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RULE THE SKIES AT FACE MELTING SPEEDS WITH THE MOST SOPHISTICATED REAL
WORLD MODERN FIGHTER JETS. FEEL THE FIGHT AND FLIGHT IN YOUR HANDS! USE

THE Wii CONTROLLERS TO EVADE, TARGET AND DESTROY THE ENEMY!

“...no previous game has shown that the

motion sensitivity in the Nunchuk
coiuild be this responsive.” nintendo Power (Feb 2007/V212)

Codemasters’

www.codemasters.com/heatseeker
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Saren’s forces are spreading. And their goal is clear: the extermination of ali arganic life. How do
vou decide who to save? Who to let perish? Life and death decisions await at every stop as you

scour a universe of over 32 stars and planets. Don't forget your map. xbox.com/masseffect




PS3: The Next Wave

So far the PlayStation 3 roll out
has been haunted by one criti-
cal question: Where are all the
games? Well, here they come!
With Sony’s Heavenly Sword in
the lead, there are more games
due out this year for the PS3
than for any other system.
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GamerHelp: Exposed: 14 Dangerous
God of War Il (PS2): Gaming Myths
5 Difficult Batﬂes Is the PC really the best system for

first-person shooters? Will the next-
gen DVD war actually be settled by
porn? We separate the shocking
facts from fiction.

Maybe your knowledge of Greek

mythology doesn’t include the

Colossus of Rhodes, Theseis, or

| Euryale—yet. But if it does, you'll
N e offer a prayer of thanks for this

— strategy guide.

42 Heavensent L I T I B B N B B BN B BN BN B R N BN RN B T N A B R B B A I e e R e R R T 2 & @ & & 9 5 8 " B 0 B 8
An exclusive hands-on preview of : L -
Heavenly Sword! The 2006 Reade 'S .,

Choice Awards
4 6 The Sony Surge You have spaken-and you dunt

Lair, Warhawk, Rachet & Clank Future: offer too many surprises this year.
Tools of Destruction, and more! Here are the winners, losers, and

everything in between for 2006.
52 The PS3 Powers Up

All of the games due out for 2007
and beyond.

[/ May 2007 J// GAMEPRO.cOM
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Ask the Pros
Head2Head

Big List

Parting Shot

Mass Effect: Duke Nukem Forever:

Reshaping the RPG 10 Years (and Counting)

BioWare's sci-fi epic is preparing One of the most famous games

to take RPGs where none have never made...might still be on the !

gone before. drawing boards. lt S Okay to Buy a P83 o

Seriously.

M icrosoft’s Xbox 360 is entrenched
and Nintendo’s Wiiis capturing the

public’s imagination, so where does that

Sneak Previews 32 Reviews

leave Sony’s PS37? In the driver’s seat.
“Where are the games?” is the ques-
tion that's been keeping the system in
limbo...but no more. Led by Heavenly
Sword, PlayStation 3 games are about to
bust out all over with Sony's own titles In
the forefront. Our exclusive hands-on
look at Heavenly Sword reveals a new

generation take on hack-n-slash action

that demonstrates imagination, style,

and challenge.

Formula One Championship Edition ................. 81 And that’s just the beginning. With
B ot ek A | el g Sy e e S R S 74 80+ titles in the queue, there are more
I : Legend of the U loyed Ninja........... 89
VIVl | o2 cs on the PS3 launch pad than for any
LB OT THESHOW: s 82 other new-generation system this year.
V7 Fai e pal 15] [ 0 8 D0 vur e p e s S s 76 Sony said it would take time, and the time
NBA Street HOMECOUTIL...ccoiviiiieiceisessinrsasssassssssses S7 has come. Mavbe that $599 pri.ce tag has
SO EOrCE ERA i civin i i idaeraasa 82 you on the fence (and a lot of us could be
Sonic and the Secret RingsS........cccoivnniiviniinnennnnes 88 ddling it f little | b

Cooking Mama: Cook Off.......cciiiiiiiininnne, e T L (T e e S R e e 89 Suadding it foralitie longer), butionge

Dragon Ball Z: Shin Budokai Another Road ......38  SEX BIUF ........cosvueecuuemissiiessssessesssiesssessssssssssssensies 83 you finally scrape together that dispos-

The Elder Scrolls IV: Shivering Isles ................. .36  Tekken 5: Dark Resurrection ...........ccceeecreeeiiennnens 85 able income, it looks like the PS3 will be

Final Fantasy Fables: Chocobo Tales..........oue.. 39  Tom Clancy’s Ghost Recon ready for you. Now if we can just get that

SnerNIan 35 G s e ey 32 Advanced Warfighter 2 .......ccccccvvvnvereieaneesissaininnes 78 :

. : : price break...
SHDBr PanBE N IO o irr v rarinssasesseanvacs 3 o Vrtaa Tentis B o T s e 80
TigerWoods PGA - ToUrO7........c.mitniiaimnie, 37 = W PIBY G i haaaii s rasiannsnbasnis sasbnnanansss nrukasasoes 88
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Is that an Energy Sword in your pocket or are
you just happy to see me? In Halo 3, there's no
place to hide that secondary weapon as it will
be displayed on your character’s back.
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A HALO 3 (MicrosorT) (XBOX 360)

The Type-2 Antipersonnel Fragmentation Grenade
(aka Spike Grenade) is particularly suited for defensive
and antivehicle use. Equipped with protruding nails,

the Brute Grenade is capable of gripping almost any
surface, including Spartan armor. Be wary, Master
Chief; keep an eye to the sky.

L ool

e

um Pt L P
T f'\h‘{:;. i

RN

Vehicle mounting is back. And with the
introduction of the Man Cannon, we're
hoping for some intense mid-air hijacking.

it e U
Capable of launching Spartans, grenades,
and even some vehicles sky-high across the
battlefield, the Man Cannon should bring

new depth to Halo’s multiplayer experience.
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~ OPENING SHOTS

Sony isn‘t kidding when it says “God of
War Il can stand up to any game on any
system.” Just look at those graphics.

NGoD oF WAR II (sony) (PS2)

Poor Turok—his last three games
were God-awful. Is there still hope?

[ i
. '?E .

i

It's like Rapunzel, only with rippling muscles and machine guns.

/] MAayY 2007 /J/ GAMEPRO.COM
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'OPENING SHOTS

TJSCORE . I =
000 12 10 What makeup dDE$ fD!’.‘y’GLlI mother’s self-
esteem, Castlevania will do for the PSP,

-
Hella hot!

A HELLBGY (Knmmx} (PS3, XBOX 350} NWCASTLEVANIA: THE DRACULA X CHRONICLES (Konami) (PSP)

in the near future, malnourished aliens storm Earth
to rescue their leaders—the Qlsen twins.

“Cleanup in aisle five!”

S

Scorpion pounds a ninja-clad David
Beckham with a flaming bicycle kick.

W DARK SECTOR (D3 PuBLISHER) (PS3, XBOX 360) WMORTAL KOMBAT: ARMAGEDDON (Mipway) (W)

M
1 2 /] May 2007 J// GAMEPRO.CcOM
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Even a face like burnt spaghetti won't ey
scare away these Unreal contestants. T ——

WUNREAL TOURNAMENT 3 (Mipway) (PS3, XBox 360, PC)

The new multiplayer models
certainly kick up the heat.

Wipeout lives again, only...colder.

(Usisort) (PS3) WEFATAL INERTIA (Kogr) (PS3, XBox 360)

g L t LR e e e
o S

Look out Mobile Suit Gundam—there's
a new giant robot simulation in town! e -

K.
1"._’.!-1

NARMORED CORE 4 (seca) (PS3, XB0x 360)

14 // May 2007 // GaAMEPRO.cOM
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Do Your Face A Favor.

Ordinary acne pads can create more problems than they solve. Stridex acne pads offer proven effectiveness without the burning,
stinging or drying effects other pads make you tolerate. The soft - textured pad provides full-face coverage and deep, but gentle cleaning.
Only medicated Stridex pads are alcohol-free, so you can clean your skin, treat existing breakouts, and prevent new occurrences...comfortably.

| MANUFACTURER'S COUPON / EXPIRATION DATE 7/31/08

Vs
o
A |_; $ with purchase of any S’I'Rm product
|
b -

clear complexion with comgort™

(8100)0

81 23021

RETAILER: Blistex™ Inc. will reimburse you E 0215
for the face value of this coupon plus 8€ if

submitied as part payment on any Stridex™

products in compliance with our redemption

policy. Copies available upon request. Void if

copied, prohibited or requlated. Coupon may

not be assigned or transferred by you. Cash

value 1/100 cent. Send to Blistex Inc., P.0.

Box 880296, El Paso, TX 88588-0296. Good

only on indicated Stridex products, any other

use constitutes fraud.Limit one coupon per

putchase s 11141388"25076'"" 7

with comFort™

“ - clear complexion

0

2007 Blistex Inc. Use Only As Direcled,
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PAWN Poll

GAMES. GOS5IP. GEAR.

Console Candy

Customized console mods? Color us impressed.

ColorWare is already known for its high-end laptop and iPod paint jobs. But
starting this summer, ColorWare will extend its coloring magic to video-
game consoles. We mailed in a PS3, Wii, and Xbox 360 for a test run. Col-
orWare followed our exact specifications and mailed the consoles back for
our approval. The results? See for yourself: clean, professional, and highly
detailed colored coats.

If you send in your own game system, you'll pay $99 for the coloring
service and $25 per controller. Those prices may seem high, but are actu-
ally a bargain: ColorWare charges $399 and up for its laptop PC coloring
services. To see the full range of 28 color coats, as well as further pricing
options, see ColorWarePC.com.
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£ <4 Mass Effect ... Page 18

¥ Assassin’s Creed . .. Page 24
Tekken 6 . . . Page 28
Duke Nukem Forever. .. Page 30
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or a game that's coming out this year, we still know precious little
about BioWare's next big RPG. We know it's the first installment
of a planned trilogy, that it's set in deep space, and that its Unreal-
powered graphics are phenomenal. So we asked the project director of

Mass Effect, Casey Hudson, to fill us in on the juicy details of what's hap-
pening behind the curtain of BioWare's latest interstellar epic.

Followers of RPG veteran BioWare will remember Baldur's Gate,
Neverwinter Nights, and Star Wars: Knights of the Old Republic, and how
these titles forever changed the way players view the role-playing genre.

Mass Effect, however, is ground breaking on an entirely different level.
According to Hudson, Mass Effect “represents a major evolutionary step”
over BioWare's previous RPGs. How evolutionary are we talking here? Try
the story on for size. A{:ccﬁrding to an ancient alien prophecy, every 50-
thousand years machines come to harvest all human life throughout
the galaxy. In Mass Effect, that time is now. You play as Commander
Shepard, an elite human super soldier, against a legion of life-harvesting
machines. Save the universe or save your own hide—which will you
choose? Look for it this spring on the Xbox 360.
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MASS EFFECT IN A NUTSHELL.

We ask the burning questions, and you reap the benefits.

Why should we care about Mass Effect?

Mass Effect is like jumping inside an intense sci-fi/action movie, where
you're the center of a galaxy-spanning story full of combat, exploration,
and emotionally-charged encounters with a huge cast of characters.

Can | roam around the universe freely?

You're in command of a starship and crew that you can fly to destina-
tions across the galaxy in free-form space exploration. And you're not
just a fixed, pre-determined character; you create your own Commander
Shepard down to the finest details of appearance, gender, and ability.
Then throughout the game, you develop your character and squad by
gaining new armor, weapons, and skills.

How does combat work?

Combat in Mass Effect has a third-person camera and makes extensive
use of cover, so as Commander Shepard approaches large objects, he’ll
smoothly lean against them to take cover. You can carry assault rifles,
sniper rifles, pistols, and shotguns, with lots of customization features
through the mod system. You can develop skills in other areas too, such
as tech skills and dark energy powers.
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How do | control squad members in battle?

You'll lead two others in your squad, selected from a larger group that
joins up with you over the course of the story. In combat you can easily
specify targets and movement commands for them using the directional
pad, so combat takes on a very tactical feel.

Do my teammates have unique personalities?

Your squad members have very different personalities, so they might be
critical or supportive of what you're doing. And in some cases, you may
getinto a fight—to the death—with a squad member, if they're morally op-
posed to decisions you've made.

Will Mass Effect allow players to be good or evil, as in past BioWare games?

We wanted to make good and evil choices more realistic in Mass Effect,
so it is somewhat more organic and morally challenging. We put you into
situations where you must achieve a goal at all costs, each of them with
different and potentially devastating consequences. It will sometimes be
clear which goal has you being nice and which one seems overly harsh,
but it’s all set in a context where nothing is frivolous or gratuitous. It's all
about completing a mission to save billions of lives.
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ONLINE TRACKERS

Sites such as xpbargains.com offer live, up-to-the-minute Wii locaters of every major outlet that
gets the system in stock. They also offer RSS Feeds with alerts so you know the minute Wiis become
available at your local Toys “R” Us.

HanG OuT
Gaming retailers, such as GameStop, get shipments throughout the week. The managers never
seem to know when the shipments are coming or how many Wiis are on the truck, but if you luckily
happen to stop by on a ship day, stick around and form an orderly line. Shipments often come into
the stores before 10:30 a.m.

Do Wii
e | mlm+

EBAY
You'll pay more than the retail $250 price tag,
but if price is no issue for you, go for it!

CRAIGSLIST.ORG

An excellent resource for local transactions, es-
pecially in the bigger cities. Check back daily
and watch out for scammers—insist on meeting
and trading in person.

GET ON THE HORN

Start making phone calls to every Best Buy,
Circuit City, and Target in your area. Try
Imitating someone famous each time you call
so they don’t instantly recognize your voice.

Gepk Speak 2.0

Big words, small type.

Texture Map: A two-dimensional image that is painted onto the surface of a three-
dimensional object. The higher the resolution of the texture map, the more realistic the detail

on the surface of the in-game object. Large texture maps suck up lots of graphics memory
and can slow down performance.

Detail Texture: Even high-resolution textures become blurry (or “pixilated”) when viewed
up close. A detail texture is an additional texture layer that fades into view as the player’s
viewpoint gets closer to a surface, giving the illusion of even greater detail. Famously
pioneered in the Unreal games.

20 // May 2007 J/ GAMEPRO.cOM
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Tenacious Moses sounds off on the
top stories on GamePro.com.

CosT REDUCTION

VvS. PRICE CUTS

At the DICE Summit, Phil Harrison addressed
speculation that the PS3 would soon drop
in price. He clarified that mentions of “cost
reduction” mean that Sony is focused on
manufacturing efficiencies, not necessarily
price cuts.

QUIETER XBOX 360s
THROUGH SOFTWARE UPDATE?

A recent software update reduces the noise
of the Xbox 360’s disk drive. The update
only applies to debug machines used by
German journalists, but could conceivably
find its way to the U.S.

:‘gg‘ﬂgﬁ”“;
HREHBERER
PERASTING 2

7Oz ob
Bitssrim;

SHADOW OF THE COLOSSUS,
ICO DEvs MoVE To PS3

A two-page ad in a recent Famitsu revealed
that Sony will add talent to its Team ICO. The
studio will begin work on the creation of an
as-of-yet unannounced game for the PS3.

LucAsSARTS UNLEASHES

NEXT-GEN STAR WARS GAME
Named Star Wars: The Force Unleashed,
this mysterious title is set between episodes
Il and IV. You play as Darth Vader's secret
apprentice, who joins Vader’s quest to rid
the galaxy of Jedi knights.

WERCENARIESD

WORLD IN FLAMES

MERCENARIES 2:

No LONGER A PS3 EXCLUSIVE
EA Games announced that Mercenaries 2:
World in Flames will also be available on
the Xbox 360. EA plans to simultaneously
release all versions in time for this coming
holiday season.

Sources: TUP.com, Cynamite.com
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Try one of four crisp, clean scents that S ARE YOU READY TO STEP UP?

don’t overpower. From Right Guard. |
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lllustration: Francis Mao

ENDURATHON:
SONY AND THE
NEXT-GEN RACE

Sony’s game guy, Phil Harrison, fills us in on his
reaction to the future of PlayStation 3 gaming.

WHAT ARE YOUR THOUGHTS ON THE PS3 LAUNCH?

For me, it was watching people line up on the street just waiting to buy a PlayStation 3; it really
brought home three years of work. | thought, “What actually matters is that people are standing out
there with money in their pockets with a sense of excitement.” Knowing that scene was being
replicated in cities all across the country makes it very real.

“Criticism of the PS3 doesn’t concern me.”
—Phil Harrison, president of Sony Worldwide Studios.

WHAT DO YOU THINK OF THE PS3’s LAUNCH LINEUP?

On one level, any launch game deserves accolade because working on the bleeding edge of a new
system takes guts and determination from the developer. We also saw original games, such as
Insomniac’s Resistance: Fall of Man, ship on day one with industry-leading features. That deserves
a lot of credit. As of today, all of the games available for the PS3 show what the system is capable
of tremendous promise.

ARE YOU GETTING A FAIR SHAKE
FROM THE PRESS REGARDING THE
CRITICISMS OF THE PS3?
It doesn’t concern me. This isn’t a sprint
or a three-month race—this is a ten-year
marathon. And | know that we have the
technology and the architecture to make
the PS3 last more than ten years as a soft-
ware format. We have future-proof technol-
ogies that will allow game designers to do
amazing things with the system. So | have
no concerns at all about what we’ll deliver
later this year, next year, and for the next
b T eight years.
1 rsnrm Also, by what measure was the launch
e of the PS3 not a success? We sold out
everywhere, we overcame the manufac-
turing issues quickly and are now satisfy-
iIng demand, and we've sold more systems
more quickly than we did with the PS1 or
PS2. What's not to love about that?

— GAMESTO
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Qur current obsessions

God of War Il (PlayStation 2)

The last big release for the PS2 is here, and it
proves the PS2 is alive and well. If you thought
Kratos was a blast to play the first time out, you

ain't seen nothing yet.

Crackdown (Xbox 360)

Between finding all the agility upgrade orbs, taking
down gang leaders, and just blowing crap up, this
vibrant gem is as addictive as hell.

- E, Bl = iy T O
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Supreme Commander (PC)

Chris Taylor is an RTS god among men, and this
long-awaited follow-up to Total Annihilation is the
best thing to happen to the genre in a long time.

SUX

The Senate. Too many of these idiots spend time filibustering about
@@ the evils of video games and championing the erosion of our civil
& liberties than tackling real issues like floundering U.S. education
" standards and the health care crisis. SUX

Microsoft. The Xbox Live Rewards program went live on February
gz 12th, but hardly anybody could even sign up, since the whole shebang
& got hosted on servers that went down faster than Dominic Santiago
" in a firefight. SUX

_.. Nintendo. You mean to tell us that some underground emulation
\E2 coder can write software that perfectly replicates the features of
classic games like Mario Kart 64 and Kid Icarus, but you cant? SUX

// May 2007 // GAMEPRO.COM

Sux or Rules

Changing the world, one insult at a time.

RULES

Seeds. Capcom shut down Clover Studios (Okami, God Hand) six
months ago, but the key players have since formed their own
independent development house. Fans of innovative gameplay and
stellar art direction should keep an eye on these guys. RULES

. Downloading TV. Your favorite shows, in high definition, minus
A\l _ intolerably insipid commercials, streamed right to your console?
2" Movies on demand? It's a video buffet! If only the prices were more
reasonable. RULES

Microsoft. They may not be able to keep a website off its knees, but
2 they are listening to player feedback: Developers can no longer charge
for downloadable content that grants a competitive edge. RULES
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MATURE 17+
Blood and Gore

Language
Violence Micmsm BUNGIE Halo 2 for the PC is here. Two all-new exclusive maps, 23 in total.

ESRB CONTENT RATING  www.esrb.org gamestudios And a Map Editor to create even more. Only on Windows Vista."”
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AssASSIN’S CREED:
OF THE YF.AR7

Lol

The yearis 1191, and you are an assassin. Your mission? To track down and take out the nine architects of
the Third Crusade. “As you do so,” elaborates Assassin’s Creed producer Jade Raymond in a video doc-
umentary available on the game’s website, “you’re going to find out that [their plot] goes beyond war
profiteering. You'll uncover a conspiracy that has implications all the way to the modern day.” Whatever
these modern-day implications may be, Assassin’s Creed has sparked a wildfire throughout the gaming
community with its sweeping visuals, edgy historical clashes, and your character’s Le Parkour-inspired
movements. Raymond emphasized that assassination is the player’s primary goal, but that the real fun
begins with how you get to that goal. In controlling Altair, master assassin, you will have tremendous
freedom of movement. Each button on the controller is mapped to a different body part, which allows
Altair to tackle any obstacle in a variety of ways. The level of interactivity within the environment looks
to be unprecedented. For more news on Ubisoft’'s Assassin Creed, check out GamePro.com.

hock...BioShock...BioShock...® If we see more downloadable games as polished
and as affordable as Tekken 5: Dark Resurrection, the PS3 might just turn out to
be an Xbox Live Arcade-killer... ®* Speaking of Xbox 360, why doesn’t Microsoft
sell larger hard drives as an add-on? Twenty gigabytes is pretty puny these days,
especially with those bloated TV and movie downloads... ®* Word is the boys at
Midway were inspired by the gritty, steroid-infused look of Gears of War. Gears
of Kombat coming soon?... ® Crysis is still looking good, but a recent hands-on
build was running at a low-ish resolution and still stuttered during busy action
scenes. Talk about a hardware hog... ®* Nvidia’s new Geforce 8800 GTX is blaz-
ing fast. Seriously. We're shocked... ®* Anybody else grooving on Heroes?... * My
quickie Crackdown review: It's good but shallow. Definitely a mere tide-me-over
‘til GTAIV... * My Xbox 360 gets scorching hot lately. We're talking weenie-roast
temperatures here... ®* Know what | hate? Sniveling Internet punks who call me
Fwned this month:  biased because they disagree with cold hard facts. In one day | was called both
Microsoft, Crysis, pro-Sony and pro-Microsoft in feedback based on the same article. Um, helll-
fanboys, and Wii loooo... ®* Speaking of politics, enough with the “PS3 is a disaster” talk. We're

less than six months in. Patience, mkay?... ® You know, GameTap is slowly grow-

ing on me. Ten bucks a month for all-you-can-eat arcade, 16-bit, and Dreamcast

games? Sign me up... ®*I'm the only editor in the office who isn’t crazy for the Wii.

Is there something wrong with me? Outside of the sports titles, it smells suspi-

ciously like a gimmick... *What's this | hear about Apple suddenly getting deadly

serious about video game development?... ® There's a new publisher in town,

'v andthey’re called “GameCock.” No, seriously...*Whatthe hell ever happened to
Xbox 360 frontman J Allard, anyway? It's been at least a year since he’s made a
e-mail Sid: public appearance, and the rumor mill is in full swing on the reasons for his sud-

vicious_sid@gamepro.com  den invisibility... ®* Tiger Woods for Wii...Tiger Woods for Wii...Tiger Wo...

// May 2007 J/ GAMEPRO.cOM
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THE PRESTIGE *
Christopher Nolan (Memento, Insomnia,
Batman Begins) brings Christopher Priest’s
complex story of rival magiciansto lifein a
film that you'll need to see more than once
to truly appreciate.

prestige-movie.com

$29.99

THE LosT Room

This Sci Fi Channel brain-twisting mini-
series tells the tale of a mysterious hotel
room and the supernatural objects that
dwell within.

scifi.com/lostroom

$19.98

FAST FOOD NATION

Richard Linklater (Dazed & Confused, A
Scanner Darkly) takes on the far-reaching
consequences of the fast-food phenomenon
with his trademark wit.
foxsearchlight.com/fastfoodnation

$27.98

Prulect Gntham Ramng Mublle [Glu Mnbtlei
It might not be as speedy as its Xbox 360 big
brother, but this mobile port continues the
trademark PGR kudos and medal systems fur
a solid mobile racer. |

Also worth a shot: Lost, Monopoly Tvcnon-":_
2007 | ' ' i
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For game demos and free PGR wallpapers
for your phone, VISIT PGRMOBILE.COM
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BIZARRE
CREATIONS

Microsoft

gamestudios

iy B

free game trials and l' I
more at glu.com.
glu.com

get glu’d to mobile entertainment!

% —
verizonwieless ‘' --Mobile- ¥ cingular  Sprint 22 €lltel =

wireless

Came charges may appiy.

Based on the Xbox@ and Xbox 366TM Video Games Developed by Bizarre Creations. Buy the Xbox and Xbox 360 Video Games Developed by Bizarre Creations and released by Microsoft Game Studios. uv.-.-.-.-.pr::.jec!gqthamra:m com. Mi;rc;s:;-ﬁ. the Microsoft Garnes Studios logo, PGR¥, Project Cotham Racing®, Xbox, Xbox
360 and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/for other countries. Al other trademarks are property of their respective owner. The trademarks, copyrights and design rights in and associated with the Lamborghini Gallardo are used under license from
Lamborghini ArtiMarca S.p.A, ltaly . © 2006 Glu Mobile. All rights reserved. Screenshot shown is from 3D version. Appearance may vary by handset and carrier and for 2D version. ATV Offroad Fury is a registered trademark of Sony Computer Entertainment America, Inc. € Sony Computer Entertainment America Inc. ATV Offroad

Fury marks are licensed through Sony Computer Entertainment America Inc. World Series of Poker®, WSOP and related designs are trademarks of Harrah's License Company, LLC. Used with permission. This product is intended for use by those 21 or older for amusement purposes only. All rights reserved.Super KO Bexing and
tranded, and all related characters and elements are trademarks of and € Glu Mobile € 2006 Glu Mobile. All rights reserved.
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DISC FORMATS
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Virtually out of use in modern video gaming,
aside from the odd PC game. CD-ROM'’s
puny 700 MB of storage just can’t stack up
to the big boys.

