybe 
the story and the emotion doesn't come across, but I think a 
lot of games are telling stories that are every bit as good as 
books or movies. 

RICHARD GARRIOTT: I don't believe that's true. There have 
been Hollywood movies made off of games. But what the 
game contributed to what became the Hollywood movie 
was valueless. [Look at] Tomb Raider. Tomb Raider is really 
Indiana Jones with a scantily clad female. \Mien you ask what 
is unique to the intellectual property or story of Tomb Raider, 
there isn't anything. I'm not trying to be offensive to the 
property - it's a fantastic game. But it's fantastic because it's 
a good game, not because it told any particular story that was 
related to the movie industry .... I think I've at least attempted 

to do detailed world-aafting and tell detailed stories. But I 
compare that to a real writer of linear prose, the difference in 
quality when you're looking at it from a prose standpoint is 
night and day. 

CLIFFYB: I think we're still in our infancy. We are not one 
where a director can just sit back with a screenwriter and 
dictate the entire, manipulated experience. We still have to 
figure out how we can tell great stories that the player is 
participating in and crafting himself. It's going to be an ongo
ing challenge over the next 10 years. I think we still have a 
ways to go. 

CORY BARLOG: I think there are many games out there that 
tell good stories. To me, the story is more of the experience -
like in Advent Rising; I love the fact that who you saved at the 
beginning would determine the final boss you fight.. .. 'Mth 
God of War II, we wrote maybe 12 different stones, throwing 
everything out and starting from scratch. I wanted it to be a 
trilogy, and I wanted everything to have a relevance to the 
first and potentially the third game. 

- Todd Howard 

GOO OF war I 
·God of IM:Jr II 
shows that you 
can have an 
amazing experi
ence on a console 
that's how many 
years old,· 

- diffyB 

me w11 1s n1stor1-
ca11y umque 1n tnat 
mntenao 1s Dett1ng 
tnat Detter grapn1cs 
won't matter, tnat 
gamep1ay 1nnoua
t1on wm De enougn 
to carry It. oo you 
tnmK tnat·s true? 

RICHARD GARRIOTT· I do agree with their philosophy. I'm a big 
believer that console games are inherently games that are a single
purpose machine that you tum on and it immediately goes into that 
game. It's a 30-minute experience that you have casually on the 

lutely matter. That's the flashiness that they're going to see at Wal-Mart 
on the display and say, "W<Nvr looking at the latest military shooter. 
That matters to them. And there are art-house gamers - people who 
pnde themselves on playing obscure titles. To those guys, innovation Is 
totally the key. But there is a big selection of people where both mat
ter. If [Nintendo] has the software to support it innovation is awesome 
for them. But if all they're going to show is Wii tennis and bowling. 
innovation will only go so far. The same thing goes for graphics. If all 
you have is pretty cars, it's not going to go very far. You need to have 
something that people want to play. 

spore 
"I think user-cre
ated content is 
awesome ... some
thing like what IA/ill 
[Wright} is doing 
with Spore: 

- Cory Barlog 

soutn ParK 
'South Park is done 
on high-end graph
ics machines. But 
it's a s/)'lization that 
is by no means 
photorealistic.' 
- Richard Garriott 

couch that you have sitting far away from the lV. If it's social at all, you 
socialize with the people around you in the room, like PaRappa the 
Rapper - that compelled me to buy a console for myself and all my 
friends and family. That was the quintessential console experience to 
me - the shared experience in the living room. 

CLIFFYB: I think Nintendo knows that their IPs are so ingrained in 
an entire generation of gamers that Mario, Link, and Pok~mon don't 
need incredibly next-generation graphics to pull off what they want 
to pull off. Nintendo is going to continue to do Just fine with the Wi1 
I have mine at home and I thoroughly enjoy playing WarioWare and 
Wii Sports. I'm glad that I have a different gaming experience in my 
living room .... It doesn't always have to be a completely and totally 
next-gen expenence in regards to graphics, because that's what we're 
doing on the Xbox 360. 

CORY BARLOG: It depends on the person playing the game. If you 
were talking to a slice of North Amencan garners, yes, graphics abso-

TODD HOWARD: I disagree With that meaning that It's not like 
people aren't responding to the 360 or the PS3. People do respond 
to that stuff. But if Nintendo was to do that as well, I don't know that 
anyone would be that interested. I think they took the nght direction 
for Nintendo. I still think that Nintendo in general, for a long hme, 
have been the best game makers there are. I think they have a differ
ent mentality, too. They don't come at making a console and making 
video games from a •we are gomg to aush the competrtJon• angle. 
They very rarely reference the competition. They see themiselves as 
Nintendo and they do Nintendo things and that's It 

some people tnmK we're n1tt1ng tne wa11 w1t11 grapn1cs ana 
approacn1ng pnotoreansm. 1s tnat true? 
CLIFFYB: Graphics and presentation matter, but there's 
the idea of "good enough" for your average consumer. 
You look at the previous generation of consoles to this 
generation of consoles and there's a fairly significant 
leap. But for this generation and beyond? There will be 
a leap, but will it be as great? Probably not At a certain 
point it comes down to working with what you're given 
as a developer with a certain console and doing an 
amazing job. If you look at a game like God of War II on 
PlayStation 2, that shows that you can have an amazing 
experience on a console that's how many years old. 

TODD HOWARD: No way. I don't believe any developer 
says that Every developer has artists where you have to 
go by and say, "You have to take half that crap out it's 
too slow.' No way .. .We always want to put more in .... 
\Mien I looked at Gran Turisrno on PlayStation 1, I said, 

'That looks totally real~ I remember in the '80s - "Come 
see this game Pole Position, it looks f- real!" [Laughs] 
Everybodly always says that - 'We're approaching photer 
realism" - but we're really not It's getting better, but it's 
not there yet 

RICHARD GARRIOTT: I don't think we're hitting a wall 
anywhere, personally. Even the simulations we're doing 
of photorealism now are just simulations of photoreal
ism .... \Miat I find more interesting is the fact that the 
same incredible pov,.,er in the 3D hardware allows you 
to do things that are non-photorealistic graphics, but 
have some very interesting. [For example], an anime 
look or even South Perle - that show is done on high
end graphics machines. But it's a stylization that is by no 
means photorealistic. 
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lEYlauol:11 -
EYERTOIE LIIES TO now WHO'S 01 TOP, so WE COIPILED THESE LISTS OF THE TOP-SELLIIG VIDEO GUE 
PROPERTIES. THE FOLLOWIIG CHUTS SHOW THE TOP·SELLIIG VIDEO GUE FUICHISES TO DATE AND THE 

IUIBER or UIITS SOLD WORLDWIDE. (UILESS OTHERWISE STATED) 

TOP 20 SELLING VIDEO GAME PROPERTIES* 

Mario ( 193 million) 
Pokemon (155 million) 
Final Fantasy (70 million) 
Madden NFL (56 million) 
Grand Theft Auto (55 million) 
The Sims (54 million) 
The Legend of Zelda ( 49 million) 
Donkey Kong (48 million) 
Sonic the Hedgehog (44 million) 
Gran Turismo (44 million) 

Lineage ( 43 million) 
Dragon Quest (40 million) 
Crash Bandicoot (34 million) 

Resident Evil (31 million) 
James Bond (30 million) 
Tomb Raider (30 million) 
Tekken (29 million) 
Mega Man (26 million) 
Street Fighter (25 million) 
Command & Conquer (25 million) 

Curious about what licenses are the hottest? Check 
out this list of gaming's top IPs that originate outside 
of gaming. These are U.S. figures sold during the last 
console generation. 

TOP 10 (P'S OUTSIDE OF GAMING IN THE us• 
:J. NFL Football (26 million) 

2 Star Wan (15 m1lhon) 

a Tony Hawk (13 million) 

4 Tom Clancy (12 million) 

t5 NBA ( 10 million) 

6 ESPN (9 million) 

7 World Wrestling Entertainment (9 million) 

a NCAA Football (8 million) 

9 James Bond (7 million) 

:J.O Spider-Man (7 million) 

We're not done yet. These figures do not include units 
sold as pack-ins with a console. 

TOP 10 BEST-SELLING GAMES OF ALL TIME* 

:J. Super Mario Bros. 3 (NES - 18 million) 

2 The Sims (PC - 16 million) 

a Diablo II (PC - 15 million) 

4 Super Mario Land 
(Game Boy- 14 million) 

3 Grand Theft Auto: San Andreas 
(PS2, Xbox - 14 million) 

6 Grand Theft Auto: Vice City 
(PS2 - 13 million) 

7 Super Mario 64 (N64 - 11 million) 

a Gran TUrismo 3: A-Spec (PS2 - 11 million) 

9 Grand Theft Auto Ill (PS2 - 11 million) 

:J.O Gran TUrismo (PSone - 11 million) 

'W! <prnpied lhese lists using informalJOn suppiled by the games' plOiishe,s and the NPD. 
l oombers are in IJ1ils !Old. and haYe been rounded up to the nearest million. 





LOOSE TALK 
Hot Ganung Gossip 

PS3 GAMES 
READY TO GO 
N.-.fy laun<hed systems ofton do 
not hM enouat, titlos to satt game
hungry owntrS looting to run lfw 
new consoles through its paces. The 
PlayStationldelinit,lysufffflfrom 
this probltm, but that will bt rtsotv.d 
l what wew htard is true. Some 
publishtrS hM PSJ games dont 
and rtady lo ship, but before they 
do so, they art first wailing for the 
plariorm's installed base to increase. 

THE Wii 
WAITING LINE 
Nintondo has historically not had 
good relations with its third-party 
software partners. and despite 
lht Wii's popularity, this may be a 
continuing problem. Loose Talk has 
htard that dMloper, who want lo 
malt• games for lht ntW system are 
being put on a lhrtt-mOnth wailing 
ist before they can ewn g,t d<Yelop
ment kits. With supply to consumtrS 

a~,ady a problem for lht platfonn. 
this was one aspect of Ninlondo's 
new system we'd hoped• had recti
fied in advance. 

NEW RED 
FACTION? 
1l1Q CEO Brian Fan-el may hM 
lipped his hand rqardw,g lht 
company's lutia-e plans. Duriog a 
recent iovestOf's conference call 
Fan-ell said that THQ would bank on 
some of its "prOYell owned inleflectuaf 
prope,ties." later on. Farrel listed 
Red Faction as Ont of core lrandiis,s, 
implying that • would be one of lht 
frandlises lht a,mpany would lean on 
fu its Mure.-• Fan-el made 
no sp«ific mention that a ntW Red 
FaclionisindMlopment. 

NINTENDO CHARGING EXTRA? 
It's great that Nintondo has finally decided to join lht online party, but ptrhaps • SliU needs lo figure out a 
thing or two. Loose Talk has htard at least one rtf)O<t of a Wii owner gelling charged txtra money due to the 
system's at.vays-oo configuration. Sine• lht Wii Conntd24 transftr> data automatically, dtptnding on your 
onlint plan you may bt charged fu going Offl on your MB usage. The fealurt can bt lurntd off (or maybe 
your onlint plan is more forgiving), but making use of lht platform shooldn\ r,quirt lhtst kinds of sacrifias. 

Cot SIJITle mder mo? fmail us at loosJ!ta/k@gam,in/rxm,t.com and""' be all'°" 

NAME THAT GAME 
Test Your Sight 

Bad< " tht egN,ts, dMiopef Cintmaware madt a name 
fu IIStlf through quallly graph,;s Oor tht llnt) and IIS use of 
rncMeS as ,nsprat>on for tilles such as Sinbad and tht Throne 
of lht Falcon and The Three Stooges. This mooth's PSl/Xbo,/ 
PC bllt rtsurrected tht frandlise that Cinemaware was most 
known for in 200l, and added a ntW hero to its medieval 
seltlng, Tht game itself combintd tum-based strategy woh 
real-,me actJon sequences that irduded archery, swo,d 
fight,n& and ,oust,ng, This C.pcorn-publishtd bllt .....- did 
rood,, but Cinemaware has just announced • • adding a ntW 

bllt to tho franchse for PC&"""'-

(,,_ on page l4) 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
TODD BATTY 
Producer, Eledronic Arts 
(NBA Street Homec-1) 

1 Halo-Xbox 

2NBA Street 
Vol. 2 - PSl/Xbox/GC 

3 <ialaga - Arcade 
4 Mike Tyson's Punch
Out!! - NES 

5MaddenNFl 
2004 - PSl/Xbox/GC 

1 Final 
Fantasy X - P52 

2 Final Fantasy 
XII- P52 

3 Geanof 
War - Xbox 360 

4 Jade Empire - Xbox 

5\/andal 
Hearts - P5one 

Send Top F,ves and a photo of yourself to: 

Game Informer Magazine/fop Fnie 
724 N 1st St 4th R 

Minneapolis, MN 5540!·9022 
email: topfive@gameinfOITller.com 

( attach digital picture) 

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

Top 1 O Game-Related 
Inventions of 2012 
10 Solid Snake's Paternity Test Fmd out who your daddy is in 
three easy steps 
9 Toilet Pants: These are gross. even in the future. Worid of 
Warcratt players insisted on having them afr(Wf 

8 Xbox Live Genetic Culler. Scans and disintegrates all 
users with the newly-identified genetic marker for stupidity. 
This eliminates all players with Gamertags following the 
"xX<name>XX" pattern 
7 Cell Processor Mari Ill: Lowered production costs drop the 
PS4's retail price to $1,900 
6 RealityShift Brain Implants: Makes the new Dynasty Warriors 
appear rutting-edge and innovative 
5 Smack Talk Generator: Never be left without a zinger. This 
machine automatically selects one of 10,000 pre-made insutts 
and slings them at your opponents. A "your morn· add-on is 
also available 
4 Sunglasses of Graphical Dampening: Disguises outdated 
graphics as passable. For use with Duke Nukern Forever, 
pending the game's release 
3 Nintendo TS: The third smelkensitive screen opens up 
countless possibilities for scent-related gaming 
2 Gaming Homoncul: For the busy gamers who just can't find 
the time for their hobby. These creatures play the games so 
you don't have to1 

1 Wired Controllers: Retro chic dupes idiots yet again 

Name Thal Game - Robl1 Hood: Defender of lhe em..., 
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EA'S WHITE COUNCIL ON HOLD 
NEW LINE STOPS EA IN ITS TRACKS? 

E arty this year rumor broke that Electronic Arts had cancelled its Lord of the Rings: The White Council RPG project. Recently, EA 
CFO Warren Jenson upgraded the game's status, but the news still isn't good. In a strangely worded statemeni Jenson said that 
The White Council is indefinitely postponed. "The Lord of the Rings product is back in development in terms of being on hold~ 

He also said that the company is "looking at the creative positioning and feature set on the Lord of the Rings franchise," and that if 
released, the game would not be released before March 3 1, 2008. 

Interestingly, the timing of the original cancellation rumor comes suspiciously close to news that movie studio New Line Cinema 
is planning a prequel movie preceding the events in The Fellowship of the Ring, as well as The Hobbit. Given that EA has a licensing 
agreement with the studio, it is possible that the planned content in the White Council overlapped with the plans New Line has for 
its films. This may have caused the studio to step in and affect the game's development to suit its future plans. 

Matters may be further muddled by a complex set of circumstances involving studio New Line and the original trilogy's director, 
Peter Jackson. Jackson and New Line are suing each other over an audit of the income earned on The Fellowship of the Ring. These 
lawsuits have created bad blood. Jackson doesn't want to make The Hobbit with the studio until the whole thing is settled, and New 
Line head Robert Shaye has said, "[Jackson] will never make any movie with New Line Cinema again while I'm still working for the 
compant 

New Line has decided to go ahead with both fi lms with a different director. However, the studio has a limited amount of time 
to make them, because their deal with Saul Zaentz, who licenses out the LOTR rights in the first place, is going to expire. EA might 
feel that making the game and releasing it to coincide with New Line's already rushed time frame might be too much. Furthermore, 
since Jackson will not presumably be directing any New Line LOTR productions any time soon and Saul Zaentz has publicly sided 
with Jackson, perhaps EA believes it's more advantageous to try and wait out New Line, hoping to team up with Jackson and Zaentz 
after the studio's rights lapse back to Zaentz. Or maybe EA is hoping Jackson and New Line make up, at which time they'll be poised 
and ready to deliver. Regardless, all this is unconfirmed speculation, and to make a long story longer: We won't be seeing The White 
Council anytime soon. 
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CAREER HIGHLIGHTS 

► Pool Huslling 
~ Allt< collqt. T......i. lffl 1 
a, JQbblrlondinsll lhtllouleof 
.- Blianls 11 LA Ht soon PINY' 

lhisno1Vldoo-111on 
!ht plrjor llps lint II Philips 
llwuust,oneofhos,....... 
who"-" to bt !ht CFO of 
Pl,iipsModil 

► GrunlWork 
:;; T......i. quoddy...., • -
a, losmoldMiope,Rt
... "'-cbngwhllhtcll, 

"an,nt-1<" IS I produd,on 
ISRl1ilnt 

► All Hands on Deck 
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► Slralegic Moves 
~ -.y<tagiin.T......i. 
a, gtlS a J)OSlbon II Cydont 
.- Sludio<-1<inaonlhtPC 

lillt Upn,ina. ...,id, combine 
FPS ond RTS gam,play. Tht 
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KUO 
GENERAL MANAGER, EA CHICAGO 

>> Thanks to its success with the Fight Night and Def Jam franchises, EA Chicago has become one of the 

company's most successful studios. We recently spoke with the studio's general manager, Kudo Tsunoda, 

about EA Chicago's past, present, and future. << 

Where there any lessons you learned at 300 
that you brought with you in your career? 
300 was some of the best experience I've had in 
my career, because the business strategy there was 
based around not giving the development teams 
the budgei time, or ability to make good games. 
The teams that I worked wrth there learned so 
much about how to get the most value out of every 
single dollar and day that you're spending on devel
opmeni because you had so few of them. Then, 
when you come to a company like EA where the 
focus is on quality, you take the production meth
ods that you learned and get so much more into 
the games. I've kept my same guerilla attitude. 

Talk about the development of Fight Night 
Up to that point. most boxing games - even 
Knockout Kings - were based around a for
mula that dated back to Punch-Out How did 
you coine up with the concept of the all-ana
log control scheme? 

quality. Secondly, we want to define a new way 
of playing on next-gen consoles. Like in Def Jam, 
really having the music affect how you play and 
bemg able to control the music with our DJ con
trols. I think that we have a good expertise in fight
ing games and we will continue that Also, we need 
to take that experimental approach to games and 
extrapolate that out next to a more action-oriented 
type of game. 

So, a game that's not necessarily a fighting 
game, but a 30 action game? 
Yes, totally. 

Do you have any new licenses that you're 
working with or do you plan to create new, 
original franchises? 
We're working on a couple of new projects. One 
is a pretty big license, but we haven't announced 
it yet When you're working with a license, people 
will say, 'That company isn't innovative~ Bui in lots 

like any creative endeavor, you go and do your 
research. We get a good knowledge of what has 
come before. It's a bit hard with Japanese games, 
because I think there is a Japanese style of develop
ment that is more oriented towards their culture. 
So, while I think there are things that you can 
learn from game, I'll never be as good at making a 
game that's targeted specifically towards Japan as a 
Japanese developer. 

You've worked on both PS3 and 360. Are 
there any significant advantages or disadvan
tages to either one in your opinion? 
As far as each of the consoles goes, they are very 
different machines. It's not that one is better than 
the other as much as the actual wiring of the 
machines is different. You can't just take a PS3 
game and port it over to the 360 and expect it to 
be easy. The people that are making high-quality 
PS3 or 360 games are developing the game spe
cifically on that hardware and for that console. For 

We want to put a stamp of innovation on every 
game that comes out of EA Chicago. 

I'm a huge believer in the "method acting" way 
of game development If you're going to make a 
game, you have to totally immerse yourself in the 
world of the game. The first month or two that we 
worked on Fight Night 2004, we'd come in at 9:30 
and do hardcore boxing training. Then, break for 
lunch, and all afternoon we'd play boxing games. 
Through that process, a couple of things became 
really clear. One, how important it is to have control 
of your fists. You're getting that hammered home 
to you all morning long by boxing instructors. Then, 
you play all the boxing games and realize •1 have 
absolutely no control 011er my fists - I just hit a but
ton and the punch animations plays!" The second 
thing was responsive defensive controls. Defense 
is such an important part of boxing. All the box-
ing games before Fight Night 2004 barely had 
clefense - it was all about who hit the other person 
the most times. I can tell you that the first time you 
step into the ring and get hit in the face, it becomes 
really dear that boxing is about [protecting yourselij. 

What's your vision for EA Chicago? Do you 
want to remain focused on fighting or branch 
out into other genres? 
We want to put a stamp of innovation on every 
game that comes out of EA diicago. No matter 
where you are in a series - whether it's the first 
game or the third game - you've got to deliver high 

of ways, you have to be more creative in those 
areas to deliver something new. There are more 
restraints. Bui we also need to take that creative 
approach to how we run our studio, with develop
ing IP from the ground up. 

One thing that makes innovation difficult is 
the pressure to deliver sequels on a yearly 
basis. Do you feel obligated to have a new 
Fight Night every year, or will you be taking 
a break? 
No matter what, with any of the games, it's not 
about the timelines. Boxing is different; it's not like 
a Madden where if you don't have the new rosters 
and players out that's really bad. You need to have 
a game for football season. There isn't so much 
a "boxing season~ That gives us some liberty. It's 
more important that we're keeping up the level of 
the games than the timeline. B~ either way, our 
studio is capable of deliver a high level of innova
tion, whether it's a year or two years. 

Chicago is focused on fighting. Japanese 
developers have traditionally driven that 
genre. What could you learn from Japanese 
fighting games and what can they learn from 
your games? 
I wouldn't be so presumptuous to go around and 
tell people what they need to learn from us. Just 

Def Jam Icon, we built two separate games, even 
though we wanted the same end result on both 
systems. 

Do you have any desire or plans to work on 
the Wii? 
The Wii would be a fun development experience -
to take a gameplay feature like the Wii controller 
and design a game around that If you look at the 
games we've worked on, lots of them are based on 
the same kind of gestural control philosophy that 
the Wii is based on. In fa~ I like to joke that the 
idea for the Wii controller was based on Fight Night. 
[Laughs] 

What's the single biggest challenge in running 
a development studio? 
You read that everyone wants to see new things in 
games. But I think the real challenge is tha~ when 
you put out an innovative game, people are so 
trained in one way to play a game. If you actually 
deliver innovation, it takes awhile for consumers to 
wrap their head around what you're trying to do 
without falling back on 'This isn't like every other 
game, so it's bad~ We saw that with Fight Night 
2004. People were so trained on hammering the 
buttons in a boxing game that the initial focus tests 
and feedback from the press wasn't that high. 
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connect gear 

CREATIVE FATAL 1 TY GAMING KEYBOARD 
•••••••••• 

PRO This is the slickest looking keyboard of the bunch. We like the backlighting, and the 
patented scissor keys have a super sweet response time. 
CON The compact design is great for travel, but it comes at a high price. There are no 
extra bells and whistles - not even a USB port 
S59.99 • www.creative.com 

LOGITECH 611 GAMING KEYBOARD 
PRO The G 11 has a full feature set: 18 programmable macro keys, backlit keys, a USB 
port, and media hotkeys. 
CON Aside from this board being a little on the large side, the macros can be somewhat 
confusing to program. 
S69.99 • www.logitech.com 
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IDEAZON MERC GAMING ZBOARD 
• •••••••••• 

PRO The price is certainly favorable, but that is the only advantage this board has 
over the others. 
CON We're not fans of Zboard's gaming-specific layouts; the keys feel a little cramped, and 
the keyboard has no extra USB or headphone ports. 
S39.99 • www.ideazon.com 

SAITEK ECLIPSE II ILLUMINATED KEYBOARD 
• • ••••••••• 

PRO As the name implies, this board's most notable feature is its backlit laser-etched keys. 
The Eclipse can switch through three different colors and comes with a built-in dimmer. 
CON We wish the lights were a little brighter. The keyboard also lacks USB ports. 
S69.95 • www.saitekusa.com 

RAZER TARANTULA 
•••••••••• 

PRO Ten programmable macro hotkeys, 
customizable keymaps, two USB ports, micro
phone/headphone jacks, and 32kb of onboard 
memory to store up to a hundred profiles add 
up to this being our favorite board. 
CON You can buy an attachable light, but 
Tarantula itself lacks backlit keys. Like the PSP, 
the keyboard's finish collects fingerprints at an 
ungodly rate. The price might also be a little too 
high for some. 
$99.99 • www.razerzone.com 
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IDEAZON REAPER GAMING MOUSE 

PRO The Reaper has seven remappable buttons and 
three optical speeds up to 1600 dpi that can be adjusted 
on the fly. 
CON The killer here is its non-ergonomic design; the 
Reaper just doesn't feel right in your hand. 
$39.99 • www.ideazon.com 

CREATIVE FATAL 1 TY GAMING MOUSE 

PRO The three mouse buttons give you some nice options, 
and changing the mouse's weight with swappable cores is 
easy. 
CON Sticking to simplicity (which seems to be FATAL l TY's 
signature), this mouse doesn't have a lot of extras, and 
somehow still fails to fit comfortably into your hand. 
$59.99 • www.creative.com 

LOGITECH 67 LASER CORDLESS 
MOUSE 

PRO The G7 has nearly all the strengths of the GS, except 
in a cordless package. Instead of being able to change the 
weight, you can swap batteries on the fly. 
CON The lack of weight balancing and including only one 
thumb button is unfortunate, but the biggest downside 
may be the steep price. 
$99.99 • www.logitech.com 

RAZER DEATHADDER 

PRO Not only is this one of the best-looking mice, it 
tracks smoothly and the buttons are highly responsive. 
CON The DeathAdder lacks the swappable side buttons 
and quick dpi switching of the Habu. 
$59.99 • www.razerzone.com 

OTHER STUFF WE KNOW YOU WANT 

CAPTAIN N: THE GAME MASTER -
COMPLETE SERIES ON DVD 
Back in the late '80s it was a common dream among chil
dren to be able to travel into the video game realm, make 
friends with poor representations of gaming's favorite char
acters, and fight evil with their dog. Now you can relieve that 
with all 26 episodes of Captain N on DVD. 
$29.98 • www.shoutfadorystore.com 

B·BIT OPERATORS 
Whether you call it "chiptune" or "bitpop," making 8-bit music 
that is actually enjoyable to listen to ranks as an extraordinary 
feat. This l S-track CD features some of the top circuit-bend
ing artists across North America, South America, and Europe 
reworking classic Kraftwerk songs on their 8-bit consoles. 
$12.99 • www.Bbitoperators.com 

LOGITECH 65 LASER MOUSE 

PRO The GS may be the holy grail of mice. 
Its feature set covers all the bases: three dif
ferent dpi settings of up to 2000, a comfort
able fit, two thumb buttons, smooth tracking. 
and a nice weight balancing system. 
CON There isn't a lot for us to hate on here. 
Trust us, you should own this mouse. 
$69.99 • www.logitech.com 

MICROSOFT HABU 

PRO This mouse is similar to the DeathAdder (Razer 
helped make it), but better. The Habu tracks suberbly, has 
on-the-fly dpi adjustment, and features two swappable 
thumb buttons for maximum comfort 
CON The Habu could contend for the title with a 
weight balancing system. The firmware update was 
a hassle as well. 
$69.95 • www.microsoft.com/hardware 

SAITEK GM 3200 LASER MOUSE 
. . .......... . 

PRO This bad boy can cycle through four dpi settings of 
up to 3200, meaning it's freaking fast The 3200 also has 
removable weights so you can adjust the heft to fit your 
style of play. 
CON This mouse has a J.Lo caboose and feels awkward in 
our hands, but some people might like a little more junk 
in the trunk. 
$59.95 • www.saitekusa.com 

11 
PHILLIP'S AMBX PC GAMING PRO GAMER KIT 

As if your eyes don't get dry enough while you play games, now Phillips has come 
up with a peripheral that blows air in your face while you play. The amBX also adds 
some new and nifty lighting effects to your games. We didn't think the audio was the 
best, but the lights add a fun touch and work pretty well even for games they weren't 
designed for. 
Three different kits from $199.99 - $399.99 • www.ambx.com 
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Y 
ou've probably been hearing about 
the casual gaming revolution for a 
while now. You've read about how 
much money cell phone gaming rakes 
in, and how middle-aged women in 
the suburbs love playing games on 

their PCs when they aren't watching Oprah. We've 
even seen companies like Nintendo flat-out declare 
that it's a priority to capture as many of these non
traditional gamers as possible. But is this really what 
the industry needs? 

I understand that publishers are excited about 
this possibility because it means extracting money 
from segments of the population that they normal
ly don't reach, but I don't care about their profits. I 
care about people like you and me: the hardcore 
gamer. No offense to your mom, grandma, or 
seven-year-old brother/sister, but I don't care what 
they think about video games - or even if they 
ever get into video games. Call me selfish, but I do 
not want the industry to cater specifically to these 
segments of the population at the expense of the 
hardcore gamer. 

I certainly think that everyone should play video 
games, but we - hardcore gamers who stand 
in line for the systems, spend plenty of money 
throughout the year on stuff, and who have 
always been there for the industry - should not 
be held hostage by the politics of demographics 
and by financial concerns that don't feel that a 
bird in the hand is worth two in the bush. I don't 
want to make concessions for them that could 
dumb down the games we play. Luckily, I don't 
think this will be necessary. 

With kids getting into games at younger and 
younger ages, and with over 25 years of controller, 
interface, and gameplay design evolution behind us, 
I don't think that today's games necessarily freeze 
out people from playing them - especially when 
the high quality of graphics is more likely to attract 
people than intimidate them. Besides, anyone 
who's gone online can tell you that young kids 

are having no trouble mastering games and head 
shotting everyone in the process. Go online with 
Madden or Halo 2, and you'll see that it's not kids 
who are crying that games need to be easier and 
more accessible and casual. 