D UnL— Ln qen Du D A A
1,900 MB

Currently the gold standard for the PS2 and Xbox
360, dual-layer DVDs are a solid choice. But high-
resolution graphics and surround sound are put-
ting the cramp on this aging format.

H D D U D o A L T A A A A A

15,000 mB

Now we're talking. HD DVD isn’t used for games—yet—
but its 15 GB make it a great choice for high-def flicks.
You can score an Xbox 360 HD DVD add-on drive for $199.

BLU —nﬂq fffff/fffffffffﬂfﬁffffffffffffffﬂffffffffffffffffxﬁ"#fb')

25,000 mB ke
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The current king of the disc wars, Blu-ray crams
an amazing 25 GB per layer. Future multi-layer
versions will support 50 GB, and possibly as high
as 100! The format of choice for the PlayStation 3.
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Nintendo games have traditionally featured some pretty goofy enemies.
Can you unscramble each enemy’s name, and the classic game in which it it
first appeared?

I
|

- — —— _— — .
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edoou) edoo) {(epjaz jo pusaban ay]) ejpueyuelp (plonay) uteig 18I0 (snies) py) piezip wueidb63 isiemsuyy
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FAMOUS'
LAST WORDS ¢

OVERHEARD THIS
MONTH

“If you can find

a PS3 anywhere in
North America that’s
been on shelves for
more than five min-
utes, I'll give you
$1200 for at.”

Jack Tretton, CEO of Sony
Computer Entertainment
America, dismissing reports
that the PlayStation 3 isn't
selling as expected. He made
the remarks in early January.

A\ “One hour and
& VY 11 systems
later, we’'re
S13,200
richer.”

Gabe and Tyco of
Penny Arcade, taking
Tretton up on his offer.

“If you want to

be controversial,
fine. But damn it,
don’'t duck and cover
when the sh*t hits
the fan.”

Doug Lowenstein in his
final remarks as Entertain-
ment Software Associa-
tion president, referring
to what he called “cut and
run” developers.

“The American
gamer’s always
talking about ‘I
beat it.’ When you
listen to an album,
j do you listen to it
in one go and say
‘I beat the Eminem
album’?”

Alex Ward, creative director
at Criterion (Black), critiquing
the attitudes of American
gamers.

“"Getting sales is
great. But having
our peers say it’s
the best game of
the year? That’s
insane. We beat
the Wii.”

Michael Capps, CEO of
Epic Games, after Gears of
War swept the annual AIAS
awards.

EGM, MTV



GO HEAD TO HEAD WITH
THE MARVEL UNIVERSE.

VIDEO GAME

DO WHAFEVER IT TAKES TO GET YOUR HANDS ON THE MARVEL
TRADING CARD GAME ON PC OR HANDHELD VIDEO GAME SYSTEM. GAIN
ENDURANCE ONLINE WITH YOUR BAND OF SUPERHEROES AND VILLAINS
TO BATTLE FOR CONTROL OF THE MARVEL UNIVERSE. AND WHEN YOU RE
OFF-LINE, THERE'S AN ALL-NEW SINGLE PLAYER STORY WITH AN ORIGINAL
DIGITAL GRAPHIC NOVEL AND OVER 200 UNLOCKABLE DECKS.

I - e P R = e o T a1 [
Iner oo oo -
O @Ak N

Alcohol and Tobacco Reference - | DUD-ROM
- TayalaliondHortanhks OHLINE

Blood NELSSRTA SOFTWARE|

Mild Fantasy Violence T m— T ——— -

£y

Mild Language - ¢ A A " - .

Suggestive Themes
gg e WWW.KONAMI.COM

NINTEND%DS Pn

ENTERTAINATENT™

© 2007 Nonomi Digitol Entertoinment. Inc. Vonomi™ i o segistered trademork of I'.ﬂNL! EU.LRHIL © L!? HLH! CBAPORATION. MARVEL. The Increditie Hufk Spider-Han. the ll'rm the hvengers. the Fomtastic Tour and of reloted Morve! charocters ore ®-nd trademarke of Morvef Characers, In. ond ore used with permissionSuper Herofes] and Super Vifinls] are co-owned registered
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UNVEILED!

Namco reveals new characters
and detalls for this arcade and PS3 fighter.

After production delays foiled fans who wished for a Tekken launch title on
the PS3, Bandai Namco has finally shown us the fruits of its labor: Tekken 6.
At the Japanese AOU Amusement Expo, new real-time footage of the up-
coming arcade version of Tekken 6 made its debut, showcasing two new
characters: Leo and Zafina. Leo is a speedy German-born fighter whose
techniques are based on Bajiquan style, known for its explosive power and
elbow strikes. Zafina, meanwhile, uses a spider-like technique that sees her
crawling across the arena floor. The final game is expected to include 35
characters, making it one of the largest Tekken games.

The upgraded character customization system allows players to fit up ; s _
to 10 different parts of a character’s costume. Otherwise, the ultra-detailed & 1N -------- e
characters and arenas seem to be the main draw. We expect more details on | '
the upcoming PS3 version soon—check GamePro.com for the latest.

HE ALTH METER: MIMO juggernaut World of Warcraft continues to dominate, sucking
the life out of its would-be competitors. Can there be only one?
MMO RPG‘S Here's our snapshot of the life left in cyberspace.
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0
Guild Wars

City of Heroes/ Ulti.n'.la-Onli'ﬁe
Villains e 80%
Two classic characters, one classic brawl.

R
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PHOENIX WRIGHT DEREK STILES

(PHOENIX WRIGHT: ACE ATTORNEY) (TRAUMA CENTER: UNDER THE KNIFE)
Enemy: Perjury and injustice (-) (+) Filth and disease
Mentor: Spirit of Mia Fey (+) (-) Cute anime nurses

Talent: Cuts through legal paperwork (-) (+) Cuts through human flesh %/ e
Fashion: Sharp blue blazers (+) (-) Drab surgical scrubs (7 A
Weapon of Choice: Objection! (-) (+) Razor-sharp scalpel 1.;"‘3-& )

OUTCOME: Atthe end of a long day of legal wrangling and surgical panic, it’s hard to imagine modern society would miss
even an exceptional lawyer like Mr. Wright, but Dr. Stiles boasts a direct bloodline to the Greek god of medicine. Phoenix
Wright might have to walk a tightrope of legal rules in the courtroom and navigate a labyrinth of evidence and lying

witnesses at crime scenes, but Derek Stiles holds the very power of life and death in his latex-gloved hands.

DECISION: Derek Stiles >>>>>>>>>>>>>>>>>>5>>5>5>5S55>5S

2 8 [ MAY 2007 // GAMEPRO.cOM
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DUKE NUKEM’S

SPring p

reak na
SPRING BREAK | &k 0768
I ﬁﬂadgd' 8t

Jello-gh, fﬁfﬂﬁffﬂt o o

M E MO R I E s Shake i :af,fgi_fffﬁe belly of :;:’;';ﬂ:ﬁm, ok

Pissin’ the night away.

Duke Nukem, the last great American hero, was recently spotted
in Cancun, Mexico, during Spring Break to boost support for his
missing-in-action PC shooter Duke Nukem Forever. We found this
dog-eared diary in the bathroom of a local gas station.

DUKE NUKEM
FOREVER:
10 YEARS LATER

Oh how the world has changed during the

endless development of Duke Nukem Forever. TEN YEARS OF FOREVER

A& &« «Ten years later, and
g this is what 3D Realms

In early 1996, a little-known PC shooter changed the rules forever. That game was Duke Nukem 3D,
an immensely popular, immensely groundbreaking game that enraged senators and parents world-

wide. Such a popular game naturally demanded a sequel, so in April of 1997, developer 3D Realms . x Y has to show: a tiny,
announced Duke Nukem Forever with a planned release date of 1998 or 1999. Then 2000. Then 2001. ‘o - :?‘ blurry, in-game screen
Now, “when it's done.” shot. It's Miller time!
For a vast array of reasons, development on Duke Nukem Forever has sputtered along for 10 years. ' <« This early image from
Aside from a few short videos and low-resolution screen shots leaked some six years ago, Duke Nukem 5 ot - 2001 is one of the few
Forever is as mysterious in 2007 as it was in 1997. Does The Duke still fit into our modern, futuristic so- el remaining artifacts from
ciety? Here's a look at the major events that have taken place since Duke Nukem Forever started devel- Y& % 71 Duke Nukem Forever’s

opment, well, foreverago. s pm carliest days (also known
as as the game’s “pre-
Jurassic period”).

* The average cost for gasoline in California exploded from $1.61 per
gallon to $2.80 per gallon.

NEVER SAY “FOREVER” AGAIN

3D Realms assures us

4 that Duke Nukem Forever

"k 5 isstillin production, but
. at this point, the game’s

* Prey, another 3D Realms
game that languished
in development hell for

a decade, was finally
released on the PC and
Xbox 360 in 2006.

\‘ ! epic dev cycle is far
h‘"‘ﬁ - =
= U Sse=s more entertaining than

the actual game is likely to be. They say absence
makes the heart grow fonder. Do you suppose
there's a statute of limitations on that?

* The U.S. population soared from 266 million to 300 million.

* The U.S. national debt skyrocketed from $6.08 trillion to $8.7 trillion.

* Nintendo released the Nintendo 64, the Game Boy Advance, the >
GameCube, the DS, the DS Lite, and the Wii.

* [he Olsen twins starred in five television shows, 14 films, and checked

into rehab.

* Britney Spears released four albums, had a first marriage, a second
marriage, two kids, nearly dropped her first kid on his head, became
single again, and shaved her head.

3 O I/ May 2007 J/ GAMEPRO.COM
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Black-suit Spidey provides our hero

with loads of spectacular new powers.
Ly _:r__‘-' b _ ;

SPIDER-MAN 3

P - -‘+ 2

Spider-Man swings into action like you've never seen him before.

'l-i'—"i.

E Xbox 360

® Developer: Treyarch 8 Publisher: Activision ® Release Date: May
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out who murdered his Uncle Ben. The

culprit: Flint Marko, an escaped prisoner
caught in a freak accident that displaces his
molecular structure turning him into the villain-
ous Sandman. Embodied with the new power of
the symbiote, black-suit Spidey is even more
powerful than his mild-mannered alter ego and
he wants Sandman dead.

Stalking like an owl in the night, Spidey
follows Sandman into the subways beneath
the gritty streets of New York. The subways
are exaggerated in size for optimal web-
slinging action, and of course, Sandman ass-
kicking. The fight begins. Furiously punching
and kicking, Spidey wears on his Uncle’s killer.
But he's too tough, like an impenetrable sand for-
tress. In between fisticuffs, subway trains veer by.
Spidey regains command of the fight and holds
the head of Sandman against the passing train.
His face grinds into nothingness.

Sound cool? Believe it or not, this is all
gameplay. And it's all a part of the interactive
theatrical experience Spider-Man 3 delivers.

F illed with rage, Peter Parker has just found

CoOMBAT EVOLVED

There's no denying that combat in past Spider-
Man games was problematic. Oh, who are we
kidding; it was terrible. Lacking variety and depth,
fist fights quickly devolved into mindless
button mashing. Not so this time around.
The development team at Treyarch has ob-
viously spent time reworking the combat

system for Spider-Man 3. It still feels slightly but-
ton mash-y, but attacks now feel much more
dynamic and acrobatic—closer to how Spider-
Man behaves in the comics and movies.

On the Xbox 360 version—Spider-Man 3 will
be released on every platform—the X and Y
buttons attack. They can be charged or used in
conjunction with one another to create some dev-
astating combos. Our favorite? A mega ground
pound that knocks all nearby enemies off their
feet. But it doesn’t stop there. Spidey can now
grab enemies from afar and swing them around
like rag dolls, subdue pesky opponents, or even
string them up by hand and feet to light posts, for
instance, and begin wailing mercilessly on them.
Hey, even the NYPD will jump in on the fun,
pulling out their weapons and interacting with
the struggling thug.

BACK IN BLACK

All that may sound like fun, but it's nothing
compared to what Spider-Man can do when
under the ultimate power of the alien symbiote.
That’s right; you can play as black-suit Spidey,
and it's an absolutely primal experience. When in
black-suit mode, Spidey can jump higher, swing
faster, and punch harder.

Black-suit Spidey also comes equipped with
a rage meter than can be activated by repeatedly
pressing the Right Bumper. When in rage mode,
Spidey glows with intense fury, allowing him to
deliver even more damage and spectacular spe-
cial combat moves.

32 // Mavy 2007 J// GAMEPRO.COM

Much like the movie, the storyline in Spider-
Man 3 focuses on Peter Parker’s discovery of and
issues with his sleek new outfit. In contrast with
previous Spider-Man games, you engage the
story mode as you please from the central map
screen, and the plot automatically switches
between red suit missions and black suit ones.

In addition to the main storyline, Spidey must
help scale back the gang turf wars of Manhattan.
The central map screen, which is laid out very
similarly to Google Earth, displays the contested
territory of each of the three gangs. Your job:
restore order and eliminate gang presence in the
metropolitan area. Good luck, Spidey.

CIN...CIN...CINTERACTIVE

One of the most appealing aspects of Spider-Man
3 is that it has next-gen written all over it. In fact,
we're going to go out on a limb and call this the
most interactive-theatrical experience ever
encountered. “Cinteractive” is what Activision
calls the game’s forward-thinking leap into the
realm of interactive cut scenes.

Here's how it works. Much like other games,
at key moments an interactive movie seamlessly
transitions you into the next plot twist, ad-
venture, or stage of combat. The big difference
Is that during these interactive movies, this brand
new cinteractive element comes into play. During
these stages, icons representing buttons on the
controller will pop onto screen prompting you to
press them in a timely fashion, similar to God of
War’s finishing moves (think Simon Says). If you



press them in the right order, you successfully
complete the segment. Press them in the wrong
order, and you fail.

Boss battles have their fair share of cinterac-
tive moments, but the beauty of this system—a
first for gaming—is that it shouldn’t distract you
to the point of breaking your focus. If anything,
the cinteractive moments suck you deeper into
the experience of being Spider-Man.

Can

In our demo of the game, we fought two
supervillains you'll see in the movie—Sandman,
and Harry Osborn as the New Goblin—and two
Marvel villains who are not in the movie. The
Sandman fight was so epic we had to wash the
sand out of our pants afterward. The others: Not
so epic, but still a lot of fun. Spider-Man 3 will be
released three days before the movie on May 4.
Get your swing on.—Tenacious Moses
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THE “NEW"” SPIDER-MAN

® Black-suit Spidey gets heightened abilities.

m “Cinteractive” moments allow the player

to control certain in-game movies.
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Nintendo takes the 2D Paper Mario series into the new
generation of gaming with Super Paper Mario for the Wii.

SUPER PAPER MARIO

Super Paper Mario prepares to turn its ultra-thin visuals to into a full-bodied Mario adventure for the Wii.
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Wii

® Developer: Intelligent Systems ® Publisher: Nintendo ® Release Date: April

uper Paper Mario took a less-than-super
two-year hiatus when Nintendo developer
Intelligent Systems decided to shift gears
and make the then GameCube-bound adven-
ture platformer for the yet-to-be-launched Wii.
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A magic pipe that returns you to
Flipside from afar.

Previously, Paper Mario had successfully flipped
the Mario series on its ear with a stunning, paper-
like 2D presentation at a time when game devel-
opers were falling over themselves to show off 3D
modeling skills.
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Now the designers were faced with another
challenge: How do you make a game that revels
in its flat, 2D pomposity a compelling adventure
for a new-generation console? How about adding
that third dimension now?

FLAT-LAND FINESSE

Like its predecessor, Super Paper Mario will fea-
ture a glorious 2D world in classic Mario style that
looks like it's composed entirely of paper cutouts.
The basic gameplay’s in the classic mold, too, be-
cause you'll play most of the time by holding the
Wii Remote sideways, where it becomes a near-
perfect mimic of the classic Nintendo controller.
Super Paper Mario will offer up only the merest
nod to its Wii-ness by enabling you to use the Wii
Remote in “flashlight” fashion to reveal invisible
doors and objects and, from time to time, shake it
to bust certain special moves.
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Count Bleck says NEVER/
This princess is integral to
fulfilling the prophecies..
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SUPER PAPER MARIO IS:

m Different from The Thousand Year Door,
adding 3D gameplay for the Wii.

= Still mostly a 2D side-scroller that will suck
any old-school Mario fan in.

The gameplay twist will be the ability to flip
into a 3D perspective with a single button press.
Switching from a side view to a behind-Mario
look makes it seems as if the game camera has
just swung around behind him. The 2D landscape
that looked like objects and characters from the
side can be opened up to reveal a wealth of pre-
viously hidden places, creatures, and potential
power-ups.

PEACH PICKED

Spoiler Alert: Princess Peach gets kidnapped!
Yes, Super Paper Mario isn‘t going to do much in
the way of breaking out of the typical Mario set
up story. Mario and Luigi seek out the purloined
Peach and sure enough run into Bowser along
the way. Bowser and Peach are both playable, but
judging by the preview, Luigi is unfortunately just
a spectator. The new villain, Count Blech, and his
wacky band of hench-persons appear to display a
humorous flair for self-aggrandizement and just
the right desire to mash Mario.

THIN Is IN

SuperPaper Mario already looks as if it would have
been a great addition the Mario legacy whether
for the GameCube or the Wii. In fact, it's too bad it
couldn’t have come out sooner for the GameCube
because that would probably have meant that this
Wii game would be a brand new, third installment
of the series for gamers everywhere to enjoy.
—Bro Buzz
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Shivering Isles adds more than 30 hours of play, as well as a
completely different gameplay experience, to The Elder Scrolls IV.
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THE ELDER ScrRoOLLS IV
SHIVERING ISLES

The best game of 2006 takes a decidedly existential turn.

Xbox 360

ethesda recently granted GamePro exclusive

access to play the first four hours of its

about-to-be released expansion pack for
Elder Scrolls IV: Oblivion, and sweet mother of
Freud, is it a doozy.

AN INTERESTING TRANSITION

Gamers accustomed to the grandeur, gallantry,
and gooey RPG cheesiness of Oblivion are in store
for a jolting good surprise. About 48 hours after
the expansion is downloaded and installed—it is
only being offered via Xbox Live—rumors begin
to circulate that a new portal has opened.

Close investigation reveals that this portal has
the mysterious and disturbing effect of making
anyone who enters it stark, raving mad. After an
interesting, Matrix-style red/blue pill moment and
a quest that requires you to bypass or defeat a
gigantic guardian made of bone, you enter the
Shivering Isles.

STRAIGHT TO THE LOONY BIN

At this point, the gameplay takes a crazy meta-
physical twist that will catch many players off
guard. It turns out the Shivering Isles are crazy—
inthe purest psychological sense of the word. One
half of the island is known as the “manic” side
and is full of vibrant colors and chatty, talkative
people. The other half is known as “dementia,”
and is dark, gloomy, and distinctively grumpy.

In the center of this disaster zone resides a man
known as Sheograth in the town of Crucible. Just
like the rest of the world, Sheograth is cuckoo, and
he challenges you with a series of tasks. Based on
what we played and witnessed, these missions will
entail some creatively devious play mechanics. In
one mission you're supposed to devise a method to
trap and kill parties of heroes adventuring through a
dungeon. In another, you get to build your own Bone
Guardian by finding and assembling enchanted
arms, legs, and other body parts. Much like the orig-
inal game, as you venture into towns and villages to
complete these missions, you'll encounter numer-
ous people who will offer you secondary quests.

LEVEL Up!

Bethesda divulged that the sweet spot for this add-
on is Level 19-22 heroes. Based on my experiences
with a 19th-level Battlemage, | can attest to the fact
that the gameplay will be extremely challenging, but
highly entertaining in the same way that the original
game was. Jumping into this expansion triggered

36 // Mavy 2007 /J/ GAMEPRO.COM

® Developer: Bethesda Softworks ® Publisher: Bethesda Softworks/2K Games ® Release Date: Spring 2007

the same eye-widening sense of wonderment, joy,
and gameplay addiction that resulted in my playing
the original Oblivion for 120-plus hours. Bethesda
also said that Shivering Isles is more than three
times larger than the Knights of the Nine Expansion
released in late 2006.

Given the almost bipolar nature of the game,
I'm betting the ultimate goal of this expansion is
to unify the Shivering Isle’s manic and demented
halves. Time will tell.—Lunchbox
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WHAT'S NEW

® Multiple solutions for quests

® Magic matrices allow for customization of
weapons and armor.

®\When you get arrested, you are locked into a
dangerous dungeon.
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TIGER WooDs PGA TouRr 07

Remote: $39.99. Tee-time in the demo

room: priceless. Tiger Woods for the Wii has
recently become a lunchtime staple for some of us
at the GamePro office; we can usually get in nine
holes before returning to the ho-hum of office life.
The Wii is a perfect platform for golf games, but
after mediocre golf outings from Tecmo’s Super
Swing Golf and Nintendo’s Wii Sports, we weren’t
quite convinced that a solid golf experience was
right around the corner. But Tiger is quickly proving
us wrong.

Sandwich: $4.99. Juice: $1.79. Extra Wii

GOODBYE GREEN FEES
Gone are the days of doing the one-two button mash
to get your golf shot just right. Instead, you can

% I_"':- B R

PlayStation Portable

® Developer and Publisher: EA Sports ® Release Date: Spring

step up to any hole at TPC Sawgrass and slice your
way to failure, just like in real golf. The gameplay
mechanics are fairly accurate and much better
than both aforementioned Wii golf games. This
early build of Tiger Woods for the Wii got the point
across that, barring any obscure occurrences, this
game will prove a great substitute for those $80K _
virtual golf rigs at Copeland’s Sports (R.l.P.). The
visuals are much like that drive you hooked so
hard itended up two fairways over, butthen again,
the fun is in the swinging of the Wii Remote. In

actuality, the graphics aren’t that bad, but nothing WHY Wil GOLF WORKS

to write home about. : ;
® Tracks motion from the Remote, emulating a

GriPIT AND RIP IT full, realistic golf swing.

From somewhere overhead, you hear the faint J ®Even club-head tilt is accounted for; if you slice
buzzing of a small plane and birds quietly chirping; in real golf, you probably will on the Wii.
it's time to hit the tee. On each shot, pressing the

A button gives you a preview of where your pre-

selected shot is determined to go. From there

you can adjust your club length and direction;

it's all very intuitive. The gallery quiets down, so

there's only one thing left to do. Choke up on the

Wii Remote, hold down the B trigger and swing

away. Congratulations, you just hit a 250-yard

extreme slice right out of bounds, your ball coming

happily to rest at the feet of an 8-bit squirrel that

must have escaped its NES torture chamber

and somehow snuck into the Wii. And that's

basically it; just line up shots and swing out of == e B it
your rear.—Octagon e ., ', -a_-;- G e .
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CookING MAMA: Cooxk OFF

Wii

® Developer: Office Create ® Publisher: Majesco ® Release Date: April
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ike a hot new restaurant with a forward
thinking chef, the original Cooking Mama
offered up a unique and tasty experience
when it debuted on the DS late last year. It earned
raves for its fast-paced gameplay and quirky
presentation, as well as its incredibly intuitive
control scheme. Making flawless use of the DS’
touchpad, the game had you chopping, dicing,
stirring, and frying your way through a cookbook-
sized list of recipes, and on to culinary fame.

A LA CARTE

It was an obvious no-brainer that Cooking Mama
would eventually find its way onto the DS’ older
sibling, the Wii. Just take a look at the Wii Remote:
it looks a lot like the handle of a frying pan, doesn’t
it? It could also easily be the handle of a spatula or
a knife, or a number of other kitchen implements.
Cooking Mama: Cook Off feels like Wii fate.

Fans of the original will find that nothing
much has changed—you still select a dish to
prepare, work through the preparation process,
step by step, in a series of timed mini-games,
and earn medals for your performance. Only
this time, instead of tapping and sliding a stylus
around, you use the Wii Remote to perform your
onscreen culinary feats.

Have an onion that needs to be chopped?
Slice the Wii Remote through the air at the high-
lighted places, and then chop it up and down to
reduce that bulbous orb into a fine dice. Do your
shrimp need de-shelling? Grasp the head using
the onscreen hand and wiggle the Wii Remote up
and down until the shell pops off. It works as ad-
vertised, and though Cook Off seems to have re-
tained the DS version’s faults—the controls aren’t
always as responsive as they should be, and it's
sometimes hard to figure out what exactly you're
supposed to do—there is something inherently
satisfying about the way your physical move-
ments translate onto the screen.