There's a difference between being suitable for 
younger audiences and insulting them with overly 
simplistic garneplay. Video games should inspire 
and challenge kids, not patronize them with forced 
mediocrity. VVhen I was young playing games, it was 
that delicate line between challenge and reward 
that fired my imagination and spurred me on. 
Defender, Tempest, and Super Mario Bros. were 
age-appropriate titles that did not care how old I 
was, and they rewarded me handsomely because 
of it I hate to think about destroying that sense 
of discovery and feeling of accomplishment if we 
assume that ten-year-olds shouldn't ever have to 
see a "Game Over" screen. 

I feel that older generations of would-be gamers 
see time and effort as a barrier to entry, and that's 
understandable. Even when I want to play an RPG, 
for example, I find it hard to find the 40-hour com
mitment I know it's going to take to finish the game 
amidst my busy life. But there are ways around this 
with the right save systems and story/gameplay 
pacing. Also, let's not mistake adults' love of the 
casual escapism that is found in a PC puule game 
as a sign-that they are a gaming demographic ready 
to seriously invest time and money into gaming like 
we do. Should we sacrifice depth and gameplay 
features in our games because grandpa likes to play 
on line poker to blow off some steam? 

Apart from financial reasons, I'm not sure why we 
would want to turn to older generations for approval 
like a child looking for their parents' consent. Video 
games are a multi-billion dollar industry that makes 
sizable consumer electronic waves in the big kids' 
pool. I fear what might happen if non-gamers get 
too large a say in matters. Do you think teenagers in 
the fifties wanted their parents to like Chuck Berry? 
Or worse ye~ imagine the awful music he would 

have created if he sought the older generation's 
input and approval for what he wrote. Besides, as 
old fart gamers like myself get older and have kids, 
we'll still be gaming and creating an instant older 
demographic for companies to tap. 

There is room and reason for casual gaming and 
simplistic titles for little kids. I'm not saying that 
seven-year olds should be playing Grand Theft Auto. 
Parents should always monitor what their kids play 
to make sure it's appropriate for their age. I certainly 
don't think Dora the Explorer should become Lara 
Croft all of a sudden, or that a fun little puzzle 
game poses any threat to the games I play. Nor 
am I attacking Nintendo and its systems - even 
if they want to snare casual gamers. In fact, I see 
The Legend of Zelda: Twilight Princess as a per
fect example of how you can create a game that 
appeals to a broad swath of ages, skill levels, and 
which can even make cash for the stock holders 
(there it is again). It serves everyone by patronizing 
no one. 

Want to incorporate more casual gamers into 
the fold? I think that a good tutorial mode, intui-
tive controls, and a balanced learning curve are 
important tools in helping casual gamers become 
accustomed to supposed "hardcore" games without 
much fuss at all. I also think hardcore gamers like 
us can lend a helping hand. Next time your dad or 
sister sits down and watches you play, instead of 
brushing them off as too stupid to understand what 
you're doing, invite them in, explain the controls, 
and let them play. Think of it as if they were playing 
a sport for the first time. Instead of berating them 
and snatching away the controller, let them make 
some mistakes and just enjoy themselves. Because 
nobody is inspired or has a good time by being 
patronized - a lesson that our industry would do 
well to heed. ■ ■ ■ 

The views and opinions expressed on lhis page are slriclly !hose ol lhe 
author and not necessarily those of Game Informer Magazine or its staff. 

II you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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NOT ANOTHER RANDOM SOLDIER 
• On the eve of World War II, an Irishman 

known only as Sean has been frequenting 
racing circles in Paris, even participating 
in the French Grand Prix. Nazi presence 

• is increasing every day, but Sean doesn't 
necessarily consider it his problem ... until 
one day, when everything changes. 

"Many of the people that he's very close 
to are killed by the Nazis because he was 

• in the wrong place at the wrong time and 
saw something he shouldn't have," says 

Saboteur director Trey Watkins. "He ends 
• up caught up in this, and they come down 
• with the heel of the Nazi boot on him and 

everyone he knows. So we strip everything 
away from him, and the story follows him 
finding himself and forging new alliances 

• and exacting revenge on the specific Nazis 
who were responsible for what happened." 

Pandemic is vague at this point on plot 
details, but they have revealed that Sean 
is primarily after a certain Nazi general 

• who authorized the attack. However, he'll Hong. "We're more interested in telling the : 

: have more face time with Dierker, the • story about winning the personal battles." • 

: general's number two and assumed killer • Sean quickly finds that working alone 
• of Sean's friends and family. This focus • won't get him far. He will eventually 

: on vengeance within the backdrop of • join up with the underground French 
• World War II is one of several factors that Resistance, performing several acts of sab-
: Pandemic hopes will make Saboteur stand • otage to weaken Nazi power in the area 

• out among other titles in the genre. in hopes of opening the path to his final 

: "Ultimately we're not really concerned • targets. This is where some groundbreak- • 

• about winning the war because we know • ing use of color comes into play. 
: how that turns out,• says producer Phil 



STEALTH ANO SABOTAGE 
• While an area is directly under Nazi con

trol, everything appears in dour shades 
of black and white. Soldiers choke the 
streets, citizens walk around hunched over 

• in fear, and a general tone of despair and 
oppression hangs in the air. It's here that 

• Pandemic hopes to focus on stealth and 
platforming elements. 

When Sean is navigating these occupied 
areas, players won't have to constantly 
worry about being seen, an alarm going off, 
and tons of Nazis chasing them down. As 
long as he is acting "normally,' the Nazis 
will treat Sean as just another average citi
zen. It's when he starts sprinting, hanging 

• out near Nazis too long, wielding a large 
gun, or climbing up a building that the sol
diers will confront him. 

'Just because we're blending in stealth 
• elements doesn't mean we want to have 
• the stealth pacing,' says Watkins. "This isn't 
• going to be sneak, wait, watch the whole 

• elaborate long patrol path. We want you to 
, move in, snap a guy's neck, take his gun, 

hide in the shadows, and move on to your 
next objective~ As a part of the quickened 

• pace philosophy, the team is also doing 
away with dead body management. Players 
will never have to stop what they're doing 
to drag an enemy into a dark alley or stuff 
them into a locker. 

If you do happen to draw Nazi atten
tion, there is more than one way to handle 
the situation. Players can take on smaller 
groups of opponents with melee attacks 
to try to knock them out before more are 

• alerted. "At first they don't perceive you as 
• that much of a risk. They think they can 

kick your ass," says Watkins. Players will be 
, able to form various brawler combos with 

the two attack buttons mixed with a grab 
maneuver and standard blocking mechanic. 

• You can chain a grab-and-punch maneuver 
: with a finishing head butt ( complete with 

• bone-crunching sound effects), or simply 
• toss your victim into the crowd of sur

rounding soldiers. Several close combat 
• options will be at players' disposal. 

If you decide to strip a gun from one 
• of your opponents and start shooting, the 
• gunfire will most assuredly attract every 

Nazi within two city blocks. Enemies will 
• continue to pour into the area until you're 
• dead, so it's probably a good idea to get 
• the hell out of there. 

Enter the clambering system. Much like 
the modern Prince of Persia games (and 

• the upcoming Assassin's Creed) Sean can 
• utilize things like windowsills and drain-
• pipes to smoothly escape to the roofs of 

Paris. Once you're out of danger it will only 
• take 30 to 45 seconds before the Nazi 

guards completely cool off. The develop
ers want players to be able to come at an 
obstacle from several different angles if 
need be without having to put up with a 

• bunch of "game over' screens or tedious 
• crouching behind a box . 

Of course, the ideal would be to avoid 
• conflict altogether. Players can use any 
• combination of streets, shady alleys, and 
• rooftops when planning the route to their 
• next mission objective. Stealth kills are key • 
• here. Sean can perform everything from 
• neck snaps to cliff push-overs to the satisfy-
• ing "tap on the shoulder then punch in the • 

face' maneuver. 
But these noir-soaked segments are 

• only half of what Saboteur is all about. 
Remember, this is an open world game, 

• after all. To more easily navigate the expan- • 
• sive environment you're going to want to 

liberate the area you're operating in and 
• bring a little color to the proceedings. 



A BREAK IN THE CLOUDS 
• If players can complete enough acts of 

sabotage in a certain area, it will transform 
• from dreary black and white to vibrant 
, color in real time. One example of a color 

changing moment we saw tasks players 
, with breaking into a Nazi train yard. After 

systematically taking out a few guards, 
Sean runs out onto a bridge carrying a 

• pack of TNT. As the train chugs toward him 
he sets the charge and runs like hell. A 

• bright orange fireball punches through the 
plain black and white as the bridge begins 
to crumble underneath Sean's feet. He 

barely makes it to solid ground as the train 
and bridge fall to the canyon below in a 
mass of flaming wreckage. As you take in 

, the beautiful destruction, you'll notice the 
world around you coming to life. Canyon 
walls shift to a pinkish granite tone, shrubs 
become bright green, and the river below 
takes on a brilliant blue. The rich color 
saturation provides an entirely different 
look, but the changes are far more than 
cosmetic. Additional citizens will populate 
the streets and are more likely to resist 
Nazi threats. 

■ Sean's look allows him to 
blend in with the average citizen 
and maneuver through the 
streets of Paris unhindered 

making progress. We want the player to 
, feel that reward.' 

Perhaps the most interesting aspect of 
Saboteur's color system is when players 
come across the borders between zones. 

"You've inspired the people to struggle," 
says Watkins. "It's not like you're going to 
show up and the NPCs are tossing the 
Nazis out on their asses. We still want the 
Nazis to be bad, and we're not going to 
pull all of the Nazis out. Nazi patrols will be : 
less frequent. They'll be more focused just • 
around their bases rather than everywhere , 

If standing in a fully colorized world while 
peering into a black and white landscape 
(or vice versa) isn't surreal enough, try 
walking between them. As Sean runs from • 
a light to dark area, the color gradually , 
drains down to zero over a span of approx- • 
imately 20 feet, and black storm clouds • 
swoop in to cut off the bright blue sky. 

• in the streets. When a confrontation does 
happen in the streets, instead of running 
away the NPCs will actually join in it. We're • 
not pulling it all out, but we want it to feel 
arguably different. It should feel like you're • 

TAKE WHAT YOU NEED 
• 'We're sticking with the rule of if you can 
• see it, you can use it," says Watkins. This 
• applies to everything from weapons to 

uniforms to vehicles. Players can only hold 
• one large weapon, like a machine gun or 

a rifle, and one small weapon, like a pistol. 
• Most of the time you'll have to a procure 

specific weapons on site from a storeroom 
or a Nazi currently holding the weapon. 
This is further underscored by the fact that 
you will be attacked if you are even seen 
holding a larger weapon. So players will 
have to either stick to the rooftops or place 
larger guns like the sniper rifle in some-

• thing like a violin case. 
This same freedom to pilfer applies to 

every Nazi outfit in the game, as long as 
you use stealth kills. After all, bullet holes 
and bloodstains have traditionally been 
known to raise suspicion. Once that messy 
business is taken care of, you can score 
everything from lowly Nazi grunt duds to 
those of a high-ranking officer or a train 

, worker's coveralls - even a fancy suit to 
• crash a Nazi gala. 

Though we only saw a few vehicles in 
action, Pandemic promises that players 
will be able to drive pretty much whatever 

, they want: roadsters, armored cars, tanks, 
and more. Sure, cars are a great way to get 
from point A to point B quickly, but they 
also serve as an opportunity for some high 
action. We saw Sean ramp over a moving 
train, jump from a car to a truck, toss the 
driver out, take the wheel, and then hop 
out as the truck careened toward the gate 
to a Nazi base, causing a huge explosion. 
But there are also plenty of opportunities 
for more subtle actions. For example, at 
Nazi checkpoints you'll have the option 
to show your papers to get through, blow 
everyone away, or drive around a blockade 

, using a sneaky side route. Showing docu
mentation is obviously the smoothest way 
to handle the situation, but it will take sev-

• eral missions in a certain area before you 
can earn the papers necessary to move 
freely there. 



ACTIONS OF SUBTERFUGE 
Missions will work a lot like those in Grand 
Theft Auto. There will be several available 

• work of this zeppelin with explosions going 
: off around you, and ultimately end up on 

• at any given time, which are split up into 
free play and story categories. Free play 

• top of it and have a confrontation with him. • 
: You then make your escape by parachut-

ing down off of this burning zeppelin that 
, you've managed to destroy." 

• missions allow players to search out new 
weapons like the bazooka or work on cre
ating more colorized zones in the world. 
These basically will help make the story 
missions a little easier to swallow. However, • 
the high action, set piece-based story mis
sions won't ever be all that simple. 

"[One mission] is going to be focused 
around infiltrating a Nazi castle, which 
happens also to be a docking station for 
this enormous Nazi zeppelin. Then go 
leaping off a tower and grab a hold of [the 
Zeppelin], climb up inside, beat up a bunch : 

From everything we've seen of Saboteur, 
we're confident that Pandemic can pull 
off such a thrilling sequence. And that 
was only one example of the many things • 
they're working up before the 2008 
release. "There's a lot more to this game," 
teases Hong. 'And we're really excited 
for the course of this year to reveal more 
and more to the public about what we've 
got cooked up. I think we're just kind of 
scratching the surface." ■ ■ ■ 

, of Nazis," says Watkins. "Then you'll climb , ~------------~ 
your way through the interior gas bags of 
the zeppelin as the Nazi colonel you're 

• pursuing is shooting at you. This ends up 
• catching the whole thing on fire. You actu-
• ally fight your way up through the lattice 

BASED ON A TRUE STORY 
The character of Sean is actually 

inspired by a real racecar driver turned • 
war hero. Get the full story in this 

month's Unlimited 

WHO'S THE 
PUBLISHER? 
Up until Pandemic recently 
announced that EA will publish 
Mercenaries 2: World in Flames, 
speculation ran wild with every
one from Activision to LucasArts 
as suspected publishers. It 
appears things will be no differ
ent this time around. 

"Basically, since joining forces 
with BioWare, we're self fund-
ing for a good portion of the 
development until we find the 
right publishing partner, so we're 
signing on much later." says 
director Trey Watkins. "We go 
even a couple years into develop
ment before finding that partner. 
Obviously, we want to find them 
in time enough in advance of 
the title so that their organiza
tion has time to really maximize 
their capabilities. "filat's why you 
would find us announcing prior 
to a publishing arrangement" 

Even though Pandemic won't 
say exactly what next-gen plat
forms Saboteur will appear on, 
Watkins dropped this hint while 
discussing the color changing 
system: -We'll probably, for 
the ridiculously hardcore play
ers who want to transform as 
much of the world as possible, 
we'll give them a little Xbox Live 
Achievement, but that is not a 
focus of the gameplay." 
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Intense Violence 
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. :.J::.:... I Can Fire Them Whenever I Want! 

I THINK WE CAN ALL AGREE ... 
... That I'm basically the raddest dude in the world. Is there anyone who can even compete 

with my awesomeness? Duhl Nol But this one stupid dingleberry keeps trying. His name is 

DarthClark. but I call him •total wiener dumphead~ Whether I'm playing the rockinest new 

shooter or owning noobs in an MMO, DarthClark is always on the other team trying to beat 

me. Well, I've got a message for you, DarthClark: The only reason you beat me in Gears of 

War is because the 360 d-pad sucks. And my Bluetooth cut out when we were racing each 

other in MotorStorm. And my mom made me dean my room in the middle of whatever 

Wii game we might have been playing online. I am the greates~ most 

unbeatable gamer ever made! If you are too dumb to know Iha~ 

1 
. ~: ~~O.rl<. DarthClark, then I'll prove it to you once and for all at E3 ... if you're 

him -Worst even cool enough to get invited - which you soooo aren't 
Gamer of the 
Year'" 

Gamadan, 
Editor-in-Chief 

THE GOOD, THE BAD, THE UGLY 
Also Known As "Us. You, and Your Mom" 

GOOD BAD UGLY 
Playing Xbox 360 c..tlins mauled by a btar while playing Xbox 360 Bear owns 

connect interview 

TOMTHORNE 
>> After it was revealed that 80 

percent of PlayStation 3 consoles 

eventually explode with enough 

force to incinerate a city block. 

Sony has been mired in legal prob

lems. Even more shocking is the 

company's decision not to issue 

a recall. We sat down with Sony's 

Tom Thome to talk about this con

troversial choice and how it will 

affect the PS3 in the future. << 
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How do you expect a potentially fatal 
product to compete against the Wii and 
Xbox 360? 
The PlayStation 2 remains the best~lling 
console on the market If you want to talk 
about gaming consoles, let's talk about that 
We are fully committed to providing content 
for the PS2 with robust offerings like God 
of War II. Has Microsoft offered the same 
unwavering support for their original Xbox? 
Absolutely not 

But the PS3 will physically maim or kill 
its owners! Why has Sony not issued a 
recall? 
The PlayStation Network is a unique and 
unparalleled service that allows users to 

P A R 

explore a variety of online content In one 
streamlined interface, users can access down
loads, pictures, music, and even transfer files 
to their Sony PSP for viewing on the go. 

Are you even human? 
If you want to toss around meaningless 
words like "human," let me throw a few 
words out there: "Cyborg~ "Automaton~ 
•corporate Machine.• I am programmed 
with a vast vocabulator, but that isn't what 
consumers care about. They trust the Sony 
brand implicitly. 

Is that a uyes," or a uno"? 
Sony: Play beyond. 

0 D Y 

Chad » chad@chad.chad 
Handle: The Chad Gamer 
Expertise: Madden, Chicks 
Interests: Football, The Patnots. 
MTV, Dilne Cook Dislikes: Nerds, 
Dweebs, Dorks, Geeks, Poindexters. 
Mel Gibson In The Patriot (False 

AdvertisingQ Current Favorite Games: Madden 05, 
Madden 06, Madden 07, Every GTA. Halo, Halo 2 

Gene » questionable 
source@gamelnfarcer.com 
ltanlle: The Beta Gamer 
Expertise: Dubious N Best 
lnlfflsts: Oaiming I've 
Played Games That Don't 
~ Intercepting Alpha Builds 

Via Satellrte (It's Totally Possible!) Oislikes: Being 
called Out For My Obvious Lies. eHarmony's Empty 
Promises. Not Being In The Credits For Halo 2 O 
Invented Dual Wielding) Cumnt F~ Games: 
Halo 4 & 6 (5 Sucks), World Of Staraaft, Kingdom 
Hearts Ill (S!>otler: Donald Dies), Madden 09 (rd Tell 
You The Rosters. But I Signed An NOA) 

Jacaues Bronson » 
chasetnatambulance 
@oameinfarcer.com 
Handle: The Reactionary Gamer 
Expertise: Shoutin& Making 
Phone calls Interests: Passing 
My LSAT Someday, Drawing 

Nonexistent Connections Between Lffe And Video 
Games. Sending Unsolicited Letters And Emails, The 
Children Dislikes: Fun Current Favorite Games: 
Microsoft Word, Tax Break 2004, Minesweeper 

Augustus "Cole 
Train" Cole » 
thetrain@gameinfarcer.com 
ltanlle: can't Stop The Train 
Expertise: Third-Person Shooters. 
First-Person Shooters. Side-Scrolling 
Shooters, Top-1:)o,,-m Shooters. 

Jim Beam Shooters lntemts: Bringing It On Against 
Suckas, Thrashbal( Being Mama's Little Boy, Trash 
Talking Dislikes: Suckas. Doing It Klingon-Style, The 
Locust Horde (Shoot At Baird, Nol MeQ, Bikini Brie~ 
That Ride Up Your Beefcakes CUrrent Favorite 
Games: Gears Of War, Madden Thrashball, Hide 
The Grenade In The Locust's Mouth, SpongeBob 
SquarePants: Creature From The Krusly Krab 



what ever happened to J Allard? 

MICROSOFT TO USE 
"LIFE ACHIEVEMENTS" 
REALITY GETS QUANTIFIED 

T o Xbox 360 owners, the sound "boop-boop" means a job well done. Those 
notes accompanying the words "Achievement Unlocked" are a chance for 
gamers - usually unsuccessful in other areas of life - to feel meaningful. But 

what if gamers could feel that validation in their bleak. everyday lives? Now they can, 
thanks to Microsoft's new L~e Achievement system. 

Still in the testing phase, this new technology includes a device that dips to 
your belt and monitors your actions, rewarding you with LiferPoints for positive 
accomplishments. "The world is full of things to do!" shouts Microsoft corporate 
vice president J. Allard. "We saw this as a golden opportunity to encourage people 
to do specific things, then award meaningless points that cannot be spent or other
wise redeemed~ 

Preliminary results show that response to the program is very positive. "By purchasing 
the Zune, I unlocked the rare 'Already Obsolete' Life Achievemen~ got 100 LifeiPoints, 
and was entered in a drawing to win Fuzion Frenzy 2!" gushes one test subject "Totally 
worth it" The technology will hit retail shelves in November, with the first bug-fix patch 
(necessary for the system to function) following several months later. 

m.ml IIID!III 

AIR NOT INCLUDED GAME PUBLISHERS 
NEW DOWNLOADS FOR MADDEN 08 DEMAND WORLD WAR Ill 

D ownloadable content is on the rise, and after success-
ful implementation in series like Tiger Woods and Need 
for Speed, EA is counting on Madden 08 to push the 

boundaries of what gamers will tolerate. The new football title 
will have players spending real money to obtain a variety of in
game items; helmets, mascots, and air for the ball must all be 
unlocked via credit card purchase. 

Electronic Arts claims all these items will be totally optional. 
"We're not forcing anyone to buy anything.• asserts a represen
tative for EA Sports. "Players who elect to not purchase air for 
the ball still have a shot at the Super Bowl. They may just have 
focus more on their running game~ This means that a signifi
cant financial investment will lead to a much better team, just 
like in real football. .. unless you're the Redskins, of course. 

If trends like these continue, video games will evolve into 
nothing more than interactive catalogues - mere conduits for 
digital transactions. When faced with this issue, the EA rep's 
eyes lit up. "I'm gonna be so rich," he responded. 

UBISOFT, ACTIVISION SAY ALL EXISTENT BATTLES 
'TOTALLY TAPPED" 

H as the beach at Noonandy been stormed to death? Definitely, according 
the industry's biggest publishers of military games. To reinvigorate waning 
interest in war shooters, representatives from Ubisoft and Activision stood 

before the United Nations with a bold proposition: Begin World War Ill. 
The influx of new conflicts would provide fresh content for dozens of upcoming 

games, giving former staples a much-needed rest "At this poin~ I just want to tell 
Stalingrad to defend itself," 
asserts Activision CEO Robert 
Kotick. "And don't even talk 
to me about Market Garden.• 
In a plea before the delega
tion, Ubisoft president Yves 
Guillemot explained the dire 
situation facing all publish
ers of military titles: "We're 
resorting to games about 
the Civil War here, people. 
The Civil ~r. There's only 
so much we can do with 
muskets. Please, we need 
this.• He then added gravely, 
"Gamers need this.• 

If passed, the resolu
tion would give certain 

game publishers exclusive rights to the numerous combat hot zones across the 
globe, with the option to incite additional conflicts if the games are successful. 
Players will even have the opportunity to download new maps and battles as 
the situation worsens. Preliminary documents indicate that Activision is hoping to 
secure the rights to the Mediterranean theater, with Ubisoft setting its sights on 
Greenland. "EA can have France," Kotick chuckles. 
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DATA FILE 
Why Won't She Call Me Back? 

FOODZPU 
In anolher vi<1ory for Blizzard Entertainment, the 
0.-gc>fflM1ffllhas-O'l!d measures 
ID male World olWarcralt gold the nation's 
offioaf curnncy. According ID a rocent r'f)Ol1, 
WrNl gold fanning 5 the countr(s numbtr ooe 
industry, narrowly SUl])aS~ng gold farming in 
lineage II. 

UNDENIABU FACT 
The Xbox 3W 5 officially doomed. Industry 
analyst John Savage released a report predicting 
the ultimate failure of the console by late 2007. 

,ales ol the 3W plummeted - the hours 
al lam and sam on Jaooa<y 20 in Topeka, KS 
and the sum>ll>ding areas,· Savage pontificates. 
"Dfeamcast ahoy! These fip'es irrefutably 
indic>lt a nationwide lade of consumer interest 
in Microsoft's console. Tell your friendsr 

HOLDm 
Bethesda accounced tNt ""' 100,000 gamers 
,_ purchased the most r,cenl acfcl.on to 
The Elder Scrols IV: ObfMon. Called the 
Badvoom Paa, this download installs outhouses 
throughout C yrodiil and requires players ID 
use them --, few hours - or face humiliating 
penalties. "My '-124 ~d crapped his 
pants while defending Martin Septirn," lamented 
one gamer on Bethesda's message boards. 
"Now the townspeople only ,.a ""' High Lord 
Heavv,,ants. • Stories like these illustrate the 
potential dange ... Oh, w, get It! "Heavypants." 
That's dassicl 

LOOSE TALK 
Babies Can Choke On Games 

"WHO IS THIS!?" 
Sources tell us tNt a sequel to Condemned, 
Sega's atmospheric Xbox 360 laundl title, ~ in 
the works. The game wiU reportedly be devel
oped by the Of1a1)aSSable Sonic Team. (alts 

ID the Sonic Team offices -e not immediately 
returned. They-e. however, prank calls. 
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Wil (TO BE CANCELLED}, Wil 2 

The Legend of Zelda: 
Trousers of Redemption 
> STYU 1-PIAYER UNQUESTIONED ADORATION > PUBLISHER NI WEN DO 
> OMLOPER DOESN'T EVEN MATTER > RELEASE WOULD YOU BELIEVE 20087 

RETREADING NEW GROUND 

T 
he unves'ling of a new Zelda game is a momentous industry even~ but 
Nintendo recently lost its chance at a big reveal when a secret internal docu
ment leaked. This detailed form not only reveals the whimsical title of the 
upcoming entJy - it clearly descnbes every major v.-eapon, item, and dun

geon In the entire game. 

!OP Sl!CUT D18101' D001J111111TII 
The legend of Zelda: ~ 

-rr-~~~'°" 
a.uwtCMCM.L 
"flffu.Y Y..U.-

WARNING: The folfov.iing paragraph contains major spa1lers! Link will start the 
game wrth a v.-eak. wooden sword. However, after several hours, he will obtain 
something known as the "Master Sword; which is significantly stronger. He will also 
use bombs, arrov,,s, and a hookshot to explore a land called Hyrule and its puzzle
laden dungeons. The dungeons will incorporate environmental themes; one con
tains a lot of fire, another is full of ice, and there's even one out in the desert! 

- . ,_ 
. ...... .....,,. \IOICIACT1NO 

....... 
··-

·-

·-·-

"As you can see, this game is totally revolutionary; says a Nintendo rep speak
ing on the condition of anonymity. "This is the exact same cuttin~ge innovation 
that Zelda fans have enjoyed since 1981.' N. this poin~ the only other mystery that 
remains is who VIIIII be the final boss: Canon or Ganondorf. You'll just have to play 
the game and enJOY the surprise! 

PLAYSTATI0N 3 

Metal Gear Solid 5: 
Snake Skin 
> STYU • J'lJll'ER POSTHUMOUS ESPIONAGE ACTION > l'UIUSIIEII kONAMI 
> DEVEl.Dl'U KOJIMA BEACH HOUSE PROOUCTIONS > IEUASE SUMM£.l!TIMEJ 

LIFE AFTER DEATH 

A 
fter the shocking suicide of an elderly Solid Snake at the end of Me.ta! 
Gear Solid 4, people thought the popular senes had come to an end. 
They couldn't be more wrong. In Metal Gear, a deceased protagonist is 
just the beginning. 

In this new tactical stealth adventure, the government needs an elrte opera
tive to mfiltrcite the International Intelligence Summit In Malibu, and Solid Snake 
is the only man for the job - dead or noL Players VIIIII control both Meryl and 
Raiden as they cart around the legendlary soldier's limp body, plan a Luau, and fabricate dumsy excuses for Snake's bizarre behav
ior. The corpse will also skydive at some point though all other story details are still a mystery. 

"I always drew inspiration from films like Escape from New York and the James Bond senes," admits famed developer Hideo 
Kojima. 'But I think it is time my games establish a new identity that is less influenced by popular films.• 

:-: connect ~gear] 

IOOlil4fiJtl 
Wii BALLS 
Moving a remote back and forth 
is fine, but sometfmes you just 
need to wrap your hands around 
something meatier. This swingm' 

Manufacturer: 
Dangle Brothers 
Website: www.hanglazy.com 
List Price: $40 

penpheral introduces a new angle to your Wii expen-
ence: touch-sensitivity. Thanks to sensors implanted in the 
globes, your games will detect whether you're squeezing 
the balls, twisting them, or cupping them gently in your 
hands. Upcoming titles currently slated to use this func
tionality indude Locker Room Rumpus, Is It Ripe?, and 
Mano Party Balls. If you reserve your pair early, you'll even 
get a bonus: a custom carrying sack that comes in two col
ors: flesh and blue. So pre-order soon, grab your sack. and 
get ready for action! 
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DS 

ru. wow CALCULATE 
YOUR TEAM 

NFL Team Doctor 
> STYLE I-PLAYER INVASION OF PRIVACY> PUBLISHER EA SPORTS 
> DEVELOPER YOUR COACH > RELEASE GAME DAY 

BETTER THAN A RECTAL 
THERMOMETER 

' 'w hen v.-e realized how we could open 
up new gameplay avenues with the 

• DS, we actually all started to laugh 
because it was so obvious," says Cal 

Edgegrad, creative director of NFL Team Doctor. "I mean, 
why hasn't anyone ever thought of taking a whiz on a 
DS before?" NFl'.s Team Doctor's interface is so ground
breaking that it may be impossible to judge it by today's 
gaming standards. Charged with overseeing the health of 
a football team, players will use the DS touch screen to 
analyze urine and stool samples (through physical con
tact), and perform other important medical tasks. Is your 
running back a little sluggish? Sit on your DS to see if he 
has hemorrhoids! Remember to treat your herpes, you 
don't want to look like Ron Mexico before the big game. 
Steroid tests are a snap with Team Doctor - just draw 
anyone's blood with the stylus (this may require several 
tries to master) and blot it on the lower screen. Search 
through your own stool to find that waitress' earring. "In 
real life, colostomy surgery is a very unfortunate and pain
ful experience; laughs Edgegrad excitedly. "But just wait 
until you see how we handle it in the game!" 
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World of Warkraft: 
The Burning Sensation 
> STYLE MASSIVE HOOK-UP> PUBLISHER A BUNCHA NERDS 
> DEVELOPER WHO CARES'> REUASE DORK O'CLOCK> ESRB ESRB 

ELVES ARE EASY 

I know. You're wondering what a dude like Los Chadarito was 
doing playing this nerd simulator. Let me tell you: booty. 
Sweet booty. There are hot hatt-naked ett chicks dancing 
around everywhere, all of them hungry for some Chadloaf. 