[/ May 2007 //

SER'EBRUE
IRON CHEF W11

In the new split-screen Cook Off mode, two
budding chefs can duke it out to see who can score
the most points in the kitchen. The game would
have been better if your mistakes were clearly
visible in the end results—the dishes turn out fine
no matter how poorly you perform during the
actual cooking portion—but there's plenty of
room for kitchen trash talk.

Admittedly, Cooking Mama: Cook Off probably
won't be enough to fully satisfy your complete
gaming hunger but, if anything, it should serve as
a wonderful and fulfilling snack between sessions
of Twilight Princess.—Ahoy_and_Avast

WHAT'S COOKING ON Wii?

® Use motion, instead of the DS stylus, to
perform a variety of cooking tasks.

® Split-screen Cook Off mode pits two chefs
against each other a la Iron Chef.
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DRAGON BAaLL Z:
SHIN BUDOKAI
ANOTHER RoAaD

® Developer: Dimps ® Publisher: Atari
® Release Date: Available Now

ere's a little-known fact your history
teacher never told you: Dragon Ball Z
has been around since the dawn of human
civilization. Scientists have uncovered cave
drawings by cavemen depicting a fight between
Goku and a woolly mammoth. We kid, we kid.

But does it help that pretty much every sin-
gle DBZ game ever released has recycled story-
lines from the animated series and manga books
of the same name? We can only relive the DBZ
gang’s battle with Cell or Majin Buu so many
times before it starts to feel tired. So what's an
aging franchise to do? Fall back on the classic
“what if” scenario, of course.

BACK TO THE FUTURE

A follow-up to the similarly named PSP title,
DBZ: Shin Budokai, Another Road’s storyline
follows an alternate future scenario in which Trunks
takes on Majin Buu and hiscronies. From our brief
time with the game, we weren’t able to determine
whether or not this “what if” scenario is truly
taking things on a different path or if it is just
Majin Buu's storyline with Trunks in the starring
role, but it is nice to see that the developers are
willing to try something new.

The character models are nicely rendered
and have that classic animated style that has be-
come a hallmark of the video game series, and
the actors from the Americanized version of
the animated show have lent their talents to the
game, which gives it an authentic feel.

Playing the game should be like slipping into
an old pair of sneakers. The fighting system is
relatively untouched from previous installments
and it remains to be seen whether or not the
developers throw in a couple of interesting new
wrinkles to keep things fresh. Either way, this
title seems like a no-brainer for DBZ fanatics,
though the average gamer may want to take a
wait-and-see attitude.—Ahoy_and_Avast
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FINAL FANTASY FABLES: CHOCOBO TALES

® Developer: h.a.n.d. ® Publisher: Square Enix ® Release Date: December

ou, the traditional yellow Chocobo, are
living the good life on a quaint Chocobo
Farm when the evil devil Bebuzzu traps all
of your friends in a deck of cards. It's now up to
you to save them and, of course, the world.
It wouldn’t be Final Fantasy without saving the
world, would it?

GETTIN TOUCHY

In a marked departure from the norm, Square-
Enix has taken a break from the angst-filled drama
of their grand-scale, epic RPG narratives and has
decided to focus on a simpler, mini-game-based
adventure. Final Fantasy Fables: Chocobo Tales
takes Final Fantasy's favorite mascots, monsters,
and summons, and drops them into the middle of
some favorite childhood tales, cleverly reworking
the stories to fit the characters while building mini
games around each premise.

DWerty summoned
Carbuncle!

p v 1 % -:"' L

ETETO1E B EI0(0(E S
(uyerty =_» 07

L il L
'L:"li ™ s

CARD TRICKS

The mini games run the gamut from simple
dart-blowing micro games, to quick-draw card
battles, turtle races, flaming-Chocobo hunting,
and much more. There's tons of content to
be unlocked via completing portions of the story
mode, and even more bonus items to be found
upon completing certain high-score targets. Most
often, you'll receive powerful cards you can use to
strengthen your card deck for boss battles at the
end of each chapter.

The card battles are nuanced, with specific of-
fense, defense, cool battle animations, and status
effects on each card. You'll have to guess what
card your opponent is going to play in order to

successfully counter their attack while dealing
damage yourself. You're shown the color of your
opponent’s cards, giving you a hint as to what
they might play. But there's going to be a bit of
luck involved, as well as plenty of mini game clear-
ing to win the more powerful, rare cards. And it's
these rare cards that you can take online to play
against a buddy, as well as enter global rank-
ing, so it’ll be in your best interest to build up your
deck or be left in the dust.—T3hPanda
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Please geek responsibly.

You may speak the language,
hut are you geeked?
Here’s a chance to prove it.

www.uat.edu > 877.UATL.GEEK
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T HANDS-ON WITH

- Sony's Heavenly Sword turns
balletic swordplay into fine art.
by World of Forms

he PlavStatmn 3 needs a hero, and Heav-
_enly Sword may be just the game to do
the ]ﬂb The garne 's daveinpment h:stnry'

| 'has been cloaked in secrecy, but a short playable
demo turned heads at last year's E3. Luckily, we

convinced the folks at develnper Ninja Theory to
grant us an exclusive look at one of tha must hutly
anticqpated games of 2006.

Set in a fantasy world that blends aesthet—- '
ics from both ancient Europe and Asia, Heavanlv
Sword pits Nariko, a ferocious warrior with crim-
son hair, against the legions of a genocidal invad-
ing King. The titular Heavenly Sword was once in
the possession of a god-like force, but has since
fallen to the mortal world. Although the swordis a
gift to effect massive change, this blessing comes
with a sacrifice: those who carry the sword sign
their own death sentence. In fact, Nariko has only
hours left to live when the game opens. '

A WARRIOR AND
HER WEAPON

Since the sword feeds on your life, your challenge
is to stay alive long enough to finish your quest.
As attacking enemies temporarily replenish your
health, continuous action is your lifeblood. There
are no platforming or extended combat-free
zones, as Heavenly Sword intends to deliver re-
lentless battles and unceasing action. Even the
cinematics take place during gameplay, with vil-
lains exchanging threats with Nariko via a slick
picture-in-picture window.

The true power of the sword lies in its ability
to transform instantly at the flick of a button. In
your normal stance, known as the “speed style,”
you have two agile short swords. With taps of the
attack buttons, you can unleash flurries of quick
slashes. Holding down the L1 button, however,
switches you to the “ranged style,” where the
short swords morph into chain blades similar to
those in God of War. This style allows for farther
reaching attacks, including huge sweeping twirls
and whiplash strikes. Holding down the R1 but-
ton transforms the weapons into a single massive
sword. With this “power style,” you can execute
deadly wounds on foes, but this style is balanced
by its short range and slow wind-up.

So what's the big deal? What makes Heavenly
Sword special is that you can transform the sword at
any time, on the fly, in the middle of combos. With
the convenient hold-and-release method for us-
ing the shoulder buttons, it's easy to jump in and
invent your own eye-popping combos as you go.
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Has Kratos met his match? Meet Nariko,
star of PS3 heavyweight Heavenly Sword.
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Nariko’s Heavenly’ Swnrd can c'han"ge its phys-
ical form in mid-attack, allowing you to string
tngether masswe custom combos. Here are
the three key battle styles you'll use to crush
your foes. '

SPEED STYLE

Nariko’s default battle stance Iets her siash
nearby foes with rapid short-sword strikes. It's
your hest; defe_nse for ci:q_s_e__.an;uu nters.

RANGED STYLE :

Much like Kratos’ Blades ﬂf Athena frurn Gud.
of War, these chain swords let you plck off
dlstant fuas, or hnuk one and slam htm inta
the gruund BT

POWER STYLE -

In this brnad-swnrd form, the Heavenly Swurd'
dishes out mammoth damage tn nearby ene- '
mies. It’ s slow, but deadlv

S ~ CONTINUED b
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Human samurai and foot soldiers appear to be the chief threat.
We haven’t seen any supernatural beasts or monsters...yet.

at an enemy while in speed style, follow up by

morphing our swords into the chain blades to
swing the poor sap around, then finally swutchmg_

to the broad sword for a finishing blow. e
As you decimate legions of enemies, you build

up your “super style” meter. With each succes-
sive level on the meter, your grabs and throws be-
come increasingly spectacular. You can increase
the meter faster if you perform impressive and

stylish combos, so being creative and quklng like

a badass has a tanglble reward Of course, vuu _
- can also combo into a “super stvie grab fur even

more devastating results.

The controls as a whole feel mtuntwe For ex-"

ample, Nariko auto-blocks i incoming attacks sim-

ply by standing still. She can also execute counter

44 // MaAyY 2007 // GAMEPRO.cOM

After a few muments ﬂf tastmg uut the baslc- i
mnves, we were able to throw a few qumk slashes

can also pn:k up }ust abﬂut arw ﬂbject andathrnw 1t
- The camera then swoops in behind the ab;act

HEROIC EXPLOITS '

._ '-pnnent s, ae wali as dndge |ncnming bluws ‘with
jfhcks of the nght analng stlck The Slxams mﬂtmn 5
'sensmg gets a wurkuut tﬂﬂ, enahhng Vnu tﬂ re-_'~:-:-.-_

oL

-------

it flies i rn sluw motion (with bea utiful blur affects}
You can mﬂuence tha projectile’s trajectnrv w:th

...... .-_.

‘the Bullet Ti me-msplred “after touch” feature, ad-; - fﬁ'_i'fi';
justing the flight path by tilting the controller ur:;'}f'_f_-;-
fmuwng the analog stick. Another neat tuu::h the:*??ﬁ
‘camera tilts and Ieans tﬂ fnllﬂw the fhght path uf
the object. - .

Aside from the main-course fightmg, Narlkn ;
sumet:mes encnunters "hem sequances where



you must react to onscreen prompts to survive.
We played a sequence where we sprinted along
a huge rope that bridged a chasm. Enemies at the
other end shook the rope and sent waves down
it, eventually slashed it, and we had to leap to an-
other rope, run downit, and fly into a group of ene-
mies to deliver a death-from-above smash attack.
There was also a sequence where Narikoc mans a
cannon on a rampart and fends off an advancing
army. With the use of “after touch” to steer the
cannon balls, siege towers erupted in lovely foun-
tains of dust and debris.

THEY SHALL DROWN
IN LAKES OF BLOOD

The visuals in Heavenly Sword are downright
delicious, with dreamy twilight lighting, expan-
sive vistas, and waterfalls that look vastly supe-
rior to the ugly tumble of particles in other games.
Nariko's clothing and scarlet mane respond to
gusts of wind as well as her never-ending flips
and spins. What’s more, Heavenly Sword is the
first PS3 game to really stress the console’s much-
hyped Cell processor. In Heavenly Sword, Cell
enables incredible numbers of enemies to be on
screen at one time. The trick is that Cell treats
entire regiments as a single unit of artificial in-
telligence when they are at a distance; as they
draw closer, Cell gradually divides the army into
smaller and smaller groups, so they eventually
become individual troops with unique fighting
styles and tactics. The Sixaxis motion sensing
responded respectably, but it wasn't a central
part of the action just yet, a fact that may change
as the game progresses.

Disappointingly, Sony wasn’t yet ready to
share all of Heavenly Sword’s secrets. Multiplayer
remains a major question mark, with the develop-

GAMEPRO.COM

Heavenly Sword ups the ante by pumping hundreds of foes
against Nariko's godly blades.
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Heavenly Sword is one of the first PS3
games to tap into Cell’s true potential. Here
are some of the highlights.

ARTIFICIAL INTELLIGENCE

To keep up with the hundreds of on-screen en-
emies, Cell treats distant armies as a singular
“hive mind.” As they approach Nariko, Cell
splits their intelligence across squads, and fi-
nally, individual troops.

GRAPHICS

Wind gusts swirl Nariko’s hair and clothes,
and bazooka blasts send out showers of dust
and rubble. 1080p support is still a question
mark, though.

PHYSICS

When firing a cannon, Nariko can influence the
trajectory of the projectile using the Sixaxis.
Ninja Theory claims it needs the Cell to handle
these complex calculations.

ers at Ninja Theory unwilling to confirm or deny it
for the final version. 1080p support is still an un-
known factor. Heroine Nariko herself is also an
enigma. What's her background? Where does she
come from? Sony remains tight-lipped for now,
but we expect to hear more details soon.

But those guestions can wait for the time be-
ing. If the final version lives up to its premise and
promise, Heavenly Sword will be a gift from the
gods for PS3 owners worldwide. With any luck,
2007 will be the Year of the Sword.

CONTINUED p
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\Warhawk

LOog on, gear up, and move out!

RO aTA

aruce
arave

' [ﬁfﬂarﬂ;yaterui

& Warhawk is flying back into action,
& but fur online gameplay only.

tion since the 1aunch of the urlgtnal PIavS‘tati‘nn
in 1995. But the devempment team at Innﬂgmtﬂ
hasn’t been sleeping on the franch:se lnstead

they’'ve been busy developing one of th& mnst;;;;_
epic war games ever cuncewed O e

Connect or Die

knows? There is no story mode. Based on early

negative feedback about the game, the team at In-

cognito decided to entirely scrap the story mode.

That’s right, the game is 100 percent multiplayer,

and you’'ll have to connect to Sony's online network
in order to enjoy the full experience of the game.

7 Questions for Phil Harrison
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| '-”The Warhawk franchisa has been mnssing m ac-
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ourge
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Spnrting up IG 32 piayers per seasmm Warhawk is

shume“r 5I' hgraarﬁ two war;mg factmns but) you' diE
have na u:iea why th’EY are f _."”"h:tmg Franklv, you

~ won't care: you'll be too lgi.l,ﬁ' ’l’ngﬁggs with
~ flame throwers and bnmha_‘_éj‘ "‘-‘;"'25-33635 ‘But.

| -unilke tha firﬁt Warhawk yak’it“ﬁa; uniﬁ‘ piiat%he
S Warhawk atrcraft yﬂu’ll alsgz% %ﬁt ﬂ"'ﬁ_-_ on foo
The story of Warhawk takes players...umm...who
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tailed environments everseen m arw online game,

~with some sparkltng I:ghtlng and watar effects.
Plus, no twu characters or vehlclas ara ‘the same
~asall have cnmpletelv ﬂustumlzable sklns. A R e
W -_?1 };DEVELOPEH Incugmtu e
S j-;'l,_é..?RELEASE DATE: May LRl

x_ Watch Your* Six..axis -
shﬂaj:mg to he more than a mm'e pmnt-and-chck-_':-'.Warhawk fuilv embraces the SIJ(HKIE cuniﬂﬁ er,
~ Although it's still possible to use the analog sf"“ ick %:_"‘:
to fly, 1 *the game was bulit ft::r the Smaxts fmm the '

groundup.

| ﬂi}lﬁl_.aYE]' and anlme gameylaw Suny S takmg a

-'H. '.'

With Heavenly Sword at the forefront, Sony is

a heavy-hitting lineup of PS3 games

from its top internal developers.

.........

You can choose your style of combat: on foot,

it riding shotgun, driving a tank, manning a turret,
R " or pllutlng the Warhawk.

e

R

Optlunal S!xa:-cts cﬂntml is reallv tha way to
fly your Warhawk.

i ,.
‘af-:.

Tharas nf.v dnubt that hy fncusmg un_
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Sony'’s president of worldwide studios takes the time to answer our questions about software.

1) What'’s your assessment of the launch
games for the PlayStation 37

On one level, any game, which is a launch game,
deserves all the accolades it can get because to
be a developer working on the bleeding edge of a
new system takes guts and determination.

2) To date, only a few games have
taken advantage of the Sixaxis motion-
sensing functions. Do you envision most
developers using this down the road? Do
you have any inside word on how future
games might harness this function?

//

May 2C

Not every game requires motion sensing func-
tionality, but as developers gain greater insight
into the design methodology, we'll see even more
titles use these functions. I'm most interested in
advanced interfaces that feel natural and simple
to the player while retaining great depth.

3) Blu-ray seems to be blasting ahead of
HD DVD at the moment, thanks in large
part to the PS3. Is it possible for two
HD disc formats to survive? \What will
happen by early 2008 if Blu-ray shows a
commanding lead over HD DVD?

/! GAMEPRO.COM

| can’t comment on the wider implications of Blu-
ray’'s commanding lead as a movie format, but |
can repeat what we know as game designers.
True next generation game development on disc
requires huge storage capacity and Blu-ray is the
best format for delivering that combination of low
cost and high capacity.

4) Is the PS3's graphics card , a stock
version of the PC Geforce 7800 GTX, or
does it have additional enhancements for
the PS3?



En‘ter the dragon nder
Flwng a dragun w;th the Sixaxis cuntrnller is

. 3ust the d.utfjt t::: pull {t off

"age agamst Y{EJUI“ Machlne
Lairisa ’fhg\ht' ar

ity

; 5;-,; ;:":"-frﬂm your ﬂda; you won't hava anv rea,l m_nbﬂity

.-' _.\_.-'k.-}.-:'

wmhﬁut h&mg mfthe sﬁﬁrjta, R g

Qarnesﬁrngres& witlwgepend nn vpur ability to

A

g]éf&&i ; “"“ﬂividual dragﬂns and Eiragun ndars.&
Y b 'r,_rgﬂlj and more puwerful than

leEt the type r.::f cutting-edge action you'd expectl.

- froma PS3 gama Having built a reputatmn for
Eiﬂﬂﬂth aenai action with such games as Star ..%

'-ﬁ_ﬁ?Wars Rogue Squadron, Factor 5 wuuid seem s

2% vﬁu’llbe gn:ng head tﬂ head against awbﬂrne ad- f Hdk
e-iﬁgvaa“fsanas as wﬂil as ﬁvmg clmsa air suppnrt fur__"-j' .
_;;_..-_férmre*s of foot soldiers below. Your dragon will {7
usg tﬂﬁfh niaw and flerv br&ath to wreak havoc et
--.;.'*_;u]:;ﬁfn gpuﬁ anﬂn'nas. Althﬂugh \mu can dismuunt:'{. s s,

~ Lair borrows some ~eiaments Eﬁ ftghtlhg

L U o e
L

By '-3'*-;.'.33'::-;_ Lair has a simple combo-based fighting system...

f em, yﬂn’il bmh:! up. axpenanca
~ With enough p _;j _'j.lp "ragﬂ w}u‘il he abietu

kind of gives a brand-new meaning to “Double

& Dragon,” eh?

It's a custom component that, although based
on Nvidia’s core technology, has many enhance-
ments to optimize performance with Cell and
PlayStation 3 technology.

5) Is Sony interested in multi-colored PS3s
down the ling, a la the PSP and PS27

No specific plans at this time.

B) Can you explain how the Xbox 360's
1080p solution isn't “true” compared to
the PS3's?

PS3 is the only system with the combination of
graphics rendering power, cell processing, and

£ -
B .::- pe e, i

b L %%ﬂa L _ri

You'll need to perfect your dragon riding  g#d
skills for combat on land and in the sky. Yo

and~white- and vﬂu’H be abie to distinguish friends
versus fnes on sight. Adcl |tmna|ty, Rage mode will
_slow the actn::n around yﬂu, gw:ng you an edge in
attq,nk am:i d&fanse. |

Meals ft‘.‘lf* MI|ES

Tha mld-a:r dugflghts ara the must spéctacular

 battles in Lair, but dragons won't be limited to
aerlal ﬂHtIEE\ 1f stratagv demands yﬂu can Iand at

- ,-ri ropiT -—-w

The PS3's Cell processor easily nrchestrates epic
battles. In 1080p, no less.

bus bandwidth to render a true 1080p full HD im-
age. As demonstrated in games at launch, thisis a
future-proof feature of the PS3 as full HD displays
are becoming increasingly popular.

7) Do you think Sony’'s getting a fair
shake from the press regarding all the
criticisms of the PS3, from the games to
the system itself?

It doesn’t concern me. One, this is not a sprint, nor
a three-month race—this is a ten-year race. And |
know that we have the technology and the archi-
tecture to make the PS3 last more than ten years
as a software format. We have those future-proof

{ | WHY YOU WANT IT: Do we really need to come

| DEveLOPER: Factors
| RELEASE DATE: Fall 2007

= L ! - 3 L A = . X X . y ] Lk " .
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any time and aid your army by bowling over lit-
erally legions of foes with your flamethrower-like
breath, claw slashes, or nasty biting attacks. In
fact, eating your foes has the side effect of build-

~ ing up your energy.

The Sixaxis control is drawing plenty of hype,

but it will be strictly optional. Essentially, you'll

use it in the sky and likely opt for analﬂg sticks for

'grﬂund -based warfare.

If Sony wants to brlng the heat for the

'_ PS3, Lair sounds like just the game to do it.
:.’-.,l.!nd:a'rnﬁvarlnver :

 up with an excuse to ride a flame-belching,
- maiden-eating, ass-kicking dragon?

e e

technologies that are going to allow game design-
ers to do amazing things with the system. So |
have no concerns at all about what we are going
to be delivering later this year, next year, and for
the next eight years.

Also, by what measure was the launch of the
PS3 not a success? We sold out everywhere, we
overcame the initial supply-chain manufacturing
issues very quickly, we now have a good supply

coming into the marketplace satisfying demand,
and we've sold more systems more quickly than
we did with the PS1 or PS2. What's not to love
about that?

CONTINUED p
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Ratchet & Clank Futures S-SR
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Big nerds with blg guns
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Sony's just not ready to talk
about some PS3 games. Here
are three heavy hitters that
remain rumor mill mainstays.

Killzone 2

After a secretive Game Developers
Conference trailer blew away the audi-
ence, it seems the Netherlands-based
deverloper has been working overtime
to make Killzone 2 the PS3’s killer app.
Squad-based, futuristic combat seems
to be a certainty, but the trailer also
showed massive-scale battles, tank and
vehicle warfare, and a grungy, shattered
B e AL £ St R cityscape. We also caught of glimpse of

: panv‘ best knﬂwn fnr n:s frﬁakyﬂfgpn}f _ e S ;.:;_.,'e;'_;-;-_;;i:-.;f-,g.;:;;' . anewenemy, in the form of hovering,

; i i ARBSERNRa G tentacle-lashing robots (not unlike the

Clank lost its sense of humor?. H?tbg{a,l""* JuLct opatey
we're happy to r_epﬁ.rtfﬂﬁ-’lﬁh&ﬁ?&ﬁﬁ?ﬁk ‘s processing chops ena « | Squids from The Matrix). The graphics
A0ree + and, naturally, -E"-Wﬂﬂk £ = didnt necessarily live up to the much-

, hyped E3 2005 rendered trailer, but still
The Etﬂrv hﬂﬂthe bﬂ'}fs Vﬂﬂat]ﬂnlng baCk ﬂt ME" ] St et L look awfully slick, with p]ent? of high_rea
trupnhs, the site of their very first adventure. Untj;j;'__g;;._ b _‘_', - _';‘: th '~= textures, rampant gunfire effects, and
fortunately, the Cragmlte impenai Arrnv Iaunch&s_-,_'_-—.‘. s motion s¢ “*-' . The  [EEPOREER spooky mood lighting.

‘agenocidal war to wipe out ever iasthmbax Sa.f G
. S . g e WHY YOU WANT IT: Four-man squad

with the evil Emperor Percwai Taf:hvﬂn on hls tail, '._'I':.fﬂrﬁ‘ﬂs Wﬂtlfﬂs fﬂ dﬁnﬂﬂ to some tackv '305 iu SR I Id deli his i
Ratchet's determined to uncover the Lumbax Se—;--'-‘_-Tha PS3's Cell CPU will also put a higher number gamopiay col’c calivar s fins.

cret and discover the fate of h:s Fape.: v e of smarter enemies nntn thﬂ screen, and they {88 DEVELOPER: Guerilla Games

SOCOM: U.S. Navy SEALs 4

2 'flght hack thh defﬂnsea such as shieids, force
The PS2 series was getting a little weary

Tools and Fools . e :ﬁeidS, and plasmashells.
Title aside, Tools of Destruction will not fulluw::,_.:’ When Hatchet anf:l Clank shuw up, ymu knnw R ‘ -
the shooter-centric style of the PS2’s Ratchet and _fL.the party’s ahaut to begm‘ Lucklly, Tools of De- o single !:}Iaver,_but enjoys surprisingly
Clank: Deadlocked. Instead, it will return to the ac- struction won't b_e ftha End of thetlnefﬂr th&ﬁlaagtc N L lively ﬂﬂllr‘telacﬂﬂm Things perked up
tion-adventure and platform antics with which the - series, as insammac is already promising to ?:ﬁﬁ,‘? when Combined Assault demonstrated
series made its bones. Additionally, Clank will see".:_?ftmua the tale in future games.——Bmthanﬂum{" he how a PSP hook up could be cool. Hope-
. RN fully there will be even more connectiv-

more action with hiS own story arc that wrli reveai A AL A
. . ity in SOCOM'’s future.

a new power. R
anhax Imra i AR R . WHY YOU WANT IT: With the emphasis

These games are all about firepower, fierce and funnv

-----

L 'i'}.'L'.'”"E-;“:'j"f'::':;i:Wlth Hesrsta nce: Fail of Mamﬁ r

iﬂﬂk I:ka ]nsnrnmac GEH’IE.'S rrug,__" |

ters, and uff—the-wa[l humnr | we

~ The guys will be helped 2 hindbied hv the |
usual assortment of kooky characters. Among the. | SR, - ;:-f";"._._;__ . ononline gameplay for PS3, this fran-
returning repertory are Captain Qwark, as a pos- ﬂEVELQPEH [nsnmmau Gaiﬁéé . 0 chise has to be a winner.
sible Cragmite double agent, and the Plumber, ex- RELEASE DATE Fall Zﬂﬂ? . ;;"*'j’:;'.i:.;':f'-.?:f;~37':ﬁ:'_'?':-_j-' .~ DEVELOPER: Zipper Interactive
istential rap, butt crack, and all. And since Ratchet _ R ."-’ SRR Y :

T e e Gt B S ho BE CREEI D 16 R S e T gl At least Polyphony gave PS3 gamers a

taste with its downloadable Gran Tur-
R e T IR 1 .- e ismo HD demo. Both cars and environ-
e i ; : . e 1 | _:_ | i | B : | v\G __-13.55--._;:-_::.. ._ ments look as gorgeous as usual in this
3 e Ay I B0 R e NG\ VU T e i i 8 tidbit. Polyphony loves to make you
;# = 2 A Wil ; o= = = g__ - #_ﬂ, wait fn.r its game, but the wait’s usually
; "“M}?ﬁi R e B\ T YIS S0 worth it.