Now I know why they call 1t an 'expansion pad<,' because Dr. 
Chadly here was definitely fully expanded. 

This one girl, Dasanna, kept asking me if I wanted to meet in 
person, and she wasn't a horseface in the game or anything, so 
we decided to hang at Champps sports bar. 'Mien I got there, I 
grabbed a Bud Lite, and sent my nght end down the seam .. if 
you know what I mean. Then I heard this dude say 'Ale you 
Chad?" Tums out 'Dasanna' was some guy named Bobby, all 
makin' eyes at Chad. 

After the ambulance left, I started talking to some fine chica 
instead (who wasn't really a dude - I asked right away). I took 
her back to my place and totally painted her endzone, if you 
follow me. Touchdown Chadmeisterl Wooo!- CHAD 

BOIIOM Chad 
LINE Scored 

> C--,t Look, I doo't koow 
l'diat th5 word means 

> r.rapl,la: People kinda -
un~onns. except instead of 
~ they're sissy dresses. Do 
they play for the Lions? 

> Sound: How am I supposed to 
koow l'diat's happening without 
Al Michaels telling me? 
> Pllyalllllty: I got tons of play 
with th5 game 

> Eneertaoment: One time. me 
and Beez broke the antennas off 
of e-,ery cai ,n the IHOP's pa,t,ng 
lot That was, like, super fumy 

> Rlplay Value: Hell yeah! 
Three bmes! Chad 5 a studl 

Second Opinion 01100 

When 1-originaly 
begged ID beta let lhi5 
ecpansion two year5 aao. 
l~lSlftllwouldbe 
able ID do ii since I was 11 

the midst of the Half-th 3 
and Geals of War 2 betas. 
I'm really bisf, since I am 
the sole member of Ml'( 
QA lelln in the enlR indus
lly. I am also a rodel-car 
lest pilot in my 51)11' tine. 
This pme woud hM been 
bell!r if they hid r.d al 
the~ 1 lollld, IU no 
lunlnis~olwoit
ing. my pa. l'w pllW'lf 
so meny pmes 1h11 I ICIU
aif sptak their binary code. 
N. nigh! I mentally trill5ler 
my Pffl(Jlla 000 develop
~ ser\'ffl and alter their 
data ID do 1hings lhal they 
llM! would have thouitol 
of. Dnving in GTA7 Yeah. 
that was me. \txfre wel
come. - GENE 

f 1ttEJIIW6i11l116il 

Wii 

Mother Theresa's Feed 
The Starving Children 
> STYLE t-PIAYER SAINTIY COMPASSION > PUBLISHER NINTENDO > OEVElOPER 
ANGEL STUDIOS> REI.EASE DElAYED DUE TO LEGAi. DISPUTES> ESRB E 

TASTES LIKE HOT COFFEE 

I t's a well-documented scientific fact that video games influence 
the frontal lobe of our children's brains. The frontal lobes are 
where we house our intuition, judgmen~ and sexual behavior. 
Do we really want Mother Theresa anywhere near the sexual 

centers of our kids' brains? This game daims to be a cooking simula
tor, but the players use knives. Do you know the most common use 
of knives in the U.S. is gamers stabbing each other? That is an unver
ifiable fact It is also a well-known controvertible truth that any child 
can walk into a store and buy whatever game they want regardless 
of ratings. This is my challenge to the industry: Create a game that is 
actually about helping those in need and making a difference - like 
Phoenix Wrigh~ but with less shouting. And if somebody makes 
this game I will personally donate $5,000 to a chanty that feeds the 
homeless:" On a side note, the Wii Balls peripheral works great with 
this game. 'Mlether you're using the Wii Balls to pick succulent fruit 
or crack open some tasty nuts, this is some of the smoothest ball 
action I've ever experienced.-JACQUES 
"Th~ does nol /egollf obl,gote /ocque5. ,n any "")I ro o<tuolly donor, ro ~ 

DAVE JAFFE ACTION 
FIGURE Manufacturer: 

. . Gamer Teats 
Davi~ Jaffe 1s one of our Website: 
favorite game develop- www mllkilforallitsworth.com 
ers, and who would_n't List ·Price: $.SO 
want to hang out with 
him all the time? Now you can pretend to be his 
friend with Gamer Teats' new line of game devel
oper action figures. This David Jaffe figure is 1/• 
scale ( 12' high) and comes with a miniature PSP, 
plus a corporate flunky who won't leave his side, 
to make sure he doesn't reveal too many details. 
Jaffe says adorable things like, ' I made God of War. 
What have you done with your lifer "Kratos is real
ly a sort of self-portrait,' and "Hehe! That tickles!" 
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BOTlOM 10 
LINE • 

> Concopt Under the gt15e ol 
leam11g how to cook and share 
With ~ fortunate, this game 
teaches our children to ki 

> Graphics: Yes! Tenilly ~ 
ic! More reabsllc than a nlOllle! 

> Sound: To me, th5 sourlds 
like the collectNe soeams ol 
Amenca's desecrated youth 

> Playability; Perfectly intuiwe, 
like a smper rifle 

>~OnlyfO< 
those IWISted anlirelig,ous freaks ""° have sold theu black hearts 
toSatan 

> Roplly VIM: Yoo play this 
once, and you forfe,t your sou 
f0<e.er 

Second Opinion #81 

v.t"1ll!ver nwna aded .i 
cu house, lhe Tl'illl had ID 
ear. cause nwna raised a 
IJtMq bo,-.nl i lhe Trai'I 
cici,' CR(, he. end 
14) ~ lllcht from lhe 
IDielaaanlnMrwenl 
fu¥Y .nl rm ;ad. cause 
thil's some DY s-, dog 
The chicten 11 lhs pne are 
soSlilwdM111Pfcici,' 
even know who I am. rm lhe 
Cde Train. bll,,1 They cici,' 
know I pl.,.ed runbfr 85 lor 
lheCcJuanForlM!lhd 
lllmalaelhem!Mlbll!rl,r 
&iloqlhemsifiedJl!lll!yS 
nl~lhemlttlmy 
haps, tu lilr a pad ol wid 
l.l)IID!S,iheeiaetJdQ 
11151 ~ food. They cici,' 
even knowwhll llra!N)al 
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N 
o, the above information is not riddled with 
typos. Unreal Tournament 2007 has been 
redubbed Unreal Tournament Ill, and it will be 
released on Xbox 360 as well as previously 

announced platforms PS3 and PC. So why all of the big 
changes? We spoke to some key players at Epic to find 
ou~ and got some hands-on bme with the game as well. 

It turns out that Unreal Engine 3 is one of the primary 
reasons the number three is appearing in the title. "If 
you look at the Unreal Tournament timeline, you can 
really draw up two lines there," says lead producer Jeff 
Morris. "There was the original Unreal tech, which we 
used for Unreal I and UT. Draw a line there. Then there 
was UT 2003 and 2004, which used Unreal Engine 2. 
We drew a line after that and said that the new technol
og'{ is worth bringing up~ Morris also credits a renewed 
focus on the single-player mode as a reason behind the 
name change. 

Obviously, this will also give Epic some wiggle room in 
case the title slips out of 2007. 1 won't deny the whole 
'when the game's done' methodology we have - we 
didn't want to sell the game called 2007 if it took us 
more than 2007 to do," says Morris. 

As far as the addition of the Xbox 360 version, Epic 
vice president Mark Rein is making no effort to conceal 
the fact that healthy sales of Gears of War figured into 
the decision to bring UT Ill to the system. "We had a little 
success on Xbox 360 [with Gears of War], and we might 
be able to sell a few copies [of UT Ill] there," Rein wryly 
claims. Another major factor also figured into the equa
tion: mods on home consoles. "That was kind of the one_ 
thing. we wanted to make sure we'd be able to bring , 
user-aeated content to the [the Xbox 360] before we 
made a firm commibment to it,• says Rein. 
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We played on a vehicular capture-the-flag map called 
Corruption, an open mountainous area with multiple 
paths and caves, and Asian-style architecture •corrupted" 
by technolog'{ from an invading alien race called the 
Necris. This invasion provides a twist on the traditional 
Unreal Tournament plot (brutal deathmatches fought to 
entertain bored workers on a mining colony) that will be 
more fleshed out in the single-player campaign. But for 
now it was Necris versus the Izanagi corporation. 

A limited variety of weapons were available, including a 
green blob shooter and the flak cannon, but it was hard 
not to just go cra-zy with the rocket launcher. The new 
hoverboard mechanic toggles smoothly into gameplay 
simply by pressing the "q" key. Speed into the fray after 
respawning or use the board to zip back to base after 
you nab the opponent's flag. Players can't fire weapons 
from the board, and if they get hit while riding it they'll 
tumble off and take a brief moment to get back up. This 
leaves players wide open for attacks, so they'll have to be 
very careful when using it 

But the vehicles were the standout feature. The Izanagi 
side used Axon vehicles, including a futuristic bike, 
an AlV-type of machine, and a big old tank called the 
Goliath. The Necris side utilized their form of a hover 
bike, a floating tank that raises and lowers to trade off 
firepower versus mobility, and the massive Dark Walker. 
This thing towered over everything on the battlefield atop 
its writhing tentacle legs and could instantly scorch just 
about anything with its orange heat rays. 

A UT Ill demo is expected to hit (at least) PCs about 
a month before the game's release, but it never hurts 
to give console gamers something to play around with 
aswell. ■■■ 









J 
ust as the filmmakers are putting the 
finishing touches on Pirates of the 
Caribbean: At World's End, Eurocom 
is grinding away at a game of the 

same name. However, it will incorporate ele
ments from Dead Mon's Chest At World's 
End, and then some. "From the outset, we 
always wanted the Pirates of the Caribbean: 
At World's End game to complement the 
films, but not be a slave to them; says senior 
producer Nick Bridger. "There's so much rich 
material in Pirates of the Caribbean, so many 
untold stories and plots, which we wanted to 
try and bring some of this to the player:" The 
team worked closely with an original Pirates 
scriptwriter, Terry Rossio, to add new content 
to the story and expand the connections 
between the second and third films. 

Players can toggle freely between main-

stays like Jack, Will, and Elizabeth, and will 
briefly control characters like Pintel, Ragetti, 
Barbossa, and Cotton. You'll take on rival 
pirates, tribal warriors, British marines, East 
India Trading Company officers, and Davy 
Jones' crew members like the lobster man 
and the hammerhead shark guy in locations 
like Tortuga, Cannibal Island, Port Royal, and 
the Turkish prison that Jack escapes from at 
the beginning of Dead Man's Chest. Players 
will even get the chance to take a crack at 
the Kraken. 

Eurocom is trying to bring the theatrical, 
over-the-top swordplay from the films over 
to the game. "It's not just about fighting, 
it's about cheating," says Bridger. Standard 
fare like swords, fisticuffs, and throws are 
supplemented by environmental attacks like 
smashing a bottle of rum on an enemy's 

head, pulling a knife out of a dead guy and 
throwing it into an attacker, or dropping 
cargo on your pursuers. The three leads 
also have signature finishers that can be 
upgraded over time. 

Outside of straight up combat, At World's 
End also features platforming and environ
mental puzzles, many of which require the 
use of your sword. "You'll use it to climb 
walls, slide down zip-lines, move around 
objects, even slide down sails using your 
sword to control yourself," says Bridger. 

Multiplayer modes will be completely 
offline. One option will be a one-on-one 
versus mode featuring characters like 
Jack, Barbossa, Davy Jones, and Admiral 
Norrington. Players can also co-op against 
several opponents in an arena mode. 

The Wii version will take full advantage 

■ In hairy situations, 
players can go back 
to back w,th alhes to 
fend off enemies 

of the motion sensing controls. Players will 
slash and thrust the Wii remote to attack 
enemies, and also toss axes and grenades. 
Eurocom is especially excited about Jack's 
maneuvers. "Jack's special moves on the Wii 
are really cool moments where the player 
fully uses the Wii's unique accelerometer 
and pointing device features to get through a 
number of tricky, and very Jack-centric situa
tions," says Bridger. 

Though Johnny Depp, Keira Knightley, and 
Orlando Bloom's likenesses appear in the 
game, their voice work has yet to be con
firmed. However, Mackenzie Crook, Stellan 
SkarsgArd, and the Dread Pirate Roberts 
himself, Cary Elwes, are on board. Apparently, 
The Princess Bride star will be playing an all
new pirate not seen in the movies. ■ ■ ■ 





M 
ost American gamers have never gotten 
the chance to play Dracula X: Rondo 
of Blood, the direct precursor to the 
beloved Symphony of the Nigh~ as it 

was only ever released in Japan. Konami is finally 
rectifying that oversigh~ porting the game over to 
PSP and retooling the graphics to take advantage 
of the handheld's power. After spending some 
hands-on time with it recently, it's dear that dassic 
Castlevania is just as fun as we remember it 

Not to spoil anything, but you'll take the Belmont 
du jour, Richter, into a castle full of undead mon
sters with the ultimate goal of killing Dracula and 
sending the evil castle back to the abyss whence it 

came. As this is no more than a visually enhanced 
port (with a bare few smidgens of added alternate 
paths here and there), Richter doesn't have any 
fancy acrobatic moves or cra7>1 weapons. A jump, 
backflip, and the classic whip and subweapons are 
the extent of your options, and the game doesn't 
pull any punches when it comes to difficulty. Bosses 
are huge and impressive, and there's quite the 
variety of settings and enemies new and old. It's 
Castlevania, no doubt about it. 

The graphics are sharp, the animation's 
smooth, and the gameplay is timeless. Look for 
this to be a highly entertaining addition to the 
PSP library shortly. ■ ■ ■ 



*** TBEBEST-SELLING *** 
SUBMARINE SERIES EVER 



Stranglehold 
> STYU 1-l'IAYER ACTlON (MUIJlP!AYER TBA)> PUBLISHER MIDWAY > DMIDPER MIDWAY CHICAGO > ESRB SUMMER 

DO ALL YOUR OWN STUNTS 

T 
he video game sequel to John Woo's Hard 
Boiled has been long 1n the making. As the 
release date nears, Midway has unveiled 
a new playable level sOOM:.aSing Inspector 

Tequila in action. We tried out the incredibly destruc
tible Chicago Histoncal Museum recently, and 
destroyed countless priceless artifacts along the way. 

Unlike in Max Payne and the countless other 
games that utilize bullet time, players will use 
"Tequila lime• liberally as a means to earn special 
moves rather than it being the special move itself. 
Players can initiate this with the right bumper on the 
Xbox 360 version or hold down the L trigger for a 
brief skHno dive. This will also kick in automatically 
as Tequila seamlessly slides over tables, rides on top 
of dining carts, and swings from hanging pterodactyl 
skeletons. Combining several kills in one sequence 
will raise your special meter faster, and it happens 
to look pretty cool in the process. 

All four special moves, or "Tequila Bombs; are 
mapped to the cl-pad, 
and a circular meter in 
the lower left comer 
of the screen will fill 
up as players rack up 
kills. Drain it with a 
health boost, a spinning 
multi-kill takedown, 
a powered-up rapid 
fire shooting fest, or 
a cinematic sniper 
shot In that last attack, 
players will aim and 
fire in slo-mo and the 
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camera will actually follow the bullet to the intended 
target Enemies react accordingly depending on 
where they are shot - dutching their necks, eyes, 
shoulders, etc. as the blood flows. Though Midway 
isn't talking details just ye~ competitive online 
multiplayer has been confirmed. It'll be interesting 
to see how (or if) slo-motion and specials will be 
incorporated. 

Hired goons weren't the only things we were 
filling full of lead. Tyrannosaurus skeletons, stuffed 
dodo birds encased in glass, large dinosaur fossil 
blocks, precious vases, ancient statues, and Roman
style columns all crumbled in a hail of gunfire. It 
was quite satisfying to run up the spine of a dino 
skeleton while dropping enemies dangling from 
ropes attached to the ceiling. 

The simple, yet flashy gameplay of Stranglehold 
will make anyone look like an ass kicker. We're just 
hoping the glossy sheen holds up after playing 
deep into the game. ■ ■ ■ 



X-BOX 360 .. 



PLAYSTATION 3 I XBOX 360 I PC 

Sega Rally Revo 
> STYU H'IAYER RACING (MULTlPIAYER TBA) > PUIUSHO SEGA > DEVELOPO SEGA ORM NG STUDIO 
> lfUASE "1007 

COLIN MCWHO? 

B 
efore the stinky Scot Colin McRae 
(j/k Cohn we lw u - bff!) became 
the number one name 1n video 
game rally racing, the Sega Rally 

series helped establish the genre in the 
arcade and on home consoles. Now, with a 
new, revamped title called Sega Rally Revo, 
the company hopes to regain the off-road 
championship on the PlayStation 3 and 
Xbox360. 

Sega has promised the game will look 
like these gorgeous screenshots, so here's 
to hoping. The gameplay will seek out a 
niche somewhere between over-the-top 
arcade antics and McRae's strict s1mula-

tion. You'll be able to race one of many 
2WD and 4WD vehicles against computer
controlled opponents (which will feature 
vastly improved Al) or friends online. 
Sega hasn't revealed any details about 
online, other than the fact that Revo will 
have it The biggest new feature of the 
game will be deforming tracks, similar to 
Sony's MotorStorm, which means terrain 
that changes and ruts based on wear and 
weather. M. with any racer, we won't really 
know how good this is until we get our 
hands on a playable copy, but we're cer· 
tainly looking foiward to this one. ■ ■ ■ 

PSP 

Call of Duty: 
Roads to Victory 

> STYLE I-PLAYER ACTION (UP TO &PlAvi:R VIA Af) HOC OR INFRASTRUCTURE) > PUBLISHER ACTMSION 
> DMIOPER NMJ.E ENTERTAINMENT> RELEASE MARCH 

THE NEW THOUSAND YEAR WAR 

T 
he sales numbers don't lie; 
gamers bask in reliving the gore 
and glory of World War II. The 
latest game to feature Hitler hunt

ing is Call of Duty: Roads to Victory, the 
critically lauded franchise's first appear
ance on a handheld. 

Comprised of 14 entirely new missions, 
Roads to Victory follows the standard Call 
of Duty structure. The campaign takes 
place in a variety of locations aaoss the 
European Theater, with gamers control
ling three different soldiers: an American 
paratrooper from the 82nd Airborne 
division, a Canadian First Army nfleman, 
and a British commando. The missions 
themselves look and feel like dassic Call 
of Duty, with you and your fellow soldiers 
engaging in intense, epic firefights against 
the Nazis. Roads to Victory 
also lets you experience 
the war as a gunner in 
a B-24 Liberator, which 
must make a bombing 
run in the midst of firing 
flak cannons and attacking 
Messerschmitt squadrons. 

M. many ported shooters 
have discovered, translating 
the FPS experience to the 
PSP often ends in futility. 
Developers still haven't 
found a way to compen-

sate for the PSP' s lack of a second analog 
stick. Roads to Victory developer Amaze 
Entertainment hopes to circumvent these 
problems by offering four different con
trol schemes. We had a chance to test 
out these different schemes in a short 
preview of the game's first four missions. 
Though each option will get you through 
the battle, we couldn't shake the same 
feeling we have with every PSP shooter: 
The controls are too dumsy to translate 
twitch reactions into kills. 

Roads to ViC!ory will also offer a basic 
multiplayer mode. Using either Ad Hoc 
or Infrastructure, two-to-six players can 
compete in standard deathmatch, capture 
the flag, and king of the hill matches. 
Look to start stomping Nazis sometime 
this March. ■ ■ ■ 





PLAYSTATION 3 I XBOX 360 I PSP 

Hellboy 
> STYLE I OR 2-PIAYER ACTION (ONLINE TBA) > PUB 
> DEVELOPER KROME STUDIOS> RELEASE FALL 

THOSE DARN NAZIS 

W 
e have to admit that we didn't 
exactly have the utmost faith 
in this next-gen brawler from 
Konami when it was first 

shown. After spending some time with the 
latest build of the Xbox 360 version of the 
game, we're ready to hop on the Hellboy 
train. Not only is it graphically outstand-
ing, it plays well and the action is freaking 
brutal. When Hellboy decides that it's time 
to wreck some shop, he doesn't mess 
around - a quality faithfully reproduced in 
this video game adaptation. 

En route to stopping a crazed Nazi 
from some kind of world domination plo~ 
Hellboy will encounter plenty of fodder on 
which to test out his face-smashing skills. 
An emphasis on grappling attacks sets the 
action apart, and you'll have access to a 
variety of weapons picked up or ripped out 
of the destructible environments. There's 
even a bit of strategy involved in trying to 
take out the leaders of enemy packs, which 
will throw the rest of the group into disarray. 

Celebrity involvement in the form of 
voiceover by actor Ron Perlman and 
creative input from Hellboy creator Mike 
Mignola and the film's director, Guillermo 
del Toro, are some nice bits of window 
dressing. Co-op play ( as either Abe Sapien 
or Liz Sherman) is a bit more substantive, 
and something that should be a part of 
every brawler. Sure, it's shaping up to be 
a fairly by-the-numbers beat-'em-up, but it 
looks amazing in motion and, well, beating 
up bad guys is fun. ■ ■ ■ 

'==,,, PSP? SAY WHAT? ····-••••••...... ,,,,,· 
Konami tells us that the portable edition of Hellboy will be 
very similar to the next-gen versions. While the brawling 
gameplay remains largely inta~ the levels are broken up 

:: 

!,:_ into smaller, more travel-friendly chunks. The visuals obvi- j 
ously can't reach the high bar that the 360 and PS3 are set
ting, so the PSP game will feature a more stylized, cartoony 
look that nonetheless works perfectly well on the handheld. 
It's no next-gen console, but the PSP can certainly handle 
itself just fine when it comes to stopping evil Nazi plots. 

. . · ................................................................................................... . 



PLAYSTATI0N 3 I XB0X 360 I WII I PLAYSTATI0N 2 I GAMECUBE I PSP I OS I GBA I PC 

Ratatouille 
> STYLE !·PLAYER ACTION (MULTIPLAYER TBA)> PUB USHER TliQ > DEVELOPER HEAVY IRON (360, PS3), ASOBO 
(PS2, PC. Wi0. HELIX (GSA, DS), LOCOMOTION (PSP) > RELEASE JUNE 

IT'S FRENCH 

T 
he best-selling game of 2006 
was, predictably, Madden NFL 
07. Can you guess what title took 
the number two spot? It wasn't 

Oblivion, Zelda, or Final Fantasy; it was the 
game based on the movie Cars. Hoping 
to duplicate this success, THQ will be pub
lishing the video game version of Pixa(s 
newest film, Ratatouille, when it hits the
aters this summer. 

Players will control a young rat named 
Remy, who dreams of becoming a great 
chef in Paris. You explore the highs and 
lows of the famous city, traversing its 
streets and running through its sewers 

using an array of familiar platforming tricks. 
In total, Remy will see five different worlds 
taken from and inspired by the movie. 
There are also over 20 missions and mini
games, some of which will allow you to 
play against your friends in multiplayer. 

As with The lncredibles and Cars 
titles, Ratatouille will feature a mixture of 
events taken from the film in addition to 
new content exdusive to the game. The 
movie's voice talent will even be repris
ing their roles. Every Pixar film has been 
cinematic gold, and while the games may 
not always be of the same outstanding 
quality, Ratatouille is aiming for accessible 

gameplay that will give it appeal 
for gamers of all ages. If nothing 
else, this will probably be the 
best game this year based on a 

••• 



I fever there was a custom job, it was the one 
that THQ did on the Juiced franchise back 
in 2005. Like a car confiscated by the cops 
after a coke sting. this series was on the chop

ping block to the highest bidder after the death of 
Acclaim. THQ figured, 'Wlat the hell?" and picked it 
up. But instead of just hanging an air freshener off 
the newly glued-on rear view mirror, THQ and Juice 
Games put some work into this new acquisition, 
turning Juiced from an unplayable hunk of junk into 
a game that was enjoyable at times. 

Now Juiced is back and is benefiting from full 
publisher and developer support from the get-go. 
This is immediately evident in Juiced 2's indusion 
of official Hot Import Nights events (see sidebar 
for more), which will boost the game's culture 
of pink slip racing. teammates, and customizing. 
But more importantly, the series needs to expand 
its scope. 

The first Juiced had small tracks lacking variety 
that the game asked you to race over and over. 
Hopefully, Juiced 2 will be sufficiently expanded 
with the addition of cities such as London, Tokyo, 
Rome, and more. We hope Juiced 2 not only 
makes the racing circuits bigger, but also more 
varied in their layout and the challenges they pose. 
It will be interesting to see how these new settings 

affect the game's gang. neighborhood, and racing 
style dynamics, which were important parts of the 
first title. 

No matter where you end up going on the 
globe, you can retain your indelible sense of self 
with Juiced 2's extensive customization features. 
Not only can you avail yourself of over 250 after
market mods induding scissor doors, body kits, 
and decals, this time your character itself will be 
tweakable. Players can create their own driver 
right down to the dothes. Your friends can even 
become an integral part of the racing experience 
thanks to the game's Driver DNA feature. It tracks 
over 100 attributes as it creates a driver profile that 
your friends can upload online. You can download 
and use this profile to create a personalized crew 
member who will ride alongside you during offline 
races. DNA profiles from the game's online high 
score tables can also be used for your crew. Your 
friends can join your racing posse online, but little 
else is known about this feature of Juiced 2. 

Street racing games come and go like blurred 
headlights in the night, but if the story of the first 
Juiced title was any indication, THQ and Juice 
Games should know that even a little effort can go 
a longway. ■■■ 





NINTENDO OS 

Pokemon 
Diamond/Pearl 
> STYlf 1-PlAYER ROI.E-l'WING GAME (UP TO 8-l'IAYER VIA WIRELESS, NINTENOO WI.fl CONNECTION TBA) 
> PUBUSHEJI NINTENOO > DMI.DPEI GAME FREAK > RELEASE APRIL 21 

TOUCH MY MONSTER 

N 
intendo must be rubbing rts hands together 
with exatement as the latest installment 
in the Pokemon franchise nears rts U.S. 
release. The company recently confirmed 

that Diamond and Pearl are the fastest-selling 
games 1n Pokemon hiSIOIY; rt has shipped s million 
units in Japan so far. Perhaps this comes as no 
surprise to anxious fans who have had to slog 
through countless offshoots and sptnoffs walling for 
a ·proper Pokemon game. 

Over 100 new monsters await the farthful in the 
all-new reg1011 of S1nnoh. The general flow remains 
unchanged from previous Pok~ games: collect 
badges from the etght gym leaders and eventually 
become Pokemon League Champion while dealing 
with villainous rivals (thlS bme it's Team Galactic). 

There are plenty of monsters to collect and 
evolve, and the new version of the Pok~ex allows 
you to scroll through your catalogue by spinning a 
Po~n ball on the touch screen. Battles play out 
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on the top screen, while players select com
mands via panels on the lower screen. The 
new Pokewatch showcases a d1g1tal watch, a 
pedometer, a calculator, and a status readout of 
your Pokemon. Word 1s that you can enhance 
th1S device to perform up to 20 different func
tions such as rtem or berry locators. 

Diamond/Pearl features full day and night 
cycles in addition to all of the days of the week. 
This will figure heavily into when and what 
kinds of monsters you can capture at any given 
time. For example, some rare monsters can 
only be captured on, say, Fnday afternoon. 

The Japanese version of Diamond/Pearl 
features online battles with voice support and 
Pokemon trading, but Nintendo has yet to give 
solid confirmation for any specific features that 
will make it over to the States outside of slap
ping the Nintendo 'M--fi logo on the concept 
box art ■■■ 

Wii 

Dewy's Adventure 
[working title] 
> STYlf 1-l'IAYER ACTION > PUBUSHER KONAMI > DMLOPER KONAMI > RELEASE 2007 

GLOBAL WARMING AND COOLING 

I f you had to ptck a developer to 
take advantage of the Wii's unique 
input scheme to make a charming 
character-based puzzle-oriented 

platformer, Konami wouldn't be the first 
name that comes to mind. Nonetheless, 
the team behind Elebtts 1s hard at work 
crafting this prOject. tentatrvely btled 
Dewy's Adventure. 'Mlat we've seen of 
the game has us eager to try our own 
hands at guiding thlS little blob of water 
in his quest to bring hfe and color back to 
the world. 

Controlling Dewy involves tilting the Wii 
remote (like you' re nlbng the gameworld) 
to get Dewy flowing 1n different direc-
tions. Enemies to defeai platforming tasks 
to complete, and puzzles to solve are 
unsurprising additions to the gameplay. 
The element that has us very intngued, 
however, is the ability to change the state 
of both Dewy and his surroundings via 
temperature. Since the protagonist is made 

of water, heating things up will tum him 
into a gas that can float over obstacles, 
while freezing the world will tum him into 
a block of ice that is much stronger against 
enemies. Changing form even affects the 
physics that govern how Dewy reacts to 
your control inputs. It seems that the envi
ronment will respond to these stimuli as 
well, with ponds freezing over to allow safe 
passage and the like. In a more impressive 
display of power, shaking or waving the 
remote in different ways can create earth
quakes or shoot lightning bolts. 

Dewy certainly has no shortage of 
options in how to approach a situation. 
If Konami can build clever levels around 
these interesting core mechanics, Dewy' s 
Adventure could be exactly the kind of title 
the Wi needs to further broaden its library 
in innovative ways beyond the Nintendo 
stable. We can't wait to dive into this color
ful world, but Konami hasn't set a release 
date more specific than 2007 yet Let's 
hope it's sooner rather than later. ■ ■ ■ 





PC 

The Lord of the Rings 
Online: Shadows of Angmar 
> STYU MASSMLY MULTIPIAYER ONLINE ROLE-PLAYING GAME> PUB USHER MIDWAY> DMLOPER TURBINE > RELEASE APRIL 24 

HOBBIT LFG 

I f you can't beat 'em, join 'em. The 
Lord of the Rings may be the grand
daddy of all Western fantasy, but 
World of Warcraft in all of its Tolkien

derived (and Warhammer-inspired) glory 
is the undisputed modem benchmark. 
Turbine's Lord of the Rings Online borrows 
heavily from Wow in terms of its game 
design, but the content remains very faith
ful to Middle-earth. 

Over 1,500 quests pepper the game's 
playable landscape of Eriador - the Shire 
and some surrounding areas induding 
Rivendell, more or less - ensuring that 
you'll have plenty to do on your trip up to 
the level cap of 50. Performing par
ticularly heroic or notable tasks will 
reward players with "deeds; 
which are cool in and of 

themselves but also lead to cosmetic 
titles (things like "the Orcslayer" for killing 
a few hundred Ores) and Traits (which 
can be equipped and serve to specialize 
your character like WoWs talent system). 
Dungeons abound, with all of the scripted 
boss fights and higher risks and rewards 
that you would expect Endgame activities 
seem largely centered around 24-person 
raids, though some of the deeds will no 
doubt require lots of time and dedica-
tion - but will surely confer plenty of brag
ging rights. 

Aside from leveling up and getting better 
loo~ LOTRO offers •monster 

play' where players can 
take control of the 

level zone (Ettenmoors). This is basically 
LOTRO's PvP game, with monsters and 
normal heroes fighting back and forth for 
control of various points and the right to 
quest unmolested. Success in this arena 
will be reflected by rankings on leader
boards and rewards like temporary buffs 
or cool titles. You'll even get the chance 
to take control of tougher and more awe
some monsters if you do well enough in 
the Ettenmoors. 

Even now, in the beta phase, LOTRO 
plays well and has interesting content 
that can hang with the big dogs of the 
MMORPG scene. If The Burning Crusade 
has lost your attention by April 24, or 
you're simply a Tolkien fan looking for a 
new way to experience Middle-earth, this 
may save your day. ■ ■ ■ 
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The Elder Scrolls IV: Shivering Isles MotorStorm 

Kratos returns with a vengeance in this spectacular sequel from 
Sony's Santa Monica studio. The bloodthirsty Ghost of Sparta 
embarks on another quest for revenge, storming Mount Olympus 
and crushing anyone in his way - mortal or otherwise. Breaking 
new ground in combat and cinematics, the improvements here are 
epic in nearly every way. If you had any doubts that God of War II 
could provide the same mythic brutality as the original, read the full 
review and acknowledge your folly. 

THE SCORING SYSTEM 

SSX Blur 

Our crack (or aackhead, 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 

10 Ou1Slan<ing. A truly elite btle that is nearly perfect ., """Y w,ry. This score is given 
out rarely and ondocates a game that cannot be rnssed. 

9 
8 
7 

St4>erb. Jusl shy of g""""€ nuvana. this score is a t.gh recommend,,non because 
the game rewewed IS hea<l-and-shoul above IIS compelrtlOn 

Very c.ood. lnnovalM!, but pe,haps not the nght chooce for e-;eryone. Tots score 
nicates that there are many good tiw,gs ID be had, but a,guably so. 

lflerage. The game's Jean.es may worlc. but are nothing that even casual playe,5 
haven't seen before. A decent game from begnw,g to end 

Guitar Hero II 
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Ratchet & Clank: Size Matters 
Who says that handheld gaming can't be exactly like the consoles? 
Ratchet & Clank: Size Matters isn't a port or a goofy side chapter. This 
is a full-blown sequel that takes our beloved duo on an incredible 
journey. As a new enemy rains destruction across the cosmos, Ratchet 
will go to places that he never thought he would, and will even shrink 
in size to save his chum, Clank. The PSP has been in desperate need 
of high profile titles, and they don't come much larger than Ratchet & 
Clank: Size Matters. 

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

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

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

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

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 

6 lJnted Appeal Although there may be fans of games recew,g this score, many will 
be left yearrw,g fOI' a IT10l'e rewa,oog game expenence. 

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

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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5 
4 
3 
2 
1 

Passable. It may be obv,ous that the game has lots of potential, but ilS most 
engaging features could be undeniably flawed 01' not Oltegrated into the expenence. 

Bad v..,,,Je some things may work as planned, the ma)Ority of this btle either 
mallunctions to varying degrees 01' n ,s so dull that the game falls shoit as a whole. 

Painful K there IS anytl,Olg that's redeemtng ,n a game of this caliber, !l's buned 
beneath agonaing gameplay and uneven exearoon ., its features 01' theme. 

Broken. BasicaDy unplayable. This game IS so insufficient ., execution that any value 
mule! be denved 11 extremely smaU quantmes, d at all 

Platypus. It's l"6f and mpossible to hl<e. WOrsl animal f!'lf!<. 

> 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. 

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

Moderately Low-Alter finishing it, there's not much reason to give 
rt a second go. 

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



Capcom Puzzle World 

World of Warcraft: 
The Burning Crusade 
2.4 million copies in 24 hours. Think about it That's how fast The 
Burning Crusade flew off of store shelves, absolutely obliterating the 
previous sales record for PC games. After digging deeply into this expan-
sion, we have to say that Blizzard richly deserved every one of those 
sales. This is the kind of release that has players not just willing, but 
eager to send in their $15 every month to keep playing. Find out what's 
so great about Outland on page 107. 

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

Coo!ent!Ullable 
cn,,foradtA!s. 

lOIOi - A resolution speofic,llOn used for HDTV 
1080 ""1Cls for resolution al 1920x1080 pods. 
The ~· means that the ,,dee 5 being lllterioced 

480p - Progreswe scaMl1& this opbOO ('p'• 
progress,,e), aea1es a poau,e ~ "'111 doUlle 
the scan Ines al a ""1YellllOnai rlleMCed 
pocn,e. 480, (i • l'l!eflaced}, IO aeate a 
llCJIJ0!abl,, sharper rnage. The 480p rnage 
offers• poau-e resolution and elmmtes 
wruat,, al roooon anrlaas " a 640x480 pc,el 
resolution5ellllg 

n ap - A resolution speofiG,ll0n used for HDTV. 
~ ""1Cls for resolution of 1280x720 pcxels. 
The 'p' means !hat the ,,dee 5 r, progress,,e 
lonnat 

IClicNI - Aemweu,,forgameslikeDMINI( 
CJy and v.ewtmJ Joe 

Id hoc - A type al .weless cooneCIJOn that 
coonects )OJ "'111 ooher piaye,s ll )OJI 
imme<ia1e VIClllliy 

.....,,.._. _A tem1 we use for games like M)st 
and Escape From Monkey Island 

Al - Artrfioal lnteig,,r-a. lJ5ualy used IO refer 
IO ha,, v.el the <Iln1)Utef reacts IO a lunan 
opponent 

- - "" elfea that smJat,s the salt, bluned p of ~ loght reflecting off al surfaa,s 

boonl - Atem1weu,,bgameslike~ 
and Mano Party 

ml ...... - A tednque used IO creote 30 
rendered obieas that resemble hancknwn 
anmauon ces 

D - l3er:Dmc 1:nenanner< E>lpo. The l'IOMs 
laigest ~ b wle<> games 

....... - A term we u,, b games Ike Mona! 
Kon-bat and Dead or NNe 

lint-,.ty - A game made by a CDn!dt 
marufac!ure(s 11temal developmert tMns 
exduwely for l1S""" system 

FMV -1\.1 MOOon ~ USualy refers., an 
ar1111aO!<lCG<WCele 

FPS - Frames Pl!J 5«mi How manyarwnaban 
frames happen r, one semnd. Also used ID 
denorl! fr51-Per5on Shoore!slike Hab, Doom, 
and c.al olDuy 
,._ - The frames al anmauon used ., 

aea1e the tlJsron al"""""""' 
ffllllllllld -A same'• merus and optmS 
CIA - Gan,e Boy Advana, 
a: - GameCd,e 
HDIY -HV>Deflw>iTelel.,so, 
- - A type ol \Weless ameCll0n 

that uses the ln1emel IO amect "'111 ooher 
playe,s CM!f long drslances 

~ -~ t,pdaMl-like 
SlarC:ah or Baku's Galo On Alane, 

ISP - lnlemet S<Mc, Prowler. The~ that 
pr<Mdes )OJ""" aa:ess ., the lnterret 

jlales -G,ap-o:al Ines that are iaf!ged v.hen 
theyshrudbo!Dar;t 

1AN - Loo,I Alm NeWn ~ ~ 
or arrsdos togef,er wftl a smal spac2 to 
.,,,<IJrrlT"U"dDl ~ ten ProwJes 
last,511Tda!""'5~ 

MM0 -"'5....t, ~ Online. Usualy 
aw'""., role-playr,g ade,;. we use this term for 
games"""~~ onlint worlds 
like Eve!Que5I and Wxld al warcraft 

- .._ _ l'hanlorn bmes fob, an cqe<t 
tog,,etheff4ll'S'IMalreaisticspeecl 

- ...... - A,aplw:altednquer, 
v.hcn a hHt!s sbn cxnarrq 3D infonnatJon, 
.......iedbyiprtftecbngollthestrlace,is 
v.rapped a,w,d • low<es model 

NPC - Nao-l'laj,,r OwaCIE< Those people 
and aeaues you,..~ arlUld 
" games that ft not~ mnuoled by aoual 
lunar,s 

- - - 'rllu ,M(lhe I-rel ""'(from 
Oll.-S 

,_-6cll -1llngs like smol<eorspari<s 
a,atedr,~ 

plllfo,w, - A term we use for garres h~ Super 
Mano and Cra,h Bandocoot 

,..,... - v.t.en obieas onscreen suddenly 
- lj!IICaly due ID poor <raw <islancr 

P51 -SonyPlayStaoorl2 
puole -A term we use for games lrke Teens and 

I'll)<>~ 
,... _ A term we use for garres ike Gran 

Ttr0m0 and Mano Kan 
RPc. -~Game.A game !hat ™lives 

dwader ~ thrq, CXJledJ,gand 
~ pol1ts. A term we use for games like 
mal Farusy and Xeoosaga 
._ -A 1e1m we use for games lrke l1<aruga 

and Graclus 
.,.ts - A 1e1m we use for games hi<e 

Madden NA. 
str-ay - A 1e1m we use for garres il<e La 

Pucele and Front-
lhft.pl,ty - Somedw1g made for • CDn!dt by. 
~ other than lhe CDn!dt rnarufar:n.we 
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The Elder Scrolls IV: 
Shivering Isles 
> STYLE I-PLAYER ACTl()tv'RPG > PU BUSHER BETHESDA > DEVELOPER BETHESDA > RUIASE MARCH 27 > ESRB M 

THE SHADES OF MADNESS 

A 
s a comic book reader, I have come to 
terms with the fact that I will likely never see 
the condusion to any of the stones that I 
am reading. If Batman stays popular, his hie 

(which has already spanned etght dec.ades) will far 
outlast mine. A similar realization may soon flutter 
into the minds of gamers as well. Using the Shivering 
Isles as an indicator, the future of video games could 
be very similar to comic books. Expanded content 
empowers games with immortality. As long as the 
video game industry is built upon transitional hard
ware cycles, it is highly unlikely that we'll ever see a 
single game with the staying power that could keep 
it alive for decades. But we are starting to see games 
like Elder Scrolls that could survive an entire console 
generation without owning a true sequel. 

With a steady flow of downloadable conten~ 
Bethesda has done a tremendous job of keeping 
Cyrodiil alive and well. Shivering Isles, the first full
blown expansion, shows us that expanded content 
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can serve a purpose greater than simply making a 
game longer - rt can make a game better. In the 
time following the release of Oblivion, Bethesda 
has honed rts era~ tightened the code, and recog
nized exactly what was needed to take this game 
to the next level. With that said, n should come as 
no surprise to hear that Shivering Isles is a bona 
fide masterpiece and the best that the Elder Scrolls 
series has to offer. 

The element that received the most drasbc 
improvement is the main quest. As much as I 
enJOYed aiding Martin Sepbm in OblMOO, the story 
that unfolded around him didn't really bnng out a 
•Oh my God, I have to see what happens next!" 
response. The story in Shivenng Isles does. The 
majority of the plot revolves around a new character 
named Sheogo@th, a remorseless wise-cracker who 
sounds a ~ like a Scottish pirate or a drunken Sean 
Connery. Almost every line of dialogue or quest 
that this amazingly well-written cha@cter sends you 
on 1s a treat The missions have been intentionally 
streamlined to offer more action and less convers
ing. As the plot unfolds, you find yourself bouncing 
from one dungeon to the next, most offering a dif
ferent set of fun tasks - such as escaping a collaps
ing cave or choosing whether you kill or torture a 
party that appears to be stripped from a Dungeons 
& D@gons campaign. 

Since Shivering Isles is a completely separate 
ISiand (you'll find the portal that leads to it in a 
lake near Bravil), all of the scenery, inhabitants, and 
items are new. This kingdom is split into two realms: 
Mania, a colorful, almost Alice in Wonderland-like 
place, and Dementia, a place so dark it feels like 
death is constantly closing in. These two distinctly 
different areas overcome the biggest complaint 
that I had with Oblivion - it all looked the same. 
In Shivering Isles, everything seems fresh and 
new, which leads to a constant sense of wonder 
and awe. 

Part of the allure of The Elder Scrolls games is 
unearthing new weapons and armor. There are 
plenty of new blades (some forged of never-before
seen metals) to wield, and equally as many exotic 
fabrics to try on, but don't be surprised if you find 
yourself falling in love with one particular blade and 
using it for the entire game. Much like the world, 
this sword has two forms, Duskfang and Dawnfang. 
which alter upon sunrise and sunset The sword's 
magic recharges as n shifts between forms, and it 
becomes more powerful as it extinguishes souls. 

Without tackling any of the side quests, I com
pleted the critical path in less than 18 hours. With 
side conteni the game offers over 30 satisfying 
hours that are balanced beautifully between higher
level characters and newly created ones. 

It's uncertain where this series goes from here, 
but like a great comic book, Shivering Isles leaves 
you craving more.-REINER 

BOTTOM 9 5 
LINE • 

> Concept: All expansion pack 
that places players in an entirety 
different v.ortd wrth 1he series' 
mos1 entena1ning queslS 

> Graphics: The dela1hng ~ 
~mllar 10 OblMOn, but the world 
~ more colorful and dynami~ 
and the architecture shows a 
higher level of variety 

> Sound: The soundtrack 
and mos1 of the~ 
are exactly the same. It yo,J've 
played a lot of OblMOn already, 
this sucks 

> Playability: The inventive 

m,ss,ons are iomed by a slew 
of new weapons and spells 
that open up amusing combat 
options 

> Entertainmtnt It's not as 
long as Oblivioo, but th~ expan
SIOfl offers the best we·ve seen 
from lh~ senes 
> Replay Value: Moderately 
High 

Duong my time touring the 
Shivenng Isles. I became a 
torturous dungeon master, 
violent drug fiend, ruthless 
1nqu1S1tor, and a creator of 
mutilated beasts In short 
I had a better bme visiting 
the worlds of Mania and 
Dementia than I ever did 
in Cyrodiil; that's saying 
something considering !hat 
I logged more lhan 100 
hours into OblNion. Even 
spealong With the demented 
leader of this realm was a 
blast - the Daednc Prince 
of Madness Sheogorath's 
Manous mutterings spoken 
in a broken Scottish accent 
had everyone at the office 
in stitches. Though I left 
they could have pushed the 
townsfolk to more extreme 
degrees of madness, it's 
tough to take anything imay 

from an expansion pad 
that offers so many amazing 
moments.- BERTZ 





PLAYSTATI0N 3 

Formula One: 
Champion Edition 
> STYLE 1-PlAYER RAONG (UP TO ll·PlAYER VIA PlAYSTATION NETWORK OR UPTO 8-PlAYER VIA lAN) 
> PUBLISHER SONY COMPUTER ENTERTAINMENT > D£VB.OPER STUDIO LMRPOOL > RWASE FEBRUARY 27 
> ESRI E 

F ME? F YOU, TOO! 

I know what you're thinking: 
'I can't play an F 1 game~ 
Yes you can - you just 
have to resist the compul

sion to smash into other cars 
at full speed and break off 
your front left wheel. Luckily, 
this game is going to help you 
with that with its well-rounded 
racing experience that caters to 
all skill levels. 

You have to want to be a 
good driver to become one, 
and a large part of that is going 

through the car Evolution 
process and practice sessions 
(see below). I like this feature, 
but it doesn't go far enough. In 
order to help you understand 
the car better, and for you to 
give more meaningful feed
back to changing i~ players 

should be told the exact trad
eoffs of changing the camber 
or whatever. 

This game hits the essentials 
w,thout trying to do much 
else. Online is fun - especially 
since you can make the Al cars 
ghosts and you can respawn if 
you get wrecked. However, the 
game's based on the 2006 
season, the Sixaxis controls are 
useless, and there's a general 
lack of gloss in the fNe-year 
career mode that belies exactly 

how sexy and 
glamorous 
the world of 
F 1 actually 1s. 
These drivers 
get treated 
like absolute 
superstars, 
and ungodly 
amounts of 
money get 

poured into these racing pro
grams, but that's not conveyed 
enough here. I don't want a 
caviar-eating minigame, but I 
think the series should reflect 
that Fl is about more than just 
fast cars.-KATO 

EVERYBODY'S WORKING FOR THE WEEKEND 
Here's how to make the most of a grand prix weekend. 

Evolution: This not only lets you get an idea how the ca(s going to 
feel as the race goes on, it also lets you test out and tweak different 
downforce, camber, suspension, balance, and toe in/out settings. 

Saturday Pnldlce: Good for any last minute car tweaks and 
making sure you know the course inside and out 

Quallfylnc: The beauty here is you get 15 minutes per session to 
run as many laps as you can (even rt you smash up your car), with 
your best being the one that counts. Make sure you participate 1n 
both qualifying sessions, othe<wise you'll end up in the later-ha~ of 
the field no matter how good your first session was. 
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BOTTOM 8 
LINE 

> C-epl: Sony returns to Fl 
and offers a 11l()(e comprehen
SM! package 

> Cnphks: Ve,y solid but 
not mind blow,ng. The sense 
of speed~ good and Jhe ra,n 
effecls are mesmenmg 

> Sound: The commen1.it0< 
updates dunng pract,ces and 
races are pretty cool 

> Pllylblllly: There's nothing 
to be scared of. Yes, Vo<J too can 
race an F 1 car 

> EftlerlMnent The raong's 
ngh~ but a larger focus on 
1he wof1d of Fl woold gamer 
11l()(e fans 

> Roplay Yllue: Moderately 
High 

Second Opinion 7.75 

It's rare thal a raci,g sinula
tor ca,n pul me MIi( from 
the mane flips and 1111e
akslJC mollOn blurs of the 
Btrnrusand Midni;l!Clis 
of the world. Fomua One 
does exactly lhal, thanks to 
its an too authentic sense of 
speed and remarkable visu
als. A COl'MlUed and some
times bomg career mode is 
worsened by some repeli
nveYOICeWOlk and l1ftexiJle 
progreswn, but the races 
themselves all! amazing Ill 
v.tiateYer mode you p1ay. car 
pl¥ics feel spot on, and a 
number of driving aids open 
up the game to a slightly 
wider crowd than the normal 
simenlhusiasls.w.tlitsfre. 
quenl racMndr,g crashes. 
this still isn't for the fairt of 
heart but for tense realism 
it's hard to beat-Mill.ER 

PLAYSTATI0N 3 I XB0X 360 

Armored Core 4 
> STYLE 1 OR 2-PlAYER ACTION (UP TO &-PLAYER VIA PlAYSTATION NETWORK. XBOX LIVE. SYSTEM LINK. OR WIRELESS 
lAN) > PUBLISHER SEGA > DEVELOPER FROMSOFTWARE > RELEASE MARCH 20 > ESRB T 

CORE MECH VALUES 

F 
ile the latest entry in 
the Armored Core 
series under the cat• 
egory of 'announced 

for PS3, but quietly coming to 
Xbox 360 as well~ In fa~ this 
is the first AC title to release 
on anything outside of a 
PlayStation console. Perhaps 
this qualifies as the most dras• 
tic shake up to FromSoftware's 
hardcore mech franchise this 
time around, outside of the 
next-gen graphical upgrade. 

Mechs look pretty much as 
good as you'd expect them 
to, but it's the ambiance that 
really impresses. You'll infiltrate 
an enemy base in the pitch 
black night lit only by the occa
sional overhead flare, gunfire, 
and after burners; dash 
through a blinding sandstorm; 
and make your way across 
polar ice as it cracks and floats 
away under your massive 
robotic body. Of course, there 
are still plenty of standard 
future cities and open deserts. 

Missions are pretty straight· 
forward ( destroy these guys, 
protect these guys, etc.), and 
don't usually last more than 
a few minutes. Combat is 
fast-paced and easy to pick 

up, unlike everything else in 
the game. The story is so con
voluted you'll eventually just 
stop caring why you're taking 
out rebel factions and neo
terrorists. 

Mech customization is just 
as complicated as ever. What 
will make the hardcore AC 
fan drool will completely tum 
off the average action gamer 
( do we really need to worry 
about four separate booster 
categories?). Armored Core's 
persistent fault as a series is 
its inability to cater to both 
audiences. 

Multiplayer is what's really 
going to get the fans riled. 
After fine-tuning your ideal 
mech in single player, you 
can bring it online and face 
off against anywhere from 
one to seven opponents. 
Unfortunately, there's not a 
whole lot of match variety 
outside of deathmatch and 
team deathmatch, and there's 
no respawning so matches 
don't last much longer than 
five minutes tops. But the 
framerate remains solid and 
it's a good forum for the AC 
set to talk shop and trade 
schematics. - BRYAN 

BOTTOM 6 5 
LINf • 

> Conn pt: Take 1he insanely 
deep custO<nization fo,mula and 
un,ntelhg,ble sto,y from past 
games ,n lhe senes and add 
some graph,cal polish 

> Graphics: Cool lighling and 
environmeni.il effects, bul some 
lextures are a little bland 

> Sound: Missiles, machine 
guns, explosion~ and radio 
squawk. Nothing special 

> Play1blllty: Ground combat 
~ fast and smooth. Flying battles 
could use some work 

> Entertainment: Calers to 
hardcore AC fans only .. ,once 
again 

> Replay Value: Moderale 

Second Opinion 6 

I 81"55 I IIJPIOl(hed this 
game wilh a lilde too much 
~ -Whie watching the 
twlrial I thou;1I that this 
Annored Core might finish 
wilh a decert score. Ten min
im later Blyan and I were 
lellill loose a li>eral s1ream 
of "damn yoo{' wht1e the 
A!!I of lhe office lau;ied. 
us. l's ru that I dictl, ~ 
llis same because ii isrealv 
alal,.ecolediolldmmpli
Clled,llllinllilive menus. or 
beause ii has sparse next
sen ,-ap1iG, or because its 
learning arve is Sleeper than 
fie PS3's pricLno. actu-
atf ii is al those things. This 
same just too li!d1nical to 
befllll.-lEN 



MotorStorm 
> STYLE l ·PLA\'1:R RACING (UP TO 12-PLA\'1:R VIA PLAYSTATION NETWORK)> PUBLISHER SONY COMPUTER ENTERTAINMENT 
> DEVELOPER EVOLUTION STUDIOS > RELEASE MARCH 6 > ESRB T 

WEATHERING THE STORM 

0 
nee you cross the finish line, it doesn't 
matter how you got there. Whether you took 
a few liberties with a defenseless motor
cycle or the guy ahead of you over-boosted 

and destroyed himself just feet away from the 
end, history will know you only as the victor. Each 
MotorStorm race is filled with vehicular carnage and 
a level of unpredictability that always has you push
ing hard to the end. 

Developer Evolution Studios has 
taken its rally expertise and added an 
extra layer. The game does an excel
lent job of not only enticing players to 
come in first, but also making them 
fight more than a few battles along 
the way. It's like running the gauntlet 
in high school, only instead of getting 
hit by socks filled with quarters, you're 
trying to keep from getting smooshed 
by a hard-<:harging semi while hit
ting all the right jumps and keeping 

yourself on course. Also, don't forget to 
watch your boost consumption. Use it too 
much and you'll blow yourself sky high. 

If this was all there was to MotorStorm, it 
wouldn't be as good as it is. Evolution has 
deftly tailored the Al so it rubber bands to 
surround you w,th actJon. At the same bme, 
however, it's not cheap. You always know 

that 1f you take your comers right and 
choose the appropriate path for your 
vehicle, your supenor racing skills will 
serve you nght Perhaps more impor
tantly, MotorStorm's other racers are 
Just as desperate for a win. Instead 
of being mindless bots, the game's 
Al competition makes the whole 
world feel alive. Without using obvi-
ous scripted events, you'll see wrecks 
happen right in front of you as hunks 
of burning metal scream past you at 
high speeds. It's not just you against 
everyone else, it's a full-on battle royale 

where anything can happen. I loved it when I'd be 
racing along, and then all of a sudden a car would 
literally drop out of the sky 1n a crunched heap as 
it fell off some overhead pass that I didn't even 
know was there, and I'd think to myself, "What the 
hell happened?" Online races are just as surprising 
and fun - it's just a shame that you can't fill them 
with Al stand-ins if you don't have a full field of 
12 people. 

As much as MotorStorm does righ~ it's obviously 
just a first step. The game doesn't get as gonzo 
and death-defying as it could, which is especially 
noticeable since you hit the same tracks throughout 
the game. It's also shorn of much embellishment. 
Small things like a create-a-<:haracter, minigame 
mode, or a fleshed-out career mode could go a 
long way. As it stands, however, the mayhem that 
MotorStorm creates is enough to have you gunning 
for the finish line and doing whatever it takes to get 
there.-KATO 

BOTTOM 8 
LINE 

> Concept: Slatting line. Finish 
lile. In between you see a lot 
of damaged met,! and lead 
changes 

> Graphics: With the stream
ing camage and mod effects 
onsaeen, lh5 5 def1n1tely a 
next-gen btle 

> Sound: There are few good 
reasons for Courtney Love 
being ,rive, but in her greed she 
allowed lh~ game to license 
Nirvana's "Breed." which 5 
awesome 

> Playability: Each vehKle has 
its foibles. and they are all ba~ 
anced pretty well 

> Entotuinrnent: Kind of like 
Nintendo's Excite Trud<. it's lots 
of fun but not super deep 

> Replay Value: Moderate 

Second Opm1on 8.5 

~ has SttO somt 
wid highs and lows in temlS 
of pubhc optnlOll, from 
bemg ha1led as one of the 
besl-lookmg games ever 
to being dubbed a g1gan-
trc dtsapporntment. As is 
often 1he case, 1he truth is 
in the middle. It's not mi~ 
bbwlg, but damn ij !his 
isn1 one of the most fun 
racing e,q>erienc'5 I'll!! had 
111 months. Nol Mf'/lhmg 
wons per1eaiv, but there 
are a number of aspects 10 
lhts title- from the phys-
ics 10 the Wide-open COUISe 
~-lhal feel truly next· 
gen. Aldlot"1 ll's rN/1.y a 
dMr bil of snm and mr
roo, Moto!Slonn's lwi5ling 
alternate routes do a great 
job of conmcing you that 
you're 5lreabng lhrough the 
wilderness, unlettered by 
traa bamer5. Crashes are a 
bil too frequent for my taste, 
but the steering mechan-
ics and physics are dead-on 
and actually different for 
each vehtde type. As you'U 
soon find out. !his 0111!1-
the-lOp raKing translates 
quite well 10 online, making 
MotorSlonn one of the most 
emllng biles of lhe PS.l's 
y0111g life.- _MRT __ __, 
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The Elder Scrolls IV: 
Oblivion 
> STYU l·PIAYER ACTIOf-4/RPC > PUBLISHER BETHESDA > DEVELOPER BETHESDA 
> REI.EASE MARCH 27 > ESRB M 

SAME AS IT EVER WAS 

I 
t's been right around a year since the fledgling 
Xbox 360 and PC were graced with the arrival 
of Oblivion. In the time since then, thousands 
of gamers have had the chance to spend time 

wandering the endless avenues of adventure that 
Cyrodiil provides. It would be a scary number to 
add up the hours on each save game for all those 
players combined. \Mth such a tremendous success 
under its belt it should come as httle surprise that 
Bethesda has transported the exact same gaming 
experience over for PS3 owners to join in the fun. 
There are few differences to separate the platforms, 
and certainly not enough to make this worth a 
second purchase on a new system. Another way to 
say that however, is that Oblivion on PS3 is one of 
the biggest and most impressive role-playing games 
in history, and you owe it to yourself to play it if you 
haven't already experienced it elsewhere. 

In case you've been vacationing in the Amazon 
for the last 12 months, The Elder Scrolls IV: 
Oblivion casts you as a prison escapee inextricably 
tied to a quest to bring the dead emperor's lost 
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heir to power and defeat the hordes of extraplanar 
invaders who are out to stop you. Along the way, 
it's totally expected that you'll spend hours delving 
into side plots, wandering the wilderness, and heav
ing treasure up and out of long-forgotten dungeons 
and tombs. Beyond the main story, several other 
story-based missions are available, from the das
tardly assassinations available by joining the Dark 
Brotherhood to learning the secrets of magic as 
you push to the top of the Mages Guild. Tack on 
a robust (if sometimes flawed) character upgrade 
system and a number of different races and classes 
to try, and there's plenty of replay to bring you back 
even dozens of hours later. One of the only notable 
flaws beyond the easily exploitable leveling system 
might be the way combat fails to evolve later in 
the game, maintaining the same general hack 
and slash flow it did in the first hour. Maybe while 
I'm at it I can look for problems in Beethoven's 
Ninth Symphony. 