R IRl | WHY YOU WANT IT: Even if the PS3
version delivers just more of the same,
_ (8 i R g L - — that’s pretty damn good.

Lush landscapes on strange new worlds like Ratchet and Clank are not going to miss a beat 3;_3 DEVELOPER: Polyphony Digital
you've never ever seen for a Ratchet and as they seek out the lost Lombax race. B
Clank game.

“_
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You WILL LEARN TO WALK WITH HONOR.

L ‘

- -
Lo : :
ol £ i yat T e s O
i g, N1 ¢ T WAL T
e - ; . & -..a. L I
. " - - 1 .-
ia ' " P
. .

A

il |
g
" ! o

®

L]

-

i

™™

i

You WILL GAIN THE WISDOM
TO COMMAND WITH DECISIVE RESOLVE.

You WILL TAKE YOUR PLACE
8 AMONG THE MOST ELITE WARRIORS ON EARTH.
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With two-person karaoke competition, downloadable Sony
music, and make-your-own-music-video features, SingStar
could be the ultimate PS3 party game.
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WHY YGU WANT IT Eua?vune hahe‘v&s th&’f
can sing batter than anvune EIEE...HI‘Id}ﬂﬂW
vnu u:an ﬂﬂd uut!
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DEVELQPEH Sﬂny
RELEASE DATE"FHH 29‘07

You'll record your performances with the EyeToy Sony's keeping SingStar’s full online shopping
e e peripheral, and upload them for your friends capabilities a mystery, but they will go a long
:_-,-j_'-:{.':';:;g.f@_.j;.1'-_:;-3;}a_;'*'_'-;"-_;-1-..-'.;;j_i_’;-._'f;___-:'_;:;'_:.- § = tocritique. ways towards selhng this game.
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e Shnw ts}. the .be-st' ﬂ‘f Sany s home-
o ;;.:{-:-.grawn P82 spurts franch:sas and a cﬂmpemwe
o rwal to Majr.:rr Leagua Basaha!l ;21{"? tn i;a maugue-

| '-'-’-*_"'__f;-:';Ml,B 07 Thé' '

S ennugh heattu ramam at the tﬂp nf tha iaagua'}_‘r )0,
. Baseball game fans should like th&mtl‘iﬂ&t&ﬂitﬁ
- ing system that will takewntn Ecnuuntyﬂur parfarj :

~ mance throughout a season. The Pitch Command

Systam wrl! analvae yc:uur best prtchas ﬂnd cﬁﬁ_ﬁ -

i ; % 4 .- ‘.‘_- . ._: .:' .'.I
A 3! it :.f'" Ly
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Besides regular sim baseball, MLB 07 will enable to play a game
¢ (batting and fielding) from your created player’s perspective.
.Ilgence Enables ynur A. I cataher tt) cail fur vuuri
‘best pitches against a given batter’ S waakness&sf-;_f'_:_
_orstrengths. Shake him offif you wantto, but plan-_j.-'.i’-’f
_ to take a serious Iﬂﬂk atthe Shmw T s

WHY YOU WANT IT: If you're planning to be
~anew-gen baseball fan, MLB 07 should be
~ topnotch and it’s Sony's hest spurts gama

DEVELOPER: Sony Studios San Dmgn
RELEASE DATE: Fall 2007

Fielders will make picture perfect plays with "__'; MLB 07's pitching is getting some serious PS3
the PS3 version. love, but fielding and hitting should remain at a

high level, too.
5 0 // MAY 2007 // GaMEPRﬁ.cum{-"“ |
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Once upon a time to happlly ever after
What happens in the middle is up to you.

Nn time to shake your tail feathers as you battle Irma and her jailbird gang to save your friends from the clutches of Darkmaster
~ Bebuzzu! Jump headfirst into the action and play as one unflappable chocobo in this INAL FANTASY inspired storybook adventure.

FU_H MINIGAMES MULTIPLAYER CARD DUELS
3 Can you save the
world? Only if you
4 play your cards right!
& Collect, trade and duel
s with over 100 pop-up
e monster cards.

Instant Action! Endless Adventure!
B e e & And an epic quest brimming with ~4 =
P RS EeE minigames and microgames. : i '
B Compete against your fnendg in Muitlpia}fer mude..
Battle players worldwide over Nintendo Wi-Fi Connection.

Comic Mischief

NNTENDSD)S,  SEUARE ENIX.

ESRB CONTENT RATING www.esth.ora @ 2006, 2007 SQUARE ENIX CO., LTD. All Rights Reserved. CHARACTER DESIGN / Toshiyuki Itahana. The CHOCOBO TALES logo, FINAL FANTASY, SQUARE ENIX and the SQUARE ENIX iﬁﬁ{i are

Mild Fantasy Violence

reqistered trademarks or trademarks of Square Enix Co., Lid.™, ® and Nintendo DS are Irademarks of Ninlendo. © 2004 Nintendo. The ratings icon is a trademark of the Enfertainment Software #,s_sﬁr:iatiun.
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ALIENS (WORKING TITLE)
W Publisher: Sega

® Developer: Gearbox Software

® Release Date: 2009

llllllllll

Though it has not been officially announced as a
PS3 title, only a “next-gen” title, the smart money
says that this horror shooter will end up on the
PS3 at some point or another. Based on the cult
Alien movies, players will play Colonial Marines
armed with high-tech pulse rifles, smart guns,
and flamethrowers to fend off those vicious face-
hugging parasites and horrific space carnivores.
We're so there.

ARMY OF Two

® Publisher: EA Games

® Developer: EA Montreal
®m Release Date: 2007

BROTHERS IN ARMS:
HELL'Ss HIGHWAY

® Publisher: Ubisoft

® Developer: Gearbox Software
® Release Date: Summer 2007

CLIVE BARKER’S JERICHO

® Publisher and Developer: Codemasters
®m Release Date: Winter 2007

es-in-the- makmgr
the PS3 that are buvldlng a tsunami of
new—geperamon gaming.

CODED ARMS ASSAULT

® Publisher and Developer: Konami
® Release Date: Fall 2007

THE DARKNESS

® Publisher: 2K Games

® Developer: Starbreeze

m Release Date: Summer 2007

QR T e, ~
¥ i P .
W ." - - — i
. e " =, ‘ A T 3
-, : = |

[ i

Based on the comic book of the same name, the
game follows the story of a Mafia hit man who is
possessed by a supernatural entity known as The
Darkness on his twenty-first birthday. Explore an
interactive, destructible New York underworld, ex-
act vengeance on the Mafia, and confront the par-
allel reality known as the Otherworld from which
the Darkness comes.

FIFTH PHANTOM SAGA
® Publisher: Sega

® Developer: Sonic Team

m Release Date: 2007

FRONTLINES: FUEL oF WAR
® Publisher and Developer: THQ
® Release Date: Fall 2007

HALF-LIFE 2

®m Publisher: EA Games
® Developer: Valve

® Release Date: June
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HAZE

® Publisher: Ubisoft

®m Developer: Free Radical
m Release Date: Fall 2007

INTERSTELLAR MARINES

® Publisher and Developer: Zero Point Software
m Release Date: 2007

KILLZONE 2

® Publisher: Sony

® Developer: Guerilla Games
B Release Date: 2007

MEDAL OF HONOR: AIRBORNE
® Publisher: EA Games

® Developer: EA LA

® Release Date: Fall 2007

MERCENARIES 2: WORLD IN FLAMES
® Publisher: EA Games

® Developer: Pandemic Studios

m Release Date: Fall 2007

METRO 2033: THE LAST REFUGE
® Publisher: TBA

® Developer: 4A Games

B Release Date: 2007

PROJECT OFFSET
®m Publisher: TBA

® Developer: Offset
® Release Date: 2007

RoGUE WARRIOR
m Publisher: Bethesda Softworks

® Developer: Zombie Studios
m Release Date: Winter 2007

SOCOM 4 (WORKING TITLE)

® Publisher: Sony
® Developer: Zipper Interactive
m Release Date: 2007

i,

-

b

STRANGLEHOLD
m Publisher and Developer: Midway

m Release Date: Summer 2007

Tom CLANCY’S GHOST RECON
ADVANCED WARFIGHTER 2

® Publisher: Ubisoft

® Developer: Red Storm/Ubisoft Paris
® Release Date: June

TURNING POINT: FALL OF LIBERTY
(WORKING TITLE)

® Publisher: Codemasters

m Developer: Spark Unlimited

® Release Date: Winter 2007

TUROK

® Publisher: Buena Vista Interactive
m Developer: Propaganda Games

m Release Date: April

chise as a story-driven FPS. Set in the near future,
this original tale follows Joseph Turok as he hunts
down his former mentor, Roland Kane. The action
takes place on a bioengineering planet populated
by mutant dinosaurs, including velociraptors and
fyrannosaurs.
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UNREAL TOURNAMENT 3
® Publisher: Midway

® Developer: Epic

® Release Date: Summer 2007

ries that made them famous to the PS3. It's too
early to say what advantages Unreal Tourna-
ment 3 (formerly UT 2007) might have on the PS3
compared to its Xbox 360 and PC counterparts,
but judging by early screen shots, the game has
“must have” written all over it. Online warriors
should definitely take note.

THE WALL

® Publisher: Play Ten Interactive
® Developer: World Forge

® Release Date: Spring 2008

WARHAWK

® Publisher: Sony

® Developer: Incognito
® Release Date: Summer 2007 N

CONTINUED p-
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ALONE IN THE DARK
® Publisher: Atari

®m Developer: Eden Studios
® Release Date: Summer 2007

ASSASSIN’S CREED

® Publisher: Ubisoft

® Developer: Ubisoft Montreal
B Release Date: Winter 2007

BLADESTORM:

THE HUNDRED YEARS' WAR
® Publisher: Koei

® Developer: Omega Force

m Release Date: Fall 2007

CIPHER COMPLEX

® Publisher: TBA

® Developer: Edge of Reality
m Release Date: 2008

THE CLUB

® Publisher: Sega

® Developer: Bizarre Creations
m Release Date: 2007

DARK SECTOR

® Publisher: D3 Publisher

® Developer: Digital Extremes
i Release Date Fall ZDG?

D3 Publisher’s big push into triple-A action comes
in the form of Dark Sector, a gory horror game
with snazzy special effects. As a hit man afflicted
with a mysterious parasitic infection, players will
use guns, blade discs, and elemental powers to
combat government-sponsored butchers.

DATA-FLY

® Publisher: TBA

m Developer: ORIGO
B Release Date; TBA

DEVIL MAY CrRY 4
®m Publisher: Capcom

®m Developer: Capcom Production Studio 1
m Release Date: 2008

DIRTY HARRY

® Publisher: Warner Bros. Interactive Entertainment
m Developer: The Collective

® Release Date: 2007

EIGHT DAYS
®m Publisher: Sony

® Developer: Sony Studios London
® Release Date: 2007

THE GETAWAY (WORKING TITLE)

®m Publisher: Sony

® Developer: Sony Studios Soho/Sony Studios
London

m Release Date: 2007

) W

A

GOLDEN AXE
® Publisher: Sega
®m Developer: Secret Level

m Release Date; Winter 2007

GRAND THEFT AuTO IV .

® Publisher: Rockstar Games
® Developer: Rockstar North
m Release Date: October

4dn
duGilVv

Virtually nothing is known about this new-gen
Incarnation of the time-tested Grand Theft Auto

.
series. One intriguing tidbit of info is that it will
harness the same high-end graphics and physics
foundin Rockstar’s Xbox 360 sleeper hit Table Ten-
nis. But if you’re wondering about the story line,
the downloadable missions, or any multiplayer
possibilities, you'll have to keep on waiting.

HEAVENLY SWORD
® Publisher: Sony

® Developer: Ninja Theory
m Release Date: Fall 2007

HEAVY RAIN

® Publisher: TBA

® Developer: Quantic Dream
®m Release Date: Fall 2008

HELLBOY

® Publisher: Konami

® Developer: Krome Studios
® Release Date: 2007

INDIANA JONES 2007
(WORKING TITLE)

® Publisher and Developer: LucasArts
® Release Date: Winter 2007

L.A. NOIRE

®m Publisher: Rockstar Games
m Developer: Team Bondi
®m Release Date: 2007

LAIR

® Publisher: Sony

® Developer: Factor 5
® Release Date: May

METAL GEAR SOLID 4:
GUNS OF THE PATRIOTS
® Publisher: Konami

® Developer: Kojima Productions
® Release Date: Winter 2007

MONSTER MADNESS

® Publisher: SouthPeak Interactive

m Developer: Artificial Studios/Immersion Software
& Graphics

® Release Date: Summer 2007

CONTINUED p
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Sﬂn demﬂnafmfes that there’s still a
hell af a good time left on the PS2
~Wﬁh a follow-up to its blockbuster hit,
| God of War. Kratos returns as the new
| *f.@qd%_bf _Wcrr and must face a bnrrage
 of Greek mythological beasts and
mﬂnsters in a battle that stretches to i Q

i‘.&lfe far-reaches of the Earth. It's not just %l
B R 1 hacking action, as you must call upon
ya‘or wits h:: uﬁfﬂvel mind-bending puzzles along the

2 R 2o
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y?gfgfﬂnsé action ﬂﬂd cinematic visuals make this the
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fﬂﬁ gmrn& pick of the month. God of War Il is rated M
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ANY PS3, PS2, or PSP GAME $ 5 OFF ANY Wii or DS GAME

Offer not valid in combination with any other coupons or offers. Limit 1 per customer. Good af Best Buy stores in the USA only. Markdowns R Offer not valid in combination with any other coupons or offers Limit 1 per customer. Good af Best Buy stores in the USA only. Morkdowns
taken from regular prices. Not valid on prior purchases. Valid on in-stack items only, Excludes spetial order, clearance, demos, and open-box token from regular prices. Not valid on prior purchases, Valid on in-stock items only. Excludes special order, clearante, demes, and apen-box
merchandise. Selection varies by store. No rainchecks. No dealers please. Coupon must be presented af time of purchase. No copies. Cash value : merchandise. Selection varies by store. No rainchecks. No dealers pleose. Coupon must be presented ot time of purchase. No copies. Cash value
is 1/100th of T cent. Coupon valid 4/8/07-4,/21/07. B is 1/100th of 1 cent. Coupon valid 4/8,/07-4/21/07

‘B ‘BES

Cashier Instructions: Scon coupon UPL _S:l:u qualifying product UPC(s). Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s)
1 9 8 4 Scan oll other product(s) being sold, Press “Total.” Write "VOID™ on the Scon oll ather product(s) aun*m.ﬁ Press “Totol.” Write “YOID™ on the
coupon and place in the register coupon media file. coupon and place in the regi 51|,ru:u on media file.
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NINJA GAIDEN SIGMA
® Publisher: Tecmo

B Developer: Team Ninja

B Release Date: Fall 2007

THE OUTSIDER

® Publisher: TBA

® Developer: Frontier Developments
® Release Date: TBA

PIRATES OF THE CARIBBEAN 3
®m Publisher: Buena Vista Interactive

®m Developer: Eurocom

B Release Date: 2007

RATCHET & CLANK

® Publisher: Sony

® Developer: Insomniac Games
® Helease Date: Fall 2007

RESIDENT EVIL S
® Publisher and Developer: Capcom

®m Release Date: 2008
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mystery. What is known is that the zombies will
have a more human-like ability, such as running
at faster speeds and hunting with more ruthless

ALIEN RPG (WORKING TITLE)
® Publisher: Sega

® Developer: Obsidian

® Release Date: 2009

The second of two games to be based on the Alien
films. For this interesting twist on the classic sci-fi
series, Sega has recruited Obsidian (of Neverwin-
ter Nights 2 and Star Wars: Knights of the Old Re-
public 2 fame) to handle the transformation. The
Alien horror series has been long overdue for a
role-playing spin, and with Obsidian holding the
reigns, we're expecting big things.

ENCHANTED ARMS

® Publisher: Ubisoft

®m Developer: From Software
m Release Date: March

FINAL FANTASY VERsUS XIII
® Publisher and Developer: Square Enix

m Release Date: 2008

intelligence. Also, part of the gameplay reportedly
revolves around your body temperature, which
you'll have to regulate in order to avoid detection.
No surprise then, that fast-paced escapes will be
possible, too.

SAM SUEDE: UNDERCOVER EXPOSURE
® Publisher: TBA

® Developer: iBase Entertainment

m Release Date: 2007

SPIDER-MAN 3
B Publisher: Activision
m Developer: Treyarch
m Release Date: May

STAR WARS: FORCE UNLEASHED
®m Publisher and Publisher: LucasArts
B Release Date: November

STUNTMAN 2

®m Publisher: THQ

® Developer: Paradigm Entertainment
® Release Date: 2007

TEKKEN 6
® Publisher and Developer: Namco
®m Release Date: 2008

UNCHARTED: DRAKE’'S FORTUNE
® Publisher: Sony

® Developer: Naughty Dog

m Release Date: 2007

WARDEVIL

m Publisher: TBA

m Developer: Digi-Guys
m Release Date: 2007

FINAL FANTASY XIII

® Publisher and Developer: Square Enix
® Release Date: 2008

Surprise, this is the next installment of the famous
Final Fantasy series of RPGs. It's to be differen-
tiated from “Versus” Xlll, which is more of an
action RPG like Kingdom Hearts. FFXII will show-
case a new game engine from Square Enix that's
designed specifically to use the PS3's multi-core
cell processor. In the story an exile from the float-
ing kingdom of Cocoon, who has been banished
to the lower world, finds herself caughtup in a plot
to take the sky domain down.

MONSTER KINGDOM:
UNKNOWN REALMS

® Publisher and Developer: Square Enix
®m Release Date: 2008

WHITE KNIGHT STORY
® Publisher: Sony

®m Developer: Level-5

®m Release Date: TBA

CONTINUED p-
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Skate

CASUAL/

[/ GAMEPRO.COM

PUZZLE/ETC

BURNOUT 5

® Publisher: EA Games

®m Developer: Criterion Games
® Release Date: May

DIRT: CoLIN McRAE OFF-ROAD

® Publisher and Developer: Codemasters
® Release Date: 2007

FATAL INERTIA

® Publisher: Koei

® Developer: Koei Canada

® Release Date: Summer 2007

GRAN TURISMO 5
® Publisher: Sony
® Developer: Polyphony Digital

B Release Date: 2008
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As long as there is a PlayStation console there will
be a Gran Turismo. It already looks like developer
Polyphony Digital is applying the exacting atten-
tion to detail and real-life automobile handling
that have made the GT series famous and always
toss release dates out the window. The down-
loadable PS3 demo, Gran Turismo HD, at least re-
vealed new and more realistic drift physics that
will respond to equipment tuning including tire
grip. Of course, the cars themselves show off ex-
quisite detail and styling that are only going to get
better. The question is: How will long it take Po-
lyphony to make its baby go?

HoT SHOTS GOLF 5
® Publisher: Sony

® Developer: Clap Hanz
®m Release Date: 2007

MADDEN NFL 08
® Publisher: EA Sports
® Developer: EA Tiburon
® Release Date: Fall 2007

THE EYE OF JUDGMENT:
CONOQUERORS OF 9 FIELDS
® Publisher: Sony

® Developer: Sony Studios Japan
® Release Date: June

EYEDENTIFY

® Publisher: Sony

® Developer: Sony Europe
®m Release Date: 2007

POSSESSION

® Publisher: TBA

®m Developer: Volatile Games/Blitz Games
m Helease Date: 2007

SINGSTAR

® Publisher: Sony

® Developer: Sony Studios London
m Release Date: Fall 2007

NASCAR 08

® Publisher: EA Sports
® Developer: EA Tiburon
W Release Date: Fall 2007

NCAA 08 COLLEGE FOOTBALL
® Publisher: EA Sports

® Developer: EA Tiburon

® Release Date: Fall 2007

NFL STREET (WORKING TITLE)
® Publisher: EA Big

m Developer: EA Tiburon

® Release Date: Fall 2007

MLB '07: THE SHOW
® Publisher: Sony

m Developer: Sony Studios San Diego
® Release Date: April

SEGA GOLF CLUB
® Publisher and Developer: Sega
®m Release Date: TBA

SEGA RALLY REVO

® Publisher: Sega

® Developer: Sega Driving Studio
® Release Date: Fall 2007

SKATE

® Publisher: EA Games

® Developer: EA Black Box
® Release Date: 2007
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Skate sounds like a trick-based skateboarding
skills fest—it even has its own crew of skateboard
pros who can be considered tops in a class of skat-
ers who aren’t named Tony Hawk. The game will
reportedly use a dual analog joystick-only control
scheme with physics-driven animation (meaning
whether or not a trick appears the same way twice
Is up to your skill at replicating stick moves milli-

meter for millimeter.

Here's a game that will appeal to the hidden singer
in all of us who don’t want to do kamikaze shots
at the local karaoke bar. The game already exists
for the PS2, but the PS3 version will push online
connectivity up a level to enable you to download
music from Sony’s catalog as well as music vid-
eos with which you can perform. The game em-
phasizes duet singing, and Sony is working on
Bluetooth wireless microphones. Additionally,
you'll be able to record performance videos and up-
load them to Sony'’s website to compete for prizes.
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in God of V

Bring down some of the most brutally to
GamerHelp guide. By Long-Haired Offe

Diftficult

God of War Il certainly has its share of challenging moments, from the gigantic
enemies that you must topple to the frustrating puzzles that you have to solve.
To save you the mental anguish of dying over and over again, we've provided
strategies for getting past five murderously difficult battles in the game.
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The Colossus of Rhodes
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The hulking Colossus will try to pancake Kratos
with his massive hand, so press Left or Right with
the Right Analog stick to roll out of the way just
before this happens. Unleash either the Wrath of
Poseidon on his hand or an onslaught of attacks
with Athena’s Blades. When your huge nemesis
appears fatigued and hangs his head down, fire
the boulder loaded into the ballista at his head.
Next load Kratos into the weapon and launch him
into the giant’s face. Press [] a total of four times
as the icon flashes across the screen and Kratos
will carve up the Colossus of Rhodes, and even
impale one of his glowing blue eyes.

STEP II

s

The Colossus will eventually attemptto stomp you
with his enormous sandal. When this happens,
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press O repeatedly to hurl him off of you. At this
point in the battle, your towering enemy means
business, and when he raises both of his fists in
rage you better roll out of the way. He'll smash his
fists into the ground, so counter with one of Kratos'
combo attacks (press and hold R1 and then press
A, O, or [J). The Colossus collapses twice during
this phase of the fight, and he does so on opposite
sides of the arena. As soon as he does, you will
need to enter a series of buttons in the order they
appear on the screen. When the giant collapses
on the left side of the screen, you’'ll be prompted
to press O, O, [J, [J, and when he collapses on the
right side of the screen, press A, A, X, X. Even af-
ter the thrashing you handed to him, he still has
the strength to choke you in between his fingers.
Alternate between pressing L1 and R1 rapidly to
prevent the behemoth statue from squeezing the
life out of you.

STEP 111
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Cross the stone bridge fast because the Colossus
willdemolishitwhenhespotsKratosrunningacross
it. Pick up the giant’s severed hand with Athena’s
Blades and then pitch it back into him. This impact
from this will cause the giant to be temporarily
stunned and you need to take advantage of the
situation by draining your godly powers into
Zeus' Sword of Olympus. He will cause fractures
to form in the ground and you need to stand still
In the middle of them. Strike the enemy after he

brings both of his arms down on the arena, caus-
ing a shockwave that you need to jump over. After
bleeding your powers into the Sword of Olympus
three times, Kratos will tear the sword out of the
ground and you can then use it on the Colossus’
arm as he takes a breather. Watch out as the Colossus
will retaliate with the fire that sprays out of one
of his severed wrists. After dealing a final blow to
the Colossus, you will enter the enemy (in a non-
sexual way).

STEP IV

While scaling the innards of the Colossus, ram
your new present from Zeus into the core of the
giant after shattering the chains that protect his
wooden spine. You must also stick it into him in
a different spot which is located higher up inside
the body of the live statue. As you travel your way
up his guts, hack up the warriors that have some-
how trapped themselves inside the Colossus and
keep ascending until you find yourself directly be-
hind the face of the giant. A lever can be pulled
to drop a pendulum down. Whack the pendulum
with your sword to get it to swing, and then pull
the lever once again to raise it. The pendulum will
block the hazardous shafts of light that illuminate
the Colossus’ eyes. Stab your sword into the cen-
ter of the giant one last time and he will begin to
cave in. Hurry up and escape out of his mouth be-
fore the Colossus of Rhodes erupts into a ball of
fire and debris.
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Theseis’ double-edged weapon has a huge reach
on it and the key to staying alive long enough to
kill this Grecian warrior is to keep a good two yards
in between you and your beefy adversary. The
chains that Athena’s Blades are attached to are
long enough for you to tag Theseis from this dis-
tance. Connect a couple of hits with your Blades
and then roll away from him to avoid his powerful
counterattacks. When Theseis grabs hold of you
with his weapon, a green arrow will flash on the
screen and you will need to move the left analog
stick in the direction indicated. If you do this suc-
cessfully, you will overpower Theseis, lifting him
up offthe ground and slamming his body onto the
floor. Blue sparks will start pouring out of both
ends of his staff-like weapon, so be extra careful
notto get clocked by Theseis as you will take more
damage from his weapon. Once you've dealt a sig-
nificant amount of damage to Theseis, he will flee

to the top of the roof like a coward.

STEP 1l

. i i
K e
= A
.\.'\. o | '\.".-
e
BT Sl L, T T
i il e (J
| i
'

.
e

e g = - b ey 5 i

If you're not used to multitasking, get used to it be-
cause you're going to have to be doing a number
of things at once during this phase of the fight to
the death with Theseis. Roll away from the bursts
of energy that he fires at you and keep moving
around the arena even after he has ceased this
particular attack. Take out your Typhon’s Bane
and blast him with as many shots as you can be-
fore the Minotaurs join the battle. Work on only
one of the mythological beasts at a time, while
keeping an eye on Theseis and the bolts of energy

he showers you with. This is an ideal time to ac-
tivate your Rage of the Titans power and wreak
havoc on the bodies of the Minotaurs. When a
circle appears over one of the monsters’ heads,
tackle them and press O repeatedly to jam your
weapon into its throat. After slaying two Mino-
taurs, there will be a break before you fight two
more. This is the time to pelt Theseis with your

Typhon's Bane.

STEP I1I

Huge blocks of ice will rise from the floor, but you
have a moment to move out of the way because
the ground will light up where the frozen shards
are about to erupt. You can also use these to your
advantage by luring the Minotaurs over the spots
in the arena where the ice is about to sprout out.
As you are battling the monstrous creatures and
avoiding Theseis’ bolts of energy, don’t forget
about weakening him with your Typhon’s Bane.
When you've wounded him enough with your
weapon, he will lose his balance, and hang from
the roof he was just standing on. A circle will ap-
pear over his head and you can press O to initiate
the final stage of his punishment. Hook onto the
enemy with your Blades and rotate the Left Ana-
log stick to yank him off the roof. After the warrior
falls to the ground, Kratos will gore Theseis’ own
weapon straight through his torso.

o

As gallons of blood spill out of your dying enemy,
you have to finish him off by pressing O repeat-
edly to crush his head by slamming the door on it
over and over again.

R

Unfortunately, one of the coolest weapons
in God of War |l, the Barbarian’s Hammer, is
also one of the most impractical. Most com-
bat situations Kratos is faced with are fights
with multiple or fast-moving enemies, and
the Hammer is really only good at taking out
slow moving enemies or a single enemy. Re-
sist the urge to use this weapon if you are sur-
rounded by enemies.

THE TYPHON'S BANE

If you're about to die and your magic isn't
completely depleted, whipping out your Ty-
phon’s Bane can get you out of a dangerous
situation. This powerful bow and arrow au-
tomatically locks onto enemies and you can
blast them from a relatively great distance.

BONUS TREASURE

rT—— - ——

When Kratos slays a Cyclops, he will cut out
its eye. Collect 20 of these jumbo eyes and
you will unlock a bonus treasure.

CONTINUED p
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Barbarian in the

Bog of the Forgotten

e

CNTTT T TDC
L PAS ICK T}i D

ALwAYS LEVEL Up
YOUR WEAPONS

e

It turns out that the rotting barbarian riding on the After a while, the barbarian will summon four AV ey SRS i
scary-looking horse is someone that Kratos be- ghosts of the dead to aid him in this fight. If one of AP e e k
headed in the past, and now he wants Kratos” head them starts to bear hug you, rattle the Left Analog Kratos accumulates red orbs, which can be
on a platter. As he drags you across the swamp, stick Left and Right to break free of his hold. The usedto level up his various weapons, by killing
press the sequence of buttons that flash across the ghosts are easiest killed by pressing O. If you do enemies and opening up red orb chests.
screen. After you enter the four buttons that ap- this, Kratos will lop off both of a ghost’s legs and fin- Even though leveling up your secondary
pear, the barbarian of The Bog of the Forgotten will ish him off by decapitating him. The barbarian will weapons, such as the Spear of Destiny, is
pull you to the arena where he wishes to fight you. summon another four for you to battle after you've important, your Athena’s Blades are what you

eliminated the first round of ghosts. As you‘re pick- should be pouring most of your red orbs into.
ing them off, make sure you don't forget about the Remember that a batch of new moves will be

big guy because he will come down on you with unlocked every time you level up any one of
that gigantic meat mallet he carries around. When your weapons.

you finish off the second round of the ghosts, you'll
have to fight the souls of two more enemies. One [EEEEE.. CHRONOS
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will actually recognize Kratos, but he is just as easy s ?

to destroy as the others. The barbarian will suck W e

all of the lingering souls up and grow three times

larger as a result. This is an ideal time to activate

The Rage of the Titans and whip him as mercilessly

as you can while still in this mode. Remember that

when he starts swinging around his hammer, there

_ are three opportunities for you to get clobbered.

The barbarian will start firing his arrows at you as Only leap in and start hacking away at him once he
he circles the arena on his demonic horse. Roll out has completely finished swinging. |
of the trajectory of the arrow and keep the husky C Oy & ﬁ;
enemy chasing you. He will also lunge at you while AT
on his horse every so often. Get behind the barbar-
lan and his horse and unleash a chain of attacks on
their backsides. Your Typhon's Bane is also partic-
ularly useful during this battle as you’ll be able to
hit the barbarian from afar. When a circle icon ap- - o W
pears over his head, getoverto himandpressOto = b hg % - G MoRrE Wavys To MU
knock him off of his horse. Kratos will then slaugh- . i St d i T
ter the horse by knifing his Blades into its throat.
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If you're surrounded by a horde of enemies and
running low on health, trigger your Chronos’
Rage to electrocute everything around you.

Often times, this is the safest way to damage
all of the enemies on the screen.
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In addition to trying to bat the life out of you with
his giant hammer and firing souls at you, the bar-
barian will use a new attack and that is smacking
the ground with his weapon which creates a wave
s of deadly energy. When he has taken enough hits,
e a circle icon will appear over his head. Press O [ty
when the icon appears, and then press O repeat- SRR RS e o I i
edly to pry the hammer from his hand. Press the Make sure that you keep checking the Moves
VAN . series of buttons that flash across the screen as menuto find outwhat brutal new moves have
The souls that buzz around your shaggy opponent they appear and you will bludgeon the mighty bar- become available for Kratos. The menu will
like flies to a corpse will eventually be summoned barian for the last time. You will also acquire the also list what buttons you need to press in or-
by the barbarian to spear down on your body. Barbarian’'s Hammer as a result of your victory. der to perform a move.
They are extremely difficult to dodge completely Several enemies will emerge from the swamp
as they do this, but try anyway as they will shave and they are perfecttargets for you to try out your
down your health if you just stand still. new toy on.




As the morbidly obese Euryale nrashes through
the wall and screams in your face, don’t wet your
pants just yet. If you learn to anticipate her various
attacks, you will be on your way to killing this vile
creature in no time. The snake-haired Euryale will
crawl on her belly after you, so don’t stop moving.
Sneak in some attacks with your Athena's Blades,
but don’t get carried away because she’ll pummel
you with her tail if \,rﬂu stand still for too long.

The key to being victorious in this battle is using
your Golden Fleece, that you previously removed
from the mouth of the wolf-headed Cerberus, and
using it correctly. Activate the Fleece by block-
ing just before her beam hits you. Triggering the
Fleece at the precise moment will prevent you
from turning into stone, and it will also damage
her. Being able to block her beam every time she
shoots it at you will give you a huge advantage
over Euryale, so try to get the timing right early on
during this match.

eI

Try not to jump around too much during this
fight, especially if you haven’t mastered using the
Golden Fleece to reflect Euryale’s beam. If you are
turned to stone while in midair you will shatter on

the floor like a teacup. If you turn into stone while
on your feet, rattle the Left Analog stick Left and
Right to reverse the effect of Euryale’s magic. In
time, she will start to use her petrifying magic in
two other forms. Euryale will fire projectiles at
you and also create waves that travel across the
entire room. Counter her projectiles the same way
you've been blocking her beams, but you'll have
to block them with your Golden Fleece multiple
times as she will shoot you with several of these
attacks. Her waves of energy can be jumped over,
butitis highly recommended to try to negate their
effects with the Fleece.

When your overweight opponent wraps itself
around one of the pillars, she will periodically
belly flop down on the arena. Jump into the air be-
fore she buries Kratos in her rolls of fat. Don‘t think
you're safe just because you're far away from her
when she does this because the shockwave that's
created from her belly flop spreads across the
arena. After she lands, this is an opportune time to

rip through her with your Athena's Blades.

STEP III

o bt

A clrcle icon wnl appear over Euryale's head and
she will become unconscious when the thrash-
ings you have been delivering start to take a toll on
her body. Press O to sink your Blades into her fat,
and rotate the Left Analog stick to yank her off of
the pillar she clings to. You'll have to do this to her
one more time and then Euryale will become en-
raged, chasing you while bashing her fists into the
ground. Fight back by activating your Rage of the
Titans and grind her up. As she continues to whip
at you with her massive tail, fire projectiles at you,
and smash her fists into the floor, keep weakening
her and a circle will appear over her head. Press
O and then enter the series that flash across the
screen and Kratos will saw her head off.

JI‘%L M I_.M Gﬂ. af% 2

The infamous sex mini-game of the original
God of War is back, butthistimeitis extremely
easy to play through the game without dis-
covering it because it's located in a secret
area. Fortunately for anyone who missed the
opportunity to play the sex mini-game, it oc-
curs within the first 15 minutes or so of the
game, right after the first round of the battle
against the Colossus of Rhodes, when Kratos
gouges his eye.

E, _"_'}J'J‘H- -
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When you fall into the water, instead of swim-
ming forward, exit the pool to your right. At
the top of the steps there is a flimsy wall. Shat-
ter it and there are a couple of lovely ladies re-
laxing in the water.

Once the mini-game begins, enter the buttons
that flash across the screen as they appear.

—Ba¥i e s 55 mf
w

Like the sex mini-game from the first God of
War, you won't get to view Kratos actually
in the act of sex, but you will get to watch a
statue of a cherub squirt water. Successfully
entering all of the buttons that appear on the
screen will result in an explosion of red orbs.

CONTINUED p
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Perseus
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Perseus is by far the wimpiest enemy you have en-
countered thus far into God of War Il, but don’t let
his size fool you as he is also one the toughest. Un-
less you are playing on Easy, it's hard to imagine
anyone being able to defeat Perseus on the first
try, but once you learn his tricks you will conquer
him soon enough.

ke T Y.

During the first third of this battle, you will have
to fight Perseus while he is invisible, but there
are ways to fight blind. Luckily, the two of you
are standing in about two feet of water, so keep-
ing your eyes locked on where splashes occur
will let you know where your enemy is while he
is moving. He is also partially visible at times, a
blur vaguely in the shape of a man. Do not use
any of Kratos’ combo attacks on Perseus while
he is invisible because they take too long to com-
plete, leaving you vulnerable to his attacks. Just
use your light and heavy attacks and continue to
diminish his health.

STEP I

After you have connected enough strikes to the
invisible Perseus, he will appear with a circle icon
above his head. You must react quickly by press-
ing O or you will have to continue to fight Perseus

while he is cloaked in invisibility. If you do this suc-
cessfully, Kratos will smash the helmet that makes
Perseus invisible. Now that you can see your op-
ponent, this is the time to use your combo attacks.
Magic such as Typhon’s Bane and Chronos’ Rage
Is also effective. Your Rage of the Titans meter
should be full too, so use it to drain Perseus of his
health. A circle icon will appear over an exhausted
Perseus a second time. Press O and Kratos will
shank him with his Athena’s Blades and snap Per-
seus’ sword in half. But don’t start celebrating yet
as he still has a few tricks up his sleeve such as a
projectile that he swings around his head and then
launches at you. Roll out of the way when he does

this or use your Golden Fleece to deflect it.

STEP 11

Keep hacking away at Perseus and make sure that
you are avoiding as many of those projectiles as
possible because they will put a significant dent
in your life bar. When he raises his shield and the
screen turns white, this will give Kratos a piercing
headache. Rattle the Left Analog stick Left and
Right as fast as you can to break out of the trance
Perseus has put you under. Roll out of the way as
soon as you have broken this magic spell because
Perseus will follow this up with an attack. He will
put you under this trance several times. Con-
tinue to shave down his health with your Athena'’s
Blades because the longer you are in the watery
arena with him, the better his chances are of fin-
ishing you off first. The next time a circle appears
over his head, Perseus is done for if you press O
quickly enough. Kratos will then grab his head and
bash it into the wall.

Press [, and then rattle the Left Analog stick Left
and Right to start drowning him. Press [J once
more to kill Perseus by cracking his head on the wall
again and launching him out of the arena. A hook
will run through his chest, killing him instantly.
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If you find that you can't move Kratos fast
enough to get past an obstacle such as a gate
that shuts after a few seconds, often times
this is because you must activate your Amu-
let of the Fates, which slows down time itself.
Even though the Amulet doesn’t slow down
Kratos, you should still move fast because
this relic’s effects are temporary.

EYEBALLS ‘N FEATHERS

YoU HAVE ACOUIRED A PrHeENIX FEATHER,
Cali BT 1 MORE Te INCREASH
YOUR OVERALL MAGIC.
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Explore the areas you come across compre-
hensively. By taking the extra minute or two
to look for any hidden chests will grant you
more Gorgon Eyes and Phoenix Feathers.
When you collect enough Eyes, your overall
health will be increased, and the if you collect
enough Feathers, your overall magic will be
increased as well.

MAKE LIFE EASY ON YOURSELF
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Dying time after time is infuriating enough,
so when it's in exactly the same part of God
of War I, it's understandable to want to tear
your hair out by the roots. If you can't prog-
ress in the game and die over and over again,
the game will give you the option to switch to
an easier mode.
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We've all heard thel_rn,
and many of us believe
them. But we're here 10
set the record straig!at—
consider these gamntq
myths officially BUSTED!

By Vicious Sid '
Illustrations by Francis Mao

THIRD-PARTY
CONTROLLERS ARE
JUST AS GOOD

Wrong, wrong, wrong.
Judging by our experience, third-
party controllers are often cumber-
some, poorly made, and more likely
to fail. Part of the reason is that
Microsoft, Nintendo, and Sony all
hold patents on their controller de-
signs, right down to the directional

pads and analog sticks. This means
that a third-party manufacturer
must start from scratch when de-

THE MORE MEMORY; THE
BETTER THE GAMING SYSTEM
Not exactly.

This is generally a decent rule of thumb, but it's
equally important to consider the software that
utilizes the memory. A former employee of EA
Games told us that “when developing a game for
both the PS2 and Xbox, we had to reduce texture
size to get it to work on the Xbox because Micro-
soft’s DirectX is less efficient with memory than
[the standard API] OpenGL"” used by the PS2. And
as the PS2 showed us with its inferior 32 MB of
memory, it's not just size that matters when it
comes to rendering slick graphics.
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CHEAT CODES ARE PUT IN FOR
THE SAKE OF GAMERS

They aren’t.

Q&A departments at game publishers use cheat
codes to test for game bugs. Typically, these
codes are simply left into the final retail product,
where they become what we call “cheat codes.”
But more and more, cheat codes are being phased
out. Why? Probably because cheat codes tend to
shortenthe game experience, which leadsto more
returns and more used game sales, all of which
hurt the bottom line of game publishers.

GAMEPRO.COM

signing a controller, Ever wonder
why third-party directional pads
feel so awkward? Now you know:
It's because of the patents.

WIRELESS CONTROLLERS DON'T
WORK AS WELL AS WIRED
Wrong.

In reality, modern wireless controllers are every
bit at fast and responsive as the wired ones. If you
think you get an edge by using a wired controller
over a wireless one, know this: It's all in your head.
Of course, we're not one to discount a psychologi-

. cal advantage, but the truth need be told.
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YOU NEED 1080r

You don't.

1080p is a wonderful technology that’s capable
of rendering lush, crisp, high-resolution films
and video games. But it's also way, way ahead of
its time. Only a handful of PlayStation 3 games
and Blu-ray films can even output at 1080p, and
the number of 1080p-capable HD TV sets on the
market is a tiny sliver. Like it or not, 720p and 1080
will continue to be the focus for years. That said,
1080p is a great feature to have...ifyou've got the
extra cash to spend.

LB

10801 LOOKS BETTER
THAN 720P

Only if you watch your games
on pause.

The truth is that 1080i only displays 540 lines ev-
2 ery 60th of a second while 720p displays a full 720
- lines. While 1080i has a slight edge in sharpness,
"~ itoftensuffers from aslightly flickery look that can
e S strain the eyes and cause breakup or distortion in
Saa fast-moving scenes. 720p and 1080i each have
strengths and weaknesses but you'll be hard-
pressed to spot a big difference. And for HD video
gaming, 720p is often preferred for its smoother,
slicker frame rate.

MYTH:

THE XBOX 360 CAN'T
HANDLE 1080P

Actually, it can.

Thanksto arecentdownloadable update, the Xbox
360 does support 1080p over component and
VGA cables. Though Sony argues that the Xbox
360 can’t handle true 1080p, this is a technical ar-
gument that's mostly splitting hairs. Generally
speaking, Xbox 360 game designers will be able
to include “true” 1080p support for future games.
Check out Sega’s Virtua Tennis 3 as one key ex-
ample of an upcoming Xbox 360 game that’'s ren-
dered natively in 1080p.

As for running existing games in 1080p on the
Xbox 360, it's not so simple. Selecting the Xbox
360's 1080p option doesn’t actually render older
games in 1080p; it “cheats” by using the 360's
analog scaler to blow up a normal 720p image
to fill a 1080p display. This is not true 1080p; it's
super-sized 720p.

MYTH:

PLASMA TVS LOOK BETTER
THAN CRTS

A popular misconception.
All HD resolutions being equal, an HD CRT will

PORN WILL SETTLE THE NEXT"GEN DVD WAR almost always have better image quality than

Hardly. an LCD or plasma TV. That’s partly because CRT

This popular rumor claims that HD DVD will overtake Blu-ray because it openly technology boasts deeper blacks and more vi-
allows manufacturers to create HD adult movies, while the Blu-ray Disc Associa- brant color than LCDE_ and pla'smas* CRT HD_ TVs
tion frowns on porn. As important as adult films were in trailblazing the home can also render a wider variety mf resolutions,
videocassette movement in the “70s and ‘80s, porn is hardly a kingmaker. In fact, if fﬂ_?”‘ﬂ 4801 St?ﬂdardﬁ?f up to 1080p (if supported),
you judge by recent sales data showing Blu-ray soaring ahead of HD DVD, it looks without losing quality through the downsam-

like game consoles like the PlayStation 3 will have a larger impact on the next-gen pling or upsampling that an LCD or plasma must
DVD war than mere smut perform. Of course, the main disadvantage to

CRTs is their huge size and weight compared to
plasmas and LCDs.
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YOU NEED TO BUY THE
EXTENDED WARRANTY
This is a huge waste.

If you're buying an Xbox 360, a PS3, or a Wii, know that each console maker has a
generous built-in warranty period—one year in the case of the Xbox 360 and PS3,
and even more for the Wii if you fill out the online registration. Of course, don't
expect the retail shops to stop offering extended warranties anytime soon.

Warranties are a retail cash cow because the failure rate of consoles and games is
so slim and the fees are so high. Our advice? Skip ‘em.

THE PC IS THE ONLY GOOD
PLACE TO PLAY FRST-

PERSON SHOOTERS

Not true.

Though the mouse and keyboard still have an edge
for precision sniping, the Xbox 360 controller has
proven itself to be a dependable workhorse, espe-
cially with console-specific tweaks such as “sticky
cross hairs” to help even the odds. The key, as
always, is practice. It's true that controllers and
mice have their own strengths and weaknesses,
but this doesn’t mean that the mouse is always
the best way to play.

e f P e
v 2007 /i CAMEPRO.

YOU HAVE TO SPEND $500
FOR A PC VIDEO CARD
Nope.

Want to know the truth? Here it is: for the vast
majority of gamers, a mid-range powerhouse like
the Radeon X1950 GT or GeForce 7900 GS will
give you outstanding graphics and performance,
even in the latest PC games. The price? Under
$200 if you shop online. This revelation won't
exactly please video card giants ATl and Nvidia,
butit’ll save you some serious cash.

YOU SHOULD BUY VIDEO

CABLES AT THE STORE

Heavens no.

You can find much better deals on online auction
sites like eBay. For instance, we found a brand-
new 12-foot HDMI cable for our office PS3 for just
$10. A set of PS3 component cables went for $20.
Why pay $50 at Radio Shack or GameStop?



Complete Your
VELRD,

ollection!

If you are missing just one GamePro or
would like to buy a whole set, please call
415/ 243-4112 and ask for back issues.
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The Legend of Zelda:
Twilight Princess (20%)
Nintendo ®* Wii, GameCube

E3 Tom Clancy’s Splinter Cell:
Double Agent (9%)

Ubisoft ® PS2, Xbox 360,
Xbox, GameCube

El Grand Theft Auto: Vice City Stories (8%)
Rockstar Games ¢ PSP

Fanboys of not, readers overwhelmingly agreed
that Link’'s latest adventure was the best action-
adventure offering of the year, beating out Sam
Fisher and the latest Grand Theft Auto side story—
each by a two-to-one margin.

C
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Gears of War (27%) .
Microsoft ® Xbox 360

Call of Duty 3 (22%)
Activision * PS3, PS2,
Xbox 360, Xbox, Wii

EJFEAR. (5%)
Vivendi Universal Games
e PS2, Xbox 360

Call of Duty 2 owned this category in 2006, but
not even five console versions of the sequel could

overcome Epic's juggernaut, Gears of War, which
is exclusive to the Xbox 360.

ro Readers’
Awards 2006 <<

SPORTS
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Kl Madden NFL 07 (33%)
EA Sports ® PS3, PS2,
Xbox 360, Xbox, Wii

EA Tiger Woods PGA Tour 07 (6%)
EA Sports ¢« PS3, PS2,

Guitar Hero 1l (30%)

R

Xbox 360, Xbox HE‘:'TE":_H”; ;':ii”

B} 2006 FIFA World < s :5 T

Cup (5%) intendo ¢ DS

EA Sports ® PS2, Xbox 360, [l Big Brain Academy (15%)
Nintendo ® DS

Xbox, GameCube
Who would have thought
a game requiring an actual e
guitar peripheral would become the sleeper hit of
20067 Plus, it wasn't published by Konami! Guitar
Hero Il easily smoked the competition here, with
twice as many votes as double DS threats Tetris
DS and Big Brain Academy.

Total shocker: Madden was chosen best EA—um,
Best Sports Game, and by the widest margin of
any category.

» 112,282 P15

n Need for Speed: Carbon (32%) 4 -
EA Games * PS3, PS2, Xbox 360,

Mortal Kombat:
Armageddon (37%)

Midway ® PS2, Xbox Xbox, GameCube
WWE SmackDown E3 NASCAR 07 (15%)
vs. Raw 2007 (17%) EA Sports® PS2, Xbox
THQ * Xbox 360 EJ Excite Truck (8%)
El Super Dragon Ball Z (13%) /£ Nintendo ® Wii

Atarie PS2

The last old-gen Mortal Kombat, Armageddon,
easily sailed to victory. Fighting-game fans can’t
seem to get enough of the bloody battler that last
won this category with 2004’s Deception.

The Need for Speed series handily won this
one, lapping its closest competitor with twice as
many votes. Third-ranked Excite Truck eked out

GamePro editors’ pick Test Drive: Unlimited by
one vote.