There's really not very much in the PS3 version 
that should validate a second purchase. Basically, 

you're looking at some moderately improved shad
ers that improve the appearance of some textures 
in the game world. For an example, check out the 
comparative screens we've included on this page. 
The game loads are also a tiny bit faster. Finally, 
and of greatest significance, is the inclusion of the 
Knights of the Nine set of missions. However, given 
that both the 360 and PC versions of Oblivion have 
this content available online for a small fee, it's hard 
to call it much of a bonus for the PS3. In fact the 
current lack of the 360/PC downloadable content is 
one reason you might not want to get into the PS3 
version in the first place, even though Bethesda has 
promised that content for the PS3 at a later date. 

To sum up: The fourth installment of the Elder 
Scrolls is indeed a mighty success - those who 
refuse to play it simply because it is popular have 
been and continue to be missing out Further, both 
the PS3 and Xbox 360 are fantastic platforms on 
which to experience the game, but experiencing 
the game on both is, at the least an almost certain 
waste of money.-MILLER 

BOTTOM 9 5 
LINE • 

> Concept Sony gets 115 own 
trip 10 Oblivion in a picture
perfect port of the bar-5etting 
next-gen role-playing title 

> Graphics: Amazing - ~ 
anything. the visuals might be a 
little better than on 360 

> Sound: From the impec
c:.Jbly orchestrated score to the 
wealth of great voiceover, the 
audio doesn't disappoint 

> Playability: Strong respon
sive controls, but the menu 
~em ~ awkward to navigate 
> Entmalnment: One of 
the best role-playing games 
available oo any coosole. th~ 
port ooly hangs behind its 360 
~ in its current lack ol 
doYmloadable cootent 

> Replay Volue: High 

' Second Opinion 9 

There are some gamers 
v.tio want to tum thts title 
into a battleground for next
gen har<t.vare, presuming 
v.iloever has the superior 
Oblivion ~ns the console 
war. I'm sorry, but alter 
spending many hou~ with 
both versions and some side
by-side compansons, the 
cnnflict Just isn1 there. 'Mien 
the core Clll'llent ol a game ~ 
lhis wonderlu. a few minor 
tweaks don't reYolutJonize 
the eiiperience; the PS3 vef

SIOll loads margmally faster, 
chugs a little less VI combat, 
and the wdoor draw dis
tance IS ~ imprMd 
On the other hand. with all 
ol the extras available for 
the game on 360 and PC, 
lhe PS3 release feels like It is 
corning w of the gate a few 
paces behind. All uoss-plat
form considerations aside. 
The Bder Scrolls rv: Oblivion 
~ still one lhe best games 
out there. The vast world, 
countless quests. and end
less potential for exploration 
make ~ an adventure you 
need to play 1n any form 
youc:.Jn.-JOE 
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God of War II 
> STYU 1-MYER ACTION > PIJBUSHER SONY COMPUTER ENTERTAINMENT 
> D£VELOPER SONY COMPUTER ENTERTAINMENT SANTA MONICA> REI.EASE MAROi 13 > ESRB M 

OLYMPUS GETS OWNED 

W 
here can you go from the top? Just like 
Kratos perched on his throne high atop 
Mount Olympus, the original God of War 
ascended to epic heights amid universal 

praise. In the face of these high expectations, it might 
seem that the only direction a sequel could go is 
down. Thankfully, Kratos does not resign himself to 
the petty predictions of mortals, and God of War II 
delivers with a vengeance; it's a ferocious, blood
soaked adventure that is bigger, grander, and more 
over-the-top than ever before. 

Made mortal once again by the trickery of Zeus, 
Kratos embarks on his rage-infused mission to 
change his fate and exact revenge on the king of the 
gods. Even with the loss of his powers, players will 
discover that Kratos has a vicious array of new tricks. 
On a fundamental level, the combat is similar to the 
first game, but it feels more calculated; moves have 
more specialized purposes, which gives the 
player more control over any given situation. 

Your dominance in battle is augmented by 
two new major sub-weapons: a spear and a 
hammer. These aren't throwaway additions 
like the sword from the last game - each 
has its own deadly and delightful uses. 
You can launch an enemy off the ground 
(though aerial combat has been deem
phasized considerably) and switch to the 
hammer to bludgeon him in mid-air. The 
sub-weapons do suffer from being added to 
the mix a bit late, but if you ever get sick of 
whirling your flaming blades (if that's even 
possible), you'll have some solid alternatives. 

There isn't enough room in a one-page 
review to list all of the other improvements 
and adjustments, but fans of the first game 
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can rest assured that the cool stuff is cooler, and 
the weaknesses have been addressed. The timed 
button-press cinematics are more dever and 
entertaining, the puzzles are deviously original, 
and there are no spinning Hades blades to be 
found. Even better is the indusion of more titanic 
boss battles, where Kratos is usually up against 
another mortal straight out of Greek mythology. 
Some of these conflicts rely on puzzle elements, 
while others are just a matter of figuring out attack 
patterns, but they all add gruesome-yet-cathartic 
moments just when you need them. Seriously, 
Theseus totally has it coming. 

The only area where God of War II doesn't 
surpass its predecessor is in the story. Revenge is 
still the primary motivation, but the tale has fewer 
shocking reveals and less sense of Kratos' grim pur
pose. Plus, with a third game looming as a forgone 

conclusion, the team was free to leave things less 
tidy at the end. Without spoiling anything, I can 
say that the ending helps the arc of the series as 
a whole, but it definitely diminishes the ultimate 
payoff of this entry. 

While the story issues and a slight "I've done this 
before· factor stop it just short of perfection, God 
of War II is a title you simply cannot miss. It never 
stopped being one of the best games I've ever 
played. Consider this fair warning, though: From 
the moment you pick up this game, your life will 
transform into a constant struggle. Should you fulfill 
your everyday responsibilities or play God of War II? 
Responsibility will lose the battle often - but even 
then, you win.-JOE 

BOTTOM 9 75 
LINE • 

> Con<opt: E'liscerate the 
notioo of "sophomoce ~ump· 
and deliver one of best gaming 
experiences on any console 

> C.raphia: A visual master· 
woo. Whether in-game or CG, 
the unages generated by the PS2 
are simply unbelievable 

> Sound: In addition to the epic 
score. you .,;n also hear yourself 
saying "Th~ is so awesome· 
e,e,y few minutes 

> Playability: Combat ~ 
barbaric and satisfying, with new 
additions like boss fights and 
flying segments breaking up the 
action perlectly 

> EnteNinlllfllt: The pervasive 
brutalrty and sheer inventiveness 
behind e,e,y facet of the game 
creates a continuous adrenaline 
high from beginning to end 

> Replay Value: High 

Second Opinion 9.75 

As gianls ~ lie flies, and 
the inhabilart5 ol ot,,11)US 
aresoojeatooothlnkable 
pall and 5t&il8, gamers 
are tr~ to one ol the 
most lerociowf entertaining 
act.ientures to dale. In God 
ol War I~ we learn that you 
should ,_ tnleres1imale 
1he •alh ol a falen gocU 
)'OU lhoujt th,t ICralOs had 
some issues before, just wait 
ll1i you see how he reads 
,wien he is strwed ol his 
poweis. With his nensi-
fied rage comes art influx 
ol unlo!gettable moments. 
I contilually found myself 
thinking th.t I had to play 
through the Pile again to 
see ICralOs' balbaric actions 
for a second lime. The 
e,imeplay, IW1icll is ,eattt 
enhanced by ICralOs' angsl. 
IS a razo1-sharp package 
that will put a grin on~ 
face. The puzzles are more 
ingenious, the combos are 
more devastating, and the 
bosses faH even harder. 
God ol War II \WI Slffl/ put 
a nefarious smie on~ 
face, bl< the experience is 
humbled Ill a oomber of 
ways. The sloly lads the 
big reveals of the~ and 
far too many enemy types 
are reqded. With this said, 
however, God ol War II is 
impossible to put down, and 
easif one ol the best games 
to date -REINER 



PS 2 QUICKIES 
PLAYSTATION 2 

Lumines Plus 
> STYlf 1 Off 2-l'IAYS! PIJmE 
> PUBLISHER DISNEY tNTERACTM STUDIOS 
> DEVEI.Ot>ER Q ENTERTAINMENT 
> RELEASE FEBIUJAR'I 27 > E5RB E 
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Ill 
Lumines Plus offers 
the exact same brand 
of addictive rhythmic 
block-dropping as its 

brethren, but almost f!>lery aspect feels 
diminished. It is practically an exact a 
port of the original with a few notable 
except100s: There are a few Lumines 
II skins thnmn in, the graphics are far 
less vibran~ and now there 1s at least 
five seconds of tot;il silence between 
skins as the sounds load. Of all of four 
Lumines games on the marke~ this 
one is the least impressive. Be that 
as it may, if you don't have a PSP or 
Xbox 360, it's your only option if you 
want to see what all the Lumines fuss 
is about-JOE 

PLAYSTATION 2 BOTTOM 8 75 
LINE • 

MLB 07: The Show > Concept: The array of 
improvements lead lo lhe high
est level of realism and lhe most 
rewarding experience lhis year > STYlf I OR 2-PI.AYER Sl'ORfS (2-1'1.AYER VIA PS2 ONLINE) > PUBLISHER SONY COMPUTER ENTERTAINMENT 

> DEVELOPER SONY COMPUTER ENTERTAINMENT AMERICA SAN DIEGO > REllASE FEBRUARY 27 > ESRB E > Graphia: Smooth anima
tions, but delai~ are lacking 

SWINGING FOR THE FENCES AGAIN > Sound: The lhree--man booth 
(Rex Hudler, Dave GJmpbell 
and Matt Vasgecian) acrurately 
calls lhe game, and properly 
recognizes most situations 

PLAYSTATION 2 

W 
ith the PlayStation 3 taking center 
stage, I was a bit worried that Sony 
would phone in the highly dreaded 
"this console is dead, so let's just 

update the rosters• sequel. MLB 07: The Show 
may show a lack of creativity in the naming 
convention, but through a number of innovative 
enhancements, it turned out to be the most 
impressive follow-up that Sony has put together 
so far. All eyes may be looking to the next- gen
eration, but for baseball you are going to have 
to tum your gaze toward the PlayStation 2. For 
hardcore baseball nuts, The Show is the game 
to gel 

Being able to create a player and try out for 
a spot on the team has always been the main 
allure of this series. Not only does it create a 
personal tie to the experience, it makes you 
appreciate each at bat more than you would in 
any other game. In this year's edition, we are 
seeing exactly how deep this experience can get 
In addition to batting. you are now tasked with 
playing defense and running the bases. Playing 
the field could be yawn~nducing affair, but 
thankfully, you never have to wait around for a 
ball to be hit to you. Like the batting sequences 
last year, the game automatically fast-forwards 
to when a ball is hit to you. Knowing when a 
ball is heading your way may seem cheesy, but 
this system allows you to get a proper jump 

PLAYSTATION 2 

Arena Football: Chulip 
Road to Glory 
> STYlf 1 TO IH'IAYER Sl'OR1S (2-l'IAYS! VIA 
PS20NUNE) 
> PUBLISHER £A Sl'OR1S 
> DEVEI.Ot>ER £A TIBURON 
> RELEASE FEBRUARY 20 > E5RB EIO+ 

Ill 
Don't mistake Arena 
Footbalrs run-and-
gun play style for an 
exabng wleo game. 

Between the receivers' lad< o1 ban 
awareness and the game's horrendous 
slowdown - which interferes with just 
about <Nery play - thlS lltle IS anything 
but high octane. ThlS yea(s 1ndusion 
of the Al2 minor league and a kid<ing 
minigame do little to add any value. 
Although the mid-air collisooos and the 
ability to control a WR are undoubtedly 
cool, there isn't even a solid gameplay 
foundation to make this anything more 
than a box wrth the AFl logo on rt. Afl7 
Send me to the CFL 1nstead.--«ATO 

> STYlf 1.f\A\'ER SlllllATlON,'RPG 
> PUIUSHO IWWME 
> DEVELDl'Ell VICTOR INFERAC1M/PUNCl 
> Rf1EASf FEBRUMr l4 > ESRB T 

• 

1hJS IS a quirky Japanese 
iasso,g game. I Sil'( lass 
n good,ye, because n's 
not worth your bme. 

Some games are Just made brol<en. I 
don't mean broken 11 the bug-riddled 
sense, but Olulip IS probably one ol 
the most poorly~ games I 
have ever played. Figuring out how to 
accomplish your goals IS hard enough. 
but often you don't even know what 
you are supposed to be doing 11 gen
eral I don't want to know how many 
times I died acodent;illy by searching 
through the garbage for money and 
finding poop,e instead, or getting run 
over by a scooter from out of nowhere. 
'Mlat I do know IS that each time I 
died n felt cheaper than a sophomore 
prom date.-BEN 

on the ball without having the disorientation of 
the camera switch you see in other baseball 
games. The fielding itself is incredibly fluid and 
extremely fun, but the game still makes ques
tionable decisions regarding which animation 
will be used. This can lead to some grounders 
getting through the diamond, or a sure out turn
ing into a runner on base. 

The batting and pitching battle has also been 
streamlined to further bring out the realism of 
the sport If a pitcher is on fire with a pitch, he 
will gain more confidence in that specific pitch. 
Like 2K's game, catchers are no longer static. 
They call for specific pitches and locations, and 
through this, accurately work the arm of indi
vidual pitchers. If Johan Santana has you down 
0-2, there's a good chance he'll make you look 
stupid with a • 12-6" curveball. 

On the batting Iron~ you can really tell when 
you get good wood on the ball or if you are 
going to dribble it foul. You also have to read the 
umpire. In any given game you can have one 
of three different umpire types: one with a tight 
strike zone, one with a wide zone, and another 
who calls the game fairly. The online leagues 
are also pretty slick and allow for a high level of 
customization and control. 

I love the look of 2K's game on PS3 and 
Xbox 360, but this game rules the base paths 
with its remarkable gameplay. - REINER 

> Playability: Not just a game 
of batting and pitching, Players 
must now learn the art of base 
running and fielding 
> Enter1ainmont: This is easily 
lhe deepest and most satisfying 
baseball game this year 
> Replay Volut: High 

Second Opinion 8.25 

rmimpr'5Sed.Oespilt1he 
rei,ellable lack of an analog 
swing. The Show delNel5 the 
absolute best pitcher/batter 
faceolls in video games to 
dale. Umps are lllngy l\1lh 
5lnkes. whtch forces pitdl
eis to reaDy wort for those 
backdoor oo-thei>lack calls. 
Protecting 1he plate on two
Slrie counts is also much 
easier, since you can foul off 
pitches that you can't afford 
to take. Some missteps on 
infield defense and a paudy 
ol analog controls hold this 
t.ie bad from true great
ness, but 1he PS2 won't see 
many more releases this 
enterlillnlnf- NJNI. 

PLAYSTATION 2 PLAYSTATION 2 

Shining 
Force EXA 
>STYU l-1'\Al'ER~ 
> PUBLISHER SK.A> DEVELOPER SECA 
> RllEASE MARCH 20 > E5RB 10+ 

Ill 
Given the Shining 
Fo<ce senes' recent 
track record, I was fully 
prepared to hate on 

some generic anime-1nfused hack n' 
slash garbage for this review. Imagine 
my surprise when I started having some 
genuine fun with it lhe basic combat 
is entertaining though the enemies 
are dumb as posts. and the scenarios 
you find yourself 1n shoY,case some 
aeanvity OON and then. lhe two main 
characters even play tot;illy differentlyl 
Even so, these good elements aren't 
anything more than what we should 
expect out of a modern acllon/RPG. 
Nothing stands out here to make this a 
must-play title in any sense of the word. 
There's nolhing wrong with enjoying 
some average-quality anime-infused 
had< n' slash. though. - ADAM 

Burnout Dominator 
> STYlf 1 TO 4-1'\AYER RACING 
> PUBLISHER ELKTRONIC ARTS 
> DEVEIDPER CRITERION GM4E5 
> RELEASE MARCH 6 > E5RB E 10> 

• 

Burnout Dominator 
feels like a b~ like a 
filler title to keep the 
franchise making money 

while Criterion works on the promised 
reinvention of the series that's planned 
on next-gen consoles wrth Burnout 5. 
That said, the core racing gameplay is 
solid enough that it's still probably the 
best PS2 racer that will come out this 
year. I like the structure of the main 
career mode, which lets you compete 
in a number of different event types to 
unlock new vehide dasses. If you've 
played this series on the 360, it's a little 
hard going back. especially since this 
lad<s online and the addictive Crash 
mode. Still, this has more than its share 
of thrills; it's a fender mangling py that 
few games can match.-MATT 
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WII 

SSX Blur 
> STYU 1 TO 4-PlAYER ACTION/SPORTS > PUBLISHER ELECTRONIC ARTS > DEVELOPER EA MONTREAL> Rfl£ASE FEBRUARY 27 > ESRB E 

AN ODDLY FAMILIAR RIDE 

I 'm happy to see that SSX is feeling a little 
refreshed after its tour. SSX 3 is still my 
favorite, and I always wanted to see a return 
to that entry's style - and SSX Blur is that 

and more. Blur's peaks are the same ones you 
logged so many hours on in SSX 3, yet this is not a 
complete retread. 

The biggest change to Blur is the new control 
scheme. You'll use the nunchuk to steer down 
the mountain, and these caNing controls are actu
ally intuitive and smooth. The rest of the control 
scheme takes a little more getting used to. There 
is no prewinding in this game; you flick the Wii 
remote in the direction you want to spin and hold 
the Z button while flicking the nunchuk in different 
directions to perform the grabs. It sounds confus
ing, but after a couple minutes it doesn't feel that 
bad. The one real problem I have with this game 
is that the ubertrick system doesn't work nearly as 
well as it should. The new controls do add some
thing new to the series, but almost the entire time I 
pined for something more traditional. 

Blur is a bit more streamlined than previous 
entries, meaning there isn't much do to aside 
from shredding the mountain and entering tour
naments. For some reason, the characters aren't 
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as customizable as they have been in previous 
entries. I don't mind that the game lacks this, as I 
would rather have a sohd trick system, but the fact 
that it's missing feels like a small step backwards 
for the senes. It would have been nice to see more 
new trails. Also, why don't any of the characters say 
anything? It's a little eene not heanng Moby's nar
cissistic diatribes as he is speeding by the slO'Ner 
contestants. 

Still, I can't complain too much 
since I had more fun with Blur 
overall than I did with On Tour. 
Pulling off a Triple Front Flip 
Nosebleed in the middle of a race 
down sheer ice is always fun, and 
there 1s just something about the 
sound a snowboard makes on 
fresh powder that always gets me 
pumped. But for all the fun I had 
with this game, it really just whet
ted my appetite for something a 
little meatier. - BEN 

BOTTOM 8 5 
LINE • 

> Concept: Move SSX 3 10 lhe 
Wii and find some w~ 10 pull off 
lhe ~,cks w,th lhe new remote 

> Graphics: Nol as blurry as 
advertised. Actually, lhe graph-
lCS m1ghl be lhe best part of 
lhe game 
> Sound: Nol ve,y impressive. 
No l,censed songs. no character 
VOKes, and lhe dynam,c mus,c 
system doesn't add much to lhe 
experience 

> Playability: The Wii controls 
won't appeal to everyone, bul 
those ~ d,cks w,th w,11 have a 
good ume 
> Entertainmtnt The new 
con~ols work, but alwdys 
conceo~11ng on what you 
are doing prevents you from 
being fully lrTlmelSed 

> Replay Value: Moderately 
High 

Second Opinion 7.5 

I love the fact that ~ 
and pubism il/e malung 
a real effort 10 tailor lhetr 
Wii lltles 10 the ~em·s 
uruque control scheme. Like 
Madden, Tony Hawk, and 
Call of Duty, the long-running 
SSX franchcle has completely 
reconfigured l1S control to 
make use ol the Wi remote. 
UnfortuncJlely, like those 
aforementioned games, rm 
not sure d •dtflerenr neces
sarily means "beltef." The 
basic controls for steering 
work great - I really llke the 
new caNing mechanics. 
However, the mish-mash 
ol inputs required to Irick -
pressing buttons, bltmg the 
nunchuk. and tracing shapes 
With the remote - ultimately 
feels muddled and confuling. 
There wdl be a brief period 
of time after you get the 
hang of ~ where you11 lhink, 
'Wf!N, th~ actually worts! 
Coolr This will soon followed 
by the feeling that, 'Mlile this 
is fun, you'd rather be ripping 
down lhe mountam the old
fashioned~. - MATT 



Wii 

Wii Play 
> STYl£ I OR 2-PLAYER ACTION > PUBLISHER NINTENDO> DMLOPER NINTENDO 
> REIIASE FEBRUARY 7 > ESRB E 

THE RETURN OF DUCK HUNT 

H 
ad Wii Play and Wii 
Sports been included 
together as one 
game, it might have 

produced a halfway decent 
package. Instead, one was 
served up as a pack in to 
be hailed by non-gamers as 
the best thing to happen to 
gaming since Ms. Pac Man, 
and the other now needs to 
be ransomed to its potential 
purchasers by including an 
extra Wii remote in the deal. 

1/\/hile the nine games that 
are included in Wii Play are 
certainly amusing, it would 
take several ddzen more of 
them to constitute a pur-
chase of comparable value 
with almost any other game 
released in the last several 
years. With that said, the ten 
minutes you'll spend playing 
each game for the first time is 
a blast. The Shooting Range 
may emerge as a clear favorite 
for many since i~ oasically 
a beefed up version of Duck 

Hunt, sadly minus any giggling 
dogs. The inexplicable cow 
racing game also offers some 
laughs, especially when you 
bump your fellow racers into 
the ditch. Tanks also entertains 
in a way almost identical 
to a certain old Atari 2600 
game, which maybe tells you 
something about the level 
of sophistication they were 
shooting for here. 

1/\/hile you can play any of 
the games solo, Wii Play is 
clearty designed as a pastime 
for friends; every one of the 
nine is best played with two 
remotes. It's also a little odd 
that the entire game seems 
oriented towards teaching 
players how to use the Wii 
remote. It wouldn't surprise 
me in the least to learn that 
Nintendo had this title origi
nally earmarked as the pack-in 
option until the more U.S.
friendly Wii Sports title nudged 
it out I suppose if you're out 
to buy yourself an additional 

Wii remote, you 
may as well 
cough up the 
extra few dollars 
for Wii Play. Just 

• don't get your 
hopes up too 
high.-MILLER 

BOTTOM 7 
LINE 

> Concept: Learn to use the 
Wii Remote in nine simple 
minigames 

> Graphics: Light years beyond 
the bar set by the Nintendo 
Entertainment System 

> Sound: Pretty much on par 
with the bar set by the Nintendo 
Entertainment System 

> Playability: Very ~ to pick 
up and play, ~ could be a blast to 
play at a very sho~ pa~ 

> Enlfflairunent: While I have 
few complaint; about any of the 
included games, none of the 
thril~ last very long 

> Replay Value: Moderately 
Low 

Second Opinion 6.5 

The comparisons here to 
Wi Sports are unavoidable. 
lie Wii SpOl1s, Wii Play is 
simple. somelimes fun, and 
not ftjy fleshed out Like Wii 
SpOl1s, Wi Play is a lot more 
fun to play with other people. 
And like Wii Sports. you 
will quidly tire of Wii Plays 
mmigames after only one 
or two playthroughs (except 
maybe lhe Dude Hunt 
game). Uriike Wi SpOl1s, 
howeYer, this game doesn1 
come free with a console. It 
does come with an extra Wii 
remote, effectively making 
each of the nine mmigames 
\With about a do8ar apiece. 
v.tiether lhat sounds like 
the deal or not is up to 
you.-BEN 

Wii 

Sonic and the 
Secret Rings 
> STYll I TO 4-PLAYER ACTION > PUBLISHER SEGA > DEVELOPER SEGA > REWSE FEBRUARY 20 > ESRB E 

NEW SYSTEM, SAME SONIC 

T
his game got some 
pretty good buzz out 
of E3, and I can't for 
the life of me figure 

out why. I love my work, but 
it never feels more like a job 
than when I have to review 
a Sonic game. Although the 
recent PSP title Sonic Rivals 
showed some signs of life, 
Sonic and the Secret Rings 
takes this franchise right back 
into the intensive care unit 

There are any number of 
things I don't like about this 
game, but let's start with the 
most important The control 
scheme is poor. 1/\/hile it 
'works" on a basic level, steer
ing Sonic through levels like 
an Excite Truck vehicle while 
flicking the remote to attack 
enemies is, more often than 
not, a mess. You'll often find 
yourself having to awkwardly 
back up to attempt a jump 
again, something that really 
detracts from the (admittedly 
nice) sense of speed. The 
thing that really got my goat 
were the power-ups - yes, 
POWER-UPS - that make the 

control more fluid! Seriously? I 
have to earn good control? 

I'd criticize the ludicrous 
plot and static cutscenes, but 
I doubt many of you even 
expect the storytelling in a 
Sonic title to be any good at 
this point 1/\/hile some of the 
levels look nice enough, you 
often repeat the same course, 
or slight alterations thereof, 
numerous times before 
advancing to the next wortd. 

1/\/hile it's nice that they 
included minigames, in actu
ality not many of them are 
much fun, and there are often 
totally arbitrary "events• like 
whirtpools that kept Bryan 
from winning our Pirate Cove 
contest even though he was 
consistently doing better 
than me. 

I wish I could say that this 
was a disappointment for 
the once-great franchise, 
but that would be a lie. By 
now, this is pretty much what 
you can expect from Sonic 
the Hedgehog, and that's 
a shame.-MATT 

BOTTOM 5 5 
LINE • 

> Caupt: Create exating new 
motJon-sensitive ~ for Sonic 
to sud 

> CiApllia: It's fine, but 
no major step OYer the last· 
generation Sonic titles 

> s.-d: Know what to 
expect '80s pop metal wankeiy. 
Although the theme song ~ 
almost great in how ndlCUfous 
rt~ 

> l'llylllay: It's an ~nterest
mg" Wii take on the famiiar 
Sonic controls 

> &deitainlMM: Repetitive 
gameplay. poorly designed lev
els. and spotty control make for a 
ranod fillet of hedgehog 

> lllplly V..: Moderate 

Second Opinion 5. 75 

"Seven rings in han<V 
AmMed hearls c.aldl lire 
now." So goes the <horus to 
Sonic's latest metal theme 
song. Sonic is shot with a 
flaming lmNI by an evil 
genie and must collect seven 
rings to SUNNe. You see? The 
song talks about whal's going 
on! Mf'Nitl, the game woos 
best Y«lell you rombtne 
eventual "power-ups" that 
improve left-to-nght move
ment and enemy targeting 
with long solid stretches of 
land. Once Sonic Team llllro
duces frustrating platforming 
elements, horrible camera 
angles. sections vhle you 
must slov.+/ inch along a 
narrow edge, and walls that 
won't break unlll you badt 
up and kill a few enemies. 
e-ierytllingfalls apart. Some 
is about reddess speed, so 
Wf"( is he C0ll5lanlly gettJng 
slowed down?-BRYAN 
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B 
y now, you've either played Guitar Hero, 
heard about it from a friend, or read us 
raving about it for the last year. I don't have 
a lot to add to the conversation about 

this game, but I did want to relate a brief anecdote 
that I think illustrates why this game has been 
so successful. 

This past New Year's Eve, Andy had a party. A 
large group was down in the basemeni where 
he has his games setup, and inevitably a game of 
Guitar Hero got started. While the people from GI in 
attendance were already converts, what really inter
ested me was the way that this game draws new 
people under its spell. I'd say that at least half of the 
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people there were not avid game players, some 
not gamers at all. Still, after an hour, there were 
constant lines of partygoers who - after having 
just played a few songs - were working their 
way through the first batch of tunes and not-so
patiently yearning for another turn. Suddenly, 
the line for Guitar Hero was longer than the 
line for booze, which is saying something. It's 
pretty rare for a game to have this effect, and I 
think it's a testament to Harmonix development 
expertise that Guitar Hero is addictive and invit
ing for everyone from the most novice player to 
the most hardcore. 

Guitar Hero II, as you likely already know, 
improved on the original by adding 

a great guitar/bass duet mode, 
more real-world gear endorse

ments, encores, and 
"Freebird." I heard some 
complaints from people that 
felt the soundtrack could 
have used more "hits," but I 
honestly liked having a few 
more dark horses in the race. 
Those whiners should be happy 
that quite a few of the 10 new 
songs are well-known songs 
by the likes Iron Maiden, Deep 
Purple, Rick Derringer, Rancid, 
and Toadies. Also, I couldn't fail 
to mention just how crucial the 

inclusion of "The Trooper" is - Maiden's scorching 
leads have no peer in the world of metal. 