. :
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Kl Tony Hawk's Project 8 (44%) Final Fantasy X1l (23%)

Activision ¢ PS3, PS2, Square Enix ® PS2

Xbox 360, Xbox The Elder Scrolls IV:

A Dead or Alive: Xtreme 2 (20%) Oblivion (16%)

Tecmo ® Xbox 360 Bethesda Softworks ¢ Xbox 360

El Tony Hawk's B = Marvel: Ultimate Alliance (13%) .«
Downhill Jam (16%) @h % & Activision*PS3, PS2, &

Activision e Wii Xbox 360, Xbox, Wii
Tony Hawk ruled this category and Just as Madden rules the sports genre, Final
won with the most net votes. The beautiful ladies of Fantasy rules role-playing games. Surprisingly,
Dead or Alive earned half as many, and Hawk’s other Kingdom Hearts |l failed to crack the top three (it
game, Downhill Jam, trailed at a close third. ranked fourth).
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Kl Gears of War (19%)
Microsoft ® Xbox 360

B The Legend of Zelda: Twilight Princess (15%)
Nintendo ® Wii, GameCube

Final Fantasy XII (9%)
Square Enix* PS2

The top three titles that ranked for Best Game
were all winners in their respective categories, but
head-to-head, Gears of War triumphed over Zelda
by less than 100 votes. Developed by Epic Games,
Gears of War's clever mix of excellent graphics,
intense combat, and clever innovation made it
one of the biggest-selling and critically acclaimed
titles of 2006, and the game’s huge popularity is
reflected by our readers here.

GAMEPrO.com [// May 2007 // 7].
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KBl super Dragon Ball Z
Atarie PS2

WWE SmackDown vs.
Raw 2007
THQ e Xbox 360

E} Mobile Suit Gundam:
Crossfire
Namco Bandai Games® PS3

“You hate me, you really -hate me!” Readers
are such a fickle bunch. Behold as their
choices for second and third Best Fighting
Game were also their first and second choices
for Worst Game of the Year. However, the
PlayStation 3 launch title (and exclusive) Mobile
Suit Gundam: Crossfire earned enough votes
to rank third. With two games based on anime
properties despised so much, could we detect
a trend? And don't feel too bad, WWE: last
year Tekken 5 won third Best Fighting Game;
nevertheless, it was the second most-hated
game of 2005 by the same readers.




GAME OF THE MONTH

GoD oF WAR 11

Five minutes: That's how long we played God of War ll before declaring it the Game of the Month for this
issue. There were other worthy games—Motorstorm, to name one—but from the very beginning, it was
obvious that there was only one man deserving of the honor, and Kratos was his name. Come along as
we sing his praises in our in-depth review!

F oy N el el a L " " . LY s s e
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GAME REVIEWS:

L e e e A S SO S T R Pl IO - S OINING FOT G E A e il e ahennasn sz sy Hhsumar oo s Uad asis s bR LIS
Formula One Championship EQItION ...ccvreeeisseiseeseeressssesssassesssnssssasss 81 Sonieand the S Reral RINGgS it it i e s e BB
G a)a 1) AL -] | P rores s o A P L o o e LA SR s otea o P Sa e LS ST R o S D e OB o S e e L R T S oo H s o A RN B s R0
lzuna: Legend of the Unemployed Ninja.....cccccnnimnmeninamnie.. 89 R B A et Lo e T R e e R R P e P s S0 P P T
o A B A e o e e D T T = 1 Teklkan B D ATk RO S I G G O e sl sk e i man i< sas s s b PR A AR maaa s s e D)
M B O 7 TG R O R s e L s Tom Clancy’s Ghost Recon Advanced Warfighter 2...........cccceceveeee. 78
N O O D LTI = is i ks st soute o' ot s eampiab s Snas nos B mimns WS chA R PR b T LT b = ] e e s B e T S e R D i -1
B A SO H OO C O UTE S i it ese suasinsinsssasasnr st bunne s e Ueoeas s et Tk e s ane O o P D I e et e D Y S0 2 Al o E O R A e <2

MEET THE GAMEPROS!

“Cerberus. Why? Because he’s
a three-headed demon dog.
Need | say more?”

el
Vicious Sid

“I'm sticking with my Norwegian
roots and going with the Norse
god Odin. He's got an army
of sexy Valkyries to watch
his back. How cool is that?”

The Watcher

“The Final Fantasy summon
Bahamut. Come on, what's
cooler looking than Bahamut?

Each month, members of the GamePro reviews staff will take on your burning questions in order
to reveal more about what makes them tick. In honor of this month’s Game of the Month, God of

War ll, we asked them, “Who, or what, is your favorite mythological character, and why?”

gy

Hamsterd4Sale

Offender

“The Jedi, because of what
they represent as a people.
Also, because of the power
of the Force.”

“Davey Crockett, because it
gives me an excuse to use
the phrase, “Killed him a
bear when he was only 3
years old.”

“I'd choose the Norse god
Odin, because he gives me
the strength to play through

PapaFrog

=

Ahoy_and_Avast

He flies, blows things up, and Wii Play without choking on 6 o)
no one would ever mess with my own vomit.”
me with him following me S
. around everywhere.” p T
T3hPanda Long-Haired DaveMayCry

“I’'m gonna have to say Wesley
Crusher, because if you slap
some wings, laser beams, and
an oxygen mask on that baby,
you'd have something far
fancier than any starship.”

“Ill go with Death, but not the
‘skeleton in a cloak’ Death. |
mean Death of the Endless.
A close second would be
Batman.”

“Medusa. I'm kind of an ugly
dude, but I'm not freeze-you-
with-my-gaze ugly...yet.”

Have a question for the Pros? E-mail them to ahoy_and_avast@gamepro.com with the subject line “Burning Question of the Month!”
If your question is chosen, we'll send you a copy of our Game of the Month!

GAMEPRO’S RATING SCALE

Behind the numbers:

The best of the best. If you don’t own this game,
you should. Think Halo, Zelda, Resident Evil, and
Metal Gear Solid.

........................................................................................................

Highly enjoyable, but falls short of true greatness.
The Fight Nights and Tony Hawks of the world.

--------------------------------------------------------------------------------------------------

Approach with caution—try before you buy.
Enter the Matrix and the Dynasty Warriors
games fall squarely in this category.

llllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

GAMELPRO

EDITORS’ CHOICE!

Should come with a sticker that reads, “Warn-
ing, contains poisonous amounts of suckage.”
Remember Backyard Wrestling?

llllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

1.25-0.00

An absolute insult to humanity.
Kill it with fire and holy water.

Games that score 4.50 or higher are awarded
our coveted Editors’ Choice Award.

GAMEPRO.COM [Jf/ May 2007 [/ 73
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Kratos paints ancient Greece with the blood of his
enemies in God of War Il.

GoD oF WAR II

Who says the PIayStahon 2 Is dead? Kratos returns to breathe new life into Sony’s ﬂagsh|p console!

i it s

ow do you top what many gamers con-
sider the greatest action game of all time?
You definitely can’t do it with a whimper—
for a game as beloved as God of War, you've got
to come out with a bang, one that's equivalent to
a ton of dynamite sitting atop a tanker truck full
of nitroglycerin. The folks in charge of the GoW
franchise know a thing or two about putting
together a top-notch action game, and from the
moment you take control of everyone’s favorite
bald deity, there's no doubt that this sequel has
what it takes to not only reach the bar set by its
predecessor but to leap over it in every way.

TWICE As Eric AS THE ORIGINAL

Take the opening sequence, for example: You've
no doubt seen screenshots or video footage of
Kratos going toe-to-toe with a Statue of Liberty

G
FE "“-l.\‘,h%*lr "l.-:;\- '.:_.l !_'\-.-

sized Colossus (and if you haven’t, you should
immediately crawl out of the cave you've been
livinginand head overto GamePro.com!). The first
30 minutes of the game alone packs more punch
thanthe Incredible Hulk, and in a lesser title, would
haveservedasanincredible end note. The factthat
the developers chose to open the game with such
a memorable fight is one thing, but what's truly
impressive is that they manage to keep the
momentum going throughout the game.

Unlike the first title, which was sometimes
repetitive and featured some frustrating puzzles,
GoWIl is a seamless experience, all wheat and no
chaff. Sony has made it virtually impossible for
you to put down the controller as you will be doing
something completely different every 10 minutes
or so. One of the strengths of the series lies in the
tight pacing of the action—just when you think

74 [/ May 2007 // GAMEPRO.cOM
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® Deveiuper: Snny Santa Monica ® Publisher: Sony

you've seen it all, the developers find yet another
way to surprise you. That’s no different in GoWI|,
where the action never gets stale or old thanks
to the return of the superlative storytelling and
thoughtful pacing.

BRAINS AND BRAWN

And it's that sense of storytelling that is the true
strength of both GoW titles. The eye-popping
finishing moves, the whirling dervish combos,
and the stunning magic powers are all well and
good but it was the story of the Spartan warrior
Kratos, and his tragic fall and brutal ascension
to the peaks of Mount Olympus, that made the
original GoW so memorable. The presentation
was where the game truly shined and had it been
missing, the visceral action would have been
enough to carry the game, but only to a point.

.....



Truly, it was the marriage of the epic story and the
balls-to-the-walls action that made GoW stand out
from the countless other titles that had come before
(Devil May Cry) and have come since (Ghost Rider)
its release in 2005.

God of War guru David Jaffe was not behind
the steering wheel for this second installment—
he's rumored to be working on GoW for the
PlayStation 3—but the delicate interplay between

narrative storytelling and action is maintained
here, and the tension between the two ingredients
is somehow just right. The last thing | want to
do is spoil the game’s story for anyone who is
even considering playing this game, because it's
something that must be experienced firsthand,;
but suffice it to say that Kratos once again faces a
series of trials and must once again climb the tallest
of mountains, if not physically then metaphorically.

e N et ey o s
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MEAT AND POTATOES

Helping you in your Herculean journey is a slew
of new weapons and moves. The familiar Blades
of Chaos—which morphed into Athena’s Blades
at the conclusion of the first game—are back
as your main implements of choice but you will
eventually come to wield such weapons as the
Barbarian’s Hammer, a meat mallet that's as big as
Kratos, and the Spear of Destiny, which is used for
mopping up anentire area of enemies with its wide
range. Each weapon in the game can be upgraded
to unlock more vicious attacks that Kratos can
execute and there are a number of ancillary items
at his disposal; these include Jason’s Golden
Fleece, which deflects magical attacks and sends
them back towards the enemy that casts it, and
the Amulet of the Fates, which slows time down
to a bullet-time crawl.

Kratos has learned quite a few new violent
attacks since the last game, including the Cyclone
of Chaos, where he whips his Athena’s Blades
through the air, ripping the surrounding enemies
to shreds. And if you're only sparring with a single
enemy, you can grind them into dust with one of
Kratos’ fastest attacks, the Rampage of the Furies.
Not brutal enough? Well, there's something in this
game for even the most sadistic gamer, such as
one move where you can grab an airborne enemy
and repeatedly bounce their body off the ground.

WARMONGERING
Suffice it to say, no review can truly capture the
magnificence of GoWIl. There are memorable
moments galore, the kind that you'll try in vain
to describe to your friends but words can't fully
do justice to this game. GoWIl’s sole imperfection
is that its graphics remain relatively unchanged
from the original, but at the end of the day this is
an insignificant pimple on the face of this Goliath
of a game.—Long-Haired Offender
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Cons: The graphics are nearly indistinguishable
from its predecessor. '
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The first must-have game on the PlayStation 3
Is an incredibly engrossing experience.

MOTORSTORM

If the PlayStation 3 could talk, it would say, “Thank you MotorStorm.”

otorStorm is a magnificent display

of what the PlayStation 3 can accom-

plish in terms of graphics and physics.
Whether developer Evolution Studios has just
cracked the seal on the PS3’s potential or com-
pletely tapped the system for all it's worth, we
don’t know, and frankly we don’t care because
this is one of the best looking and performing
console games vet.

A FINISHED PrRODUCT
Unlike the non-online version that was released
in Japan—to lukewarm reviews, natch—the

North American version is vastly superior, with
Improved graphics and online multiplayer. But
what’'s most impressive is that the bump up in
visual quality and the 12-player online matches
result in no noticeable hit in terms of technical
performance, which makes the U.S. version the
one to write home about.

The little bit of plot featured in MotorStorm
takes a backseat to the gameplay itself, and un-
like other titles, this is actually a good thing. Aside
from a hokey and brief introductory cinema,
there's no plot direction at all—it's race, race, race,
and really nothing more.

76 [/ May 2007 // GaAMEPRO.COM
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® Developer: Evolution Studios ®m Publisher: Sony

The game leads you through a series of race
tickets which are comprised of four races; each
ticket is further subdivided into four levels of diffi-
culty. Completing races unlocks more races, tick-
ets, and vehicles, and the game gets progressively
harder as you finish events. Certain events will re-
quire you to finish in the number-one slot, so you
will most likely have to repeat certain races.

NEED FOR SPEED
MotorStorm is about speed and smashing, but the
game isn’t the fastest around, nor does it cause
the biggest pileups like, say, the Burnout series.
What it does do is pair the speed and carnage to-
gether nicely. Don’t think for a second that Motor-
Storm is all brawn and no brains, though: It takes
a good deal of strategy to compete in the more dif-
ficult level 3 and 4 races.

| did wish that the game had more than eight
tracks, but MotorStorm works around this restric-
tion by offering different types of events on each
track. For example, a track like Rock Hopper in a
level 1 race with, say, bikes only might be rather




easy to take the gold, but a level three race on the
same track where you have to race ATVs against
bikes and rally cars is much more difficult.

And that's why the game forces you to be-
come familiar with the many paths and shortcuts
of the game. These aren’t the Midnight Club-like
open-ended shortcuts though; MotorStorm races
are confined to a general track area. But some of
the tracks are huge, and the race-able space is
often very wide. Each track has recommended
paths, usually high and low, for each vehicle type.
Bikes and ATVs should generally stick to higher
grounds and utilize jumps. Big rigs and mud plug-
gers (the game’s best off-roading rigs) should
mostly stay down in the dirty trenches where
they ride best. But even though each vehicle has
specific strengths and weaknesses regarding the

terrain, you'll have to take risks to come out on top
in the harder races.

DoN’'T DRIVE So CLOSE To ME

If racing is the cake of MotorStorm, crashing is
definitely the icing. The effect it has on the race
aside, there are few things more rewarding than
watching your vehicle blow up into hundreds of
pieces. Better yet, you can pause during a crash
and rotate/zoom the camera to view the car-
nage up close.

MotorStorm’s controls and HUD are rather
simplistic, but this was an obvious design deci-
sion, rather than an oversight. Cluttering up the
screen with meters and maps would take away
from the game’s gorgeous graphics. You'll find no
speedometer, no rear-view mirror, and no circular

course map. All you get is race position and a
boost meter that displays your auto’'s tempera-
ture, but really, that’s all you need.

DIRT ON YOUR WINDSHIELD

And yet, while MotorStorm is undeniably the best
PS3 game yet, it has some frustrating shortcom-
ings. First, the slim number of tracks is downright
disappointing. The downloadable demo tricked
us all into thinking the game would have loads of
cars and tracks, but the reality is that the final ros-
teris somewhat lean. Second, because of the tight
physics, flipping and veering into a tight jam is a
usual occurrence, but righting yourself isn‘t. You
can easily drop to last place from hitting just one
little rock. At times you're better off just booting
yourself into flames to get a fresh start. And lastly,
MotorStorm may seem very simplistic to the point
of being boring to some gamers. | personally ap-
preciated the simplicity but it may just be a mat-
ter of preference.

Regardless of how you feel, there's no denying
that MotorStorm is a visual triumph. The game's
realistic graphics offer a tantalizing glimpse of
what the PS3 may be capable of down the line.
This is the only racing game |'ve ever enjoyed
playing from the first-person view, simply be-
cause | get to see all the game’s details up close.

Just one last note about the 12-player online
races: Shockingly, there's very little drop in per-
formance, but who knows what will happen when
the servers are popping with people. However,
there’s no denying that having that option is bet-
ter than not. The lobby system is no frills, but a
MotorStorm ranking at least shows what you're
up against.

| probably wouldn’t buy a PS3 just for Motor-
Storm, but it is the first legitimate must-have title
if you've already got one.—Mr. Marbles
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Pros: Exciting blend of racing and crashing.
Great showcase of PS3's raw power.

Cons: Lean selection of cars and tracks.
Unforgiving physics.
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Sometimes, you just have to pull out the heavy weaponry and make something go BOOM!
Tactically speaking, it isn't always the best option, but it is satisfying nonetheless.
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Tom CLANCY’S GHOST RECON
ADVANCED WARFIGHTER 2

Tom Clancy'’s elite warriors of the future keep on rockin’ in the free world.

Xbox 360  ESRB: T

........

_I_F:Lgr‘f.:uu P

'
'
]
;
- - ——
!‘!, S
- e,
-
-

t's 2014, and Mexico is struggling to contain

a rebellion on the eve of a new North

American security agreement. Nukes go
missing, and guess who gets to sweep up the
mess? From the desolate wastes of the Mexican
desert, to the streets of El Paso, Texas, you lead
a squad of top tier soldiers who exist solely to
execute the shadowy black-ops that Uncle Sam
can’t or won't acknowledge publicly.

WHO’s THE Boss?

The bulk of Ghost Recon Advanced Warfighter 2’s
solo play is split between cracking open cans of
hot whoop-ass, scanning for cover and ambush
possibilities, and ordering around a hand-picked
squad at the start of each mission. Different
warrior classes boast particular strengths and
weaknesses: marksmen are great when you have
the luxury of long range, medics can most
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effectively heal anyone that catches a bullet,
while riflemen and gunners are better off under
closer combat circumstances. Balancing your
squad with an array of talents is critical; a well-
balanced team offers you flexibility and the ability
to tackle a variety of problems as they arise.

While squad shooter veterans might be a
little put off by the surprisingly frequent stretches
of solo play, usually involving a trip to a rally point
reunion, or raining bullets from a helicopter’s
chain-gun, GRAW?2 still offers tons of tactical
juice—managing your cover, spotting snipers,
and flanking the enemy without getting tagged
makes for a tense and gritty play experience.

The spectacular graphics—embellished as
they are with dynamic lighting, first-rate
texturing, and the heat shimmer of convincing,
fiery explosions—also do a fantastic job of pulling
you into the game’s world.

SYNCHRONIZED SWIMMING

Unfortunately, excitement isn’t the only thing
that’ll get your heart rate up. While the enemy A.l.
has certainly improved, it's still too predictable.
Even at the highest difficulty settings, enemies
pop out from cover in too predictable a cycle, and
don’t take the advancement and flanking op-
portunities available to them.

Meanwhile, your own goons might not get
hung up on any corners, but they still demonstrate
a suicidal willingness to step in front of your fire,
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or go hunting for a new cover spot at precisely the
wrong moment. Worst of all, the heavy support
you'll occasionally pick up—armored personnel
carriers, tanks, recon choppers, and gunships—
are often best told to go hide in a corner while you
clear the opposition, since they act as if a coma
patient is behind the wheel.

GROUND SUPPORT

But even if your compatriots are running around
like headless chickens, at least you'll always be
cool under fire. The control layout is the slickest
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it's ever been, putting everything from firing op-
tions, weapon changes, and simple orders right at
your fingertips. Select an allied asset with the di-
rectional pad, and hold down the right bumper to
see the world from their full-screen point of view.
This lets you take direct control of reconnaissance
drones, and order companions to new cover
without having them in your sight line, and every
last bit of it is rendered in gorgeous detail.

The idea of a networked battleground, all
accessed by a cyborg-like HUD, is intoxicating,
but there is a troubling responsiveness issue with

some of the basic movement commands. Who
wants to wait a second and a half to hit the deck
when unseen enemies start unloading their
automatic weapons? Why do you have to wait for
a stance change animation to complete before
switching weapons, or changing firing modes?
Why are you sometimes unable to look down your
rifle’s scope without backing away from cover an
inch or two?

A MOVABLE FEAST

Perhaps it’s a testament to the cunning mission
design, with its seemingly fluid objectives and
only occasionally cheesy scripting, that the whole
affair manages to be more exciting and entertain-
ing than maddening despite these complaints.
Still, whatever frustrations might lurk in the single
player campaign, it’s actually only half the game.
Everything that made GRAW a multiplayer hit has
been polished and expanded, with player com-
plaints like spawn camping and degraded online
image quality fully and effectively addressed.

There’'s so much to do online, it's actually
a little ridiculous. Sixteen male and female
characters might drop into a six mission co-op
campaign that expands on the events of the main
story line. Ad-hoc fire teams and lone gunmen
can comb eight new maps (out of 18 total) of
remarkable versatility and tactical opportunity
at varying times of day while healing each other
Gears of War-style.

There are even a few new modes, like “Offi-
cer,” where a single random teammate’s kills and
deaths have a greater impact on the final score-
board, or “Divide & Conquer,” where every zone
you take control of awards you more and stronger
A.l. support, like soldiers and helicopter coverage.
Everything from spawn counts, kit restrictions,
and time limits is easily customized in seconds.
There’s even full clan support, where you and 99
of your closest pals can train together to become
a well-oiled military machine.

SPLIT DECISION

GRAW?2 is one of those games that makes you
wonder how long it’ll be before the advent of a
dedicated online-only military world. The latestin
this series might not reinvent the squad shooter,
but with so much of its true value wrapped up In
a compelling and expertly crafted online experi-
ence, it simply doesn’t have to. Even the linger-
ing control issues recede in the presence of a level
playing field.

Still, evenifyoudon’tcareonewhitabouton-
line gaming, Red Storm’s latest is exciting enough
to offset the nagging sense that you've trod this
ground before. It might not represent the pinnacle
of the genre, but it is well worth playing. On the
other hand, if you live and breathe online gaming,
GRAW?2 is undoubtedly a must-buy.—Ouroboros

FUN FACTOR -~

4.25 =

OUT OF 5.00 Bl /< %

Pros: Visual upgrades, variety of multiplayer
options, clan support.

Cons: A.l. and control issues. Improvements
are merely evolutionary.
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Big, powerful shots will send the gators reeling in
this mini-game, but in a pinch it would probably
pe better to hit a quick shot to help you set up for a
more powerful follow-up.

VIRTUA TENNIS

Sega’s next-gen installment of tennis is here. But is it an ace or a total fault?

PS3 | ESREB: E

ega may be having a hard time keeping the

Sonic franchise from becoming an endless

string of unforgivably bad games, but thank-
fully, it appears the Virtua Tennis franchise has
been spared the same fate. Ever since the first title
was released on the Dreamcast, Virtua Tennis has
remained one of the best sports franchises ever.

YoUu’vE NEVER LOOKED

BETTER ANNA

While a game like Wii Sports focuses its atten-
tion more on cartoonish simplicity and motion-
sensing controls, Virtua Tennis 3 skews towards
the opposite end of the spectrum and delivers
some amazingly-convincing visuals. Everything,
from the impeccably rendered courts to the char-
acters’ wrinkled tennis shorts, comes together to
in an impressive presentation package, especially
if you have a 1080p enabled display.

The character models are also amazing, as are
the stunningly fluid animations; not only do the
characters “look” like the real thing, they “move”
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like the real thing as well. There aren’t any jerky
movements here, and the eagle-eyed will appreci-
ate all the subtle details that Sega snuck in, like ref-
erees adjusting in their seats and the ball-catchers
patting down the net before a serve. This really
gives the impression that your matches are tak-
ing place in a dynamic arena rather than a pre-
staged environment.

KEEP IT SIMPLE

But as great as the on-court action is, VT3 would
quickly get long in the tooth were it not for the di-
verse and entertaining selection of mini-games.
These quirky diversions are not only fun but they
also help improve your characters abilities in the
World Tour mode.

The bowling mini-game, for example, helps
improve your serve while another game, in which
you avoid giant boulders while collecting fruit,
upgrades your footwork. Other modes include
the standard tournament and exhibition as well
as a bevy of multiplayer challenges, but the real
appeal is the World Tour mode where you create
your own customizable character and move your
way up to the top of the pros.

Of course, all of this would be for naught if
the game didn't feature tight controls, and thank-
fully, this has always been a strength of the se-
ries. VT3's intuitive and easy-to-use control layout
makes it easy for beginners to pick up and start
playing while providing plenty of options for
more seasoned players. You have the option of
using the Sixaxis’ motion-sensing abilities but

O // May 2007 /J/ GamePro.com
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given how good the standard layout is, it's hard to
recommend it.

FAULT!

| should note that VT3 does stumble few times.
Because the character models are so impressive,
minor flaws suddenly become glaring issues—
I'm talking about things like hair clipping through
shoulders and the zombie-like stares that are af-
fixed to all the faces. Also troubling is the constant
presence of loading screens, which really ruin the
flow of the game.

Still, these problems shouldn’t keep inter-
ested players from enjoying what is without a
doubt an outstandingly well-made game. Its tech-
nically impressive visuals, easy to learn but hard
to master gameplay, and great selection of mini-
games makes Virtua Tennis 3 an absolute ace.
—The Watcher

FUN FACTOH T MR )

4.25

--------------------- OUT OF 5.00

Pros: Everything a "next-gen” sports title
should be.

Cons: Small graphical issues. Annoying
loading screens.
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ith blazing speeds approaching 215
miles per hour, fragile cars, and highly
demanding, technical race courses, the
international Formula 1 circuit serves as an
interesting counterpoint to the far more popular
macho, roughneck world of NASCAR. Amazingly,
Formula One Championship Edition captures all
of these themes. Perhaps the greatest com-
plimentthatcan be paid to this game is that it feels
markedly different than a NASCAR racing game.

OMG, THE SPEED

A big part of the reason that the game feels
different is the hair-raising, awe-inspiring
sensation of speed. During one race, | flawlessly
executed the final 180-degree turn at the Bahrain
track and entered the straightaway at a top speed
of 210 miles per hour. The feeling of speed was
so intense down this straight that my friend Matt
went slack-jawed, wide-eyed nuts, uttering
profanities salty enough to make a nun faint.

But this is how F1 Championship Edition rolls.
Clearly, the power of the PS3 has been success-
fully harnessed because the game’s speed does
not come with any sacrifice to graphical quality.
The cars, environments, and race tracks all look
close to photorealistic.

FUN FOR EVERYONE

Believe it or not, there's an element of game
design here that is actually more important
than the photorealistic graphics and manic
sensation of speed. Sony Studios Liverpool has
crafted an authentic-feeling experience that won't
piss off inexperienced gamers who only know F1
on their keyboards.
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The key is a series of gameplay aids that
help you race without destroying yourself. As
an example, while you zip around the course,
a virtual green line is painted on the screen that
demonstrates the ideal “line” that you should
utilize when entering corners. Another example
is the auto downshifting of gears as you enter
tight turns. Even better, during race week,
A.l. mechanics make all the necessary car
adjustments based on your driving performance
during practice laps.

Hardcore racers will be happy to know
that you can turn off all these aids and manually
adjust and control every racing element to
your heart’s content.

This is not to say that F1 Championship
Edition is easy. In my first two races, | blazed
top speeds that landed me in the pole position.
But racing against a field of 22 drivers is a
different experience than racing against the
clock. In both races, | choked and wrecked out in
the first three laps. Frustrating, sure, but it's
refreshing to have some goals to work towards in
a video game.—Lunchbox
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Pros: Gorgeous HD graphics, easy to play for
first-timers, and speed, speed, speed!

Cons: Not a knock on the game, but F1
Racing has limited appeal in U.S.

300: MARCH TO GLORY

ESRB: M

® Developer: Collision Studios
® Publisher: Warner Bros. Interactive Entertainment

iven a choice, | would have preferred that
the developers drew upon Frank Miller's
original graphic novel for the game's
inspiration, rather than the movie—it would
have been something special to see Miller’s
gutsy visuals brought to life on a PSP screen.
But aside from the cut-scenes, which passably
mimics Miller’s style, 300: March to Glory looks
depressingly conventional. The characters are
standard sword-and-sandal action figures, and
they run around boring, barren, mostly deserted
levels whacking at waves of identical enemies.

If you took a Dynasty Warriors game and
stripped away every redeeming quality, you
wouldmore orless end up with March to Glory.
It's essentially a throwback to the days when
movie-licensed games were always awful—
as opposed to present day, when they're occa-
sionally decent. Everything, from the plot to
the action, moves in a straight line from point
Ato B. The pacing is all wrong, too. Even the
weakest enemies take a handful of whacks to
kill, so instead of plowing through the levels at a
rapid and exciting pace, it's a slow, tedious slog.
Furthermore, the frame rate also bogs down
whenever more than a few enemies appear on
the screen, or whenever the game’s visual ef-
fects get too ambitious.

The historical event that inspired the comic
book has a famously unhappy ending—of the
300 Spartans who fought at Thermopylae, ex-
actly one survived, and only because he was a
traitor. If you happen to believe in omens, that's a
pretty bad one and as such, it doesn’t bode well
for this game.—DFS

OUT OF 5.00 [i¥%

Pros: The original graphic novel is awesome.

Cons: This game? Not so much.
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s baseball games continue to evolve, the
MLB franchise will always have the
challenge of outdoing itself year after

year. Thankfully, MLB 07 has stepped up to the
plate and knocked one over the fence.
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PITCH PERFECT

This year’s installment has pushed a little closer
to the feel of a real baseball experience with the
new Pitching Command System. The system
offers advice on how and where to pitch based on
your strengths and weaknesses. It also lets you
work on your “pitch comfort” where, if you stick
with one pitch, it will strengthen, but if you ignore
a pitch, it will weaken. Each pitcher has a unique
wind-up and release, and it's up to you to master
the timing.

If there's a weak link in this game, it's on the
offensive side of things. The batting system is
pretty unsophisticated when compared with the
rest of the game. With some practice you can at-
temptto control where the ball lands, but that was
an art | never mastered. The Guess Pitch option
lets you look at the pitch history and take a whack

82
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at what kind of pitch will be coming your way. If
you're right, your swing will have more power, but
to be honest, | almost never got it right.

THE UMPIRE STRIKES BACK

One of the most unique new options involves a
key figure most people don’t even think about;
the umps. Umpires now have their own distinct
attitudes and animations, and more importantly,
each ump has his own idea of what the strike zone
Is, so pay attention and comply. Fielding can also
be a lot of fun as each individual player’s abilities
will determine his ease in making catches and
throwing out runners.

There are plenty of features to keep you
entertained; Home Run Derby and King of the
Diamond let you focus on honing specific skills.
You can choose to play one exhibition, an entire
season, the playoffs or even Rivalry Mode, where
you can set up multi-game rivalries against other
players or the A.l.

MLB 07 looks and sounds great. It's amaz-
iIng how specific the announcers’ comments are,
players look like their real-world counterparts and
stadiums have the intricate details that will make
any fan proud.—Kilgore

FUN FACTOR
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Pros: Great pitching mechanic. Solid baseball
experience.

Cons: Batting mechanic needs work.

GAMEPRO.COM

SHINING FORCE EXA

752 Esmo. 10,

® Developer and Publisher: Sega

ack during the hey-day of the 16-bit
Genesis era, Sega’s blue mascot, Sonic,
was bringing home the bacon, but it was
the Shining Force series that was bringing home
the accolades.

The latest installment in the vaunted
franchise, Shining Force EXA, eschews the

familiar strategy-RPG gameplay for an action

oriented feel. The visuals are pretty impressive

for a PS2 game, and the fantasy-themed world

really comes alive. The cinematics are another
strong suit, and while they don’t rival the qual-
ity found in games like Final Fantasy X, they get
the job done.

Unfortunately, the same can’t be said for
the game's combat system, which suffers from
level grind issues. The Geo-Fortress, a huge
mobile castle/shop/training facility armed
with a gargantuan cannon, breaks up the mo-
notony but be warned that the combat never re-
ally changes.

One other word of warning: the game’s audio
is terrible. While the music is okay, the sound
effects and the sub-par voice acting will have
you hitting the mute button in a hurry.

If you can overlook those shortcomings,
you'll be treated to a decent enough RPG game.
EXA doesn’t do much to further the legacy of
the series but at least it doesn't critically dam-
age it either.—SonOfTheShiningPath

Pros: Nice visuals and cut-scenes. Geo-Fortress
Is an interesting addition to gameplay.

Cons: Horrible voice acting. Repetitive
grind-style combat.
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hen will developers learn that just

because you can design a funky con-

trol scheme around the Wii Remote, it
doesn’t mean you should. SSX Blur could have
been a decent ride, but its cumbersome control
scheme dooms it to an arctic hell.

I GoTTA BLAST A DOOKIE?

Explaining SSX Blur's control scheme is like
trying to give a brief primer on quantum physics,
but here goes. With the default settings, swing the
Nunchuk to make wide turns, use the control stick
for tighter turns, press the C button to pivot 90-
degrees, and the Z button to activate grabs during
aerials. Flicking the Wii Remote performs spins
and flips while the A button activates jumps and
“Ubertricks,” and the B button packs snowballs
you can throw at collectibles and opponents.

ESRB CONTENT RATING ~ www.esrb.org o

Violence

@ Developer: EA Montreal m Publisher: EA Sports Big

There’s a fine line between complexity and
impenetrability, but SSX Blur has crossed over
to the wrong side of the track, effectively lock-
ing players out of the experience. The Nunchuk's
sensitivity makes it difficult to execute smooth
turns, while the free-floating Wii Remote often
has you veering out of bounds or screw-attacking
wildly through the air because of an unintentional
wrist flinch. The Ubertricks are even worse: you're
required to draw ridiculous precision patternsin a
split-second of airtime. Talk about frustration.

DOOK ON!

That said, the game isn’t totally intolerable: when
the controls aren’t getting in your way, the early
90s X-treme vibe and the downhill-based snow-
boarding/skiing action are actually pretty decent.
Not much has changed from past SSX titles, and
the graphics are kinda snazzy for a Wii game. Un-
fortunately, it's all a moot point, given the game's
incredibly cumbersome controls.

Dedicated (read: masochistic) gamers will-
ing to invest the time necessary to figure out the
controls might get a kick out of SSX Blur, but the
convoluted configuration on the Wii Remote and
Nunchuk will rightfully turn off most players. The
lesson here is painfully clear: Wii developers need
to start with a blank slate rather than graft old-
school control schemes onto the Wii Remote be-
cause, as SSX Blur demonstrates, it just doesn't
work.—This Old Man
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Pros: Buried under the bad controls lies a
decent enough action-sports game.
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Cons: The controls are awful.
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fore Tekken 6 lands on the PlayStation 3, but

to keep the loyalists satisfied, Namco Bandai
has thoughtfully offered up Tekken 5: Dark Res-
urrection as a high-tech tide-me-over. The good
news is that what was meant as a stopgap actually
ends up being the biggest, best Tekken yet.

F ight fans have a long wait ahead of them be-

BORROWING FROM PETER
TO PAY PAUL PHOENIX

There aren’t any surprises with Tekken 5: DR, as
it plays just as precisely as its PlayStation 2 sib-
lings. In fact, it might play a mite better thanks to
the Sixaxis’ comfier directional pad. Tekken’'s
trademark staccato play style is loved by
some, and maligned by the rest, and this game
won't do anything to change those opinions. The

TEEN

ESRB CONTENT RATING ~ www.esrh.org

™ 1
1.‘

2 Developer and publisher: Namco Bandai Games

good news is that it's a pixel-perfect port of the
arcade game.

There’s no sense in mincing words: Tekken 5:
DR doesn’t come close to capturing the full graph-
ical potential of the PlayStation 3. In fact, as far
as next-gen brawlers go, it's a bit on the homely
side. Fighters are dressed in low-to-medium
resolution textures and sufferfromthe occasional
chunky polygon. The fighting areas look sharp
but sport flat environmental lighting effects, giv-
ing the overall impact of a PS2 game on steroids
rather than a truly new-gen flagship fighter.

Viva NINA

Ah, but 1080p support throws in a seductive
wrinkle. Tekken 5: DR’s graphics technology
may not be on the cutting edge, but its display
resolution definitely is. If you're one of those lucky
bastards who got an HDMI-equipped 1080p TV
set for Christmas, you're in for a treat in the form
of a dazzlingly vivid, crystal-clearimage. The 720p
and 480p modes also sparkle with clarity. We did
spot a moment or two of slowdown on the 1080p
setting when playing on one of the busier back-
drops, but it’s nothing to get worked up about.

As afull-priced retail PS3game, we'd be hugely OUT OF 6.00
underwhelmed by Tekken 5: DR—it just doesn’t I RN EE @IS CHR- SR IRV CIeTole]g¢
add enough outside an enormous character ros-
ter and HD graphics. But for a downloadable
game at a low price point, this one’s pretty much
a no-brainer. Download it! —Vicious Sid

Cons: Not truly next-gen.

legendofthedragonvideogame.com
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Iit's the impossible story of one man
taking on an empire of 6 million.

£ P 8 W T o

i’ ks e e ey ik

[ P

RO

e E
c
=

SRR

reating Kaos

reality series every Friday. Games.net

e

@n original




NBA STREET HOMECOURT

Xbox 360 | ESRB: E

® Developer: EA Canada ® Publisher: EA Sports Big

rcade sports games are a difficult
endeavor. Franchises like NBA Jam,
NFL Blitz, and NHL Hitz burned out after
a few iterations because of a lack of innovation.
EA Sports Big’s NBA Street series, however, has
managed to stay on top with a consistent for-
mula that was tweaked over the course of the
franchise’s history, ultimately culminating in
the fantastic Homecourt.

FIXING WHAT WAS
NEVER BROKEN

As it was, is, and will be forever in the series, this
latest version of NBA Street features three-on-
three streetball games in which your style is
almost as important as your score. By attempting
tricks before hitting your shot, you build up your
Gamebreaker meter. Fill the meter and you
can attempt a Gamebreaker—a shot that will add
one to four points to your score while deducting a
point from your opponent.

EA consistently tweaked the Gamebreaker
concept throughout the series, and this may
be the best implementation of it yet. Basically,
whenever ateam has activatedthe Gamebreaker,
the point swing goes to the first team that scores
during it. Previously, only the team that activated
the Gamebreaker could use it, and if the opponent
managed to gain possession during it, they’'d have
to play keep away until the Gamebreaker mode
subsided. By allowing any team to take advantage,
EA added a welcome layer of strategy that can
dramatically affect the outcome of a game.

NBA Street Homecourt is also the most
stylish sports game you’ll ever play. Between the
old-school funk music, the classic, soulful

R
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pregame narration, and the easily accessible
arcade-style gameplay, it's the kind of game that
should appeal to b-ball neophytes and the hard
court hardcore alike.

BREAKING WHAT

ALREADY WORKED

Unfortunately NBA Street Homecourt hits a few
snags that keep it from perfection. The create-a-
player mode has been dumbed-down in every
regard. Gone is the ability to tweak your own
stats or create a visage from scratch. Instead, you
“morph” your character using two NBA stars and
a third generic character as a template, while your
stats auto-increase with every level-up. The
single and multiplayer modes haven’t seen
much tweaking, which is also disappointing,
but the ability to play on Xbox Live is always a
welcome feature.

NBA Street Homecourt has solid superstar
skills but it's lost a few of its sweet moves. The
Street franchise is still a few tweaks away from
true legend status.—DaveMayCry
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Pros: Arcade b-ball perfected. NBA Jam must
be rolling in its grave.

Cons: Somebody broke the create-a-player.

Mavy 2007
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SONIC AND
THE SECRET RINGS

ESRB: E

# Developer and Publisher: Sega

orget about the huge missteps of the “next-
F gen” Sonic title for the PS3 and Xbox 360.

Secret Rings for the Wii is a good indication
that the iconic hedgehog might be headed back to
his former glory.

WHERE No HEDGEHOG
HAS GONE BEFORE

The story of Secret Rings places Sonic in the mid-
dle of the Arabian Nights. It's not terribly origi-
nal but the development team did a good job of
integrating the storyline into the gameplay and
vice versa; several familiar faces, such as Tails
and Knuckles, appear in the game in full Arabian
Nights themed identities.

For the most part, Sonic makes the leap onto
the Wii without much fuss. Tilting the Wii Remote
to the left and right moves Sonic in that respec-
tive direction; the 1 and 2 buttons control stopping
and jumping. There are also some clever motion-
sensing tricks, such as a flying barrel that requires
you to move the Wii Remote up and down like
you're pumping up your bike tire.

Much like everything else about this game, it
takes some getting used to, but after a few min-
utes of using the Wii Remote like a Sonic steering
wheel, it quickly becomes second nature and feels
more natural than simple button mashing.

BURNING RING OF FIRE

Secret Rings also allows you to customize Sonic
through the use of a special ring that focuses on
three key areas: speed, assault, or defense. You
can mix and match to create a Sonic that’s right for
you. Then there’s the Soul Gauge, which allows
Sonicto control time. By filling the Soul Gauge and
pressing up, you can take Sonic to speeds that will
make your head spin and it's one of the coolest-
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looking effects in the game. Pressing Down with a
full Soul Gauge makes time slow down to a snail’s
pace, allowing Sonic to maneuver through obsta-
cles moving too fast, even for him.

CLEAR THE Room

One word of warning though: the game is tough,
and not in a good way. You better tighten up that
Wii Remote strap because you will feel the urge
to throw the controller through the television, es-
pecially early in the game, before Sonic gets a lot
of his abilities.

Once you get Sonic up to speed, the game is
fun, but still really challenging. It will test your pa-
tience faster than a misbehaving toddler, but once
you get used to the controls, the customization,
and the challenges, you’'ll be glad you gave this
game a chance.—Keep'um Gessin’

FUN FACTOR

3.75

OUT OF 5.00

Pros: Holy crap, a Sonic game that's actually fun!
Can it be?

Cons: The learning curve is steep.

GAMEPRO.COM

WiI1 PLAY

alone game, Wii Play is awful. It has nine
mini-games but they are all, without excep-
tion or fail, repetitive and mediocre. The best of
the bunch is a measly Laser Hockey game, which
is just Pong with a futuristic Tron makeover, but
It’s not by any means great. Even the games that
seem like they should be awesome fall short.
The 9-Ball game is marred by an unintuitive
control scheme and a problematic scoring sys-
tem (you get points equivalent to the ball you

Let's not mince words here: As a stand-

~ sink, meaning the “9” ball gives you nine points

and so on), while the Duck Hunt inspired Shoot-
iIng Range suffers from some sensitivity issues;
this problem also affects the other mini-games
as well.

As such, it’s hard to recommend Wii Play,
but there is one positive aspect that cannot be
overlooked: It comes with a Wii Remote, and you
can never have enough Wii Remotes. This fact
suddenly makes the whole package much more
compelling. When you look at it from this angle,
Wii Play is only costing you ten dollars, as that’s
the price differential between this package and
an extra Wii Remote; that means you're essen-
tially paying $1 per mini-game. Sadly, most of
them aren’t worth even that, but it’s hard to argue
with the economics.

If you needed an excuse to pick up another
Wii Remote and you have an extra Hamilton in
your wallet, then by all means pick up Wii Play.
Justdon'texpectto fully getyour money’s worth.
—The Grim Wiiper

WiiPlay

—

OUT OF 5.00 il

2 8 00 t‘iﬁ.i

Pros: The included Wii Remote is nice.

Cons: The included game isn't.
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SPECTROBES

PSP [ESRB: E10+

m 'ESRB: 3

®» Developer: Mastiff m Publisher: Falcom

T A 484 mph

AL.C.H., or Modified Air Combat Heroes,
offers up two modes for you to partic-
ipate in: racing or dogfighting. Dog-
fights are frenzied bloodbaths with eight planes
launching missiles and pelting each other with
machine-gun fire, which makes for some intense
action filled sequences. The races are fast and
furious rocket rides through tight canyons and
tunnels. Unfortunately, while the actual gameplay
is interesting and fun, the joy of racing and
combat doesn’t last long thanks to a disturbing
lack of depth and variety.

For one, M.A.C.H. only has five tracks, which
is a staggeringly low number for any racing game.
They are well designed, but five is just too small
a number to keep any gamer occupied. You can
fly them in long, short or reverse versions, but
it does little to spice things up. The weapon and
vehicle selection also leaves much to be desired;
the most common power-up, a standard heat-
seeking missile, is by far the most effective, and
aside from cosmetic differences, the different
planes ultimately end up feeling like carbon
copies of each other.

Additionally, the last plane you unlock comes
decked with maxed out stats in every category.
It's a nice reward for your efforts, but it leaves you
little reason to fly anything else once you have it.

M.A.C.H. is a good game for PSP owners
who are fans of racing or arcade-style air com-
bat but it falls too short on depth and details.
It's good for quick and dirty play sessions but
there isn’t much there to keep you occupied for
long.—Hamster4Sale

00:31:32
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SPLTRIRE

3.50

OUT OF 5.00

Pros: The game does offer some thrills...

Cons: ...but the ride is over far too soon.

® Developer: Jupiter Corp
® Publisher: Disney Interactive

pectrobes is a monster collecting RPG that

will have you digging for substance. The

game begins by thrusting you in the shoes
of a young space agent Rallen who must
use monsters called Spectrobes to take down
a menacing threat and save human kind from
destruction.

I’ll admit that, generic story aside, the game
initially drew me in with its’ innovative use of the
DS’ features—I| especially liked the unique plas-
tic overlay cards with numbered holes that unlock
new monsters—but then it stranded me in the
land of boredom with shallow gameplay and re-
petitive mechanics. Spectrobes are fossilized
monsters. To collect them you must search the
environments, dig them up, and then help them
evolve in to an adult form to fight for you.

Excavating the fossils is the game’s strength,
butit quickly grows repetitive. The control scheme
is intuitive but it ultimately feels like a gimmick. To
make things worse the Spectrobes have less
personality than a can of soup so there is little
incentive to continue catching them.

As it is, Spectrobes is little more than a dull
game of collecting fossils with a momentarily
enjoyable gimmick attached to it. If you're look-
ing for a sci-fi Pokémon fix, this might just be the
ticket.—PapaFrog

3.00

OuUT OF 5.00

Pros: Effective use of the DS’ features.

Cons: Mesmerizingly dull, lifeless creatures
and gameplay.

IZUNA:
LEGEND OF THE
UNEMPLOYED NINJA

s |ESRB: E10+

®m Developer: Sting ® Publisher: Atlus

'_--".tnh:i:-l: Hamay s Gt

zuna: Legend of the Unemployed Ninja fol-
lows the misadventures of a troop of job-
less ninjas who anger the gods by stealing a
temple shrine. To lift the curse lzuna must seek
out and defeat the six village gods in forests,
lakes, mines, and caves.

The game’s most stand-out feature is the
dungeon randomizer which constructs and
populates each dungeon with enemies, items,
and traps. It keeps the game fresh and provides
the player with an infinite amount of content to
explore, butafewlevels in you start to notice
that each dungeon is just a carbon copy of the
last one. The subtle touches of a clever, lovingly
crafted dungeon common to any Zelda title,
like hidden passages and multi-tiered design,
are conspicuously absent.

The battle system works well
overall, but it's a bit simple. While
it is fun at times, dungeon crawling
can feel like a turn-based game of
Pac-Man where your main objective
is to fend off monsters while gob-
bling up as many items as possi-
ble before defeating the dungeon'’s
boss. The way death is handled
is definitely a weak point, as it
strips your character of money,
items, and equipment; the rigid
save system doesn’t help either.

Despite its anime-style vi-
suals, the game probably won't
appeal to younger gamers due to
its harsh penalty for failure, but it
should have enough going for it
to please old-school RPG fans.
—Flasherman
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WI—IERE ARE WIiIs?

2: Will Nintendo make any downloads available to expand the customization options for
I" '|II 7 | would like more Mii hairstyles so | can give my Mii a Mohawk!—wiimaniac
Ahoy_and_Avast says: |'ve been ranting and raving about this in the office ever since the
Wii came out, wiimaniac. | have no idea what is taking Nintendo so long to do this. Its in-
evitable that they will release some sort of hair/clothes/face pack for Mii customization in
their online store; it's a matter of when, not if. But why they are dragging their feet is be-
yond me. They could even put out costume packs. Imagine dressing your Mii up in a Ma-
rio or Link costume. What about Mega Man? Then you add in the possibility of having pets
(Nintendogs tie-in anyone?), or even anthropomorphic animal characters and the sky is

wiimaniac

literally the limit.

It might be just a case of too many good ideas, not enough time. Nintendo’s smart
enough to know that they have a cash cow in their possession: now they just have to fig-
ure out how to best carve it up. You'll have your Mohawk sooner or later. In the meantime,
you can grow one in real life just like our own, SonoftheShiningPath.

e
Ahoy and Avast

QUESTION OF THE MONTH

W11 REMOTE BLUES

Q: My Wii Remote is just flashing
and doing nothing else. Please help

me!—donutden

donutden

Ahoy_and_Avast says: I'm
going to discount the possi-
bility that your Wii Remote
= wears a trench coat and ter-
rorizes people by “revealing”
itself to them. Instead, | as-
sume that the lights on the Wii Remote are flash-
Ing, but that the unit itself isn’t registering any of
your commands. There are a couple of possibil-
ities here. The first is that the batteries are run-
ning low. Try swapping them out for fresh ones.
Another possibility is that the Wii Remote is hav-
ing trouble syncing up with the Wii. We've expe-
rienced this ourselves and sometimes it's just a
matter of pushing the sync buttons over and over
again until the Wii and the Wii Remote find each
other. Powering down the system and powering
it back up might help as well. The third possibility
Is that the Wii Remote is broken. If you can, try to
sync another Wii Remote up to the Wii and see if it
works. If so, that might be the sign of a faulty Wii
Remote unit. But I’'m guessing it’s something rela-
tively minor, like dead batteries.

Ahoy_and_Avast

// May 2007 //

IT EATS MONEY!
— S

ASK THE PRros

You ask, we answer. \We hear your pleas for more Miis,
does Nintendo? And the return of 2K Football, at last!