I have few complaints about this package. It's not 
dramatically better than the PlayStation 2 version, 
but it's great that a whole new audience is going to 
have the opportunity to play Guilar Hero II. I'm glad 
they included some new songs, and am excited at 
the prospect of downloading future tracks on Xbox 
Live, but a little disappointed that it wasn't possible 
to include online multiplayer, a feature that would 
have taken the GH experience to the next level. 
Also, I have a problem with the placement of the 
Xbox 360 Guide, start, and select buttons, which I 
frequently found myself hitting by mistake - paus
ing the game - with the palm of my picking hand. 
To be fair, I was the only one in the office who 
had serious complaints about this, so maybe it's 
just my own overly zealous strumming style that's 
the culprit 

These slight quibbles aside, Guitar Hero II is a fan
tastic game. If you haven't already, go out and buy it 
It's just that simple.-MATT 

BOTTOM 9 25 
LINE ■ 

> Concept: AA enhanced 360 
pon of the PS2 classic with a 
new Gibson Explorer-style ax and 
hot new tracks 

> Graphia: Some nice 
enhancements, but I never have 
time to pay attention to the 
graphics 

> Sound: Ten new !rads. includ
ing "Hush" bv Deep Purple and 
"The Trooper" bv Iron Maiden 

> Playability: Smooth as ~lk 
gameplay, although I don't like 
the placement of the stan and 
select buttons 

> Enteftainment: It's ~mply 
one ol the most purely fun 
games of the ~ few years; Xbox 
owners need to ched< th~ out 

The ~ bme I he.Id Iha! 
GIJ!ar Hero - coming to 
Xbox 360, I had the fob¥. 
ing reacbon: "Yes! They'll 
have downloadable songs, 
online rock-0115, and a tasly 
wireless guitar controller." 
Unfortunately, GH II only has 
one of these features and, 
as of press time, there's still 
no mrd from RedOctane 
on the nawre and frequency 
of the doilTlloads. However, 
all of the Guitar Hero action 
players are accustomed to 
is perfectty uJptured here 
in higlH!ef (not that that's 
a huge deal for lhis type 
of 11c1me). The eighl new 
licensed tracks help to beef 
up the career mode and 
mostollhemarelllp-noCdl. I 
par1icufarfy~ "l'osDn 
Kingdom,. "Dead~. and 
"Hush." For me, I don1 think 
I'm ready to leave behind 
the S 160 I spent on the PS2 
versions and then blow $90 
on ilnolher setup for a few 
new songs. 8IJ if you O'lt11 
a 360 and have held won 
buying ~ form ol Qitar 
Hero so far, this is definitely a 

must-buy.-BRYAN 



XBOX 360 

UEFA Champions 
League 2006-2007 
> STYLE I TO 4-PLAYER SPORTS (UP TO 8-PLAYER VIA XBOX LIVE) 
> PUBLISHER EA SPORTS> DMLOPER EA CANADA 
> RELEASE MARCH 20 > ESRB E 

GETTING KAKA FOR RONALDINHO 

M 
aybe you don't know 
what UEFA is, but 
don't worry- it's not 
what's really inter

esting about this game. 1/v'hile I 
usually roll my eyes at EA when 
it tries to stuff an offseason FIFA 
title down my throa~ this time 
the publisher does indeed come 
bearing gifts. 

The new Ultimate Team mode 
is addictive as it combines regu
lar gameplay and managerial 
acumen with a trading card com
ponent that entices with a con
stant sense of accomplishment 
and attraction. You buy packs of 
cards that contain player, coach, 
staff, and action cards with points 
you earn throughout every mode 
in the game. Since you are con
stantly using cards for trainin& 
contracts, and even while you're 
playing on the pitch itself, this 
mode is about always buying 
new packs of cards and availing 
yourself of the best players and 
card bonuses. Although I don't 
get into its structure of fixtures 
(I want a more concrete league 
format), it's very addictive and 
balanced well. You can always 
get points to buy cards, even 
if you lose, but you also have 
to continually buy card packs 
because your players' contracts 
will constantly expire. Being able 
to trade cards online is a great 
idea, and you can set how many 
credits you want to trade your 
cards for. 

1/v'hat this UEFA 
achieves in this new 
mode it loses in the 
actual gameplay. 
The reduction in the 
speed of the game 
and its continuing 
problem with close 

BOTTOM 7 5 
LINE • 

> Concept: Spice up ihe typical 
EA FIFA stopgap title l'<ith a new 
mode !hat's oorth cheding out 

> Grophia: The face models 
have gone back 10 being waxen 
and ugly 

> Sound: Nol much change 
here from ihe standard soc
cer fare 

> Playobility: Th~ calego,y 
conlinues to be EA's weak poinl 

> Entertainment; The Ultimale 
Team Mode ~ better ihan ihe 
actual soccer, which ~ loo bad 

> Replay Value: Moderalely 
High 

Second Opinion 7.25 

On its own merits, UEFA 
olfffl I decent match 
ol soccer, Mil if the 
gameplay 1154!11 feels pretty 
inconsistert. Defensive ,J 
often makes the most ridit
ulous decisions, and baR 
control and~ don't 
feel tight II all. What saves 
the pme from mediocrity is 
the c:ollecdJle card syslem. 
a lllique, albeit 9immidy, 
MY to let players build their 
own ttarn and lrade online. 
v.1ly this and the European 
teams themsMS couldn, 
haw been incorporll!d 
into the most recent RFA 
is a queslion n leawe to 
more aslllle milds. but~ 
does make you wonder, 
doesn't it?-MWR 

quarters player-on-player interaction make the pace of play 
too deliberate. Soccer is a fluid game filled with bursts of 
inspiration and beauty. I don't feel that when I play UEFA 
Hopefully the next FIFA can shore up its gameplay problems 
and retain this exciting new mode.-KATO 

XBOX 360 QUICKIES 

XBOX360 

Dance Dance 
Revolution 
Universe 
> Sllll 1 TO 4-l'IA\'ER MUSIC (UP TO 4-l'IA\'ER 
VlAXBOXLM) 
>PUIIISIIIII KONAAII > DlWLOPD KONAMI 

> l1BfASl FEBRUARY 27 > ESU ElO+ 

It's unusual and unfortu
nate that the inaugural 
DDR on the 360 fails to 
implement the coolest 

thing that's happened in dance games 
recently - inputting and grooving to your 
rmn tracks. In the absence of that fea
ture, a few more well-knrmn artists make 
an appearance, such as Kylie Minogue's 
sultry ballad "Slow' and Cascada's sick
eningly sweet pop hit "Everytime We 
Touch~ However, by and large the tunes 
meld together into a synthy soup fla
vored with way too many dashes of Euro 
dance seasoning. \Mth the exception of 
some inane new modes, gameplay is 
the same as ever - an addictive blend 
of exercise and looking like an idiot, wrth 
not the barest hint of a change to the 
fOITT1ula that has sold so well for them 
these last eight years. - MILUR 

XBOX 360 

Samurai Warriors 2: 
Empires 
> Sllll 1 OR 2-PIA\'ER ACTlON 
> PU1US11D1 KOEI > DlWI.OPD OMEGA 
FORCE> l1BfASl FEBRUARY 27 > UII T 

• 

I like to try to look at 
the bright side of things. 
Take, for example, 
Samurai Warrio<s. Sure it 

plays like e:,ery other Dynasty/Samurai 
Warriors game e:,er made, but that's 
just Koei playing off its strengths, right? 
So maybe the battle system and PJ still 
suck, and the graphics look like an origi
nal Xbox game. Is that really a btg dear? 
Building up an amny and conquering a 
nation is still fun. V'mo cares n hundrecls 
of other games do it better? And sure 
the game suffers from some slowdown 
and odd glitches, but maybe n Koei 
takes a little more time and polishes 
up ... What? You're telling me this game 
is out already? Oh, my.-BEN 
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XBOX 360 

Fuzion Frenzy 2 
> STYlE I TO 4-PLAYER ACTION (UP TO 4-PLAYER VIA XBOX UIVE) > PUBLISHER MICROSOFT 
> DMLOPER HUDSON SOFT> RELEASE JANUARY 30 > ESRB EIO+ 

NOT THE WORST GAME EVER, BUT CLOSE 

T 
he Fuzion Frenzy franchise has been rightfully 
dead for five years. It accompanied the launch of 
the Xbox on November 15, 2001, and died the 
day after. 1/v'hy Microsoft decided to resurrect it 

I'll never fully understand, but it does serve a purpose. It 
dearly pinpoints the biggest difference between the origi
nal Xbox and Xbox 360; in this generation, Microsoft has 
eliminated most of the garbage from ~ first-party lineup. 
Fuzion Frenzy 2 is a reminder of how far this company 
has come as a publisher. 

If you played the original game, your brain may not 
allow you to fully believe my next statement This sequel 
is light-years worse than ~ predecessor, which is surpris
ing since this is basically the same game from a design 
standpoint Once again, the goal of the game is to battle 
against three combatants in minigames that are dis
persed on different planets. Earn enough points in these 
games, and you'll win a planet The first person to secure 
the designated number of planets wins the game. 

Of the 40-plus minigames, I only found myself 
amused by a few. I wasn't amused because these games 
are entertainin& but rather because they are so laughably 
bad. All of the games range from incredibly boring to 
nearly broken. 

The worst part of Fuzion Frenzy 2 is the announcer. 
This meathead talks up a storm, but he only has a few 
lines of dialogue at his disposal. In one match, I heard 
him say 'Was that a lot of damage Player 27 seven 
times, and "I've never seen a battle this crazj' four 
times. Mind you, this match only lasted for 49 seconds. 
He's like Chris Tucker from The Fifth Element, but twice 
as annoying. 

Even if you are strong enough to stomach the miser
able gameplay, excelling at the minigames doesn't nec
essarily mean victory. Rather than having skill stand on ~ 
own, the game balance is thrown out of whack thanks 
to multiplier cards that players can earn. If you were to 
place second in a match, you would earn six points. If 
you had a six-time multiplier, this point total jumps to 36. 
Victory usually falls into the hands of the person who has 
multiplier cards. 

The only good that this game 
serves is that it keeps Fuzion 
Frenzy's legacy of being syn
onymous with "bad game" alive 
for another generation. Even if 
Microsoft offers it as a five dollar 
download on Xbox Live Arcade, 
pass on it - unless, of course, 
you collect Worst Games of 
the Year.-REINER 

BOTTOM 2 
LINE 

> Concept: Over 40 crappy 
minigamesu,spacel 

> Graphia: Not even dose 10 

ihe best ihat ihe original Xbox 
had to offer 

> Sound: Join me in creat
ing a pelition 10 demand ihat 
Microsoft poblidy execute 
Jh5 annooncer in a video on 
Xbox Live 

> Playlbility: Playable in 1he 
sense ihat you can mo11e your 
character. Not playable in ihe 
sense ihat your dlaracter doesll't 
respond how you h'ke 

> EnttlUinment Enier1aining 
solely for how bad it 5 

> Replay Volue: Moderaiely 
Low 

Second Opinion 1.25 

l~disaf-eeMh 
llans's heacline. Fuzion 
Fn!l1Zy 2 15 mosl cataintf 
the..stpmelhaveMr 
played. The crit .,.i ol lhis 
pme that I didn'I axnplelely 
despise was the ffllin mei-. 
5Clffll. which leilllRs some 
pe11 laSl!IS. Juslwhen I 
1houdt I had played the 
mosl hal-assed. haRk><oo
llOI,, pilceds-minipne 
d al 1imt. lhe wry nect 
one turns Oil to be wor5t -

llllin and11111 and a(lilin. 
FF 2 llil problblv sel a few 
copies... to Sllln. This is the 
pnCI pmeforthe ela'
Mlvdamned.-llRYAN 
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PC 

Supreme Commander 
> STYU 1-PlAYER STRATEGY (UP TO 8-PLAYER VIA lmERNET OR LAN) > PIIBIJSHER THQ > DEVELOPER GAS POWERED GAMES 
>IIBfASE FEBRUARV20>ESU E 10. ' 

ON TOP OF THE WORLD 

D 
o you intuitively know to 
set production buildings to 
hotkeys so that you can reset 
their rally points in a split 

second, queue construction orders 
for builder units on the fly, and scout 
enemy bases during the first two 
minutes of the match and constandy 
thereafter while fighting a multiple
front war and ensuring the balance 
and growth of your economy? If noi 
prepare for some pretty serious beat 
downs while you learn Supreme 
Commande(s ropes. This is a real
time strategy game that makes no 
bones about targeting genre enthust
asts. It's also one of the best releases 
that the RTS genre has ever seen. 

Winning an RTS match is ultimately 
a question of turning the map's 
raw resources into fieiy death more 
efficiently than your opponent 
Supreme Commander, with its focus 
on economy and its massive annies 
made up of faceless robots, strips the 
genre down to this core conflict The 
groundbreaking user interface makes 
this both possible and massively 
entertaining. Instant full-battlefield 
vision via the slick zoom feature and 
powerful task-automation controls 
allow players to focus on macro-level 
strategy, rather than being bogged 
down in the minutiae of low-level 
command. Once you've mastered 
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this UI, it's keyboard-smashingly frus
trating to go back to more primitive 
RTSs. On top of all thai the massive 
maps, varied troop types, and high 
unit caps provide lots of room to 
develop and counter esoteric strate
gies. 

Perhaps more so than any other 
RTS, Supreme Commander caters 
to a slower, even "turtling" playstyle. 
Every faction has access to expensive, 
slow-buildin& game-breaking units 
in the endgame. They all have their 
counters - anything can be blown up 
with the proper application of nuclear, 
chemical, or laser weapons - but 
good luck suiviving against an artillery 
piece that can toast your base from 
five kilometers away. Static defense 
is incredibly powerful; any assault 
against a competent player will 
require a massive invasion force to 
accomplish anything. Matches tend 
to last an hour or more - Starcraft
style furiously quick matches are not 
what you'll find here. 

As much as I love Supreme 
Commander, it won't be for every
one. The gameplay style is markedly 
different than traditional RTS, and it's 
a difference that not everyone will 
appreciate. Economic expansion is 
perhaps too powerful; the speed at 
which resource generation acceler
ates in the hands of a knowledgeable 

player means that a single 
missed beat of tempo 
can bury you under an 
uncounterable swann of 
units. However, the overall 
high level of polish and 
deep macro-level schem
ing are enough to cement 
its place in the upper ech
elons of strategy gaming. 
regardless of personal 
taste.-ADAM 

BOTTOM 9 
LINE 

> c-tpt Make an RTS so 
huge, so fanlastic. !hat the utter 
lack of Pffi()llahty and flavor 
doesn't matter 

> Cnpl,lcs: Gleat when yoo're 
zoomed in, fllncoonal when 
yoo're zoomed out 
> Sound: "Transport is fllll. 
Transport is fllll Transport is full: 
Enoogh already! 
> Pllylbay: The ability to 
automate nearly MfY task is 
necessary given the saile of 
the game 

>~lt'sadiffer
ent sort of RTS, but ooe !hat 
works brilliantly once yoo get a 
handle on rt 

> Replay Vllue: High 

Second Opinion 9 

This game isn' fof weak
kneedgeierals.EYfflplu
ates d ~ miilary 
tactics dm5 at West Point 
wil have their hands fut 
with Supreme Commander's 
frantic, challenging baltles. 
lrMirnidalilg~ aside, this 
game shood become the 
de facto eiiample ol how to 
exime an RTS inll!rfare. 
Queuing C0ITllllilnds, amass
ng troops. and mcNing the 
uirnera from hot zones to 
base camp has never been 
more ftuid. My only wish is 
that the factions had more 
defining charaal!ristics on 
lhe battlefield. R.aretf did I 
feel one ol my fortes had 
a dislincl difference com
pared to my enemy unless I 
unleashed one ol the earth
shattering eq>erinenral units. 
Noobs take nole - the strong 
enerrti' ~ and poolly
cuted MDrials keep Supreme 
Convnander from being a 
good imoductory RTS. 814 if 
you are a lwdened 'M!r vet 
or a new remit capable ol 
stcmaching a ~ learning 
cun,e (IWlidl wl imlariably 
include a few ass v.ooop
ings}, lhis game is tough to 
passOl/el'. -BERJZ 

PC 

Vanguard: Saga of Heroes 
> STYLE MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME> PUBLISHER SONY ONLINE 
ENTERTAINMENT> DEVELOPER SIGIL GAMES ONLINE > RELEASE JANUARY JO > ESRB T 

FACELESS 

I 've got nothing against Vanguard. It's an 
entirely competent MMORPG, and if you can 
find a decent group of people to play with, it 
can be an absolute blast At the same time, 

though, you're still jumping through a series of 
hoops dictated by a game design that hails all the 
way back from text-based MU Os. And Vanguard 
doesn't pull it off with the kind of aplomb that 
World of Warcraft does. 

There are some cool ideas and systems here. 
The diplomacy minigame, for instance, provides 
an entertaining distraction that adds a dimension 
to exploring new areas. Crafting is a much deeper 
and more complex web of interactions than you'll 
see in most MMOs. Much of the content does a 
good job of allowing players to see and interact 
with one another - which creates the illusion of 
a cohesive world much better than sequestering 
players in instances a la WoW - while discourag· 
ing griefing. Each class features cool mechanics for 
both solo and group play, and the combat is fast 
and entertaining. 

Unfortunately, Vanguard also has its share of 
flaws. The sheer scale of the game world has 
resulted in huge tracts of land being devoid of 
any meaningful content. This spread-out design 
can make it unlikely you'll run into other players 
and start making the social connections that make 
MMOs special. And the game doesn't do much to 
help new players over the relatively steep learning 
cuive, which can be a barrier even to MMO vets. 

If a slower-paced, more complex title in the vein 
of EverQuest is what you're looking for, Vanguard 
will seive you well. A lack of polish in several areas 
and strong competition keep this game from 
being particularly special, though.-ADAM 

BOTTOM 7 5 
LINE • 

> Con<ept: Many of the original 
brains behind EverQuest get 
back together to make the next
gen MMO they always wanted to 

> Graphks: Grand vistas and 
outstanding battle animations 
make this a pleasure 10 behold if 
yoo have the PC to do it justice 

> Sound: Like any MMO, you'll 
be best sel\'ed running iTunes 
in the background after a few 
dozen hours 

> Playability: The weird lag 
~sues and bugs that p@gue most 
MMO @unches are thankfully 
under control here 

> Entertainment: This ~ yet 
another take on the EverQuest 
model. It's a decent one, but 
you're still grinding mobs and 
gainingXP 

> Replay Value: Moderate 

Second Opinion 7.75 

Vanguard is a really big 
game. mostly to its benefit 
and in some cases to its det
riment. MMO players loolcing 
for something new could 
do far worse than the huge 
variety of races. classes, and 
professions lhat are offered 
b-f Vanguard's invnensely 
flexible desi8n- In partiru-
lar, I found the~ 
missions (carried out b-f a 
simple but fun card game) 
to be a great allemative to 
the normal monster grind. 
The familiar combat engine 
has just enough innova-
tion to keep t interesting, 
and some of the in-game 
art is breathtaking - a fine 
accompaniment to the great 
musical score. l-k>wel.<es", the 
huge. often-empty expanses 
between major locations is 
a turnoff, and the game as 
a whole is trying to offer so 
many races, locations, and 
options lhat it's hard to really 
find a focus early on. Slill. 
never let it be said that there 
aren, plenty d things to lly 
oot and explore. - MILLER 



World of Warcraft: 
The Burning Crusade 
> STYlE MASSIVELY MULTI PLAYER ONLINE ROLE-PLAYING GAME> PUBLISHER BLIZZARD ENTERTAINMENT 
> DEVELOPER BLIZZARD ENTERTAINMENT> REI.WE JANUARY 16 > ESRB T 

WHEN IT ITCHES IT BURNS 

I 
am what you would consider a hardcore 
World of Warcraft player. Before tha~ it was 
EverQuest, with plenty of other games in 
between - from Dark Age of Camelot to 

Anarchy Online. One thing has been constant with 
every MMORPG I have ever played: Each expansion 
gradually destroys the thing that made the original 
game so fascinating. 

There are many pitfalls that await an MMO 
expansion. Sometimes it's the extra experience 
levels that ruin all the previous content; other 
times it's a new race or class that throws off any 
semblance of game balance. Burning Crusade 
was unable to find a solution to the new levels 
and items that basically render the original content 
worthless (going back to the two old continents 
now feels like attending a funeral). However, it 
does manage to reinvent itself in many ways to 
make the expansion feel fresh and, on the whole, 
more engaging than the original. 

This is obvious the moment you walk into 
Outland (the world where most of the new con
tent is). The new zones are huge in comparison to 
the original game and graphically lush. But it's the 
content inside them, the quests and the instances, 
that make the whole game tick. 

Blizzard has worked very hard to create encoun
ters and quests that not only offer content to the 
casual player, but to the hardcore player as well. 
The dungeons, which range from a five-man crawl 
to a 25-man raid, offer challenges for all types 
of players. This is especially true for the five-man 
content that offers a normal and heroic mode 
for those that want a bigger challenge from the 
game's easier-to-complete content. 

Before this review, I managed to get through 
the game's five- and ten-man content and had 
started on the raid content. It's very challenging at 
almost every level, with the best encounter design 
I have ever seen in a game of its ilk. Since Blizzard 

has been very stingy with its itemization, many 
of the "upgrades• you get in the game are more 
like "side-grades.• While unsatisfying to a degree, 
it does keep the challenge and interest in the 
game and doesn't allow players to blast through 
the content in a matter of weeks - which, in this 
reviewer's opinion, is a good thing. 

However, like any MMORPG, Bliuard can always 
offer updates to smooth out the rough edges of 
the game, as is far too often the case, ruin the 
experience by catering to the clamoring masses 
begging for easier content. 

My hope is that Blizzard doesn't cave in, at least 
not for a long while, as The Burning Crusade is 
easily the best expansion to an MMO I have ever 
had the pleasure to play. From the thrill of soar
ing through skies on this game's flying mounts to 
the rush of defeating Nightbane in the bowels of 
Karazhan, The Burning Crusade is a gaming itch 
that is a joy to scratch.-ANDY 

BOTTOM 9 75 
LINE • 

> Concept: New levels. new 
gear, new areas to explore 

> Graphi<s: You erther loYe 
Bliuard's style or you hate rt. ~ 
you hate it, you should have an 
~exam 

> Sound: Burning Crusade 
delivers such an ep,c soundtrad< 
that I would actually recommend 
the Collec!O<'s Edition Just to get 
the music 

> Playability: The dungeons 
and design in Burning Crusade 
are simply second to none 

> Enttltainment: JI you enjoy a 
good MMORPG, WoW,ssanply 
the best one on the markel 

> Replay Value: High 

Second Opinion 9. 75 

The Btmng Crusade is a 
maw.<e expansion. and 
rm right there~ the mi
hons of subscnbels. "'1f" 
ing llS Slghls and sounds 
,mmensely, The COiten! is 
miles above what we !INl 11 
Azero«h, bolh in polish and in 
<M!fall fun. Balance IS va!lly 
improyed in aH areas of the 
game, and the laundry hst 
of nagging issues thal have 
been resolved is ~ long. 
I can1 think of the last time 
I gladly sitJlirnaled my IR 
no a game as deeply as I 
have~ this expansion. 
However. Burning Crusade 
does not tum WoW lnlO 
something It's not. You still 
won't find the awesome 
Realm-wRealm battles of 
D.lrk Age of Camelo! here. 
Players slill have lltlle to no 
control <M!f the state of 
the IW!ld, and your faction 
can't gain or lose territory 
ltke in EVE Online. Crafting 
professions are 11111 strictly 
relegated to a bad-i&lt role. 
This is not the next evolu
lJOO of masSM!ly rnufliplayer 
onlme gaming, but rt is an 
enormous addition to the 
smoothest. most enaag-
ing experience the Uhima 
~ design 
philosophy has proo.iced 
There's a reason that ll's so 
popufar.-AOAM 
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PSP QUICKIES 

PSP 

Capcom Puzzle 
World 
> ST\'11 l-1'\AY81 PUZZll/ACOON (2-f'IAl'ERVIA 

,CHOC)> l'UllmBCN'COM 
>- CN'COII 
>IIUASlFEBlllM6>BaE 

II'., f • ,. ., '~ ' - ~ ,.. 

M . .., • 

• U ·. 
. ,r: ... 1 , : ,. • • 

Ill 
No O)fflpany loves 
rev1S111ngt1Shistoryas 
much as Capcom Now 
PSP OMlelS can get 

!heir hands on a new oolecllon that 
packages one bona fide c1asgc (Super 
Puzzle Fighter II Turbo) alongside some 
lesser knoM, arcade games. Super 
Puzzle Fighter helped create the lem
plate for the modem puzzle game (see: 
Lum,nes), and remaons as addicnve as 
ever. 8lell some rarely seen Japanese 
versions of the tJtle are nduded here, 
wluch wiH be a boon to oolleaors. The 
other stuff - llvee Busler Bros. tnles and 
an Mano,d done cleverly named Blod< 
Blod< - IS JUSI fine, but hardly aucial to 
anyone but the most ardent Capcom fan. 
Still, Puzzle Fighter alone might mk ths 
worth the S30 for a lot ol lolcs.-MATT 

PSP 

Sid Meier's 
Pirates! 
>ST\'11 1.f'IAYERAIMNTUIIE(UP1044'1A!Bt 
VIA,CHOC)>,.._ltCGAMES 

>-rnwas 
>IIUASlJ.INUIR'l2l>BaE 

II
. : Avast! After a few years 

adnft on the Xbox and 
PC, Sid Meier's Pirates! 
has brought Its booty 

to a new port - the PSP. To the great 
fortune of pirate fans everywhere, the 
classic game has developed naiy a bn 
of SOJrvy dunng its voyages. Pvates 
offers the same great mix of addldlve 
m1nigames to which we sea dogs have 
grown accustomed. By fencing famous 
pirates, raiding nval trade ships, and 
wooing govemol's daughters, you can 
tum your swashbuddmg buccaneer 
mto one of the most infamous ptra!es 
on the open seas.-BERTZ 
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Ratchet & Clank: 
Size Matters 
> STYLE 1-1'\AYERACTION (UPTO 4-PlAYER VIA \'Ml) > PUBUSHER SONY COMPUTER ENTERTAINMENT 
> DEVELOPER HIGH IMPACT GM1ES > RELEASE FEBRUARY ll > ESRB E 10+ 

AN AMAZING HANDHELD ADVENTURE 

W 
hen a major console franchise 
moves to handheld, there's usually 
a stigma attached to it Is this game 
going to be a hand-me-down port, 

a side stOI)', or a completely different entity 
altogether? With Insomniac Games focused 
on bringing Ratchet & dank to P1ayStation 3, 
first time developer High Impact Games was 
called in to bring the gun-toting rodent and his 
robotic companion to the handheld realm. This 
development scenario screams for a side story 
similar to Daxter, Metal Gear Acid, or Grand 
Theft Auto: Vice City Stories. But surprisingly 
enough, Ratchet & Clank: Size Matters is a direct 
sequel that doesn't skip a beat in delivering the 
high-octane thrills you've come to expect from this series 
on console. 

Size Matters feels so similar, in fact, that I'm begin
ning to think High Impact is a secret alias for Insomniac, 
much like Steven King's pseudonym Richard Bachman. 
The trademark humor, outrageous weapon designs, and 
unforgettable cast of characters appear to be stripped 
straight from lnsomniac's portfolio. Which is not to say, 
however, that High Impact is simply connecting the dots 
that Insomniac has laid out. 

The best parts of Size Matters stem solely from High 
Impact's creative minds. This is most prominent in the 
st0!)', which delves deeply into Captain Qwark's per
sonal life. High Impact also leaves its mark on the level 
designs, which are some of the best the series has to 
offer. In one stage, Ratchet shrinks to microscopic pro
portions to infiltrate Clank's bocly. In another level, which 
is just as outlandish as the highly acdaimed Milkman 
stage in Psychonauts, Ratchet traverses an ever-dianging 
dream world that daules the eye with mind-bending 
imagery and hypnotic effects. 

We may have said this hundreds of times already, but 
navigating 3D space without a second analog stick is no 
easy task. High Impact did a commendable job making 
Ratchet's fast-paced play feel at home on the PSP, but as 
you would expect, the movement isn't as graceful as it 
is on the console. Many different control schematics are 
offered, but I found that the best system is to use the d
pad to perform basic strafing functions and the shoulder 
buttons for turning. It's a bit awkward, but the game does 
a good job of keeping the action in front of you, and the 
auto-lock targeting is highly effective. 

Holding true to its lineage, Size Matters dabbles in 
space combai racing. and an assortment of minigames. 
Clank, who continues to be used more and more with 
each passing game, is a part of two gorgeously crafted 
space combat levels. He also competes in a fun destruc
tion derby, plus several other modes that we've seen 
in previous games. This variant gameplay is not as kind 
to our long-eared friend. Ratchet's hoverboard racing 
controls are so frustrating that the developer seems to 
have compensated by dumbing down the Al to the point 
that no skill is required other than to keep your board 

from crashing. 
As always, players can level up their 

weapons (the bee gun is especially amus
ing in later levels), purchase weapon mods, 
unlock new armors, and unearth Skill Points 
and Bolts. Multiplayer is once again preseni 
but it's by no means as frantic or fun as the 
console offerings. Your choices are limited 
to just four players and a selection of fairly 
boring maps. 

Size Matters isn't the best that this series 
has to offer, but it's definitely a welcome 
addition to the family, and a must-have 
for fans.-REINER 

BOTTOM 9 
LINE 

> Concept Ratchet has lost 
none of h5 alieM!)latteong 
spunk ITT h~ first handheld 
adventure 

> Graphics: Some stages seem 
designed to show how many 
particle effects the PSP c.in 

dtsplay at once. In other v«>rds, 
It's beautiful 

> Sound: An upbe.it soundtrack 
With familiar voices and sound 
effects 

> Playability: Not quite as 
,nturuve as the console games, 
rut the action 5 iUSI as dynamic 

> Entfflllinmtnt An amazing 
game from start 10 finish. Like 
all Ratchets, replay ~ offered ,n 
questing to unlocl: the hidden 
Bohs and Skill Points 

> Replay Value: Moderate 

Ratchel & Clank is one ol 
rnv favorite series of all 
time. so I had high expecta
tJons for this new handheld 
adventure. rm happy to 
repolt that Sae Malters 
meets nearly aU of them. 
The core of what makes 
R&C great - awesome 
weapons, gameplay variety, 
and humor - is represented 
in Mry minlde of this tide. 
The game offers quite a 
few new ideas, some that 
won (the Oank space 
shootet' levels and new 
multiplayer modes) and a 
few that don't (the Robot 
Wars inspired minipmes 
and hcM!rboarcfing). Sacly, 
the lad of a second analog 
means that we have to bid 
farewell to the Ff'S.styte 
control scheme that I felt 
helped the series' mulli
player oome irto its own 
in Deacloded. Slifl. this is 
a rolliding ride. and sure 
to be one of the best PSP 
games this yea. - MATT 



PSP 

Gurumin: 
A Monstrous Adventure 
> STYLE l·PIAYER ACTION/RPG> PUBLISHER MASllFF/NIHON FALCOM CORP> DEVELOPER NIHON FALCOM CORP 
> REl.fASE FEBRUARY 12 > ESRB EIO+ 

I DIDN'T HATE MY WEEKEND 

P arin is a young girl 
sent by her parents to 
live with her absent
minded grandfather. 

But the town that her grandfa
ther lives in is a mining town 
with no other children, and the 
first fat hairy guy she runs into 
turns out to be a pedophile 
who starts hitting on her. It's no 
surprise that to escape from 
her world of sin and loneliness, 
Parin crawls through a hole 
in the wall and makes friends 
with a city of friendly invisible 
monsters. This premise might 
make a pretty sweet indepen
dent film, but we don't review 
independent films In this mag
azine, do we? (Sigh) No ... no, 
we don't And Gurumin turns 
out to be a childlike fantasy 
adventure with plenty of odd 
moments like the one above. 

The problem with this game 
is ... uh ... well the problem is ... 
actually, I have some trouble 
pointing out anything fun
damentally wrong with this 
game. Nothing is outright 
broken here. In fact. I found 
the graphics to be pleasing 
and the music enjoyable. I 

think the problem with this 
game is that it's too simplistic. 
Af. a result Gurumin is very 
relaxing to play, but never gets 
exciting or engrossing. 

'Miat we have here is an 
action/RPG done by the num
bers. There are dungeons filled 
with monsters and puzzles, 
nothing headscratchingly hard, 
but you will have to do some 
exploration. Parin is equipped 
with only one weapon, but 
you can upgrade it with new 
moves and imbue it with dif
ferent elemental energies. 
You can also gain new outfits 
and purchase accessories that 
can be upgraded by collect-
ing junk from fallen enemies. 
Some of the characters are 
very memorable 
and the game has 
a few scenes that 
are so bizarre they're 
laughable, but the 
plot as a whole is pretty 
lame. Gurumin is perfect for 
a lazy weekend or a long 
road trip, but not something 
you'll be pulling out your PSP 
to play every free moment of 
the day.- BEN 

BOTTOM 7 
LINE 

> Concopt: Slra,ghlforward 
actlOfyRl'G wet, a Sau.<day 
ITl0ff1l18 arwnaled 1V ooncepl 
anddlaraaffl 
> Gt-,hla: Canoony, bti" a 
smooch. Vll.fY dean ~ 
> Sound: 'fht 100S1C 5 achJaly 
aboYe MRge and !ht woce aa
ong & ckce1 

>PlaylNily: Thoc.,rnera 
wons and !ht con1ro1s c1on, 1tt1 
awi-d 

> ~ AVll.<'f 
Slralghdorw¥d ~ More 
bu a ~ lhan a 
rollem>asle-, whoch 5 b0CI, good 
and bad 

> Replay Yllut: Moderately 
Low 

l's 11D ID pl-, I llfflt M 
ffllllll!SID be~ 
........ ~ind
... G11111in-CDll'l>II 
111d ..-,n II I lomui 
11111,llhlenatw,:ylfflbi. 
tiOUS,prowdes...,.ior
wdbL IJppinc your 
equipmenl 11111 blllirll 
thnlupdilla8II
Cllddni be null simpler, 
bla it's ~thrislO 
lhe lllrlClive visuals 111d 
limy chnclm. Wllllin 
IS delinil!l'f ~. 
lu aljlJl1t lootins for I 
low,jmpld, li;llllend 
~-- find plenty cA 
appeil het.-JOE 

NINTENDO OS 

Spectrobes 

GOTTA DIG UP THE FOSSILIZED REMAINS OF 'EM ALL 

E 
ven 1f Spectrobes IS 

aimed squarely at 
pleasing a younger 
crowd, rt's been 

stuffed with enough fresh 
ideas that rt might have had a 
chance to pull in some older 
fuddy duddies (you know, over 
13?) had those new Ideas 
been better 111tegrated. Sadly, 
such is not the case, and thlS 
creature collection system has 
all the sophlSbcabon you might 
ask of any seven-year-old, 
which I suppose is probably 
the pomt 

Spectrobes has a neat !Wist 
on the "I've got a monster! 
You've got a monster! Let's 
have 'em fight!' idea. In this 
case, those dangerous httle 
guys are actually fossils that 
you have to d,g out of the 

ground. You'll have to smell 
them out dig them up with 
dnlls and other tools, and 
then take them back to your 
spaceship to magICally awaken 
them from fOSS1hzation. It's a 
neat tnck. You bnng them to 
hfe with your own voice, feed 
them minerals to make them 
grow, and evolve them into 
finely crafted lolling machines, 
all In the name of saving the 
solar system from certain 
doom. The comb1nabon of 
frantJC stylus rubbing and 
microphone use IS surpnsingly 
fun for a while. 

Repetrtion lolls the buzz. The 
slowly paced story turns the 
fossil d1gg1ng into a chore, and 
the real-time battle system 
starts to feel the same not 
long after that Multiplayer, 

meanwhile, has some 
meat to It Big wireless 
tournaments are sup
ported for ambitJous 
recess get-togethers, 
and online leaderi:>oards 
and downloadable 
content gl\leS the game 
some legs. There are 
even real-hfe collectible 
cards to trade around 
to get some of the 
cooler breeds. With all 
the hallmarks of a trtle 
that might just grab that 
elusive kid audience, 
there are nonetheless a 
number of more engag
ing titles that I'd wish on 
the younger gamers I 
know.- MIWR 

BOTTOM 6 5 
LINE • 

>C--,1:Ullleaaean.es 
and IMl lhEm i.., ri !hos moya.. 

""' l'M51 on !ht lamahar idea 
> r.n,l,ks: Some more detai 
" !ht d\aractffi, monsters. aod 
enwonments defiortely would 
h.wt held my alt- longer 

>s..l: lunedlhtgameoff 
~ a few -es ago, and ts 
hald Mn now to remember !ht 
audio component 

>~Very fnendly aod 
IYl5'f to get llllO, Mn l'lllhout 
ll"f~Mon.l& 
> ~I I I I Simp1151,c 
and repetble. lht new ideal 
are only entena,mng f0< a few 
l!llflUtes 

> leplly value: Moderale 

Second Opm1on 5.5 

Al~ 1hr momlffl 1h11""" 
deemed lllO lame IO makt • 
1110aPolrbnonsarne,_ 
11Maplacr10c.Jhome 
Spearobes, a 10MCt fic!Jon 
t111151onlhemoffllfr-<ol
lolg crazr. lttfl1in&ly fals 
11 MfY 1<ry-, N. amlJt. 
IIDl6 as 1hr same 11, ts 
i,;.~~fmmbmg 
entffla111ng.Ther"1ibmt 
ClJll1bal ~ IS l)dinlul 10 
1hr polll !hat. shood ink! 
boditt harm on 1hr wr The 
monsten. or I as c.i them 
~
lft nelher Me nor cool. 
jusl lame. There's something 
em,gabcMtrMlingto 
dillerent MXtds to find new 
~biithrgamepl.tfi1151 
., Slr<q enough 10 b,d 
up this \<ffl!R. - REINER 
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Lunar Knights 
> STYLE 1-~YER ACTIO~PG > PUBLISHER KONAMI > DEVELOPER KOJIMA PROOUCTlONS 
> RELEASE FEBRUARY 6 > ESRB EiC» 

HIDING FROM THE SUN 

V 
ampires have cloaked the Earth 1n perpetual 
night Humans are kept as cattle in their undead 
overlords' domains. If only there was some 
dude with a mysterious past and an enormous 

sword to rectify the situation. Of course, he would need 
a spunky kid to help him out and provide an enthusiasnc 
counterpoint to his dark brooding. 

Lunar Knights may have a setup that makes Scooby 
Ooo look like a creative tour de force, but the gameplay 
it throws at you is no joke. We've had some mediocre 
efforts from Square Enix's Mana series in recent years, 
but this successor to Boktai is a great way to remember 
what makes this style of gameplay fun. 

lunar Knights employs the same isometric hack n' 
slash formula we've 
seen for years, but 
offers a level of 
polish that keeps 
it from getting old. 
The cool systems 
that are layered on 
top of it are what 
make it engrossing. 

Collecting items to power up your various weapons, 
managing recovery and boost items, and growing your 
two heroes' skills through experience points are all deftly 
executed and very enjoyable. 

As entertaining as the core of Lunar Knights' gameplay 
is, the game's ancillary elements are less skillfully done. 
The story, as mentioned, is mediocre at best Slogging 
through dumsy dialogue between dungeons is a chore, 
and the space flight minigame is a simplistic distraction 
that goes on for far too long. It's good that all these 
things will only take up a fraction of your time here; the 
vast majority of the game is in the dungeons. 

Sure, leveling up and collecting new items requires 
nothing more than going through the motions for 
seasoned gamers. But any title that can throw in as 
many new systems 
and nail the core 
gameplay as well 
as Lunar Knights 
does has a spot 
waiting for it in my 
library.-ADAM 
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BOTTOM 8 
LINE 

> Concept Show Ml)'Olll! 

how ISOOlell1C dungeon cra'Ming 
IS done 
> Grlphic:s: As usual for 11,, OS. 
Ult Vl5Uills alt nodw,g speoal 
> Sound: Ulfflpelenl Engj,sh 
voa aaors mst WI'( none of 
!hem Mf do aiwne-lhemed 
lrtles (rdiding lt.s one) I have 
no idea 
> Playability: Acodenlaly 
lnggemg Ult dash ma,,e gelS 
l1Ullg after 11,, sat, lme 

> Enltr1alimntnt lllul\001 
find many bellef aaxxyRPGs 00 

handhelds 

> Rtplay value: Moderate 

Second Opinion B.5 

As llllOllillNe as Boba's 
~ gamepay-. 
• reatt didn't find a oome 
wilh lhe basement dwel-
~ llillll'J. unY Knip. 
lhe spl1Ual sucass« IO 
Bobai, is ~ Wllh !his 
nocllmi crowd 11 mind 
Unlilreitspr~
doenl requre 5lriglt to 
play. RemoW1g !his gm
nick doenl chqe lhe 
eipeience-lhe 5lSI and 
mooncR!lillhefwld.t
llan cl gamepay-h n~ 
allows you to stay glued lo 
lhe inledJous hadt n' slash 
play wel. lhe 5lSI goes 
down. Yttielher you are 
moppilg demons to bits 
NIii a fiery 5WOrd, or blast
~ diem from .. wilh lhe 
solw.-mp,linY 
Knid'll5aimbalisswpris
'rrlfCIJll"8andilllal
'rrlfsalisfviglhecbl-
8'(111 dl!5ipcRa bit bland. 
tu il's ._ ID ind hadt n' 
lk!llplaylhisadcit!M!. 
l.lnrlrli;IIS&allllSlfor 
action fans. -IEINER 

HANDHELD QUICKIES 

NINTENDO OS 

Trioncube 
> mu l.f'IAYIR PUZZLE (IJPTO 2-l'lAVBIVIA 
YMELESS) 
> PUIUSNOI N.IMCO B.INOoll 
>IIIVIUlftllN.IMCO 

• tt your Idea of stellar 
art and storytelling 
IS exempltfied in the 
Teletubbies, then 

boy do I have a game for you. Puzzle 
gaming has had a number of complex 
enlneS recently, and lhis 1511'1 one of 
them. It is, howe...er, a fun dM!ISion 
for about an hour. The block·droppmg 
gameplay mmors the presemanon -
simple and colorful By creabng 3x3 
blocks. you build a combo that IS usually 
easf enough to expand and beat a level 
,n one try tt lh1ngs ever got more com
plocated, rd &Ille n some aed,t - but 
they don\ and I 'NOll't-MIUER 

NINTENDO OS 

Quickspot 
> STYU l.f'V.VU PUZZLE (t-l'IAVBI VIA 
\\IRB.ESS OR NltfilNOO WI-fl) 

> PUIUSHU N.IMCO B.INOoll GOJP 

> IIEVElOPEI NAMCO 
> llllWE MARCH ll > ESU E 

This game is kind of like 
!hose "find the differ
ences between lhe two 
p,ctures games• I used 

to play ,n Highlights - the magazine 
my mother would buy for me when I 
was a lad because we oouldn't afford 
a Nintendo. It's not the kind of game 
I would buy a Nintendo to play. That 
said - there IS somelhing very relaxing 
about finding what is wrong 1n the pic
rures (maybe it's the annoying nuisery 
rhyme ITlUSIC) and Olding II. You c.an 
also play the Rap,d play mode where 
you wori< under the dodt With the Brain 
Age lwlSl, but honestly, there isn't much 
else to lh1S game.-BEN 

GAME BOY ADVANCE 

Final Fantasy VI 
Advance 
> STYLI l ·PlAYER ROL&~YING GAME> PUBLISHER NINTENDO 
> DMLOPER SQUARE ENIX> RELEASE FEBRUARY 7 > ESRB EiC» 

KEFKA WINS 

F 
inal Fantasy VI is one 
of the best RPGs ever 
made, and this version 
doesn't sacrifice any of its 

inherent awesomeness. From the 
huge cast of characters and their 
special moves to the memorable 
scenes like the opera house 
even~ 1t is all intact and as good 
as you remember. 

Unlike some of the previous 
Final Fantasy GBA titles, this one 
isn't marred by any significant 
technical problems. The only 
slowdown I noticed was surpris
ingly in towns; battles seem to 
run even better than they did on 
SNES, like when Sabin uses his 
Fire Dance (now called "Rising 
Phoenix") Blitz. In short, every
thing works as good or better 
than before, making this the best 
version of Final Fantasy VI to date. 

Even though Final Fantasy VI 
has already reappeared once on 
the PSone, this isn't just a port 
of a port The refined transla-
tion clears up some potentially 
confusing story bits, and there 
are new espers and dungeons 
waiting for you in the endgame. 
Even though this content is a nice 
bonus, it doesn't have a signifi
cant impact on the main progres
sion. Luckily, the core game is 
still amazing by itself, and no one 
should need some fancy-pants 
excuse to go back and play this 
timeless dassic.-JOE 

Ah, Memories 
If you're playing FF VI Advance for 
nostalgia's sake, you're probably curi
ous as to whether certain tricks have 
changed for thi, port. We checked 
out au, favorites, and here's what 
we found. 

BOTTOM 9 
LINE 

> Concept: The last Fmal 
Fanlasy holdout finally gets lhe 
portable trea1men1 

> Graphics: Sprnes and Mode 
7 al their best. It runs smoothly, 
too, with httle to none of 11,, 
chopponess of prevoous porn 
> Sound: The bes! soundllad 
in 1he Final Faniasy senes 
loves on. A few changes here 
and there, but they're all for 
11,, better 
> Playability: Creal oo the 
GBA. It also woos oo u,, OS. 
but there are some button issues 

Q1ke the placemen1 of select. 
and lhe d-pad and shoulder sen
S!livity) lhat make n harder 
> Entonainmt11t If you can't 
eniO'( th5 game, you just don'I 
like RPGs 
> Replay Value: Moderale 

Far more lhan an anllquated 
classic. this instalment of lhe 
vaunted franchise is worth 
illOlher play because ~ 
remains a fantastic RPG from 
beginning to end. Optional 
story palhs make this more 
freeform than most tides 
111 lhe genre. From Gau's 
Rages to Sabin's B111Z 
attads, lhe unique optJons 
for each character make 
battle an active and 1nterest-
1ng mechanic. rather lhan 
11151 a lJrTle waster between 
story Mills. An llllp'CNed 

1lanslabon. enhana!d tech 
11 lhe graphics and sound 
departments, and a few new 
gameplay elemenls are ult!
mately minor changes, but 
welcome nonetheless - high 
~ all aromd.-MlllER 

• Use the level-up exploit on the river? Sort of. Holding the A button 
won't work. but you can mash it repeatedly. 

• Cast Vanish then X-Zone for instant kills? No. This was fixed. Vanish/ 
Doom won't work. either. 

• Suplex the Phantom Train? Aw. yeah. 

• Does Gau still suck? Of course he does. 

• Get General Leo? No. You never could. Deal with it 



HANDHELD QUICKIES 
NINTENDO OS 

Pogo Island 
> STYlf 1 TO 4-1'\AYER PUZZLE (2-l'IAYER VIA 
l'<lREUSS) > PIJBUSHER EI.Kll!ONIC ARTS 
> DEVEIDPER EA CANADA 
> RELEASE MARCH 26 > ESH E 

Ill 
EA has basically swiped 
the top five titles from 
their Pogo.com casual 
games website, slapped 

a tropical theme on all of them, and 
added a board game-styie progres-
sion system. The good news for fans 
of the site is that you can uansfer 
points earned on the OS game to the 
website and enter to win real cash 
and prizes. Up to four playeis can pass 
around a single OS to compete in any 
of the games, but local wireless play is 
only supported on one of them. The 
offerings are generally pretty decent 
(Word Vvliomp, Tri-Peaks Solitaire, 
and Poppit! are among the best), but 
there should be a lot more, consider
ing that the website has hundreds to 
choose from.-BRYAN 

PSP 

Chili Con 
Carnage 
> STYU 1-l'lAYER ACTION (UP TO 4-PIAYEJ! W. 
NJ HOC) > PUBUSHD BOOS 
> DEVEIDPElt OEAOUNE GAMES 
> RWASE FEBRUARY U > ESRB M 

• 

Ah, Mexico. Who 
doesn't love the 
land of Spri~g Break, 
Montezuma s revenge, 

and old-fashioned shootouts on drug 
plantations? Chili Con Carnage seives 
up a steaming hot burrito of the latter. 
When a drug kingpin takes down 
his father, Ramiro Cruz sets out for 
revenge by turning up the vigilante 
action to caliente. Much like its spmtual 
predecessor Total Overdose, Chili Con 
Carnage is all about smoking gringos 
with acrobatic headshots, well-tossed 
Molotov codctails, and the occasional 
environmental explosion. The third
per.;on camera sometimes causes frus
tration, but otherwise this by-the-book 
acllon shooter serves up a spicy help
ing of mindless bloodshed. - BERU 

PSP 

300: March To Glory 
> STYLE 1-!'IAYER ACllON > PUB USHER WARNER BROlHERS IITTERACTM ENTtRTAINMENT 
> 0EVllOPER COUISION STUDIOS > RELEASE FEBRUARY 27 > ESRB M 

NOT ENOUGH TO SATE OUR SWORDS 

I 
really want to see the movie 
300 (being a fan of Frank 
Miller's original graphic novel), 
so I was hoping that this game 

would provide a sneak peek at 
the film and maybe some good 
times in the process. 300: March 
to Glory only delivers halfway on 
both counts. 

Players will control the Spartan 
king Leonidas as his small band 
of elite troops takes on the entire 
Persian army. This can be mislead
ing, however, since you'll only be 
fighting six or seven enemies at a 
time with even fewer Spartans at 
your side. Chop off the foes' limbs 
with swords, spears, and shields. 
Upgrade weapons and armor, and 
unlock new combos and special 
moves. Defend against multitudes 
of arrows raining from the sky. 
It's all pretty standard hack n' 
slash - nothing really awesome or 
particularly crappy. 

As a quick diversion from the 
main game, Leonidas will line up 
shoulder-to-shoulder with his troops 
in a phalanx formation, pressing 

forward while stabbing any soldiers 
who get in the way. What starts as a 
harmless minigame where you get 
to eventually slay some elephants 
later becomes a pesky pain in the 
ass with several cheap deaths. 

The few puzzles that appear in 
the game are brainless lever-pulling 
exercises, and the limited stealth 
sections only serve to make you 
curse the usually passable camera. 
Cutscenes are a mix of comic 
book images and the in-game 
engine. The latter mostly consists 
of the camera zooming in on ugly 
character models as they all do a 
repeating knee bending animation 
in unison. 

Players can unlock movie trail
ers and stills by playing through 
the game and collecting golden 
lambdas, but most of this stuff you 
can already see online. I guess 
this might be a fun game to rent 
and beat on a Saturday. After all, 
developer Collision does add a 
little something at the end of the 
game to make it not as much of a 
downer.-BRYAN 

BOTTOM 6 25 
LINE • 

> Concept: ~ you're only going 
to put out a licensed game 
on one console. it better be 
PSP .. . wait a second 
> Graphics: Plain and repeti
tive. The blood sprays are a nice 
effect. though 
> Sound: A cinematic score 
mixed with a bunch of 
yelling dudes 
> Playability: Mashing the X 
button w,1 get you through all but 
a few situatioos 
> Entertainlllfllt: The movie 
uailers and Frank Miller intervie>-6 
are pretty cool 
> Rtplay Value: Moderalely Low 

Second Opinion 7 

rs inleresling lhat 111ey 
called this 300, bf.cause 
lhat is atw i-manv 
limes you jam on the X 
ldorl ll the fir5t minute 
and a hall. Then aaaii, there 
is someding midesstf 
appealing atw beating 
up endless waves of dudes. 
You can ~ Leonidas 
by buying lll!W'M!al)Ol15, 
armor, and Cllll1bos, tu I 
~, realtfnl i necsary 
m buy~ And the 
lew puzzles aJIISist solely 
of pusling 11"1 walls or 
bcudel5 bytappi18 more X 
You can fnl wmepmes. 
tu the only liq this game 
realf e«!kd at was &et· 
ting me edl!d for the 
mcwie.-BEN 

PSP NINTENDO OS NINTENDO OS 

The Warriors 
> STYlf 1-PIAYER ACTION (2-l'IAYER W. NJ 
HOC)> PIJBUSHER R(J(](STAR GAMES 
> DEVElOPER IIOCXSlM lfEDS 
> REUASE FEBRUARY 12 > ESU M 

Ill 
Rocksta(s The Warriols 
showed that it's pos
sible to make a brawler 
with more depth and 

□nematic flair than the usual beat 
'em up. Using the '70s ru~ classic as 
a template, the game was ill\lefltive 
and fun - though sadly hamstrung by 
a bizarre multiplayer co-op mode that 
kept switching the camera between full 
and split-screen. Thankfutly, that prob
lem has been solved on PSP, as both 
playeis now have thetr own screen 
when playing an ad-hoc stcxy mode. 
Other than Iha~ it's exactly the same, 
with identical features, minigames, 
gameplay, and graphics. If you missed 
out on this, or are loolcing for a reason 
to pull your PSP out of mothballs, The 
Warriols is a great purchase. - MATT 

Brain Buster 
Puzzle Pak 
> STYlf 1-l'IAYER PUZll£ 
>PUIUSHERAGEIK 
> DEVROPER JAlK(¥NlliOU 
> RWASE AP!ijl > ESIB E 

II 
v.tlat this game lades in 
charm, it makes up for 
in numbe<s. Containing 
over 200 Sudoku and 

Kalwro puzzles alone (not to men-
tion the 11finrtely generated uaining 
sessions), this mle is packed with five 
different types of Japanese puzzles 
games. Each has valuable tools to help 
you such as being able to put down 
markers on squares and erase stuff, 
and there are even tokens you can 
acwmuate which you can cash in for 
t.nts. 1hlS game won't calculate your 
Bram Age, but we're probably an too 
stupid to make it through this gauntlet 
of genius.-KATO 

IZlma: Legend of the 
Unemployed Ninja 
> STYlf 1-f\AYER ~ 
> PIJBUSHER AllUS > DEVEIDPER SUCCESS 
> RWASE FEBRUARY 20 > ESH ElO+ 

illl lzuna tries to hide its 
appalling design with the 
uappings of a happy-go
lucky dungeon crawler. It 

has some funny characters and dialogue, 
but those are just tiny pockets of air 
in the baleful cloud that peivades this 
pile of shame. Following the Mystery 
Dungeon formula, the combat is unbe
lievably tedious and frustrating. In fact, I 
would rather just watch lzuna die than 
participate in the infantile mechanics, 
except that you lose all carried items and 
money when that happens. Punishing 
players and withholding any reward adds 
replay, right? At first I thought this game 
was a joke, but I was wrong. It's a joke 
and total garbage. - JOE 

GAME INFORMER 111 
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TOP 20 
l1slmgs Based Upon NPD Data For January 2007 Based On Units Sold 

Rank fide L Mo. System Score 

1 Lost Planet: Extreme 
NIA 360 8.25 

Condition 

2 Guitar Hero II w/Guitar 3 PS2 9 

3 Gears Of War 1 360 9.5 

4 WarioWare: Smooth Moves N/A Wii 7.75 

5 The Legend Of Zelda: 
5 Wii 10 

Twilight Princess 

6 Madden NFL 07 2 PS2 8.25 

7 The Legend Of Zelda: 
4 GC 10 

Twilight Princess 

8 Resistance: Fall Of Man N/A PS3 9.5 

9 Tom Clancy's 
12 360 9.5 

Rainbow Six Vegas 

10 New Super Mario Bros. 7 OS 9.25 

11 Brain Age: Train Your 
15 OS 8.25 

Brain In Minutes A Day 
~-

12 Call Of Duty 3 8 360 8.5 

13 Rayman Raving Rabbids N/A Wii 8.5 

14 Madden NFL 07 N/A PS3 8.25 

15 WWE Smackdown 
6 PS2 8.75 

Vs. Raw 2007 

16 Nintendogs: Dalmatian & 
13 OS NA 

Friends 

17 Grand Theft Auto: 
NIA PSP 8.5 

Vice City Stories 

18 Yoshi's Island OS 9 OS 8.25 

19 Halo 2 N/A XBOX 10 

20 Final Fantasy XII NIA PS2 9 

112 GMIE INFORMER Scute.. The NPO Cffllp(NPO FLnrirorid•/NSTS • • DMI lblry !1'"2S-22n 

- Pnce 

01-11 $65 

11-10 $80 

11-10 $59 

01-11 $50 

11-10 $49 

08-10 $31 

11-10 $50 

11-10 $60 

11-10 $63 

05-10 $34 

04-10 $19 

11-10 $58 

11-10 $48 

11-10 $59 

11-10 $49 

10-10 $31 

11-10 $30 

11-10 $31 

11-08 $30 

11-10 $49 

TOP 10 JAPAN 
Rank TIiie System 

Vlrtu1 fighter 5 PS3 

Wll Sports Wii 

WII Play Wii 

DS lrll■I .. for a.Its: Wafll Your Brain 2 OS 

New Sllper Marlo Bros. OS 

Grand Theft Auto: San Andreas PS2 

Warlo: Master of Disguise OS 

lokujou llloaoptarl: 11■1 to Sodallu Shim OS 

LMI-Arc OS 

I let's Mike a J-1.ugue Pro Soccer Club 5 PS2 

TOP 10 GI 
Rank ntle LMo. System 

Gad of War II NIA 

World of Wln:rall: The Bur■I .. Cnllllde 1 

The Elder Sc:nllls IV: Shlvlrlq Isles NIA 

TIie Legead of Zelda: lwlllgllt Princess 2 

llltcltet ad Ciak: Size Matters NIA 

5II....-Ca■IHlder NIA 

Tom Clancy's Ralnllaw Sl1 Vegas 3 

Crackdawn 4 

G■ltar Hera II 7 

I final fantasy VI Advance N/A 

- .------ ... 

·="• ,-
'it - ... _ ;i.r, _.,,,- . 

TOP 10 PC 
Rank TIiie l.Mo. 