GEARS OF WAR

PC BOUND?
Q: Will there be a PC version of
Gears of War?—Potatoe

Potatoe

ViciousSid says: More than likely there will be a
version of Gears of War for the PC, but don’t look
for it until Gears of War 2 hits the Xbox 360...at

the earliest. Epic has made state-
ments suggesting that a PC ver-
sion was always planned; Halo (and
now Halo 2) made it to the PC. My
guess? 2008,

Vicious Sid

GAMEPRO.COM

2K8 FOOTBALL:
THE LEGEND RETURNS

Q: Is it true that there will be no new
Madden 08 football game? That's
insane! But maybe it's time for an-
other football game to take Madden
down.—EyeGuy

BroBuzz says: Normally we’ d just
bench a question as off the wall as
yours, but you saved yourself by
mentioning pro football alterna-
tives. 2K Sports has announced
All-Pro Football 2K8 due out this
summer. There's only the merest trickle of info
right now, but the game will feature legendary
NFL players, and you can build some outrageous
all-star teams. EA and Madden own the NFL li-
cense, and it's only the third year of the five year
agreement (which is why your original question is
wack). That means All-Pro Football 2K8 can’t use
official teams, jerseys, or current players, but for
the opportunity to make another Montana-to-Rice
touchdown who cares what colors they're wear-
ing. If 2K Sports focuses on its great football me-
chanic and bypasses gimmicks like first-person
view, this game will build a monstrous following
And, yes...natch...of course there will be a
Madden 08 NFL Football this season...jeez.

BroBuzz
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Rank #1 - o f (Capcom) (Xbox 360)

Status: Hero
Total Points: 13500
Posts: 11970

mrhammer
Status: n00B

nagonawe J} “There was a reason they built the
#9 8 Xbox 360 with so much horsepower.”

Humanity just can’t catch a break, can it? We have to abandon Earth for a planet
that doubles as a cosmic snowball, and then we get attacked by aliens. Shoot.
Here's the deal: You have a health meter and you have a number. The number
is how much thermal energy is in your protective suit (it's cold out there, remem-
ber?), and the life bar is...well, life. When your thermal suit runs out of energy, your
ife starts depleting; when it gets to the end, you lose. So how do you get thermal
energy? By killing things and grabbing glowing orbs that come from their bodies.
If that sounds tough, it’s not; it’s actually fun. The rest of the gameplay is fun too,
once you learn the controls. But this game’s strength is graphics. There was a rea-
S B sonthey built the Xbox 360 with so much horsepower: It was for games like this to
Moulden i 'rl fully take advantage of that, as Lost Planet does.

Status: Moderator
Total Points: 9994
Posts: 8555

Status: Hero g A
Total Points: 8938 qq -4
Posts: 457
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Status: Hero | B AEOE THREADS I

< i Total Points: 7305
iamthegamepro Posts: 1619
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Overheard on the GamePro.com message boards...
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R | WHAT IS THE APPEAL OF THE PS52?
Status: Hero M B | like the huge library of games, there is/was
sl o 4zl @ something for everyone to play with the PS2.”

Posts: 6101 S : i
Jetfire B —seabass3682 on the appeal of the PS2
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B NEXT-GEN CONSOLE WARRIORS DON'T UNDERSTAND...

#6 We all know visually the PC is the omega of gaming, the place to find a true next-gen experience
Status: Hero B interms of raw graphics. But check this interesting fact: did you know that your PS3 or Xbox
Total Points: 5791 B 360 is more powerful than the average home PC in terms of processor power? The Xbox 360
Posts: 5549 M has three processors running a whopping 3.2 GHz, and Sony fans speculate the P53 is even

| more powerful (most PC gaming rigs dont even go up to 3.2 on a dual core). But why is it that
the PC always looks better? Its the fact you can update and change the video card. Computers
these days are all fast and.consoles are even faster in terms of processor power—certainly more
powerful than average home-based PCs (again, only in terms of processor power). The reason
they make consoles so powerful, with things like three 3.2 cores and the cell, is because it gives
the console a longer life. Consoles can’t switch video cards, so to counter this they have very
powerful processors. The PC can change video cards so it will always have better graphics.
—jamthegamepro on graphics for PCs

Rezarechshun

#1

Status: Hero
Total Points: 5755
Posts: 5217
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. i #8 B CRACKDOWN FOR THE HALO 3 DEMO?

b B | plan on getting Crackdown on launch because | played the Demo and liked it. | have never
k status: rioto B been super into Halo. Too many snot-nosed little brats play it online. Every time | play that
T game online | need to suppress the urge to slap little children with big mouths around!
rm'h:ﬁ‘a?z : ekt : ' —numonex on buying Crackdown for the Halo 3 demo

! | Status: End Boss
Total Points: 5423

Posts: 4841 kingf;ﬁﬁkerﬁﬂ

Total Points: 5523

#

8 What percentage of your gaming is online multiplayer?
#10 | 75-100% 0.9%
Status: Her ] i
Al 50— 75% [ 07«
25— 50% [] o-6%

Posts: 2807
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You write, we respond.

GIRLS JusT WANT

TO HAVE FUN (To0)

Every time | go to the store to ogle the new RPG's
for the PS2 or drool over Gears of War for the
Xbox 360, | get these weird looks from parents,
store clerks, and even boys my age who are look-
ing at the same game! The reason why? I'm a girl
gamer. I'm sick of stupid boys giving a girl weird
looks because she’s looking at “their” games.
Maybe it's the fact that | don’t have greasy hair,
nerdy glasses, acne, or a severe weight problem.
I'm sure it's odd to see a hot girl pick up a con-
troller and kick your butt at Halo, but goodness,
boys, it's the 21st century! So chill out and try to
find out if some of those girls you drool over actu-
ally play video games. It might just end up being
in your favor.

Kathryn Jacobsen—Via Internet
crazycanuck92@hotmail.com

The Watcher responds: It nice to know that some
girls don'tjust like Barbie's Horse Adventure and Be-
jeweled...not that there's anything wrong with that.

PC POWER!

There's been alack of respect towards the PC; and
while | love a good console, the PC will continue
to blow consoles away. | commend you, GamePFro,
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LETTER OF THE MONTH CONTEST
PAN’S LABYRINTH DVD

The Letter of the Month winner for the July issue will
receive a copy of director Guillermo Del Toro's Oscar-
winning Pan’s Labyrinth on DVD. You must be 18 or
older in order to win this prize.
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LOOKING FOR THE Wii

Dear GamePro,

Enclosed is a letter from my son, Travis. He has been a GamePro subscriber for several years,
and he reads each issue from cover to cover. He is a wonderful 21 year-old person with autism.
Because of his “disability” he is able to memorize most of the information he reads. When his
friends want to know information about video games they come to Travis. The group home
he lives in costs most of his income, and unfortunately we will never be able to afford a Wii. |
hope you will consider him. He truly is “your greatest GamePro fan.”

Teresa Brinkley—Russell, IA

Dear GamePro,

I've been looking very much forward to getting a Nintendo Wii. I'm sure | will not get one oth-
erwise, but when | saw the announcement in my new GamePro magazine | decided to write
GamePro a letter to try and win one. |'ve seen the previews of new Wii games, and they look
very awesome. | would appreciate it if you would consider me. Your Greatest GamePro and

Nintendo Fan.
Travis Brinkley—Russell, IA

A LY L A S S S S 4

for presenting PC coverage in your magazine. PC
gaming may not be as popular as it used to be, but
consoles will never be able to beat the graphics a
good PC can churn out, especially with DirectX 10,
something consoles can’t yet achieve.

Sean Deakin—Via Internet
nirvanasupafreaka_46@hotmail.com

Brother Buzz responds: We'll always support the
PC-gaming community. Just because it’ll eventu-
ally costs thousands of dollars to keep a top gam-
ing rig with an external video card and a power

supply that drains enough electricity to power
a city block doesn’t mean PC gaming doesn’t
deserve to be covered!

WHEN THE $&*# HITS THE FANS

Nowadays, it's nearly impossible to walk into an
Internet forum without running into the common
discussion thread arguing why the “PS3 rules” or
the “360 rocks”—usually with an extra word or
two saying how the opposition doesn't. If you love
your system so much, why not stick with your own

Wii ARE GRATEFUL

| want to thank Nintendo for producing the Wii.
The Wii is not just another video game system; ~
it's a social networking tool. My family members
have gotten a lot closer because of the Wii. My
little brother no longer hides in his room 24/7 and
my sister has shed a couple of pounds all because
we love playing with the console. | actually enjoy
going home to visit now! The Wii is also a great
way to meet new friends. | even met my current
girlfriend at my best friend’s Wii party.

| do have one small complaint, though. On
the way to a Wii party, | was questioned by the
NYPD because they overheard my conversation
about the “Wii party.” They thought | was head-
ing to a party with an illegal drug whose name
sounds very similar. But thank you for that, too!
I've never been questioned by the cops, so it was
a very unique experience. You guys see how the
Wii brings people together?
Kevin Lui—Via Internet
ducksauce001@gmail.com

The Watcher responds: That’s quite a testimonial.
We can see the new Nintendo slogans now: “Wii!
It gets you Chicks” and “NYPD Approved.”

S
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kind? Nintendo gamer? Hang out with the big N crowd! Same with all you PlayStation and
Xbox peeps. All three forces just keeping to themselves with their friends around them,
sounds nice doesn't it?

Oscar Arroyo—Via Internet

belowtheb6th@yahoo.com

The Watcher responds: Does it ever! Fanboys keeping their opinions to themselves,
though? That's like trying to stop the Niagara Falls.

HD ror Mii

Will we ever see a high-definition Wii? If not, will we at least get one that will play DVDs?
Jarred Barrios—Via Internet

Short answer: No. Long answer: It's unlikely we’ll see a high-definition Wii until Nintendo
thinks HDTV penetration is high enough, which won'tbe for at least a few more years. Until
then, it seems almost certain that a Wii with DVD playback will be released eventually.

STICKER SHOCK
When do prices for new consoles usually drop? | just got myself an Xbox 360, and then sud-
denlylhavetogetaWii, becausel, like many others, was fooled into thinking thatitwould be
another GameCube. So, to make G ‘ % ‘ |

a long story short, when do those BEESE SRR
prices start to go down? | can prob- ' S i
ably wait about a year, but that's
about it.

David—Via Internet
DLubes914@aol.com

Ahoy_and_Avast responds: Kick
back, relax, and get ready to wait
longer than a year. Nintendo has
already priced the Wii as the low-
est of the three main consoles, and
the company can’t make enough of
them. There's a greater chance of
Jimmy Hoffa and Elvis starring in a
Vegas showgirl act than there is of
Nintendo lowering the price of the
Wii any time soon.

ART ATTACK!

This month's winner
receives...

Dance Dance
Revolution Universe

Send us your art!
GamePro magazine * Art Attack
501 Second Street, Suite 114

San Francisco, CA 94107-1431
artattack@gamepro.com

Geremy Sites —Phoenix, AZ

All art becomes the properly ol GameFPro magazine, Sory, we cannol

return artwork, We will accept color photocopies or digual scans

€very mag's doin’ a redesign, so why not...

CAMELRO,

ALL-NEW &
MORE LAME
THAN EVER!

* More News Ripped
from the Internet

* More Bigger Pictures
* More Lame Lists LA . i Sy |
e More Weak Previews : W
* More Simple Words . a

e €ven More Bigger
Pictures

* And the Return of...
ProTips!

LAMER-BUT-AT-
LEAST-THEY-LOOK-
NEW DEPARTMENTS

Prawn Point
(Small Ideas for Small Minds)

COMING
SOON!

The SNUB *whether you
(Thoughts from the LamePro Community ignored) like it or not!
We v Xbox

(Sponsored by Sony)

LAMER FEATURES

Lame for Windows

Top Scven Lamest Top Ten Lists

The Xbox: LandfFill or Brick Alternative?

The Wii Remote: Proctologist’s Nightmare

Video Game Magazines: Paper Shredder’'s Bonanza

INSIDE THIS ISSUE:
LEGO God of War

Guitar Hero Groupies
President €vil 5: Bush Bites O
Grand Theft Auto What IV? 85

Brittany Spears’ Pants! Pants! Revolution Detox
Halo Cooking Mama: The Master Chef Recipe
The Legend of Oprah: Heavyweight Princess
NBRA Streetfighter Starring Carmelo Anthony
Rge of Ahnold: Steroidian Adventures
Wretched & Rank: Nothing Matters
Tom Clancy’'s Rainbow Sux
Dick Cheney's Duck Hunt O
Hellgate: Left Behind

Deaf Jam | Can’t Stand the Lyrics
Medal of Honor: Still-borne

If you've read this far, you might
as well look for more at:

WHERE GAMERS 60 FIRST = ca”

RINGING ENDORSEMENTS

Official Xbox Rag & Zine says: “lamePro just gets the 360!
€Electronic, Lame, and Monthly says: “lamePro inspires us."”

Lame for Windows says:
“lamePro’s PC gaming coverage is right on!”

Lamelnformer says: “Our magazine is free.”

Codependent PlayStation Magazine says:
“LamePro is fine. €Everything is fine."
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GamePro reviews all the hottest new games as well as top current hits. For more the full
review, trailers, screen shots, and the hest pnces plaase visit wwwgamepro com

NAMEOFGAME  SYSTEM(S) PUBLISHER fUn. ESRB ploSue

BULLET WITCH XBOX360 | ATARI
BURNOUT DOMINATOR | PS2 EA GAMES 4.25 E10+
CRACKDOWN XBOX360  MICROSOFT 4.50

DEF JAM: ICON | XBOX360 | EAGAMES

THE ELDER SCROLLS IV: BETHESDA

KNIGHTS OF THENINE | XBOX360 | sorrworks | 425 | M

EXCITE TRUCK Wil NINTENDO | 375 | E
1

FULL AUTO 2

GHOST RIDER PS? JKGAMES |

GUITAR HERO II XBOX360  REDOCTANE 4.75 4/07

--—

THE LEGEND OF ZELDA:
TWILIGHT PRINCESS GAMECUBE NINTENDO 5.00 3/07

THE LEGEND OF ZELDA:
TWILIGHT PRINCESS V! NINTENDO 5.00 2/07

LOST PLANET
EXTREME CONDITION | XBOX360 | CAPCOM 3.00 T 207 B
LUNAR KNIGHTS DS KONAMI 800 | E10+ | 407
METAL GEAR SOLID:

PORTABLE OPS PSP KONAMI 400 | M 2/07
RATCHET & CLANK:

SIZE MATTERS PSP SONY 425 | E10+ |  4/07

ROGUE GALAXY SONY

SID MEIER'S PIRATES! 2K GAMES 4.00 E
SOCOM: U.S. NAVY SEALS g ————— | {

Jh" h‘

Egﬁnﬂmﬁnm PC THQ 4.50

L Tr e« MBOX0  UBISDFT 475

CELL DOUBLEAGRNT | W [uBisorT | 300 | M [ 30

TRIONCUBE DS by 250 | E | 407

VIRTUA FIGHTER 5 " r ¥
HEE[E%WARE: s bl Wil NINTENDO +00 E10+ | 407 ‘k.f.ir.tué Eighterﬁr “A m..us.ilnﬂg-:cces -' Ifrs." .

BIG LIST EXTENDED

Game Name Fun Factor Game Name Fun Factor
Blazing Angels: Squadrons of World War Il (PS3)..........ccccccevivurnrcrcneen.3.00 - Phoenix Wright: Ace Attorney—Justice For All (DS) e 4.00
Call oBDULY SRS ) it v b s i 4005 Resistance Fal o TMan PSR i i o st sl sl s s b o b vl S
Call of Duty 3 (Wii).... N R neshrs s smas saEmansnsnaran kb nsats e e sbna e 2e 00 = RO ge Racep 7P S 3. B s R T e e MR R e SO0
College Hoops 2K7 {Xbﬂx 360} fieonsmseaneusnesansiesenansanashnisnencnnsasbeana b0 - o 0MIC the Hedgehod {)(bnx 350) S S AT Bl S SR s RS L K [
Elebits (Wii).... ianiniedeshesnestnononnse ninannssnsansassnssnnsnsasseasessanmenanssususnaesnenensnenns a0+ SUPETSWING Golf (Wil)... 300
Fight Night Hnund 3 {PSB] nxidssshssohisnetsiiindsaanRT s Rs AR s vea s s e i T AR 2D g e oo d s PG ASToT 0? {PS3} AR T AT S R oK. SO R U S
Gears of War (XDOX 3680) ... ivuciieiimssssssesciisiossnesoasssaessumssmiorssssmeensinninna 875 - Tokobot Plus: Mysteries of the Karakurl {F‘SZ} o PSS S e W
Genji: Days of theBlade (P S 8) i i i i e s B s Tom Clancy’s Splinter Cell: Double Agent {}(bnx 360} R L Y TP St b,
Gitaroo Man Lives! (PSP) ... casissensisasesinsarsenrusnaadsanssmameaannns o - TONY.Hawk's Dewnhill:dam (W) . o e e e ndsiea s e = 40 4 0 aF
Grand Theft Auto: Vice Clt‘f Stﬂrles {PSP} unainnesaidas a s e arsnessnainansaieadn i L TONY FlAWK 'S Projact 8PS S) oo e e A R
Kirby: Squeak Squad (DS)... feheienanmeasen el 0 ntold Legendsz Datk Kingdom (BS 8) i s it e e s s e a0
Legend of Heroes Ill: Song of the Dcean {F’SP] mmrssvasssdernanesana 2l D o VIVE PINAta (X B0XC 00 i e e B S S 0 S AR
Metal Slug Anthology (Wii) 300 Wii Sports (Wii)... e e i i e R 00
Mobile Suit Gundam: Crossfire (PS3).....c.cccccvcirireereereinerssenseserereereerennens 1.00 World of Warcraft The Burmng Crusade {PC] b e D.00

94 [/ May 2007 // GAMEPRO.cOM
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INDEX OF ADVERTISERS

This index is provided as an additional service. The publisher does not assume liability
for errors, omissions, or additions due to last-minute changes or other contingencies.
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BESTBUY.COM DOTHACK.com/GU
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CODEMASTERS.COM/HEATSEEKER GUITARHEROGAME.COM

Dell Computer............. S Eas e e Cover 4 SaUATE RN ihh it s O P 51
DELL.COM SQUARE-ENIX.COM
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FULLSAIL.COM THQ.COM
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GAMEFACTORYGAMES.COM GOARMY.COM/STRONG

Glu Mobile........... B Tty e e S S 25 U.S. Marines ....... S A e L T T e D S 49
PGRMOBILE.COM MARINES.COM

Kunami ----------- I R R R R T B R B B B BN B B B B RN R i'i|27 UlSlNavylllill!llllill-liii!i!ii llllllll -i'llii'iiliﬁzg
MARVELTCGONLINE.COM NAVY.COM/SEALS

Microsoft XBoX - ittt siisaauansines S, s v i e University of Advancing Technology ........... 39
XBOX.COM UAT.EDU

Milk Industry Foundation...........covveivinnns 13

BODYBYMILK.COM

> SUBSCRIPTION QUESTIONS
501 Second Street, Suite 114
P.0.Box 37579 « Boone, |IA 50037-0579

San Francisco, CA 94107-1431 510/768-2767
Tel: 415/243-4112 Fax: 415/974-7304 Or click on the Subscriber Services link at GamePro.com

ADVERTISING

Bob Huseby VICE PRESIDENT, SALES bhuseby@idg-entertainment.com

ADVERTISING ADVERTISING SALES INQUIRIES ONLY, PLEASE.

West Coast Office: TEL: 415/243-4112 = FAX: 415/974-7304

Emily-Jane Throckmorton ADVERTISING DIRECTOR ethrockmorton@idg-entertainment.com
Michelle Torrey REGIONAL ACCOUNT MANAGER mtorrey@idg-entertainment.com
Jennifer Crist ACCOUNT MANAGER jcrist@idg-entertainment.com
Nadine Jerrard ACCOUNT MANAGER njarrard@idg-entertainment.com

Andrea Mullany SALES COORDINATOR amullany@idg-entertainment.com

East Coast Office: TEL: 212/590-2576 « FAX: 212/590-2508

Rich Commodore ADVERTISING DIRECTOR rcommodore@idg-entertainment.com
Peter Jallah ACCOUNT MANAGER pjallah@idg-entertainment.com
Nadia Hasan ACCOUNT EXECUTIVE nhasan@idg-entertainment.com
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Editorial Director
Editor

Managing Editor
News Editor
Previews Editor
Reviews Editor
GamerHelp Editor
Games.Net Editor
Editorial Assistant
Video Producer
Video Production Intern
Copy Editor
Editorial Interns

Director, Creative Services
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Director, Marketing
Marketing Intern
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Senior Accountant

Founder, GamePro magazine

www.gamepro.com

Daniel Orum

George Jones
Wes Nihel
Mike Weigand
Sidney Shuman
Chris Morell
Tae Kim

Patrick Shaw
Dave Rudden
Travis Moses
WenD Chan
Galen Sterling-Smith
Chenda Ngak
Jessica Lu
Amanda Ng
Todd Melick
Andy Burt

Francis Mao
George Hu
Desiree Peel
Sean Bledsoe

Steve Spingola
Michele Nelson

Craig Eastman
Jason Klingstedt
Justin Lewis
Brian McKenzie
Sui Mak

Lis Mitchell
Brian Roys
Spenser Hall
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ENTERTAINMENT

Daniel Orum
Dawnielle Cramblet

Francis Mao

Bob Huseby
Emily-Jane Throckmorton
Rich Commodore

David Goldberg
Mary Atchison

Kate Coldwell
Lisa M. Hess

Simon Tonner
Jasper Kwan

Stephanie Taylor
Kathryn Washburn Main

Susan Bell Nunes

Patrick J. Ferrell

MARKETING/PROMOTIONS

Simon Tonner MARKETING DIRECTOR

LIST RENTALS
American List Counsel TEL: 800/252-5478 » FAX: 609/580-2864

MARKETING REPRINTS BACK-ISSUE COPIES

Kathryn Washburn Main CIRCULATION COORDINATOR

stonner@idg-entertainment.com

kwashburnaidg-entertainment.com
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Entire contents copyright 2007 by 1DG Communications, Inc. Al ights reserved. Reproduction in whole or part without prior
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(Mipway) (PS3, XBox 360, PC)

Amazingly, this is not a photograph, but rendered art from Midway’s next big game. From
the mind of famed action-film director John Woo comes the video game sequel to Hard
Boiled, the most exhilarating Hong Kong action flick of 1992. Stranglehold, starring Chow
Yun-Fat as Inspector Tequila, boasts guns, bullet-time, and more action than a Viq Diesel
flick. Obliterating everything in sight, John Woo style, Inspector Tequila is a tough-as-
nails cop with an agenda for vengeance. e

~
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Lyrics L3 PlayStation.c2 o

Guitar Hero |I™ & 2006-2007 RedOctane, Inc. RedOctane® is a registered trademark of RedOctane, Inc. and Activision is a registered trademark of Activision Publishing, Inc. Game code © 2005-2007 Harmonix Music Systems, Inc. Developed by Hannnn_iﬂ: Aus
Systems. Covered by one or more of the following patents: ULS. Patent Nos. 5,739,457, 6,018,121, 6,225,547, 6,347,998, 6,369,313, 6,390,923, 6,425,822, 6,429,863, 6,645,067 and 6,835,887; patents pending. Gibson®, 5:G.*, X-Plorer®, and the shapes and des
elements of the 5G Controller, X-Plorer Controller and the guitars are trademarks of Gibsan Guitar Corp. under license by RedOctane, Inc. "PlayStation™and the "PS"Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, Xi

360, Xbox Live, the Xbox logos. and the Xbox Live logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. The ratings icon is a trademark of the Entertainment Software Association. All other trademarks ;
trade names are the properties of their respective owners. All rights reserved. : R
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‘Building a hattle-worthy PC
egins here: dell.com/ga

The Dell™ XPS™ 410 with Intel® Core™2 Duo
processing. Twice the power.

Customize your new gaming system with the 256MB NVIDIA®
GeForce® 7900 GS graphics card and blow away the competition.

Dell XPS 410 e Sl e S

*1499

E-Value™ Code: 10278-DXCMND1

A, Tom Clag’ihcy's
Ghost Recon
‘Advanced Warfighter™

549,99

0962970

*SKU: ‘3
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bgitech® G15
Ga (eyboard .
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. ﬁ*ﬁ;ﬁnanﬂ & Conquer™ 3:
R iberium Wars
=9 Mt 549.99 99

SKU: A0962973
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Enter a world of visual velocity with a 256
ATI Mobility™ Radeon® X1400 graphics card.

Dell™ Inspiron™ £1705
Starting at

*1299

E-Value Code; 10278-DNCMGQ1

Find everything you need to fuel your love of the game. Call 1-800-590-7455
(for hearing/speech impaired: 1-877-DELLTTY toll-free).

*PRICING/AVAILABILITY: Prices, specifications, availability and terms of offers may change without notice. Taxes, fees, shipping, handling and any
applicable restocking charges are extra, and vary. Offers may be combined with other select offers or discounts. U.S. Dell Home Systems Co. new
purchases only. Dell cannot be responsible for pricing or other errors, and reserves the right to cancel orders arising from such errors. 256MB ATI
MOBILITY RADEON X1400 HYPERMEMORY CARD: The total of local and shared system memory used by this graphics card is up to 256MB. Local
on-board memory is 128MB. Up to 128MB of system memory may be allocated to support graphics, depending on system memory size and other
factors. TRADEMARK AND COPYRIGHT NOTICES: Intel, Intel logo, Intel Inside, Intel Inside logo, Celeron, Celeron Inside, Centrino, the Centrino logo,
Intel Core, Core Inside, Pentium, and Pentium Inside are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United b L '
States and other countries. Microsoft and Windows are registered trademarks of Microsoft Corporation. ©2007 Dell Inc. All rights reserved. e 1273
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