Warld 01 Warcraft: N/A 
The lumlng Crusade 

World 01 Warcralt 2 
h1tl Of W.craft: ...,,, .. Cmlde 

NIA Coll-'1Ed 

The SIIIS 2 3 

The SI• 2: Pets 

3333 XP Games JC N/A 

V1111uanl: Saga 01 Heroes NIA 

Battlefield 2142 8 

The Sims 2: Nlghtllle N/A 

I Age 01 Empires Ill N/A 

-,~· ..,_ 
...... :. 
'!II , • 

/ ---- ti, 

°ScUcf,' NPOlnlnldM Enmwmrr15'Mcr • r.rl5lln ~\tin-Kori (!116) m.-2481 

lasitdOnMc:lnltlf'~~ 

PS2 

PC 

multi 

Wii 

PSP 

PC 

360 

360 

multi 

GBA 

Pritt 

$37 

$25 

$69 

$41 

$30 

$10 

$50 

$44 

$31 

$49 



ARCHIVE 
PLAYSTATION 3 
Blazing Angels: ~ ex WWII 7 
Cal ex 0u1y 3 &75 
Def Jam: loon 7.75 
Feit ~t Round 3 9 
Full Auto 2: Battlel,nes 7.5 
Gfflji: Days of the B'3de 6 
Madden Nfl 07 7.75 
MaJOf League Bas<bal 2K7 8.5 
MaNei: UhJmate Alionce 9.25 
Mob,I<, Surt Gurodam: Crossfire 3.75 
NBA07 7 
NBA 2K7 8 
NBA Street Homecoun 8.75 
Need for Spe<d: Carbon 8.5 
NHL 2K7 8.25 
Resosl.lnce: FalexMao 9,5 
RldgoRacer7 8 
Sonoc the Hedgehog 6.75 
Tony Hawi<'s PrOje(t 8 8.75 
Untold Legends: O.ok K,n8(lom 8.25 
'kluar'Sf,te,5 8 

XBOX 360 

Banlestaoons: ~ 6.5 
8ulfetl\l1dl 6 
Cal of Duly 3 8.5 
College Hoops 2K7 8 
Oackdown 85 
09d or Akve Xtreme 2 7.5 
Def Jam: lcoo 7.75 
Eragon 6.25 
F.EAR 8.5 
FlFA 5oca, 07 7.25 
Gears of Wa, 9.5 
Godfather, The 7,75 
Just Cause 725 
L.Ero Star Wr.. II 

The Ol1gnol Tnlogy 8 
lost Planet: Extre<ne Condr1lon 825 
Madden NFL 07 7.75 
Major league Basebol 2K7 8.5 
MaM!I: Ultrmate Afliance 9.25 
NBA 2K7 825 
NBAIM007 5.25 
NBA Street Homecoun 875 
NCAA 07 M¥ch Madness 7.75 
Need for Spe<d Carbon 8.5 
NHL 07 725 
NHL 2K7 825 

Phantasy Sta< - 6 
Samurai Wamo,s 2 6 
Son,c the Hedgehos 6.75 
Spl,nte< Cell: Double Apnt 9 
Star Trek legacy 7.75 
Superman Returns 6 
Test Onve Unlwnrtod 825 
riser Woods PGA Tcur 07 8 
Tom Clancy's Raorbow Sor,.,.... 9.5 
Tony Ha\M<'s PrQJ0(\8 9 
\/Iva Prl\aUI 8 

~~~1~~: Soccer 2007 8 
WNf. SrNcl<down vs. Raw 2007 875 

Ant Boly, The 6.5 
Call of Duly l 7.25 
Chicken Little: ~ in Action 7.25 
Dragonboll Z Bodol<a, Tenkam 2 6 
Elebrts 7 
&cr1eTrud< 775 
FarOy\<engeance 4.5 
l=:olzelda 

Ponces~ The 10 
M.,dden NFL 07 7.75 
Marvel: Ultimate Alance 825 
Metal Slue Anlhcqy 7.5 
RaymanRmlSRabbods 8.5 
Red Slee 7.5 
Spongel!ob SqoarePanlS 

c,eature from !he Krusty Krab 6.75 
Super Monkey 138M: Banana Blitz 6.75 
Super Sw.ng Golf 8 
Tony Hawk's °"""'1ol Jam 5 
nauma Cente<· Second~ 85 
WllfJdNare: Smooch Moves 775 
w, Spons 6.5 

PLAYSTATION 1 
Ant 8"fly, The 6.5 
Ar Toneico: Melodr ex ei.m.a 6.75 
Arlhur And The lnwobles 6.75 
ATV Offrood Fury 4 7.5 
Bully 8 5 
c.poom 0.Uk:s Coflecuon \Illume 2 7 
Oeslroy Al! Humam 2 8.5 

F<b-07 
Jan-07 
Ma,-07 
i.,,-07 
Jan-07 

Oec-06 
Jan-07 
Ma,-07 
Oec-06 
Oec-06 
Oec-06 
Jan-07 
Mar-07 
Oec-06 
Jan-07 

Oec-06 
Oec-06 
.lan-07 
Jan-07 
Jan-07 
Mat-07 

Mat-07 
Ma,-07 
Oec-06 
F<b-07 
Mar-07 
Jan-07 

Mat-07 
F<b-07 
Oec-06 
Oec-06 
Oec-06 
Oc:1-06 
Oc:1-06 

Oc:1-06 
F<b-07 
Oc:1-06 
Mar-07 
Oec-06 
N<>,-06 

Oec-06 
Mat-07 
F<b-07 
Oec-06 
Oc:1-06 
Oc:1-06 
Jan-07 -Jan-07 

Oec-06 
Jan-07 
Jan-07 

N<>,-06 
N<>,-06 

Jan-07 
Dec-06 
Jan-07 

Ma,-07 
Oec-06 

F<b-07 
i.,,-07 
Jan-07 
Fel>-07 
Jan-07 
Jan-07 

Mat-07 

Jan-07 
Jan-07 
Jan-07 
Jan-07 
Jan-07 
Jan-07 

Fel>-07 
J.an-07 
Fel>-07 
i.,,-07 
Jan-07 

Mat-07 
Jan-07 

Fel>-07 
Fel>-07 
Mat-07 
Jan-07 

Oec-06 
Oec-06 -

Do< Had<//G.U. \Ill. t//Rebrrth 
Eragon 
Famiyw, 
Fast and the Fur,ous. The 
FlfA07 
Final Fantasy XI.I 
GhostR>de< 
God Hand 
c;u..,He<ou 
Just Cause 
Justoce league Heroes 
legendofSpy,o: 

A New Begomrn& The 
I.fa) Star Wars II: The Ongrnaf Tnlogy 
Madden Nfl 07 

Ma,vei: - ---~ WM'07NCMeas.bol 
NASCAR 07 
NBA07 
NBA 2K7 
NBA lNe 07 
Need for Spe<d, Carbon 
NFLStteell 
NHL07 
NHL 2K7 
Oi<am, 
PhantasyStarUnr,,etse 
ReseM>rOop 
iq,,eGalaxy 
RueexRooe 
Samt.n1 W,Jl'TIOfl 2 
Scarface: The Worid is Yours 
Sega Genesis COll«tron 
Shoeld. The 
Slw,Mef!a,nrl<nse, 

OM 5unvnone< 
Srms 2: ""5. The 
SOCOM: U.S. Navy SEAis 

Coo-bnod Assault 
Sopranos: Road to R,spec1. The 
Spy Hulter: ~e to Run 
Stat Trek Enc:cultes 
Tales ex the Abyss 
11w'Mle 
Tisor Woods PGA ToLw 07 
Tokcbot Pl.rs: 

Mystenes of the Karalwn 
Valkyrie Profile 2: Srknena 

~.::: Soa:er 2007 
WNf. 5macldown "- Raw 2007 

GAMECUBE 
Ant 8<Jfly, The 
Baten KadOS 0ng,ns 
FlFA07 
Legend ol Spy,o: 

A New llegrnrq. The 
LEGO Star Wars II 

The OngNI Tnlogy 
Madden NFL 07 
Srms 2 ""5. The 

XBOX 

~~-2 
Destroy All Humans 2 
Eragon 
Famolyw, 
FlFA07 
Just Cause 
Jusla L0'81JO Heroes 
Legend of Spy,o: 

A-8egmflK'8, The 
I.fa) Siar war, II The Ongrnaf Tnlogy 
Madden NFL 07 
Marvel~•-
--t~ 
NASCAR 07 
NBA 2K7 
NBA IMO 07 
Need for Spe<d, Carbon 
NHL07 
NHL 2K7 
Pomller Hd w.,. 
Resen,o,r Oop 
Scarface: The Worid is Yours 
Spy Hunter: ~e to Run 
ThnlMle 
Toge, Woods PGA Tcur 07 

~ of Empire, Ill The Warchtefs 
An! Bui~. The 

5.75 Oec-06 
6.25 F<b-07 
5.5 Jan-07 
6 N<>,-06 

7.75 Oc:1-06 
9.25 -6.75 Mar-07 

6 -9 Oec-06 
7.25 Oct-06 
7.25 Oec-06 

7 N<>,-06 

8 Oc:1-06 
8.25 Oct-06 
9.25 Dec-06 
8.25 Oec-06 

7 Maf-07 
7.75 Oct-06 
7.5 N<>,-06 

8 N<>,-06 
7.5 -8.5 Oec-06 
7 F<b-07 

7.75 Oct-06 
6.75 Oct-06 
· 9.5 Oct-06 

6 Jan-07 
5.75 Jan-07 

9 Jan-07 
6.25 Oct-06 

6 -85 -8.5 i.,,-07 
Ma,-07 

7.75 Dec-06 
6 Oec-06 

6.5 Jan-07 
6 F<b-07 
l -725 Jan-07 

7.25 -7.75 Oec-06 
8 -7.25 Oec-06 
8 Oct-06 

8 Maf-07 
875 Oec-06 

6.5 F<b-07 
7 N<>,-06 

775 Oct-06 -8 Oct-06 
825 Oct-06 

6 Oec-06 

7 Oec-06 
8.5 -6.25 Fel>-07 
5.5 Jan-07 
775 Oc:1-06 
7.25 Oct-06 
7.25 Oec-06 

7 -8 Oct-06 
8.25 Oct-06 
9.25 Dec-06 
825 Oec-06 
775 Oct-06 

8 N<>,-06 
7.5 -85 Dec-06 
7.75 Oct-06 
675 Oo-06 
775 Oct-06 
5.75 Jan-07 
8.5 -3 N<>,-06 
775 Dec-06 

8 -
7 Dec-06 

6.5 Fel>-07 

Battlefield 2142 8.5 
Battlesuoons:~ 6.5 
~exHeroes 9 
Dln__MesslahexMqdll&Maa,c 9.25 
fJungecn Soege II· 8rolen-1d 7.5 
F.EAR: Extracbonfu11 8 
God-.cl 5 
Heroesex"'1mlaledEfr4,ores 6 

~ ...rr:. Maa,c V 8 
Just Cause 7.25 
Lord ex the Rings: 
TheBat!lefor-11-
Rise ex the l'oluh-""'8, The 

Maelstrom 4 
Mage Knrght Apocalypse 6 
-.n.Tolalv.ror 9.25 
-...,.,...2 8 
Pata-1d 7 
Phantasy Star Unr,,etse 6 
ReseMlffOop 5.75 
Srd Me,e(s _, 8 
Srms 2: f'"'5. The 6 
StarWi115EmpftllW... 

Foru!s ex Com4)00n 7.5 
riser Woods PGA Tcur 07 8 
Wamammer 40,000: 

Dawn of war - Dook Crusade 8.75 

NINTEtlOO OS 
Dragon Quest - -

Rode!Sline 8.25 
Drddv Kong Raang 7 
EktelleatAf!ents 6.75 
Fonal Fantasy Ill 8 
Gur4>e'/ 7.75 
Hocel Dusi<. Room 215 7 
Krrby ~ Squad 7.75 
Konductra 6.25 
Mage Knrght: DesMy's Sokier • .5 
Maaoca!Sta<s,gn 6.5 
Mano Hoops 3-on-l 6.5 
Mano"- Donk<y Kong 2 

M¥ch ex the Mns 6 
MechAssauk:l'hlr-4omW11 7.75 
Mega Man zx 7 
Phoe,.,l',\,ght 
la Anomey ,._. For Al 

Pokhnon~Dqeoo: 
81ue"""1JeTearn 

PokhnonRqer 
Saqe, _ 7.5 
Sta< Far C0rM1and 8 
Touch0e<ec1Ne 6.75 
Voshr's lslard DS 8.25 

50Cent&Ae,poof 
GUM Editron 6.25 

la C<>mbot )t 
SlaesolDectpoor, 8.25 

Boumy Hounds 6.25 
Death Jr. 2: - ex EY1i 825 
fJungecn Soege Throne °' NP"I 8 
[)ynaslyWarnors""'-2 5 
EARepl,y 6.75 
Eve,y&lendEm• 8.25 
Gongs al London 6 
Glll!ooManlr,al 9 
Godfather: Mob w~ The 45 
G,ond lhd1 - Ilic, Uly SOones 8.5 
w,Showdown 7.75 
Gur4>e'/ 7.75 
KAzoneLJ,em,on 7.25 
The Legend ol H«oes Ill 

Song of the Ocean 6 
LocoRoco 7.5 
L.umonesll 9 

Medal ex - Heroes 6 75 
Mel>I c.e., Sold P0f1'ble Op& 9 
M""' I.la, 675 

- Kingdom Jewel Sunvnone, 6 
Mona! Kornbot. Unchooned 8 
PowerStoneColed,or, 775 
SOCOM U.S. Navy SEAis 

rwelelfflBrJY02 15 
Son,c- 6.75 
Spectral SOuls 5.5 
StorWars· LethllAllnoe 6.5 
Ullimo1e Ghosts 'n Gobwts 7.25 
Vlllholla l(J,igt,IS 4.5 
Wama~- Balde for AdurN 7.5 
WTf 7 

GA!.11 BOV AOVAl,CI 
Final Fantasy V Act.,nce 8 
Summon Kn,ghL S-dcroh Story 2 725 
Vfl8dra l,,oon 7.25 

-Maf-07 
Oct-06 
Dec-06 
Oct-06 
Oec-06 
F<b-07 
F<b-07 

F<b-07 
Oct-06 

Fel>-07 
Mat-07 
Oec-06 
Jan-07 
Dec-06 
Oec-06 
Jan-07 
Jan-07 
Dec-06 
Oec-06 

Dec-06 -Oec-06 

Oct-06 
Ma,-07 
Oec-06 
Oec-06 
Dec-06 
Maf-07 
F<b-07 
F<b-07 
Dec-06 -Oct-06 -Oct-06 
Oct-06 

Jan-07 -Dec-06 
Nov-06 
Oct-06 
Nov-06 
Dec-06 

-Dec-06 --Jan-07 
Dec-06 
Oec-06 
Nov-06 
N<>,-06 

Dec-06 
N<>,-06 

Dec-06 
Dec-06 
Oec-06 -Maf-07 
Oc:1-06 
Dec-06 
Dec-06 
Fel>-07 
Oct-06 
Mat-07 
Fel>-07 -Jon-07 
Fel>-07 
Nov-06 
Fel>-07 
Oct-06 
Maf-07 
Fel>-07 
Nov-06 

Jan-07 
Jan-07 
Fel>-07 

"Originality and 
strangeness are good. 
Blind conformity 
and stupidity 
are unforgivable." 

Come get your geek on. 

UAT 1s a community of geeks- passionate 
seekers of knowledge and truth 1n an 

ever-expanding universe of technology. 

LEARlt 

DIGITAi. Ni 'MOON 
DIGITAi. ART NfJ DESIGN 
DIGITAi. Vlll£0 
GAME DESIGN 

GAME PIIOGRAMMING 
f£lWORK ENGINEERING 
f£lWORK SECURITY 
SOfTWAA£ ENGINEERING 

N!TJICW. lf[ PROGRM1MHl WEB ARCHITECTURE 
COl,f'tJTER fOR£NSICS ROBOTICS 

www.uat.edu > 877.UAT.GEEK 
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AtttlltiN All Chuters! 
Cheat codes, by their vety nature, ore in 
many coses buggier than Virginia in August. 
So, unless you don't mind re-doing those 70 
hours you put into the latest game, do yourself 
a favor and bode up your save before using 
any codes. 

On a lighter note, you can send your codes 
to secretoccess@gameinformer:com for a 
chance to be featured here and win a prize! 

PLAYSTATION 2 
Eragon 
Pause the game and enter the following to 
enable the effect. You'll hear a sound if you 
entered the code correctly 

Fury Mode - Hold ll, l2, RI, and R2, then 
enter D {x2), X {x2) 

•c1 Droid" (location unknown - lost seen 
shoving pop stars' heads) 

Resenolr Dogs 
Go to the Extras menu and select Cheats. 
Enter any one of the following codes from 
that page to unlock it - you'll then be able to 
enable or disable !he code whenever you like. 

Adrenaline Rush- X, ll,Q X, ll, 
X, Start 
Art Gallery-Q X, l2, R2,Q X , Start 
Battering Ram - l2 {x2), X (x2), 0 
R2, Start 
Bulletproof - ll, Rl,0 {x2), Rl,Q Start 
Magic Bullet- Rt, l2,Q X , Rl, X , Start 
Movie Gallery- LI {x2),0 x. ll, RI, Start 
Time Out - Rl {x2), R2,Q X , l2, Start 
Unlimited Ammo - R2, l2,0 l2, X, 
R2, Start 
Unlock All Levels - l2, R2, l2, R2, ll, 
RI, Start 

XBOX 
Reservoir Dogs 
Adrenaline Rush - A. L, Y, A. L, A. Start 
Art Galltry - Y, A. Black. White, Y, A. Start 
Battering Ram - Black (x2), A (x2), Y, 
White, Start 
Bulletproof - L, R. Y (x2), R. Y, Start 
Magic Bullet - R. Black, Y, A. R. A. Start 
Movie Galltry - L(x2), Y, A. L, R. Start 
Time Out - R (x2), White, Y, A. Black, Start 
Unlimited Ammo - While, Black, Y, Black, 
A. White, Start 
Unlock All Levels - Black, White, Black, 
White, L, R. Start 

Wii 
Avatar: The Last Airbender 
Go to Extras, then Code Enuy, in order to 
input these cheats. 

All Treasure Maps - 37437 
Character Concept Gallery - 97831 
Double Damage - 34743 
Neverending Stealth - 53467 
One Hit Dishonor - 5464t 
Unlimited Chi - 24463 
Unlimited Copper - 23637 
Unlimited Health - 94677 

Chicken Little: Ace lo Action 
Enter these codes using the d-pad by 
selecting the Cheat option before you begin 
a level. 

Unlock All Levels - Right. Up, Left, Right. Up 
Unlock All Weapons - Righl Down, Righl 
Left 
Unlock Unlimited Shield - Righl Down, 
R1ghl Down, Right 

DREAMERS WANTED 

SCHOOL OF GAME DEVELOPMENT 
.......................................................... ,, ...... . 

800 .226. 7625 i SlOO u,1 ... ,11, ... , ..... . w1,11, ..... FL ,,,,, 
.: ........ ,. .. .. ·••·· ,., .......................... . 

fu~t~~ll LL~l ' 
Real World Education 

fullsail.com 
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I t was 1997, and a new 
James Bond movie, 
Tomorrow Never Dies, 

was hitting theaters in 
December. That August a 
James Bond video game 
had been released based 
on the movie - not the 
new one - the one that 
had come out more than 
a year and a haff prior. At 
E:J that year, GoldenEye 
007 seemed to slip under 
the radar. The hype for 
this game was dread-
fully low. To make matters 
worse, GoldenEye was a 
first-person shooter on 
the N64, and everyone 
knew that FPS was a PC 
genre; they didn't work on 
consoles. No one expeded 
this game to be any good. 
The world had no idea 
what was in store for it 
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Winding Journey 
Nintendo had purchased the James Bond license and was origi
nally interested 1n making a 2D sidesaoller for the SNES. They 
approached Rare about doing a rT10V1e tie-in, but enthusiasm for 
the project quickly started to run low and the game languished 
on the back burners. Finally, in early 1995, work began on a 
James Bond game. It was originally envisioned as an on-rails 
shooter similar to Virtua Cop. However, throughout the whole 
first year of developmen~ Rare didn't have any of Nintendo's 
development kits, so it had no idea how the game would ulti
mately control. 

Aside from James Bond series, the GoldenEye team started 
to draw inspiration from John Woo films like Hard Boiled and 
games like Super Mario Bros. Super Mario 64 was 
the big game of 1996 and it featured levels that 
could be replayed in order to complete different 
objectives. The GoldenEye team liked this and 
tried to incorporate something similar into its 
game, ultimately coming up with different difficulty 
settings with varying lists of primary objectives. 
Work on the game quickly slipped past its first 
deadline, but the game showed so much promise 
that Rare wasn't prepared 
to cancel it Fast forward 
to August of 1997, 
GoldenEye released to 
some moderate critical 
success. It started to 
sell. .. and kept selling. 

Lasting Impact 
Despite being released in 1997, GoldenEye was almost the top
selling game of 1998. It reminded us why there were four control
ler ports on the front of our N64s giving us a reason to play with 
friends. GoldenEye opened the door for the console FPS. It was 
the game being played in dorm rooms all across America. Rare 
understood the limits of putting the genre on consoles and used 
them to its advantage. GoldenEye left a lasting impact on how FPS 
would be played on consoles. 

People fondly remember GoldenEye's remarkable Al. Guards had 
patrol routes, and when they saw Bond they would run to activate 
the alarm. This sounds basic now, but at the time it was revolution
ary. It also created some nice gameplay mechanics. In one scenario 
a player might enter a room where two guards would start shoot

ing while another ran for the alarm. The 
player was immediately faced with the 
dilemma of who to shoot first. 

GoldenEye was also very flat. Players 
didn't have to aim vertically very often, 
but this was an era before dual analog 
controls, and Rare made it work. The 
level designers started with little guid
ance; there were no early level designs 
that dictated where enemies or items 
would be placed. The designers' main 
goal was to create interesting environ

ments for the players to roam around. This design plan might have 
been sloppy, but the results were levels that felt more realistic 
and engaging. More impressive than any of this, however, is that 
Golden Eye is still fun to play with friends even 1 O years after its 
initial release. Every classic is worth popping in from time to time. 



Breaking Stereotypes Numbers Game 
Unless you really liked 1992's Aladdin, there really wasn't Maybe they should have called him double-0 eight million, 

because that is how many units GoldenEye has sold since it's 
launch. Ahead of Mario Kart, Super Mario 64, and Ocarina of 
Time, GoldenEye is the best-selling N64 game in the U.S. It 
even outsold every title to ever come out on GameCube (but 
we're not really sure if that's impressive). 

• a video game that had taken a movie license and done 
justice by it. Then GoldenEye came along and proved that 
our industry could 
make a good 
movie-game. This 
paved the way 
for games like 
The Chronides of 

' Riddick: Escape 
From Butcher Bay, 

• Lord of the Rings, 
and Spider-Man. 

A BONO FOR All 
SEASONS 
Not many people real-
ize that Bond has had 
nearly as many games 
as he has movies. Here 
is a quick recap af all 
his games to date. 

James Bond 007 (1983) 
Atari 2600, Atari 5200, 
Commodore 64, 
Colecovision 
Publisher: Parker Brothers 
Developer: Parker Brothers 

James Bond 007: A View 
to a Kill (1985) 
Apple II, PC 
Publisher: Mindscape 
Developer: Angelsoft, Inc. 

A View to a Kill (1985) 
Commodore 64, PC 
Publisher: 0omark 
Developer: 0ornark 

James Bond 007: 
Goldfinger (1986) 
Apple II, PC 
Publisher: Mindscape Inc. 
Developer: Angelsoft, Inc. 

The Living Daylights 
(1986) 
Commodore 64, PC 
Publisher: Domark 
Developer: Sculptured 
Software 

Live and Let Die (1988) 
Commodore 64, PC 
Publisher: Mindscape 
Developer: Elite Systems 

007: License to Kill 
(1989) 
Commodore 64, PC 
Publisher: 0omark 
Developer: Quixel 

The Spy Who 
Loved Me (1990) 
Commodore 64, PC 
Publisher: 0omark 
Developer: 0omark 

Play It Again, James 
Want a fresh take on this classic? You can download a Half-Life 
2 mod called GoldenEye: Source (see screen on left). This mod 
recreates the spirit of what made playing GoldenEye 007 so 
enjoyable. Check it out at www.goldeneyesource.com. 

lames Bond: The Stealth Tomorrow Never Everything or 
Affair (1990) Dies (1999) Nothing (2004) 
PC PSone P52, Xbox, GameCube, GBA 
Publisher: Interplay Publisher: Electronic Arts Publisher: Electronic Arts 
Developer: Delphine Developer: Black Ops Developer: Electronic Arts 
Software 

The World Is Not GoldenEye: Rogue 
James Bond Ir. (1992) Enough (2000) Agent (2004) 
Commodore 64, NES, PSone, N64, GBC PS2, Xbox, GameCube, 05 
SNES, PC Publisher: Electronic Arts Publisher: Electronic Arts 
Publisher: THQ Developer: Eurocom Developer: Electronic Arts 
Developer: Gray Matter 

007 Racing (2000) From Russia with 
lames Bond: The Duel PSone Love (2005) 
(1993) Publisher: Electronic Arts P52, Xbox, GameCube, PSP 
Sega Master System, Sega Developer: Eutechnyx Publisher: Electronic Arts 
Mega Drive Developer: Electronic Arts 
Publisher: Domark Agent Under Fire (2001) 
Developer: Domark P52, Xbox, GameCube 

Publisher: Electronic Arts 
GoldenEye 007 (1997) Developer: Electronic Arts 
Nintendo 64 
Publisher: Nintendo Nightfire (2002) 
Developer: Rare P52, Xbox, GameCube, 

GBA, PC, Mac 
lames Bond 007 (1997) Publisher: Electronic Arts 
Game Boy 
Publisher: Nintendo 

Developer: Eurocom 

Developer: Saffire Inc. 

GREATEST GAME OF ALL TIME 
By Russel I Wolf 

I SHADOW OF THE 
COLOSSUS 
> FORMAT PS2 
> PUBLISHER SONY COMPUTER 
ENTERTAINMENT 

In my opinion, every single aspect of Shadow of 
the Colossus is perfect. From the opening scene 
of Wanderer (the main character) riding through 
the beautiful, isolated landscape I was certain 
that this game would be incredible. The storyline 
is beautiful, yet one of the simplest plots I have 
ever encountered. In order to save the girl you 
love, deceased for unknown reasons, you must 
find and defeat 16 colossi scattered across the 
game's world. While sounding mediocre on 
paper, on the screen it translated into one of the 
most moving epics I have ever seen. I was abso
lutely stunned at the game's condusion. Armed 
with naught but a sword, bow, and your trusty 
horse, Wanderer is expected to defeat the sixteen 
behemoths, each one different and requiring 
the execution of differen~ complex strategies 
to defeat These range from magnificent stone 
birds swooping across gloomy, bottomless lakes 
to enormous underwater leviathans that drag 
you to the watery depths. Defeating a colossus 
brings an enormous sense of accomplishmen~ 
along with a surprisingly deep sense of sorrow 
and contemplation. In terms of atmosphere and 
ambience, the 
game succeeds 
on every scale. 
The game's 
world, meticu
lously mapped 
is stunningly 
massive. There 
are lush forests, 
magnijicent 
waterfalls, 
arid deserts, 
pristine lakes, 
and countless 
more locations 
that create an 
amazing sense 
of depth. The music, simply pu~ is the best 
soundtrack I have ever heard. The variety of 
orchestral arrangements and exotic instruments 
fits perfectly with the sense of sorrow and long
ing that one experiences while playing the game. 
Simply p~ there has never been a game, movie, 
nor experience that has inspired such emotions 
within me as Shadow of the Colossus. 

THIS MONTH IN GAMING HISTORY 

Fervently working to make their project present
able for MITs annual Science Open House in 
May, Steve Russell, Peter Samson, Dan Edwards, 
and J. Graetz complete their work on Spacewar 
in April, 1962. Spacewar, generally considered 

the first video game ever 
made, was originally 
written on a PDP· I com
puter, and the vector· 
graphics screen it used 
cost $50,000 alone. The 
video game was born. 
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UNLIMITED LAUNCH: MAR. 19 

Kane & Lynch 
Remember Kane & Lynch - those two badass convicts on the run 
from the feds, in pursuit of some stashed cash, and MIA since our 
cover story last year? We do too, and we couldn't wait to revisit this 
promising title. Read our exclusive Q&A with game designer Jens
Peter Kurup to refresh your memory. 

Rolling the 
0.1.C.E. 
ESA president 
Doug Lowenstein 
has stepped down 
as the industry 
spokesman, and 
he's left a nice col
lection of priceless 
quotes in his wake. 
Read the rest of 
our exclusive Q&A 
online. 

The Sweet Taste of Revenge 
Saboteur follows the story of a racecar driver 
turned World War II subversive. Learn more 
about the real-life inspiration for this compel
ling character. 

GameDevelopers® 
Conference ~ 

~ 

ALSO ONLINE THIS MONTH: 
Read about all the happenings 
from the 2007 Game Developers 
Conference in San Francisco. 
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VIDEO GAME TRIVIA 
Video game characters are cooler than you are, and they will only continue to get 
exponentially more awesome. With each over-the-top cinematic. protagonists keep 
raising the bar for what is considered •extreme.• Answer the questions below to see 

where this trend will lead, and what unbelievable feats our heroes will be performing 

in the future. 

1 RPGs released at a console 
launch tend to be forgotten 
quickly. Prove that you never 
forget by identifying which one 
of the following games was not 
a PS2 launch title? 

A. Eternal Ring 
B. Orphen: Scion of Sorcery 
C. Summoner 
D. Dark Cloud 

3 Metal Gear Solid: Portable 
Ops is full of secrets to be dis
covered. Which of these char
acters is not made playable by 
entering a password? 

A. EVA 
B. Null 
C. Gene 
D. Campbell 

4 Anime series often see game 
adaptations, but they don't 
always make it to our shores. 
Which of these popular series 
has not had a game released in 
the U.S.? 

A. Samurai Champloo 
B. Neon Genesis Evangelion 
C. One Piece 
D. Naruto 

5 Do you know your history? 
In the original game entitled 
Mario Bros., which of the fol
lowing levels did NOT have a 
warp zone? 

A. 1-2 
B. 4-2 
C. 5-1 
D. There were no warp zones 

6 Are you living in the HD era? 
Prove it by identifying which of 
these designations doesn't cor
respond to one of the signals in 
analog component video. 

A. Ct 
B. Pb 
C. Pr 
D. y 

7 In Mega Man 2, what robot 
from the first game reappears 
as a tank boss in Dr. Wily's 
castle? 

A. Guts 

1§ Man 
B. Elec 

Man 
C. Fire Man 
D. Juwanna 

Man 

8 False or Super False: 
Thundercats would make an 
awesome video game. 

A. False 
B. Super False 

9 The title of this licensed NES 
game suggests it is based on a 
movie sequel, but a film with 
the same name doesn't exist. 
What game is this screen from? 

A. The Stuff II 
B. Goonies II 
C. Teenage Mutant Ninja Turtles IV 
D. Ghoulies Ill 

10 The 1990s were a golden 
age of quality video game 
boxes. This art. complete with 
boxing kangaroo, adorns the 
cover of what 1994 Genesis 
title? 

A. Streets of Rage 3 
B. Final Fight 3 
C. Double Dragon Ill 
D. Defenders of Dynatron City 2 
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BREAKDOWN 
10 MUiian DS and DS Lite units have been sold in North 
Americ.a since its 2004 release 

-17 degrees Fahrenheit is pretty cold. Minnesota uses natural 
selection to weed out pansies 

0% of Square Enix games using Unreal 3 should be Dirge of 
Cerberus II 

19 of Nintendo's first-party ti~es sold over one million copies 
worldwide in 2006 

100"/e of the GI office's "sick" days in January and February were 
due to an inflammation of the crusade. Wovv, ~ bums! 

* Trivia Score & Rank * 

0-1: 2-3: 
Alu Kidd (Ats" Job wario ~ Nino-Games 

4-5: 6-7: 
s.r, Fisher Uses More Tech Ooud Wields Biaer SWord 

8-9: 10: 
linl< Plays Four OcariMs Knlos firs I Dinosaur 

Video <.me Trivia Answers: 1. 02. D 3. 04. 8 5. 06.A 7. A8. 89. 8 10. A 
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